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ConNceNTRATE | EMoTiON | MANIPULATE || MENTAL

Source Player Core pg. 369 20

Traditions arcane, occult

Bloodline diabolic

Deities Ahriman, Charon, Groetus, Naderi, Sifkesh, The Lost Prince

Area 30-foot cone
Defense Will; Duration 1 or more rounds

You inflict despair on creatures in the area. The effects for each creature are determined by its Will save.

Critical Success The creature is unaffected.

Success For 1 round, the creature can't use reactions and must attempt another save at the start of its tum; on a failure, it is slowed 1 for
that turn as it sobs uncontrollably.

Failure As success, but the duration is 1 minute.

Critical Failure As failure, and the creature is automatically slowed 1 for 1 minute.

Heightened (7th) The area increases to a 60-foot cone.
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ConcentrATE | Curse || INcaPACTATION || MANIPULATE

MenTaL

Source Player Core pg. 346 20
Traditions arcane, occult
Bloodline aberrant

Deities Abraxas, Arazni, Gyronna, Lorthact, Valmallos

Mystery lore
Range 30 feet; Targets 1 creature
Defense Will; Duration varies

SPELL 6

You drastically reduce the target's mental faculties. The target must attempt a Will save. The effects of this curse can be removed only

through effects that target curses.

Critical Success The target is unaffected.
Success The target is stupefied 2 for 1 round.

Failure The target is stupefied 4 with an unlimited duration.

Critical Failure The target's intellect is permanently reduced below that of an animal, and it freats its Charisma, Intelligence, and Wisdom

modifiers as 5. It loses all class abilities that require mental faculties, including all spellcasting. If the target is a PC, they become an NPC

under the GM's control.
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Source Player Core pg. 318 20

Traditions arcane, occult
Deity Black Butterfly
Range fouch; Targets 1 creature

Duration 1 minute

SPELL 2

The target's form appears blurry. It becomes concealed. As the nature of this effect still leaves the target's location obvious, the target

can't use this concealment o Hide or Sneak.
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TRAMPLE 999

Source Monster Core pg. 360 I-!

The monster Strides up to double its Speed and can move through the spaces of creatures of the listed size, Trampling each creature
whose space it enters. The monster can attempt to Trample the same creature only once in a single use of Trample. The monster deals
the damage of the listed Strike, but frampled creatures can attempt a basic Reflex save at the listed DC (no damage on a critical
success, half damage on a success, double damage on a critical failure).
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If you fail the initial saving throw, you advance to
stage 1 of the affliction and are subjected to the listed
effect. On a critical failure, after its onset period (if
applicable), you advance to stage 2 of the affliction and
are subjected to that effect instead.
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ConNceNTRATE | EARTH | MANIPULATE

Source Player Core pg. 327 20
Traditions arcane, primal

Deities Doloras, Torag

Range 120 feet; Targets 1 flying creature
Defense Fortitude; Duration varies

Using the weight of earth, you hamper a target's flight, with effects based on its Fortitude save. If the creature reaches the ground safely,
it doesn't take falling. damage.

Critical Success The target is unaffected.

Success The target falls safely up to 120 feet.

Failure The target falls safely up to 120 feet. If it hits the ground, it can't Hy, levitate, or otherwise leave the ground for 1 round.

Critical Failure The target falls safely up to 120 feet. If it hits the ground, it can't Fly, levitate, or otherwise leave the ground for 1 minute.
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Source Monster Core pg. 360 I-!
The monster interacts to pick up a rock within reach or retrieve a stowed rock and throws it, making a ranged Strike.
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DAWNSILVER ARMOR Item 12+

Source GM Core pg. 228 2-0
Usage worn armor; Bulk — varies by armor

Dawnsilver armor is 1 Bulk lighter than normal (or light Bulk if its normal Bulk is 1, with no effect on armor that normally has light Bulk). It's
easier to wear than normal metal armor, reducing the Strength modifier necessary to ignore its check penalty by 1 and reducing its
Speed penalty by 5 feet.
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Source GM Core pg. 229 2-0
Price 1,400 gp
This armor has a +2 armor potency rune (increase the item bonus to AC by 2) and a resilient rune (+1 item bonus to saves).
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Source Player Core 2 pg. 287 -1
Price 90 gp
Bulk L

The duration is 24 hours.
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& Euxir of Lire (MODERATE) Item 9

Source Player Core 2 pg. 288 -1
Price 150 gp
Bulk L

The elixir restores 5d6+12 Hit Points, and the bonus is +2.
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CoNCENTRATE | MANIPULATE

Source Player Core pg. 325 20
Traditions arcane, divine, occult, primal

Spell List elemental
Bloodline imperial
Range 120 feet; Targets 1 spell effect or unattended magic item

You unravel the magic behind a spell or effect. Attempt a counteract check against the target. If you successfully counteract a magic

item, it becomes a mundane item of its type for 10 minutes. This doesn't change the item's non-magical properties. If the target is an
artifact or similar item, you automatically fail.
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COUNTERACTING

Source Player Core pg. 431 20

Some effects fry to counteract spells, afflictions, conditions, or other effects. Counteract checks compare the power of two forces and
determine which defeats the other. Successfully counteracting an effect disrupts it, preventing it from having any effect, unless noted
otherwise.

When attempting a counteract check, add the relevant skill modifier or other appropriate modifier to your check against the target's
DC. If you're counteracting an affliction, the DC is in the affliction’s stat block. If it's a spell, use the caster's DC. The GM can also
calculate a DC based on the target effect's level. For spells, the counteract check modifier is your spellcasting attribute modifier plus
your spellcasting proficiency bonus, plus any bonuses and penalties that specifically apply to counteract checks.

What you can counteract depends on the check result and the target's counteract rank. If an effect is a spell, its rank is the counteract
rank. Otherwise, halve its level and round up fo determine its counteract rank (minimum counteract rank 0). If an effect's level is unclear
and it came from a creature, halve and round up the creature's level.

Critical Success Counteract the target if its counteract rank is no more than 3 higher than your effect's counteract rank.
Success Counteract the target if its counteract rank is no more than 1 higher than your effect's counteract rank.

Failure Counteract the target if its counteract rank is lower than your effect's counteract rank.

Critical Failure You fail to counteract the target.

CouNterACT TABLE
This table provides a reference for what an effect can counteract based on its rank and the check result. The first number in each

column is the counteract rank at which you can counteract an effect based on your degree of success. The numbers in parentheses
are the typical level range coresponding to that rank.

CouNTERACT

Counteract Rank | Failure Success | Critical Success
0 — 1(1t02) 3 (5to 6)
1 0(-1to0) | 2(3to4) 4 (7 to 8)
2 1(1to02) 3 (5to 6) 5(9to 10)
3 2 (3to4) 4 (7 to 8) 6 (1110 12)
4 3(5t06) | 5(9to10) 7 (13 1o 14)
5 4(7t08) | 6(11to012) 8(15t0 16)
6 5(91t010) | 7 (13 1o 14) 9 (17 to 18)
7 6(111t012) | 8(15t0 16) | 10 (19 to 20)
8 7(13fo 14) | 9 (1710 18) | 11 (21 to 22)
9 8(15t0 16) |10 (190 20) | 12 (23 fo 24)
10 9(171t018) |11 (21 t0 22) | 13 (25 to 26)
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ConNceNTRATE | Force | MANIPULATE

Source Player Core pg. 332 20

Traditions arcane, occult

Bloodline imperial

Catalysts Dragon Throat Scale

Deities Gravelady's Guard, Lorthact, Nethys
Range 120 feet; Targets 1 creature

You fire a shard of solidified magic foward a creature that you can see. It automatically hits and deals 1d4+1 force damage. For each
additional action you use when Casting the Spell, increase the number of shards you shoot by one, to a maximum of three shards for 3
actions. You choose the target for each shard individually. If you shoot more than one shard at the same target, combine the damage
before applying bonuses or penalties fto damage, resistances, weaknesses, and so forth.

Heightened (+2) You fire one additional shard with each action you spend.
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ConcentraTe | Deatt | EmorioN || Fear | MaNIPULATE

MenTaL

Source Player Core pg. 366 20
Traditions arcane, occult
Deities Achaekek, Kalekot, Norgorber, Pharasma

Range 120 feet; Targets 1 living creature
Defense Will

SPELL 4

You force the target to see a vision of its own death. It takes 8dé mental damage with a Will save. If the target is reduced to 0 HP by this
spell, its vision becomes reality and kills it instantly.

Critical Success The target is unaffected.

Success The target takes half damage and is frightened 1.

Failure The target takes full damage and is frightened 2.

Critical Failure The target takes double damage, is frightened 4, and is fleeing for as long as it's frightened.




image21.png
® o Fear 9P SeeLL 1

Concentrate | Emotion | Fear | MaNIPuLATE || MENTAL

Source Player Core pg. 331 20
Traditions arcane, divine, occult, primal

Bloodlines demonic, draconic
Deity Dhalavei

Patron Theme starless shadow
Range 30 feet; Targets 1 creature
Defense Will; Duration varies

You plant fear in the target; it must attempt a Will save.

Critical Success The target is unaffected.

Success The target is frightened 1.

Failure The target is frightened 2.

Critical Failure The target is frightened 3 and fleeing for 1 round.

Heightened (3rd) You can target up to five creatures.
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Source Player Core pg. 359 20

Traditions arcane, occult

Bloodlines aberrant, hag

Deities Cayden Cailean, Halcamora, The Lady of the North Star
Range 30 feet; Targets 1 creature

Defense Will; Duration varies

SPELL 2

You dull the target's mind, depending on its Will save.

Critical Success The target is unaffected.

Success The target is stupefied 1 until the start of your next tum.
Failure The target is stupefied 2 for 1 minute.

Critical Failure The target is stupefied 3 for 1 minute.
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CoNCENTRATE | MANIPULATE

Source Player Core pg. 329 20

Traditions arcane, divine, occult

Catalysts Vultures Wing

Patron Themes the resentment, devourer of decay

Range 30 feet; Targets 1 creature
Defense Fortitude; Duration varies

SpewL 1

You sap the target's strength, depending on its Fortitude save.

Critical Success The target is unaffected.

Success The target is enfeebled 1 until the start of your next turn.

Failure The target is enfeebled 2 for 1 minute.
Critical Failure The target is enfeebled 3 for 1 minute.
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‘CONCENTRATE

Fire

ManipPuLATE

Source Player Core pg. 332 20

Traditions arcane, primal

Bloodline diabolic
Deities Lubaiko, Nurgal, Ra, The Path of the Heavens

Range 30 feet; Area 1 5-foot square
Defense Reflex; Duration sustained up fo 1 minute

SPELL 2

You create a fire that burms without fuel and moves to your commands. The flame deals 3dé fire damage to each creature in the square

in which it appears, with a basic Reflex save. When you Sustain this spell, you can levitate the flame up to 10 feet. It then deals damage

to each creature whose space it shared at any point during its flight. This uses the same damage and save, and you roll the damage

once each time you Sustain. A given creature can take damage from floating flame only once per round.
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ManipuLATE

Source Player Core pg. 33520
Traditions arcane, occult, primal
Bloodlines draconic, imperial

SPELL 3

Deities Droskar, Irori, Jaidz, Kurgess, Ragathiel, Shax, Shyka, Skode, Srikalis, Sritaming, and Sribaril, Szuriel, The Divine Dare, Trudd, Uvuko

Range 30 feet; Targets 1 creature

Duration 1 minute

Magic empowers the target to act faster. It gains the quickened condition and can use the extra action each round for only Strike and

Stride actions.
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ConcentrATE | Fire | MANIPULATE

Source Player Core pg. 331 20

Traditions arcane, primal

Catalysts Firestarter Pellets

Deities Angradd, Chohar, Dahak, Eiseth, Sarenrae, The Freeing Flame, The Prismatic Ray, Walkena
Mystery flames

Range 500 feet; Area 20-foot burst

Defense basic Reflex

A roaring blast of fire detonates at a spot you designate, dealing 6dé fire damage.
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IuLusion | MANIPULATE | Sustie

Source Player Core pg. 339 20
Traditions arcane, occult
Deities Achaekek, Ketephys, Nalinivati, Ng, Nivi Rhombodazzle, Norgorber, Raumya, Shax, Yaezhing

Range fouch; Targets 1 creature
Duration 10 minutes

llusions bend light around the target, rendering it invisible. This makes it undetected to all creatures, though the creatures can attempt to
find the target, making it hidden to them instead. If the target uses a hostile action, the spell ends after that hostile action is completed.
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CoNceNTRATE | INCAPACITATION || MANIPULATE | MENTAL

Source Player Core pg. 326 20
Traditions arcane, divine, occult
Deities Droskar, Lissala, The Godclaw, Zura

Range 30 feet; Targets 1 creature
Defense Will; Duration until your next daily preparations

You take command of the target, forcing it fo obey you. If you issue an obviously self-destructive order, the target doesn't act until you
issue a new order. The effect depends on its Will save.

Critical Success The target is unaffected.

Success The target is stunned 1 as it fights off your commands.

Failure You control the target. It gains the controlled condition, but it can attempt a Will save at the end of each of its turns. On a success,
the spell ends.

Critical Failure As a failure, but the target receives a new save only if you give it a new order that is against its nature, such as killing its
allies.
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Source Player Core pg. 341 20

Traditions arcane, primal
Deities Cemnunnos, Chamidu, Gozreh, Nalinivati

Area 120-foot line
Defense basic Reflex

SPELL 3

A bolt of lightning strikes outward from your hand, dealing 4d12 electricity damage with a basic Reflex save.
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Source Player Core pg. 332 20
Traditions arcane, primal

Deities Baalzebul, Cayden Cailean, Chaldira, Lahkgya, The Laborer's Bastion, Uvuko, Yog-Sothoth
Duration 1 minute

You gain a +30-foot status bonus fo your Speed.
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Source Player Core pg. 334 20

Traditions arcane, primal

Catalysts Kirin Echo Chime

Deities Gozreh, Hei Feng, Hshurha, Pazuzu, Seafarer's Hope, Sky Keepers

Patron Theme silence in snow
Area 60-foot line
Defense Fortitude; Duration until the start of your next tum

A violent wind issues forth from your palm, blowing from the point where you are when you Cast the Spell to the line's opposite end. The
wind extinguishes small non-magical fires, disperses fog and mist, blows objects of light Bulk or less around, and pushes larger objects.
Large or smaller creatures in the area must attempt a Fortitude save. Large or smaller creatures that later move into the gust must
attempt the save on entering.

Critical Success The creature is unaffected.

Success The creature can't move against the wind.

Failure The creature is knocked prone. If it was flying, it takes the effects of critical failure instead.

Ciritical Failure The creature is pushed 30 feet in the wind's direction, knocked prone, and takes 2dé bludgeoning damage.
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CanriP || Cotp | CoNcENTRATE | MANIPULATE

Source Player Core pg. 332 20
Traditions arcane, primal

Range 640 feet; Targets 1 creature
Defense basic Fortitude

An orb of biting cold coalesces around your target, freezing its body. The target takes 2d4 cold damage with a basic Fortitude save. On
a critical failure, the target also gains weakness 1 to bludgeoning until the start of your next tum.

Heightened (+1) The damage increases by 1d4 and the weakness on a critical failure increases by 1.
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INvesTep || MacicaL

Source GM Core pg. 295 20
Price 1,000 gp
Usage womn; Bulk —

This obsidian ring allows you to partially warp your spells through the Netherworld, allowing them to strike directly at a target's body.

Activate € (concentrate, spelishape); Effect If your next action is to Cast a Spell that requires a spell attack roll against Aror Class,
choose Fortitude DC or Reflex DC. You make your spell attack roll against that defense instead of AC. If the spell has multiple targets, the
choice of DC applies to all of them.
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Source Monster Core pg. 359 11

(aura, emotion, fear, mental) A creature that first enters the area must attempt a Wil save. Regardless of the result of the saving throw,
the creature is temporarily immune to this monster's Frightful Presence for 1 minute.

Critical Success The creature is unaffected by the presence. Success The creature is frightened 1. Failure The creature is frightened 2.
Critical Failure The creature is frightened 4.
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ConNcentrate | ELectriciTY | MANIPULATE

Source Player Core pg. 319 20
Traditions arcane, primal
Deities Dagon, Hei Feng, Ranginori, Vineshvakhi

Mystery tempest
Range 500 feet; Targets 1 creature, plus any number of additional creatures

Defense basic Reflex

You discharge a powerful bolt of lightning at the target, dealing 8d12 electricity damage. The target must attempt a basic Reflex save.
The electricity then arcs to another creature within 30 feet of the first target, jumps to another creature within 30 feet of that target, and
so on. You can end the chain at any point. You can't target the same creature more than once, and you must have line of effect to all
targets. Roll the damage only once and apply it fo each target (halving or doubling as appropriate for its saving throw outcome). The
chain ends if any one of the targets critically succeeds at its save.
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Aniack | CoNCENTRATE | MANIPULATE

Source Player Core pg. 325 20

Traditions arcane

Bloodlines demonic, imperial

Deities Kerkamoth, Rovagug, Set, Sorow's Sword

Range 120 feet; Targets 1 creature, unattended object, or force construct
Defense AC and basic Fortitude

A black tracer bolt flies foward your target, and upon making contact intensifies into a powerful destructive beam. Make a spell attack
against the target. If you hit an object or force construct (such as a wall of force), it's destroyed with no save unless it's an artifact or
similarly powerful. A single casting can destroy no more than a 10-foot cube of matter.

If you hit a creature, it takes 12d10 damage (no damage type) with a basic Fortitude save. If you critically hit, the target gets a result one
degree of success worse than the outcome of its Fortitude save. A creature reduced to 0 HP is blasted to fine powder; its gear remains.
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CoNceNTRATE | INCAPACITATION || MANIPULATE | MENTAL

Source Player Core pg. 326 20
Traditions arcane, divine, occult
Deities Droskar, Lissala, The Godclaw, Zura

Range 30 feet; Targets 1 creature
Defense Will; Duration until your next daily preparations

You take command of the target, forcing it fo obey you. If you issue an obviously self-destructive order, the target doesn't act until you
issue a new order. The effect depends on its Will save.

Critical Success The target is unaffected.

Success The target is stunned 1 as it fights off your commands.

Failure You control the target. It gains the controlled condition, but it can attempt a Will save at the end of each of its turns. On a success,
the spell ends.

Critical Failure As a failure, but the target receives a new save only if you give it a new order that is against its nature, such as killing its
allies.
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CoNCENTRATE | Deat | ManipuLATE | Voip

Source Player Core pg. 365 20
Traditions arcane, divine, occult

Bloodline undead
Catalysts Unsullied Blood
Area 30-foot cone
Defense basic Fortitude

You draw in the blood and life force of other creatures through your outsiretched arms. You deal 12dé void damage to living creatures in
the area with a basic Fortitude save.

You gain temporary Hit Points equal to half the damage a single creature takes from this spell; calculate these temporary Hit Points using
the creature that took the most damage. You lose any remaining temporary Hit Points after 1 minute.
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ConcentrATE | Fire | MANIPULATE

Source Player Core pg. 331 20

Traditions arcane, primal

Catalysts Nevercold, Witchwarg Fur

Deities Atreia, Chohar, Folgrit, lomedae, Milani, Ragathiel, Sorrow's Sword, The Godclaw
Duration 1 minute

You create a hovering shield made of fire. As long as the shield persists, its heat grants you cold resistance 5 and makes you immune to
mild and severe environmental cold. You can Raise a Shield with the fire shield as a normal shield to gain a +1 circumstance bonus to AC.
You can use the Shield Block reaction with the fire shield, which has Hardness 10, is immune to fire, and has 40 HP (with no Broken
Threshold), and its Hardness is halved against effects that have the water trait. If you Shield Block a melee attack that is either an
unarmed attack or made by an adjacent attacker, the attacker takes 2dé fire damage.
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CoNCENTRATE | MANIPULATE

Source Player Core pg. 325 20
Traditions arcane, divine, occult, primal

Spell List elemental
Bloodline imperial

Range 120 feet; Targets 1 spell effect or unattended magic item

You unravel the magic behind a spell or effect. Attempt a counteract check against the target. If you successfully counteract a magic

item, it becomes a mundane item of its type for 10 minutes. This doesn't change the item's non-magical properties. If the target is an
artifact or similar item, you automatically fail.
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CoNCENTRATE | MANIPULATE || SHADOW

Source Player Core pg. 356 20
Traditions divine, occult
Range varies; Area varies; Targets basic Reflex or Will (target's choice)

You shape the shadow substance of the Netherworld into a blast. Choose acid, bludgeoning, cold, electricity, fire, force, piercing,
slashing, sonic, or spirit damage, and choose a 30-foot cone, a 15-foot burst within 120 feet, or a 50-foot line. The blast deals 6d8 damage
of the type you chose to each creature in the area.
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CoNCENTRATE | MANIPULATE || SHADOW

Source Player Core pg. 357 20
Traditions arcane, occult

Bloodline aberrant

Deities Abraxas, Gogunta, Yog-Sothoth
Range 120 feet; Area 20-foot burst
Defense Reflex; Duration 1 minute

A mass of snakes made of shadow rise up to capture creatures in the area. Each creature in the area when you Cast the Spell takes 3d6
piercing damage and 1dé persistent poison damage from a biting snake, and it's grabbed or restrained depending on its Reflex save. A
creature that ends its furn in the area must also attempt this save, even if it's already grabbed or restrained by the snakes. You can Dismiss
the spell.

Success The creature is unaffected.

Failure The creature takes full damage and is grabbed by a snake. The snakes' Escape DC is equal to your spell DC. A creature can
attack a snake to release the creature. A snake's AC is equal fo your spell DC, and it's destroyed if it takes 12 or more damage at once.
New snakes continually regrow as long as the spell lasts, so destroying snakes doesn't prevent slither from capturing more creatures.
Critical Failure As failure, but the creature takes double damage and is restrained by a snake.
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CoNCENTRATE | MANIPULATE || TELEPORTATION

Source Player Core pg. 332 20

Traditions arcane, occult

Deities Black Butterfly, Nethys, Ng, Phi Deva
Duration 1 minute

You flicker quickly between your current plane and another. You gain resistance 5 to all damage, except force. At the end of each of
your tumns, you automatically teleport 10 feet in a random direction, as determined by the GM. You can Sustain the spell fo teleport in this
way.
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Source Player Core pg. 367 20
Traditions arcane, primal
Range 120 feet

Duration 1 minute

You sculpt an ice barrier that blocks sight and, once shattered, freezes foes. You create either a 1-foot-thick wall of ice in a straight line up
to 60 feet long and 10 feet high (the wall doesn't have to be vertical, but it must be anchored on both sides to a solid surface) or a 1-foot-
thick, 10-foot radius hemisphere of ice. The ice that makes up the wall is opaque. If you wish, the wall can be of a smaller length, height,

or radius. You must create the wall in an unbroken open space so its edges don't pass through any creatures or objects, or the spell is lost.

Each 10-foot-by-10-foot section of the wall has AC 10, Hardness 10, and 40 Hit Points, and it's immune to critical hits, cold damage, and
precision damage. A section also has weakness to fire 15; a section of the wall destroyed by fire melts, evaporating into water and steam.
A section destroyed by means other than fire leaves behind a chilling mass of ice that is difficult terrain and deals 2d6 cold damage to
any creature passing through it.
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Source Player Core pg. 327 20
Traditions arcane, primal

Deities Doloras, Torag

Range 120 feet; Targets 1 flying creature
Defense Fortitude; Duration varies

Using the weight of earth, you hamper a target's flight, with effects based on its Fortitude save. If the creature reaches the ground safely,
it doesn't take falling. damage.

Critical Success The target is unaffected.

Success The target falls safely up to 120 feet.

Failure The target falls safely up to 120 feet. If it hits the ground, it can't Hy, levitate, or otherwise leave the ground for 1 round.

Critical Failure The target falls safely up to 120 feet. If it hits the ground, it can't Fly, levitate, or otherwise leave the ground for 1 minute.
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ConNceNTRATE | Force | MANIPULATE

Source Player Core pg. 332 20

Traditions arcane, occult

Bloodline imperial

Catalysts Dragon Throat Scale

Deities Gravelady's Guard, Lorthact, Nethys
Range 120 feet; Targets 1 creature

You fire a shard of solidified magic foward a creature that you can see. It automatically hits and deals 1d4+1 force damage. For each
additional action you use when Casting the Spell, increase the number of shards you shoot by one, to a maximum of three shards for 3
actions. You choose the target for each shard individually. If you shoot more than one shard at the same target, combine the damage
before applying bonuses or penalties fto damage, resistances, weaknesses, and so forth.

Heightened (+2) You fire one additional shard with each action you spend.
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Source Player Core pg. 365 20
Traditions arcane, divine, occult

Bloodline aberrant

Catalysts Unsullied Blood

Range fouch; Targets 1 living creature
Defense basic Fortitude

Your touch leeches the lifeblood out of a target to empower yourself. You deal 6dé void damage to the target. You gain temporary Hit
Points equal to half the void damage the target takes (after applying resistances and the like). You lose any remaining temporary Hit
Points after 1 minute.
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Source Player Core pg. 363 20

Traditions arcane, occult

Bloodline imperial

Catalysts Dimensional Knot

Deities Alseta, Desna, Eiseth

Range 120 feet

SPELL 4

You instantly transport yourself and any items you're wearing and holding from your current space to an unoccupied space within range

you can see. If this would bring another creature with you—even if you're carrying it in an extradimensional container—the spell is lost.
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Source Player Core pg. 332 20
Traditions arcane, primal

Range 640 feet; Targets 1 creature
Defense basic Fortitude

An orb of biting cold coalesces around your target, freezing its body. The target takes 2d4 cold damage with a basic Fortitude save. On
a critical failure, the target also gains weakness 1 to bludgeoning until the start of your next tum.

Heightened (+1) The damage increases by 1d4 and the weakness on a critical failure increases by 1.
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Source Player Core pg. 361 20
Traditions arcane, occult

SpewL 1

Deities Achaekek, Cemunnos, Dammerich, Eiseth, Erastil, Falayna, General Susumu, Gorum, lomedae, Otolmens, Ragathiel, Raumya,

Sekhmet, Shizuru, Sorrow's Sword, Srikalis, Sritaming, and Sribaril, Yaezhing

Mystery battle

Patron Theme spinner of threads
Duration until the end of your tum

The next time you make an attack roll before the end of your tum, roll it twice and use the better result. The attack ignores circumstance

pendilties to the attack roll and any flat check required due to the target being concealed or hidden. You are then temporarily immune

1o sure strike for 10 minutes.




image51.png
@ o See THE UNSEEN D 2 2 SPELL 2

CoNCENTRATE | MANIPULATE | ReVELATION

Source Player Core pg. 355 20
Traditions arcane, divine, occult
Bloodline undead

Duration 10 minutes

Your gaze pierces through illusions and finds invisible creatures and spirits. You can see invisible creatures as though they weren't invisible,
although their features are blured, making them concealed and difficult to identify. You can also see incorporeal creatures, like ghosts,

phased through an object from within 10 feet of an object's surface as blurry shapes seen through those objects. Subtler clues also grant
you a +2 status bonus to checks you make to disbelieve illusions.




image52.png
® © FaLse VITALTY PP

‘CONCENTRATE

ManipuLATE

Source Player Core pg. 331 20
Traditions arcane, occult
Deities Osiris, Qi Zhong, Touch of the Sun, Urgathoa

Mysteries bones, life

Duration 8 hours

SPELL 2

You augment your flesh with the energies typically used to manipulate the undead. You gain 10 temporary Hit Points.
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Source Player Core pg. 353 20
Traditions arcane, divine, occult, primal

Spell List elemental

Bloodline elemental

Catalysts Chaos Falcon Feather
Range fouch; Targets 1 creature

Duration 10 minutes

SPELL 2

A shield of elemental energy protects a creature against one type of energy damage. Choose acid, cold, electricity, fire, or sonic

damage. The target and its gear gain resistance 5 against the damage type you chose.
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CoNCENTRATE | MANIPULATE

Source Player Core pg. 329 20

Traditions arcane, divine, occult

Catalysts Vultures Wing

Patron Themes the resentment, devourer of decay

Range 30 feet; Targets 1 creature
Defense Fortitude; Duration varies

SpewL 1

You sap the target's strength, depending on its Fortitude save.

Critical Success The target is unaffected.

Success The target is enfeebled 1 until the start of your next turn.

Failure The target is enfeebled 2 for 1 minute.
Critical Failure The target is enfeebled 3 for 1 minute.
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Source Player Core pg. 339 20
Traditions arcane, occult

Deities Achaekek, Ketephys, Nalinivati, Ng, Nivi Rhombodazzle, Norgorber, Raumya, Shax, Yaezhing
Range fouch; Targets 1 creature

Duration 10 minutes

llusions bend light around the target, rendering it invisible. This makes it undetected to all creatures, though the creatures can attempt to
find the target, making it hidden to them instead. If the target uses a hostile action, the spell ends after that hostile action is completed.

Heightened (4th) The spell lasts 1 minute, but it doesn't end if the target uses a hostile action.
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Source Player Core pg. 318 20

Traditions arcane, occult
Deity Black Butterfly
Range fouch; Targets 1 creature

Duration 1 minute

SPELL 2

The target's form appears blurry. It becomes concealed. As the nature of this effect still leaves the target's location obvious, the target

can't use this concealment o Hide or Sneak.
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Source Player Core pg. 332 20
Traditions arcane, primal

Deities Baalzebul, Cayden Cailean, Chaldira, Lahkgya, The Laborer's Bastion, Uvuko, Yog-Sothoth
Duration 1 minute

You gain a +30-foot status bonus fo your Speed.
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Source Player Core pg. 356 20
Traditions arcane, divine, occult
Spell List elemental

Bloodline draconic

Mystery battle
Duration until the start of your next tum

You raise a magical shield of force. This counts as using the Raise a Shield action, giving you a +1 circumstance bonus to AC until the start
of your next tum, but it doesn't require a hand to use.

While the spell is in effect, you can use the Shield Block reaction with your magic shield. The shield has Hardness 5. You can use the spell's
reaction to reduce damage from any spell or magical effect, even if it doesn't deal physical damage. After you use Shield Block, the
spell ends and you can't cast it again for 10 minutes.

Heightened (+2) The shield's Hardness increases by 5.
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CoNCENTRATE | MANIPULATE

Source Player Core pg. 332 20
Traditions arcane, divine, occult, primal

Spell List elemental

Bloodline draconic

Deities Pazuzu, Sky Keepers, Wadjet, Ylimancha
Range fouch; Targets 1 creature

Duration 5 minutes

The target can soar through the air, gaining a fly Speed equal to its Speed or 20 feet, whichever is greater.
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Source Player Core pg. 334 20
Traditions arcane, occult

Bloodline fey

Deities Cayden Cailean, Hastur, Tsukiyo
Range 30 feet; Targets 1 creature
Duration 1 hour

The target consistently detects one thing as another, can't detect something that's there, or detects something that's not there, though it
doesn't alter their beliefs. You choose which of these effects applies, and you determine the specifics of the hallucination. For example,
you could make the target see all elves as humans, be unable to detect the presence of their brother, see their beloved good luck
charm on their person even when it isn't, or see a tower in the center of town.

The target can attempt an initial Will save, with effects below. They also receive a Will save fo disbelieve the hallucination every time they
Seek or directly interact with the hallucination. For example, the target could attempt to disbelieve the hallucination each time they
interacted with an elf, bumped into their brother accidentally, tried to check their charm, or studied the tower. The target can attempt to
disbelieve with a large circumstance bonus in situations determined by the GM, such as if the target attempted to climb the nonexistent
tower.

Critical Success The creature is unaffected.

Success The creature perceives what you chose until it disbelieves, but it knows what the hallucination is.

Failure The creature perceives what you chose until it disbelieves.

Critical Failure The creature perceives what you chose until it disbelieves, and it trusts its false senses, taking a —4 circumstance penalty to
saves fo disbelieve.
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Source Player Core pg. 321 20
Traditions arcane, occult

Bloodline aberrant

Deities Hastur, Lahkgya, Narriseminek

Range 30 feet; Targets 1 creature
Defense Will; Duration 1 minute

You befuddle your target with strange impulses, causing it to act randomly. The effects are determined by the target's Will save. You can
Dismiss the spell.

Critical Success The target is unaffected.
Success The target babbles incoherently and is stunned 1.

Failure The target is confused for 1 minute. It can attempt a new save at the end of each of its tums to end the confusion.
Critical Failure The target is confused for 1 minute, with no save to end early.
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Source Player Core pg. 356 20
Traditions arcane, divine, occult
Spell List elemental

Bloodline draconic

Mystery battle
Duration until the start of your next tum

You raise a magical shield of force. This counts as using the Raise a Shield action, giving you a +1 circumstance bonus to AC until the start
of your next tum, but it doesn't require a hand to use.

While the spell is in effect, you can use the Shield Block reaction with your magic shield. The shield has Hardness 5. You can use the spell's
reaction to reduce damage from any spell or magical effect, even if it doesn't deal physical damage. After you use Shield Block, the
spell ends and you can't cast it again for 10 minutes.

Heightened (+2) The shield's Hardness increases by 5.




