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Oracle 0Bleed
School necromancy
Casting Time 1 standard action
Components V, S
Range close (25 + 5 ft./2 levels)
Target one living creature
Duration instantaneous
Saving Throw DC 15 Will negates; Spell Resistance yes

You cause a living creature that is below 0 hit points but stabilized to
resume dying. Upon casting this spell, you target a living creature that has
-1 or fewer hit points. That creature begins dying, taking 1 point of
damage per round. The creature can be stabilized later normally. This
spell causes a creature that is dying to take 1 point of damage.

Oracle 0Create Water
School conjuration (creation) [water]
Casting Time 1 standard action
Components V, S
Range close (25 + 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.

Oracle 0Detect Magic
School divination
Casting Time 1 standard action
Components V, S
Range 60 ft.
Area cone-shaped emanation
Duration concentration, up to 1 min./level (D)
Saving Throw none; Spell Resistance no

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

1st Round: Presence or absence of magical auras.
2nd Round: Number of different magical auras and the power of the

most potent aura.
3rd Round: The strength and location of each aura. If the items or

creatures bearing the auras are in line of sight, you can make Knowledge
(arcana) skill checks to determine the school of magic involved in each.
(Make one check per aura: DC 15 + spell level, or 15 + 1/2 caster level for
a nonspell effect.) If the aura eminates from a magic item, you can
attempt to identify its properties (see Spellcraft).

Magical areas, multiple types of magic, or strong local magical
emanations may distort or conceal weaker auras.

Aura Strength: An aura's power depends on a spell's functioning spell
level or an item's caster level; see the accompanying table. If an aura falls
into more than one category, detect magic indicates the stronger of the
two.

Lingering Aura: A magical aura lingers after its original source
dissipates (in the case of a spell) or is destroyed (in the case of a magic
item). If detect magic is cast and directed at such a location, the spell
indicates an aura strength of dim (even weaker than a faint aura). How
long the aura lingers at this dim level depends on its original power:

Original Strength - Duration of Lingering Aura
Faint - 1d6 rounds
Moderate - 1d6 minutes
Strong - 1d6 x 10 minutes
Overwhelming - 1d6 days
Outsiders and elementals are not magical in themselves, but if they are

summoned, the conjuration spell registers. Each round, you can turn to
detect magic 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.

Detect magic can be made permanent with a permanency spell.
Oracle 0Detect Poison

School divination
Casting Time 1 standard action
Components V, S
Range close (25 + 5 ft./2 levels)
Target one creature, one object, or a 5-ft. cube
Duration instantaneous
Saving Throw none; Spell Resistance no

You determine whether a creature, object, or area has been poisoned
or is poisonous. You can determine the exact type of poison with a DC 20
Wisdom check. A character with the Craft (alchemy) skill may try a DC 20
Craft (alchemy) check if the Wisdom check fails, or may try the Craft
(alchemy) check prior to the Wisdom check. 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.
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Oracle 0Guidance
School divination / void elemental
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.

Oracle 0Light
School evocation / wood elemental [light]
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, 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.

Oracle 0Mending
School transmutation / metal elemental
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.

Oracle 0Read Magic
School divination
Casting Time 1 standard action
Components V, S, F (a clear crystal or mineral prism)
Range personal
Target you
Duration 10 min./level

You can decipher magical inscriptions on objects - books, scrolls,
weapons, and the like - that would otherwise be unintelligible. This
deciphering does not normally invoke the magic contained in the writing,
although it may do so in the case of a cursed or trapped scroll.
Furthermore, once the spell is cast and you have read the magical
inscription, you are thereafter able to read that particular writing without
recourse to the use of read magic. You can read at the rate of one page
(250 words) per minute. The spell allows you to identify a glyph of warding
with a DC 13 Spellcraft check, a greater glyph of warding with a DC 16
Spellcraft check, or any symbol spell with a Spellcraft check (DC 10 +
spell level).

Read magic can be made permanent with a permanency spell.
Oracle 0Resistance

School abjuration
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.
Oracle 1Command

School enchantment (compulsion) [mind-affecting, language-dependent]
Casting Time 1 standard action
Components V
Range close (25 + 5 ft./2 levels)
Target one living creature
Duration 1 round
Saving Throw DC 16 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.
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Oracle 1Cure Light Wounds
School conjuration (healing)
Casting Time 1 standard action
Components V, S
Range touch
Target creature touched
Duration instantaneous
Saving Throw Will half (harmless); see text; Spell Resistance yes

(harmless); see text
When laying your hand upon a living creature, you channel positive

energy that cures 1d8 points of damage + 1 point per caster level
(maximum +5). Since undead are powered by negative energy, this spell
deals damage to them instead of curing their wounds. An undead creature
can apply spell resistance, and can attempt a Will save to take half
damage.

Oracle 1Doom
School necromancy [fear, mind-affecting]
Casting Time 1 standard action
Components V, S, DF
Range medium (100 + 10 ft./level)
Target one living creature
Duration 1 min./level
Saving Throw DC 16 Will negates; Spell Resistance yes

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

Oracle 1Entropic Shield
School abjuration
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 min./level (D)

A magical field appears around you, glowing with a chaotic blast of
multicolored hues. This field deflects incoming arrows, rays, and other
ranged attacks. Each ranged attack directed at you for which the attacker
must make an attack roll has a 20% miss chance (similar to the effects of
concealment). Other attacks that simply work at a distance are not
affected.

Oracle 1Magic Weapon
School transmutation / metal elemental
Casting Time 1 standard action
Components V, S, DF
Range touch
Target weapon touched
Duration 1 min./level
Saving Throw Will negates (harmless, object); Spell Resistance yes

(harmless, object)
Magic weapon gives a weapon a +1 enhancement bonus on attack and

damage rolls. An enhancement bonus does not stack with a masterwork
weapon's +1 bonus on attack rolls. You can't cast this spell on a natural
weapon, such as an unarmed strike (instead, see magic fang). A monk's
unarmed strike is considered a weapon, and thus it can be enhanced by
this spell.

Oracle 1Sanctuary
School abjuration
Casting Time 1 standard action
Components V, S, DF
Range touch
Target creature touched
Duration 1 round/level
Saving Throw DC 16 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 nonattack
spells or otherwise act.

Oracle 1Shield of Faith
School abjuration
Casting Time 1 standard action
Components V, S, M (parchment with a holy text written on it)
Range touch
Target creature touched
Duration 1 min./level
Saving Throw Will negates (harmless); Spell Resistance yes (harmless)

This spell creates a shimmering, magical field around the target that
averts and deflects attacks. The spell grants the subject a +2 deflection
bonus to AC, with an additional +1 to the bonus for every six levels you
have (maximum +5 deflection bonus at 18th level).

Oracle 2Calm Emotions
School enchantment (compulsion) [emotion, mind-affecting]
Casting Time 1 standard action
Components V, S, DF
Range medium (100 + 10 ft./level)
Area creatures in a 20-ft.-radius spread
Duration concentration, up to 1 round/level (D)
Saving Throw DC 17 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.
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Oracle 2Cure Moderate Wounds
School conjuration (healing)
Casting Time 1 standard action
Components V, S
Range touch
Target creature touched
Duration instantaneous
Saving Throw Will half (harmless); see text; Spell Resistance yes

(harmless); see text
This spell functions like cure light wounds, except that it cures 2d8

points of damage + 1 point per caster level (maximum +10).
Cure Light Wounds
When laying your hand upon a living creature, you channel positive

energy that cures 1d8 points of damage + 1 point per caster level
(maximum +5). Since undead are powered by negative energy, this spell
deals damage to them instead of curing their wounds. An undead creature
can apply spell resistance, and can attempt a Will save to take half
damage.

Oracle 2Dust of Twilight
School conjuration [darkness]
Casting Time 1 standard action
Components V, S, M (coal dust)
Range medium (100 + 10 ft./level)
Target creatures and objects in a 10-ft. spread
Duration instantaneous
Saving Throw DC 17 Fortitude negates (fatigue only); Spell Resistance

no
A shower of iridescent black particles clings to and extinguishes

torches, lanterns, sunrods, and similar mundane light sources and dispels
any spell of 2nd level or lower with the light descriptor (as dispel magic).
Creatures in the area must make a Fortitude save or become fatigued.

Dispel Magic
You can use dispel magic to end one ongoing spell that has been cast

on a creature or object, to temporarily suppress the magical abilities of a
magic item, or to counter another spellcaster's spell. A dispelled spell
ends as if its duration had expired. Some spells, as detailed in their
descriptions, can't be defeated by dispel magic. Dispel magic can dispel
(but not counter) spell-like effects just as it does spells. The effect of a
spell with an instantaneous duration can't be dispelled, because the
magical effect is already over before the dispel magic can take effect. You
choose to use dispel magic in one of two ways: a targeted dispel or a
counterspell.

Targeted Dispel: One object, creature, or spell is the target of the
dispel magic spell. You make one dispel check (1d20 + your caster level)
and compare that to the spell with highest caster level (DC = 11 + the
spell's caster level). If successful, that spell ends. If not, compare the
same result to the spell with the next highest caster level. Repeat this
process until you have dispelled one spell affecting the target, or you have
failed to dispel every spell. For example, a 7th-level caster casts dispel
magic, targeting a creature affected by stoneskin (caster level 12th) and
fly (caster level 6th). The caster level check results in a 19. This check is
not high enough to end the stoneskin (which would have required a 23 or
higher), but it is high enough to end the fly (which only required a 17). Had
the dispel check resulted in a 23 or higher, the stoneskin would have been
dispelled, leaving the fly intact. Had the dispel check been a 16 or less, no
spells would have been affected. You can also use a targeted dispel to
specifically end one spell affecting the target or one spell affecting an
area (such as a wall of fire). You must name the specific spell effect to be
targeted in this way. If your caster level check is equal to or higher than
the DC of that spell, it ends. No other spells or effects on the target are
dispelled if your check is not high enough to end the targeted effect. If you
target an object or creature that is the effect of an ongoing spell (such as
a monster summoned by summon monster), you make a dispel check to
end the spell that conjured the object or creature. If the object that you
target is a magic item, you make a dispel check against the item's caster
level (DC = 11 + the item's caster level). If you succeed, all the item's
magical properties are suppressed for 1d4 rounds, after which the item
recovers its magical properties. A suppressed item becomes nonmagical
for the duration of the effect. An interdimensional opening (such as a bag
of holding) is temporarily closed. A magic item's physical properties are
unchanged: A suppressed magic sword is still a sword (a masterwork
sword, in fact). Artifacts and deities are unaffected by mortal magic such
as this. You automatically succeed on your dispel check against any spell
that you cast yourself.

Counterspell: When dispel magic is used in this way, the spell targets a
spellcaster and is cast as a counterspell. Unlike a true counterspell,
however, dispel magic may not work; you must make a dispel check to
counter the other spellcaster's spell.

Appears in: Advanced Player's Guide
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Oracle 2Hold Person
School enchantment (compulsion) [mind-affecting]
Casting Time 1 standard action
Components V, S, F/DF
Range medium (100 + 10 ft./level)
Target one humanoid creature
Duration 1 round/level (D); see text
Saving Throw DC 17 Will negates; see text; Spell Resistance yes

The subject becomes paralyzed and freezes in place. It is aware and
breathes normally but cannot take any actions, even speech. Each round
on its turn, the subject may attempt a new saving throw to end the effect.
This is a full-round action that does not provoke attacks of opportunity. A
winged creature who is paralyzed cannot flap its wings and falls. A
swimmer can't swim and may drown.

Oracle 2Resist Energy
School abjuration / all elements
Casting Time 1 standard action
Components V, S, DF
Range touch
Target creature touched
Duration 10 min./level
Saving Throw Fortitude negates (harmless); Spell Resistance yes

(harmless)
This abjuration grants a creature limited protection from damage of

whichever one of five energy types you select: acid, cold, electricity, fire,
or sonic. The subject gains resist energy 10 against the energy type
chosen, meaning that each time the creature is subjected to such
damage (whether from a natural or magical source), that damage is
reduced by 10 points before being applied to the creature's hit points. The
value of the energy resistance granted increases to 20 points at 7th level
and to a maximum of 30 points at 11th level. The spell protects the
recipient's equipment as well.

Resist energy absorbs only damage. The subject could still suffer
unfortunate side effects.

Resist energy overlaps (and does not stack with) protection from
energy. If a character is warded by protection from energy and resist
energy, the protection spell absorbs damage until its power is exhausted.

Oracle 2Silence
School illusion (glamer)
Casting Time 1 round
Components V, S
Range long (400 + 40 ft./level)
Area 20-ft.-radius emanation centered on a creature, object, or point in

space
Duration 1 round/level (D)
Saving Throw DC 17 Will negates; see text or none (object); Spell

Resistance yes; see text or no (object)
Upon the casting of this spell, complete silence prevails in the affected

area. All sound is stopped: Conversation is impossible, spells with verbal
components cannot be cast, and no noise whatsoever issues from,
enters, or passes through the area. The spell can be cast on a point in
space, but the effect is stationary unless cast on a mobile object. The
spell can be centered on a creature, and the effect then radiates from the
creature and moves as it moves. An unwilling creature can attempt a Will
save to negate the spell and can use spell resistance, if any. Items in a
creature's possession or magic items that emit sound receive the benefits
of saves and spell resistance, but unattended objects and points in space
do not. Creatures in an area of a silence spell are immune to sonic or
language-based attacks, spells, and effects.

Oracle 2Spiritual Weapon
School evocation [force]
Casting Time 1 standard action
Components V, S, DF
Range medium (100 + 10 ft./level)
Effect magic weapon of force
Duration 1 round/level (D)
Saving Throw none; Spell Resistance yes

A weapon made of force appears and attacks foes at a distance, as
you direct it, dealing 1d8 force damage per hit, + 1 point per three caster
levels (maximum +5 at 15th level). The weapon takes the shape of a
weapon favored by your deity or a weapon with some spiritual significance
or symbolism to you (see below) and has the same threat range and
critical multipliers as a real weapon of its form. It strikes the opponent you
designate, starting with one attack in the round the spell is cast and
continuing each round thereafter on your turn. It uses your base attack
bonus (possibly allowing it multiple attacks per round in subsequent
rounds) plus your Wisdom modifier as its attack bonus. It strikes as a
spell, not as a weapon, so for example, it can damage creatures that have
damage reduction. As a force effect, it can strike incorporeal creatures
without the reduction in damage associated with incorporeality. The
weapon always strikes from your direction. It does not get a flanking
bonus or help a combatant get one. Your feats or combat actions do not
affect the weapon. If the weapon goes beyond the spell range, if it goes
out of your sight, or if you are not directing it, the weapon returns to you
and hovers. Each round after the first, you can use a move action to
redirect the weapon to a new target. If you do not, the weapon continues
to attack the previous round's target. On any round that the weapon
switches targets, it gets one attack. Subsequent rounds of attacking that
target allow the weapon to make multiple attacks if your base attack
bonus would allow it to. Even if the spiritual weapon is a ranged weapon,
use the spell's range, not the weapon's normal range increment, and
switching targets still is a move action. A spiritual weapon cannot be
attacked or harmed by physical attacks, but dispel magic, disintegrate, a
sphere of annihilation, or a rod of cancellation affects it. A spiritual
weapon's AC against touch attacks is 12 (10 + size bonus for Tiny object).
If an attacked creature has spell resistance, you make a caster level
check (1d20 + caster level) against that spell resistance the first time the
spiritual weapon strikes it. If the weapon is successfully resisted, the spell
is dispelled. If not, the weapon has its normal full effect on that creature
for the duration of the spell. The weapon that you get is often a force
replica of your deity's own personal weapon. A cleric without a deity gets
a weapon based on his alignment. A neutral cleric without a deity can
create a spiritual weapon of any alignment, provided he is acting at least
generally in accord with that alignment at the time. The weapons
associated with each alignment are as follows: chaos (battleaxe), evil
(light flail), good (warhammer), law (longsword).

Oracle 3Blindness/Deafness
School necromancy
Casting Time 1 standard action
Components V
Range medium (100 + 10 ft./level)
Target one living creature
Duration permanent (D)
Saving Throw DC 18 Fortitude negates; Spell Resistance yes

You call upon the powers of unlife to render the subject blinded or
deafened, as you choose.
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Oracle 3Cure Serious Wounds
School conjuration (healing)
Casting Time 1 standard action
Components V, S
Range touch
Target creature touched
Duration instantaneous
Saving Throw Will half (harmless); see text; Spell Resistance yes

(harmless); see text
This spell functions like cure light wounds, except that it cures 3d8

points of damage + 1 point per caster level (maximum +15).
Cure Light Wounds
When laying your hand upon a living creature, you channel positive

energy that cures 1d8 points of damage + 1 point per caster level
(maximum +5). Since undead are powered by negative energy, this spell
deals damage to them instead of curing their wounds. An undead creature
can apply spell resistance, and can attempt a Will save to take half
damage.

Oracle 3Deeper Darkness
School evocation [darkness]
Casting Time 1 standard action
Components V, M/DF (bat fur and a piece of coal)
Range touch
Target object touched
Duration 10 min./level (D)
Saving Throw none; Spell Resistance no

This spell functions as darkness, except that objects radiate darkness
in a 60-foot radius and the light level is lowered by two steps. Bright light
becomes dim light and normal light becomes darkness. Areas of dim light
and darkness become supernaturally dark. This functions like darkness,
but even creatures with darkvision cannot see within the spell's confines.
This spell does not stack with itself. Deeper darkness can be used to
counter or dispel any light spell of equal or lower spell level.

Darkness
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.

Oracle 3Dispel Magic
School abjuration / void elemental
Casting Time 1 standard action
Components V, S
Range medium (100 + 10 ft./level)
Target one spellcaster, creature, or object
Duration instantaneous
Saving Throw none; Spell Resistance no

You can use dispel magic to end one ongoing spell that has been cast
on a creature or object, to temporarily suppress the magical abilities of a
magic item, or to counter another spellcaster's spell. A dispelled spell
ends as if its duration had expired. Some spells, as detailed in their
descriptions, can't be defeated by dispel magic. Dispel magic can dispel
(but not counter) spell-like effects just as it does spells. The effect of a
spell with an instantaneous duration can't be dispelled, because the
magical effect is already over before the dispel magic can take effect. You
choose to use dispel magic in one of two ways: a targeted dispel or a
counterspell.

Targeted Dispel: One object, creature, or spell is the target of the
dispel magic spell. You make one dispel check (1d20 + your caster level)
and compare that to the spell with highest caster level (DC = 11 + the
spell's caster level). If successful, that spell ends. If not, compare the
same result to the spell with the next highest caster level. Repeat this
process until you have dispelled one spell affecting the target, or you have
failed to dispel every spell. For example, a 7th-level caster casts dispel
magic, targeting a creature affected by stoneskin (caster level 12th) and
fly (caster level 6th). The caster level check results in a 19. This check is
not high enough to end the stoneskin (which would have required a 23 or
higher), but it is high enough to end the fly (which only required a 17). Had
the dispel check resulted in a 23 or higher, the stoneskin would have been
dispelled, leaving the fly intact. Had the dispel check been a 16 or less, no
spells would have been affected. You can also use a targeted dispel to
specifically end one spell affecting the target or one spell affecting an
area (such as a wall of fire). You must name the specific spell effect to be
targeted in this way. If your caster level check is equal to or higher than
the DC of that spell, it ends. No other spells or effects on the target are
dispelled if your check is not high enough to end the targeted effect. If you
target an object or creature that is the effect of an ongoing spell (such as
a monster summoned by summon monster), you make a dispel check to
end the spell that conjured the object or creature. If the object that you
target is a magic item, you make a dispel check against the item's caster
level (DC = 11 + the item's caster level). If you succeed, all the item's
magical properties are suppressed for 1d4 rounds, after which the item
recovers its magical properties. A suppressed item becomes nonmagical
for the duration of the effect. An interdimensional opening (such as a bag
of holding) is temporarily closed. A magic item's physical properties are
unchanged: A suppressed magic sword is still a sword (a masterwork
sword, in fact). Artifacts and deities are unaffected by mortal magic such
as this. You automatically succeed on your dispel check against any spell
that you cast yourself.

Counterspell: When dispel magic is used in this way, the spell targets a
spellcaster and is cast as a counterspell. Unlike a true counterspell,
however, dispel magic may not work; you must make a dispel check to
counter the other spellcaster's spell.
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Oracle 3Protection from Energy
School abjuration / all elements
Casting Time 1 standard action
Components V, S, DF
Range touch
Target creature touched
Duration 10 min./level or until discharged
Saving Throw Fortitude negates (harmless); Spell Resistance yes

(harmless)
Protection from energy grants temporary immunity to the type of

energy you specify when you cast it (acid, cold, electricity, fire, or sonic).
When the spell absorbs 12 points per caster level of energy damage (to a
maximum of 120 points at 10th level), it is discharged.

Protection from energy overlaps (and does not stack with) resist
energy. If a character is warded by protection from energy and resist
energy, the protection spell absorbs damage until its power is exhausted.

Oracle 3Tongues
School divination / wood elemental
Casting Time 1 standard action
Components V, M/DF (a clay model of a ziggurat)
Range touch
Target creature touched
Duration 10 min./level
Saving Throw Will negates (harmless); Spell Resistance no

This spell grants the creature touched the ability to speak and
understand the language of any intelligent creature, whether it is a racial
tongue or a regional dialect. The subject can speak only one language at
a time, although it may be able to understand several languages.
Tongues does not enable the subject to speak with creatures who don't
speak. The subject can make itself understood as far as its voice carries.
This spell does not predispose any creature addressed toward the subject
in any way.

Tongues can be made permanent with a permanency spell.
Oracle 4Air Walk

School transmutation [air]
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.

Oracle 4Black Tentacles
School conjuration (creation)
Casting Time 1 standard action
Components V, S, M (octopus or squid tentacle)
Range medium (100 + 10 ft./level)
Area 20-ft.-radius spread
Duration 1 round/level (D)
Saving Throw none; Spell Resistance no

This spell causes a field of rubbery black tentacles to appear,
burrowing up from the floor and reaching for any creature in the area.
Every creature within the area of the spell is the target of a combat
maneuver check made to grapple each round at the beginning of your
turn, including the round that black tentacles is cast. Creatures that enter
the area of effect are also automatically attacked. The tentacles do not
provoke attacks of opportunity. When determining the tentacles' CMB, the
tentacles use your caster level as their base attack bonus and receive a
+4 bonus due to their Strength and a +1 size bonus. Roll only once for the
entire spell effect each round and apply the result to all creatures in the
area of effect.

If the tentacles succeed in grappling a foe, that foe takes 1d6+4 points
of damage and gains the grappled condition. Grappled opponents cannot
move without first breaking the grapple. All other movement is prohibited
unless the creature breaks the grapple first. The black tentacles spell
receives a +5 bonus on grapple checks made against opponents it is
already grappling, but cannot move foes or pin foes. Each round that
black tentacles succeeds on a grapple check, it deals an additional 1d6+4
points of damage. The CMD of black tentacles, for the purposes of
escaping the grapple, is equal to 10 + its CMB. The tentacles created by
this spell cannot be damaged, but they can be dispelled as normal. The
entire area of effect is considered difficult terrain while the tentacles last.

Oracle 4Blessing of Fervor
School transmutation
Casting Time 1 standard action
Components V, S, DF
Range close (25 + 5 ft./2 levels)
Target one creature/level, no two of which can be more than 30 ft. apart
Duration 1 round/level
Saving Throw DC 19 Fortitude negates (harmless); Spell Resistance

yes (harmless)
With this blessing, you call your allies to move forth and empower them

to conquer and become victorious. Each round for the duration of this
spell, each of your allies can choose one of the following bonuses for that
round at the beginning of its turn (their choice).

• Increase its speed by 30 feet.
• Stand up as a swift action without provoking an attack of opportunity.
• Make one extra attack as part of a full attack action, using its highest

base attack bonus.
• Gain a +2 bonus on attack rolls and a +2 dodge bonus to AC and

Reflex saves.
• Cast a single spell of 2nd level or lower as if it were an enlarged,

extended, silent, or still spell.
These effects are not cumulative with similar effects, such as those

provided by haste or a speed weapon, nor do they 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. Blessing of fervor does not stack with haste.

Appears in: Advanced Player's Guide
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Oracle 4Cure Critical Wounds
School conjuration (healing)
Casting Time 1 standard action
Components V, S
Range touch
Target creature touched
Duration instantaneous
Saving Throw Will half (harmless); see text; Spell Resistance yes

(harmless); see text
This spell functions like cure light wounds, except that it cures 4d8

points of damage + 1 point per caster level (maximum +20).
Cure Light Wounds
When laying your hand upon a living creature, you channel positive

energy that cures 1d8 points of damage + 1 point per caster level
(maximum +5). Since undead are powered by negative energy, this spell
deals damage to them instead of curing their wounds. An undead creature
can apply spell resistance, and can attempt a Will save to take half
damage.

Oracle 4Death Ward
School necromancy
Casting Time 1 standard action
Components V, S, DF
Range touch
Target living creature touched
Duration 1 min./level
Saving Throw Will negates (harmless); Spell Resistance yes (harmless)

The subject gains a +4 morale bonus on saves against all death spells
and magical death effects. The subject is granted a save to negate such
effects even if one is not normally allowed. The subject is immune to
energy drain and any negative energy effects, including channeled
negative energy. This spell does not remove negative levels that the
subject has already gained, but it does remove the penalties from
negative levels for the duration of its effect.

Death ward does not protect against other sorts of attacks, even if
those attacks might be lethal.

Oracle 4Spiritual Ally
School evocation [force]
Casting Time 1 standard action
Components V, S, DF
Range medium (100 + 10 ft./level)
Effect spiritual ally of force
Duration 1 round/level (D)
Saving Throw none; Spell Resistance yes

An ally made of pure force appears in a single 5-foot square within
range. The ally takes the form of a servant of your god. The spiritual ally
occupies its space, though you and your allies can move through it, since
it is your ally. The spiritual ally carries a single weapon, one favored by
your deity (as for spiritual weapon), which has the same threat range and
critical modifiers as a real weapon of its form. Each round on your turn,
starting with the turn that you cast this spell, your spiritual ally can make
an attack against a foe within its reach that you designate. The spiritual
ally threatens adjacent squares and can flank and make attacks of
opportunity as if it were a normal creature. The spiritual ally uses your
base attack bonus (gaining extra attacks if your base attack bonus is high
enough) plus your Wisdom bonus when it makes a melee attack. When
the spiritual ally hits, it deals 1d10 points of force damage + 1 point of
damage per 3 caster levels (maximum +5 at 15th level). It strikes as a
spell, not a weapon, so it bypasses DR and can affect incorporeal
creatures. Each round after the first, you can move the spiritual ally as a
swift action. It has a speed of 30 feet, and a fly speed of 30 feet (perfect
maneuverability). Being a construct of force, the spiritual ally cannot be
harmed by any physical attacks, but dispel magic, disintegrate, a sphere
of annihilation, or a rod of cancellation affects it. A spiritual ally's AC
against touch attacks is 10. If an attacked creature has spell resistance,
you make a caster level check (1d20 + caster level) against that spell
resistance the first time the spiritual ally strikes it. If the ally is successfully
resisted, the spell is dispelled. If not, the weapon has its normal full effect
on that creature for the duration of the spell.

Appears in: Advanced Player's Guide
Oracle 5Cure Light Wounds, Mass

School conjuration (healing)
Casting Time 1 standard action
Components V, S
Range close (25 + 5 ft./2 levels)
Target one creature/level, no two of which can be more than 30 ft. apart
Duration instantaneous
Saving Throw Will half (harmless) or Will half; see text; Spell

Resistance yes (harmless) or yes; see text
You channel positive energy to cure 1d8 points of damage + 1 point

per caster level (maximum +25) on each selected creature. Like other
cure spells, mass cure light wounds deals damage to undead in its area
rather than curing them. Each affected undead may attempt a Will save
for half damage.

Oracle 5Feeblemind
School enchantment (compulsion) [mind-affecting]
Casting Time 1 standard action
Components V, S, M (a handful of clay, crystal, or glass spheres)
Range medium (100 + 10 ft./level)
Target one creature
Duration instantaneous
Saving Throw DC 20 Will negates; see text; Spell Resistance yes

Target creature's Intelligence and Charisma scores each drop to 1. The
affected creature is unable to use Intelligence- or Charisma based skills,
cast spells, understand language, or communicate coherently. Still, it
knows who its friends are and can follow them and even protect them.
The subject remains in this state until a heal, limited wish, miracle, or wish
spell is used to cancel the effect of the feeblemind. A creature that can
cast arcane spells, such as a sorcerer or a wizard, takes a -4 penalty on
its saving throw.
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Oracle 5Flame Strike
School evocation [fire]
Casting Time 1 standard action
Components V, S, DF
Range medium (100 + 10 ft./level)
Area cylinder (10-ft. radius, 40-ft. high)
Duration instantaneous
Saving Throw DC 20 Reflex half; Spell Resistance yes

A flame strike evokes a vertical column of divine fire. The spell deals
1d6 points of damage per caster level (maximum 15d6). Half the damage
is fire damage, but the other half results directly from divine power and is
therefore not subject to being reduced by resistance to fire-based attacks.

Oracle 5Plane Shift
School conjuration (teleport)
Casting Time 1 standard action
Components V, S, F (a forked metal rod attuned to the plane of travel)
Range touch
Target creature touched, or up to eight willing creatures joining hands
Duration instantaneous
Saving Throw DC 20 Will negates; Spell Resistance yes

You move yourself or some other creature to another plane of
existence or alternate dimension. If several willing persons link hands in a
circle, as many as eight can be affected by the plane shift at the same
time. Precise accuracy as to a particular arrival location on the intended
plane is nigh impossible. From the Material Plane, you can reach any
other plane, though you appear 5 to 500 miles (5d%) from your intended
destination. Plane shift transports creatures instantaneously and then
ends. The creatures need to find other means if they are to travel back
(including casting plane shift again).

Oracle 5Spell Resistance
School abjuration
Casting Time 1 standard action
Components V, S, DF
Range touch
Target creature touched
Duration 1 min./level
Saving Throw Will negates (harmless); Spell Resistance yes (harmless)

The target gains spell resistance equal to 12 + your caster level.
Oracle 5True Seeing

School divination
Casting Time 1 standard action
Components V, S, M (an eye ointment worth 250 gp)
Range touch
Target creature touched
Duration 1 min./level
Saving Throw Will negates (harmless); Spell Resistance yes (harmless)

You confer on the subject the ability to see all things as they actually
are. The subject sees through normal and magical darkness, notices
secret doors hidden by magic, sees the exact locations of creatures or
objects under blur or displacement effects, sees invisible creatures or
objects normally, sees through illusions, and sees the true form of
polymorphed, changed, or transmuted things. Further, the subject can
focus its vision to see into the Ethereal Plane (but not into
extradimensional spaces). The range of true seeing conferred is 120 feet.

True seeing, however, does not penetrate solid objects. It in no way
confers X-ray vision or its equivalent. It does not negate concealment,
including that caused by fog and the like. True seeing does not help the
viewer see through mundane disguises, spot creatures who are simply
hiding, or notice secret doors hidden by mundane means. In addition, the
spell effects cannot be further enhanced with known magic, so one cannot
use true seeing through a crystal ball or in conjunction with
clairaudience/clairvoyance.

Oracle 6Cure Moderate Wounds, Mass
School conjuration (healing)
Casting Time 1 standard action
Components V, S
Range close (25 + 5 ft./2 levels)
Target one creature/level, no two of which can be more than 30 ft. apart
Duration instantaneous
Saving Throw Will half (harmless) or Will half; see text; Spell

Resistance yes (harmless) or yes; see text
This spell functions like mass cure light wounds, except that it cures

2d8 points of damage + 1 point per caster level (maximum +30).
Cure Light Wounds, Mass
You channel positive energy to cure 1d8 points of damage + 1 point

per caster level (maximum +25) on each selected creature. Like other
cure spells, mass cure light wounds deals damage to undead in its area
rather than curing them. Each affected undead may attempt a Will save
for half damage.
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Oracle 6Dispel Magic, Greater
School abjuration / void elemental
Casting Time 1 standard action
Components V, S
Range medium (100 + 10 ft./level)
Target one spellcaster, creature, or object; or a 20-ft.- radius burst
Duration instantaneous
Saving Throw none; Spell Resistance no

This spell functions like dispel magic, except that it can end more than
one spell on a target and it can be used to target multiple creatures.

You choose to use greater dispel magic in one of three ways: a
targeted dispel, area dispel, or a counterspell:

Targeted Dispel : This functions as a targeted dispel magic, but it can
dispel one spell for every four caster levels you possess, starting with the
highest level spells and proceeding to lower level spells.

Additionally, greater dispel magic has a chance to dispel any effect that
remove curse can remove, even if dispel magic can't dispel that effect.
The DC of this check is equal to the curse's DC.

Area Dispel: When greater dispel magic is used in this way, the spell
affects everything within a 20-foot-radius burst. Roll one dispel check and
apply that check to each creature in the area, as if targeted by dispel
magic. For each object within the area that is the target of one or more
spells, apply the dispel check as with creatures. Magic items are not
affected by an area dispel.

For each ongoing area or effect spell whose point of origin is within the
area of the greater dispel magic spell, apply the dispel check to dispel the
spell. For each ongoing spell whose area overlaps that of the greater
dispel magic spell, apply the dispel check to end the effect, but only within
the overlapping area.

If an object or creature that is the effect of an ongoing spell (such as a
monster summoned by summon monster) is in the area, apply the dispel
check to end the spell that conjured that object or creature (returning it
whence it came) in addition to attempting to dispel one spell targeting the
creature or object.

You may choose to automatically succeed on dispel checks against
any spell that you have cast.

Counterspell: This functions as dispel magic, but you receive a +4
bonus on your dispel check to counter the other spellcaster's spell.

Dispel Magic
You can use dispel magic to end one ongoing spell that has been cast

on a creature or object, to temporarily suppress the magical abilities of a
magic item, or to counter another spellcaster's spell. A dispelled spell
ends as if its duration had expired. Some spells, as detailed in their
descriptions, can't be defeated by dispel magic. Dispel magic can dispel
(but not counter) spell-like effects just as it does spells. The effect of a
spell with an instantaneous duration can't be dispelled, because the
magical effect is already over before the dispel magic can take effect. You
choose to use dispel magic in one of two ways: a targeted dispel or a
counterspell.

Targeted Dispel: One object, creature, or spell is the target of the
dispel magic spell. You make one dispel check (1d20 + your caster level)
and compare that to the spell with highest caster level (DC = 11 + the
spell's caster level). If successful, that spell ends. If not, compare the
same result to the spell with the next highest caster level. Repeat this
process until you have dispelled one spell affecting the target, or you have
failed to dispel every spell. For example, a 7th-level caster casts dispel
magic, targeting a creature affected by stoneskin (caster level 12th) and
fly (caster level 6th). The caster level check results in a 19. This check is
not high enough to end the stoneskin (which would have required a 23 or
higher), but it is high enough to end the fly (which only required a 17). Had
the dispel check resulted in a 23 or higher, the stoneskin would have been
dispelled, leaving the fly intact. Had the dispel check been a 16 or less, no

Oracle 6Harm
School necromancy
Casting Time 1 standard action
Components V, S
Range touch
Target creature touched
Duration instantaneous
Saving Throw DC 21 Will half; see text; Spell Resistance yes

Harm charges a subject with negative energy that deals 10 points of
damage per caster level (to a maximum of 150 points at 15th level). If the
creature successfully saves, harm deals half this amount. Harm cannot
reduce the target's hit points to less than 1. If used on an undead
creature, harm acts like heal.

Oracle 6Heal
School conjuration (healing)
Casting Time 1 standard action
Components V, S
Range touch
Target creature touched
Duration instantaneous
Saving Throw Will negates (harmless); Spell Resistance yes (harmless)

Heal enables you to channel positive energy into a creature to wipe
away injury and afflictions. It immediately ends any and all of the following
adverse conditions affecting the target: ability damage, blinded, confused,
dazed, dazzled, deafened, diseased, exhausted, fatigued, feebleminded,
insanity, nauseated, poisoned, sickened, and stunned. It also cures 10 hit
points of damage per level of the caster, to a maximum of 150 points at
15th level.

Heal does not remove negative levels or restore permanently drained
ability score points. If used against an undead creature, heal instead acts
like harm.
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Oracle 6Planar Binding
School conjuration / all elements (calling)
Casting Time 10 minutes
Components V, S
Range close (25 + 5 ft./2 levels)
Target up to three elementals or outsiders, totaling no more than 12 HD,

no two of which can be more than 30 ft. apart when they appear
Duration instantaneous
Saving Throw DC 21 Will negates; Spell Resistance no and yes; see

text
This spell functions like lesser planar binding, except that you may call

a single creature of 12 HD or less, or up to three creatures of the same
kind whose Hit Dice total no more than 12. Each creature gets a saving
throw, makes an independent attempt to escape, and must be individually
persuaded to aid you.

Planar Binding, Lesser
Casting this spell attempts a dangerous act: to lure a creature from

another plane to a specifically prepared trap, which must lie within the
spell's range. The called creature is held in the trap until it agrees to
perform one service in return for its freedom. To create the trap, you must
use a magic circle spell, focused inward. The kind of creature to be bound
must be known and stated. If you wish to call a specific individual, you
must use that individual's proper name in casting the spell. The target
creature is allowed a Will saving throw. If the saving throw succeeds, the
creature resists the spell. If the saving throw fails, the creature is
immediately drawn to the trap (spell resistance does not keep it from
being called). The creature can escape from the trap by successfully
pitting its spell resistance against your caster level check, by dimensional
travel, or with a successful Charisma check (DC 15 + 1/2 your caster level
+ your Charisma modifier). It can try each method once per day. If it
breaks loose, it can flee or attack you. A dimensional anchor cast on the
creature prevents its escape via dimensional travel. You can also employ
a calling diagram (see magic circle against evil) to make the trap more
secure. If the creature does not break free of the trap, you can keep it
bound for as long as you dare. You can attempt to compel the creature to
perform a service by describing the service and perhaps offering some
sort of reward. You make a Charisma check opposed by the creature's
Charisma check. The check is assigned a bonus of +0 to +6 based on the
nature of the service and the reward. If the creature wins the opposed
check, it refuses service. New offers, bribes, and the like can be made or
the old ones reoffered every 24 hours. This process can be repeated until
the creature promises to serve, until it breaks free, or until you decide to
get rid of it by means of some other spell. Impossible demands or
unreasonable commands are never agreed to. If you ever roll a natural 1
on the Charisma check, the creature breaks free of the spell's effect and
can escape or attack you. Once the requested service is completed, the
creature need only to inform you to be instantly sent back whence it
came. The creature might later seek revenge. If you assign some open-
ended task that the creature cannot complete through its own actions, the
spell remains in effect for a maximum of 1 day per caster level, and the
creature gains an immediate chance to break free (with the same chance
to resist as when it was trapped). Note that a clever recipient can subvert
some instructions. When you use a calling spell to call an air, chaotic,
earth, evil, fire, good, lawful, or water creature, it is a spell of that type.

Oracle 7Blasphemy
School evocation [evil, sonic]
Casting Time 1 standard action
Components V
Range 40 ft.
Area nonevil creatures in a 40-ft.-radius spread centered on you
Duration instantaneous
Saving Throw DC 22 Will partial; Spell Resistance yes

Any nonevil creature within the area of a blasphemy spell suffers the
following ill effects.

HD - Effect
Equal to caster level - Dazed
Up to caster level -1 - Weakened, dazed
Up to caster level -5 - Paralyzed, weakened, dazed
Up to caster level -10 - Killed, paralyzed, weakened, dazed
The effects are cumulative and concurrent. A successful Will save

reduces or eliminates these effects. Creatures affected by multiple effects
make only one save and apply the result to all the effects.

Dazed: The creature can take no actions for 1 round, though it defends
itself normally. Save negates.

Weakened: The creature's Strength score decreases by 2d6 points for
2d4 rounds. Save for half.

Paralyzed: The creature is paralyzed and helpless for 1d10 minutes.
Save reduces the paralyzed effect to 1 round.

Killed: Living creatures die. Undead creatures are destroyed. Save
negates. If the save is successful, the creature instead takes 3d6 points
of damage + 1 point per caster level (maximum +25).

Furthermore, if you are on your home plane when you cast this spell,
nonevil extraplanar creatures within the area are instantly banished back
to their home planes. Creatures so banished cannot return for at least 24
hours. This effect takes place regardless of whether the creatures hear
the blasphemy or not. The banishment effect allows a Will save (at a -4
penalty) to negate. Creatures whose Hit Dice exceed your caster level are
unaffected by blasphemy.

Oracle 7Cure Serious Wounds, Mass
School conjuration (healing)
Casting Time 1 standard action
Components V, S
Range close (25 + 5 ft./2 levels)
Target one creature/level, no two of which can be more than 30 ft. apart
Duration instantaneous
Saving Throw Will half (harmless) or Will half; see text; Spell

Resistance yes (harmless) or yes; see text
This spell functions like mass cure light wounds, except that it cures

3d8 points of damage + 1 point per caster level (maximum +35).
Cure Light Wounds, Mass
You channel positive energy to cure 1d8 points of damage + 1 point

per caster level (maximum +25) on each selected creature. Like other
cure spells, mass cure light wounds deals damage to undead in its area
rather than curing them. Each affected undead may attempt a Will save
for half damage.
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Oracle 7Destruction
School necromancy [death]
Casting Time 1 standard action
Components V, S, F (holy or unholy symbol worth 500 gp)
Range close (25 + 5 ft./2 levels)
Target one creature
Duration instantaneous
Saving Throw DC 22 Fortitude partial; Spell Resistance yes

This spell instantly delivers 10 points of damage per caster level. If the
spell slays the target, it consumes the remains utterly in holy (or unholy)
fire (but not its equipment or possessions). If the target's Fortitude saving
throw succeeds, it instead takes 10d6 points of damage. The only way to
restore life to a character who has failed to save against this spell (and
was slain) is to use true resurrection, a carefully worded wish spell
followed by resurrection, or miracle.

Oracle 7Insanity
School enchantment (compulsion) [mind-affecting]
Casting Time 1 standard action
Components V, S
Range medium (100 + 10 ft./level)
Target one living creature
Duration instantaneous
Saving Throw DC 22 Will negates; Spell Resistance yes

The affected creature suffers from a continuous confusion effect, as
the spell.

Remove curse does not remove insanity. Greater restoration, heal,
limited wish, miracle, or wish can restore the creature.

Confusion
This spell causes confusion in the targets, making them unable to

determine their actions. Roll on the following table at the start of each
subject's turn each round to see what it does in that round.

d% - Behavior
01-25 - Act normally
26-50 - Do nothing but babble incoherently
51-75 - Deal 1d8 points of damage + Str modifier to self with item in

hand
76-100 - Attack nearest creature (for this purpose, a familiar counts as

part of the subject's self)
A confused character who can't carry out the indicated action does

nothing but babble incoherently. Attackers are not at any special
advantage when attacking a confused character. Any confused character
who is attacked automatically attacks its attackers on its next turn, as long
as it is still confused when its turn comes. Note that a confused character
will not make attacks of opportunity against any creature that it is not
already devoted to attacking (either because of its most recent action or
because it has just been attacked).

Oracle 7Waves of Ecstasy
School enchantment (compulsion) [emotion, mind-affecting]
Casting Time 1 standard action
Components V, S
Range 30 ft.
Area cone-shaped burst
Duration 1 round/level; see text
Saving Throw DC 22 Will partial (see text); Spell Resistance yes

You emanate waves of intense pleasure that cause all targets within
range to falter. Affected creatures are stunned for 1 round and are
staggered for the remainder of the spell. A creature that makes its save is
staggered for the first round and can act normally thereafter.

Appears in: Ultimate Magic

Oracle 8Cure Critical Wounds, Mass
School conjuration (healing)
Casting Time 1 standard action
Components V, S
Range close (25 + 5 ft./2 levels)
Target one creature/level, no two of which can be more than 30 ft. apart
Duration instantaneous
Saving Throw Will half (harmless) or Will half; see text; Spell

Resistance yes (harmless) or yes; see text
This spell functions like mass cure light wounds, except that it cures

4d8 points of damage + 1 point per caster level (maximum +40).
Cure Light Wounds, Mass
You channel positive energy to cure 1d8 points of damage + 1 point

per caster level (maximum +25) on each selected creature. Like other
cure spells, mass cure light wounds deals damage to undead in its area
rather than curing them. Each affected undead may attempt a Will save
for half damage.

Oracle 8Fire Storm
School evocation [fire]
Casting Time 1 standard action
Components V, S
Range medium (100 + 10 ft./level)
Area two 10-ft. cubes per level (S)
Duration instantaneous
Saving Throw DC 23 Reflex half; Spell Resistance yes

When a fire storm spell is cast, the whole area is shot through with
sheets of roaring flame. The raging flames do not harm natural
vegetation, ground cover, or any plant creatures in the area that you wish
to exclude from damage. Any other creature within the area takes 1d6
points of fire damage per caster level (maximum 20d6). Creatures that fail
their Reflex save catch on fire, taking 4d6 points of fire damage each
round until the flames are extinguished. Extinguishing the flames is a full-
round action that requires a DC 20 Reflex save.

Oracle 8Orb of the Void
School necromancy / void elemental
Casting Time 1 standard action
Components V, S, M (a black gemstone of any kind worth 50 gp)
Range close (25 + 5 ft./2 levels)
Effect 1-ft.-diameter sphere
Duration 1 round/level (D)
Saving Throw DC 23 Fortitude negates; Spell Resistance yes

You create a small weightless sphere of pure negative energy. As a
move action, you can move it up to 30 feet per round in any direction. If it
enters a space with a living creature, it stops moving for the round and
that creature gains one negative level (Fortitude negates). Any creature
passing through or ending its turn in the space occupied by the sphere
gains one negative level (Fortitude negates). Twenty-four hours after
gaining a negative level from the sphere, the subject must make a
Fortitude saving throw (the DC of this save is equal to the DC of this spell)
for each negative level. If the save succeeds, that negative level is
removed. If it fails, that negative level becomes permanent. If more than
one orb (from different castings of the spell) enters the same space, the
orbs automatically fuse together. The resulting orb uses the higher of the
two orbs' DCs as its DC and whichever duration has more time left. If the
orbs are from different casters, each must make an opposed Intelligence
check to move the sphere. An undead creature that passes through or
ends its turn in the space occupied by the orb gains 2d4 x 5 temporary hit
points for 1 hour.

Appears in: Ultimate Magic
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Oracle 8Reverse Gravity
School transmutation / earth elemental
Casting Time 1 standard action
Components V, S, M/DF (lodestone and iron filings)
Range medium (100 + 10 ft./level)
Area up to one 10-ft. cube/level (S)
Duration 1 round/level (D)
Saving Throw none; see text; Spell Resistance no

This spell reverses gravity in an area, causing unattached objects and
creatures in the area to fall upward and reach the top of the area in 1
round. If a solid object (such as a ceiling) is encountered in this fall, falling
objects and creatures strike it in the same manner as they would during a
normal downward fall. If an object or creature reaches the top of the area
without striking anything, it remains there, oscillating slightly, until the
spell ends. At the end of the spell duration, affected objects and creatures
fall downward. Provided it has something to hold onto, a creature caught
in the area can attempt a Reflex save to secure itself when the spell
strikes. Creatures who can fly or levitate can keep themselves from
falling.
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