
Dalsine Affair Spells 
Chalfon Dalsine’s Magus Spells 

 
Acid Arrow 
School conjuration (creation) [acid]; Level 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (rhubarb leaf and an 
adder’s stomach), 
F (a dart) 
Range long (400 ft. + 40 ft./level) 
Effect one arrow of acid 
Duration 1 round + 1 round per three levels 
Saving Throw none; Spell Resistance no 

An arrow of acid springs from your hand 
and speeds to its target. You must succeed on a 
ranged touch attack to hit your target. The arrow 
deals 2d4 points of acid damage with no splash 
damage. For every three caster levels you 
possess, the acid, unless neutralized, lasts for 
another round (to a maximum of 6 additional 
rounds at 18th level), dealing another 2d4 points 
of damage in each round. 
 
Acid Splash 
School conjuration (creation) [acid]; Level 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect one missile of acid 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You fire a small orb of acid at the target. 
You must succeed on a ranged touch attack to 
hit your target. The orb deals 1d3 points of acid 
damage. This acid disappears after 1 round. 
 
Blur  
School illusion (glamer); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V 
Range touch 
Target creature touched 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

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

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

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

Burning Hands (DC 16) 

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

A cone of searing flame shoots from 
your fingertips. Any creature in the area of the 
flames takes 1d4 points of fire damage per 
caster level (maximum 5d4). Flammable 
materials burn if the flames touch them. A 
character can extinguish burning items as a full-
round action. 
 
Cat’s Grace 
School transmutation; Level bard 2, druid 2, 
ranger 2, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (pinch of cat fur) 
Range touch 
Target creature touched 
Duration 1 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes 

The transmuted creature becomes more 
graceful, agile, and coordinated. The spell 
grants a +4 enhancement bonus to Dexterity, 
adding the usual benefits to AC, Reflex saves, 
and other uses of the Dexterity modifier. 
 

Corrosive Touch (4d4 acid) (5d4) 

School conjuration (creation) [acid]; Level 
magus 1, sorcerer/wizard 1, summoner 1 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature or object touched 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

Your successful melee touch attack 
deals 1d4 points of acid damage per caster level 
(maximum 5d4). 
 



Daze (DC 14) 

School enchantment (compulsion) [mind-
affecting]; Level bard 0,sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, M (a pinch of wool or similar 
substance) 
Range close (25 ft. + 5 ft./2 levels) 
Target one humanoid creature of 4 HD or less 
Duration 1 round 
Saving Throw Will negates; Spell Resistance 
yes 

This spell clouds the mind of a 
humanoid creature with 4 or fewer Hit Dice so 
that it takes no actions. Humanoids of 5 or more 
HD are not affected. A dazed subject is not 
stunned, so attackers get no special advantage 
against it. After a creature has been dazed by 
this spell, it is immune to the effects of this spell 
for 1 minute. 
 

Fireball (DC 18) 
School evocation [fire]; Level sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (a ball of bat guano and 
sulfur) 
Range long (400 ft. + 40 ft./level) 
Area 20-ft.-radius spread 
Duration instantaneous 
Saving Throw Reflex half; Spell Resistance 
yes 

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

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

The fireball sets fire to combustibles and 
damages objects in the area. It can melt metals 
with low melting points, such as lead, gold, 
copper, silver, and bronze. If the damage 
caused to an interposing barrier shatters or 
breaks through it, the fireball may continue 

beyond the barrier if the area permits; otherwise 
it stops at the barrier just as any other spell 
effect does. 
 

Flare (DC 14) (DC 15) 
School evocation [light]; Level bard 0, druid 0, 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V 
Range close (25 ft. + 5 ft./2 levels) 
Effect burst of light 
Duration instantaneous 
Saving Throw Fortitude negates; Spell 
Resistance yes 

This cantrip creates a burst of light. If 
you cause the light to burst in front of a single 
creature, that creature is dazzled for 1 minute 
unless it makes a successful Fortitude save. 
Sightless creatures, as well as creatures already 
dazzled, are not affected by flare. 
 

Frigid Touch 4d6 cold plus 
staggered 1 round) 

School evocation [cold]; Level druid 2, magus 
2, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature touched 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

This spell causes your hand to glow with 
a pale blue radiance. Your melee touch attack 
deals 4d6 points of cold damage and causes the 
target to be staggered for 1 round. If the attack 
is a critical hit, the target is staggered for 1 
minute instead. 
 
Haste 
School transmutation; Level bard 3, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (a shaving of licorice root) 
Range close (25 ft. + 5 ft./2 levels) 
Targets one creature/level, no two of which can 
be more than 30 ft. apart 
Duration 1 round/level 
Saving Throw Fortitude negates (harmless); 
Spell Resistance yes (harmless) 

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

When making a full attack action, a 
hasted creature may make one extra attack with 



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

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

All of the hasted creature’s modes of 
movement (including land movement, burrow, 
climb, fly, and swim) increase by 30 feet, to a 
maximum of twice the subject’s normal speed 
using that form of movement. This increase 
counts as an enhancement bonus, and it affects 
the creature’s jumping distance as normal for 
increased speed. Multiple haste effects don’t 
stack. Haste dispels and counters slow. 
 
Invisibility 
School illusion (glamer); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M/DF (an eyelash encased 
in gum arabic) 
Range personal or touch 
Target you or a creature or object weighing no 
more than 100 lbs./level 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless) or Will 
negates (harmless, object); Spell Resistance 
yes (harmless) or yes (harmless, object) 

The creature or object touched becomes 
invisible. If the recipient is a creature carrying 
gear, that vanishes, too. If you cast the spell on 
someone else, neither you nor your allies can 
see the subject, unless you can normally see 
invisible things or you employ magic to do so. 

Items dropped or put down by an 
invisible creature become visible; items picked 
up disappear if tucked into the clothing or 
pouches worn by the creature. Light, however, 
never becomes invisible, although a source of 
light can become so (thus, the effect is that of a 
light with no visible source). Any part of an item 
that the subject carries but that extends more 
than 10 feet from it becomes visible. 

Of course, the subject is not magically 
silenced, and certain other conditions can render 
the recipient detectable (such as swimming in 
water or stepping in a puddle). If a check is 
required, a stationary invisible creature has a 

+40 bonus on its Stealth checks. This bonus is 
reduced to +20 if the creature is moving. The 
spell ends if the subject attacks any creature. 
For purposes of this spell, an attack  
includes any spell targeting a foe or whose area 
or effect includes a foe. Exactly who is a foe 
depends on the invisible character’s 
perceptions. Actions directed at unattended 
objects do not break the spell. Causing harm 
indirectly is not an attack. Thus, an invisible 
being can open doors, talk, eat, climb stairs, 
summon monsters and have them attack, cut 
the ropes holding a rope bridge while enemies 
are on the bridge, remotely trigger traps, open a 
portcullis to release attack dogs, and so forth. If 
the subject attacks directly, however, it 
immediately becomes visible along with all its 
gear. Spells such as bless that specifically affect 
allies but not foes are not attacks for this 
purpose, even when they include foes in their 
area. 

Invisibility can be made permanent (on 
objects only) with a permanency spell. 
 
Keen Edge 
School transmutation; Level sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Targets one weapon or 50 projectiles, all of 
which must be together at the time of casting 
Duration 10 min./level 
Saving Throw Will negates (harmless, object); 
Spell Resistance yes (harmless, object) 

This spell makes a weapon magically 
keen, improving its ability to deal telling blows. 
This transmutation doubles the threat range of 
the weapon. A threat range of 20 becomes 19–
20, a threat range of 19–20 becomes 17–20, 
and a threat range of 18–20 becomes 15–20. 
The spell can be cast only on piercing or 
slashing weapons. If cast on arrows or crossbow 
bolts, the keen edge on a particular projectile 
ends after one use, whether or not the missile 
strikes its intended target. Treat shuriken as 
arrows, rather than as thrown weapons, for the 
purpose of this spell. 

Multiple effects that increase a 
weapon’s threat range (such as the keen special 
weapon property and the Improved Critical feat) 
don’t stack. You can’t cast this spell on a natural 
weapon, such as a claw. 
 
 
 
 



Magic Missile 
School evocation [force]; Level sorcerer/wizard 
1 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Targets up to five creatures, no two of which 
can be more than 15 ft. apart 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

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

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

For every two caster levels beyond 1st, 
you gain an additional missile—two at 3rd level, 
three at 5th, four at 7th, and the maximum of five 
missiles at 9th level or higher. If you shoot 
multiple missiles, you can have them strike a 
single creature or several creatures. A single 
missile can strike only one creature. You must 
designate targets before you check for spell 
resistance or roll damage. 
 
Ray of Frost  
School evocation [cold]; Level sorcerer/wizard 
0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect ray 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

A ray of freezing air and ice projects 
from your pointing finger. You must succeed on 
a ranged touch attack with the ray to deal 
damage to a target. The ray deals 1d3 points of 
cold damage. 
 
Read Magic 
 
 
 
 
 

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

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

Shocking Grasp x2 

School evocation [electricity]; Level 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature or object touched 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

Your successful melee touch attack 
deals 1d6 points of electricity damage per caster 
level (maximum 5d6). When delivering the jolt, 
you gain a +3 bonus on attack rolls if the 
opponent is wearing metal armor (or is carrying 
a metal weapon or is made of metal). 
 
Vampiric Touch  
School necromancy; Level sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target living creature touched 
Duration instantaneous/1 hour; see text 
Saving Throw none; Spell Resistance yes 

You must succeed on a melee touch 
attack. Your touch deals 1d6 points of damage 
per two caster levels (maximum 10d6). You gain 
temporary hit points equal to the damage you 
deal. You can’t gain more than the subject’s 
current hit points + the subject’s Constitution 
score (which is enough to kill the subject). The 
temporary hit points disappear 1 hour later. 

 
 
 
 
 
 
 



Special Attacks spell combat (–2 attack), spellstrike 
 
Spellbook 
Tier (1-2) (contains all prepared spells plus burning hands, chill touch, magic missile, mount, obscuring 
mist, silent image, reduce person, true strike, and all cantrips) 
Tier (3-4) alter self, expeditious retreat, minor image 
Tier (6-7) color spray, dispel magic, magic weapon, reduce person, slow  
 
 
During Combat  

Chalfon attempts to use his spell 
combat and spellstrike abilities each round, 
making two melee attacks with his rapier, each 
at a –2 penalty, and channeling a touch attack 
through one of the two attacks. When he has a 
swift action available, he expends 1 arcane pool 
point to grant himself an insight bonus on all 
attack rolls until the end of his turn equal to his 
Intelligence bonus (+4). If he runs out of touch 
attack spells, he expends an arcane pool point 
to retrieve shocking grasp, using it the following 
round as if he had not cast it previously. 
 
 
Spell Combat (Ex)  

Chalfon can cast spells while wielding a 
weapon at the same time. This ability functions 
much like two-weapon fighting, but the off-hand 
weapon is a spell that is being cast. As a full-
round action, he can make all of his attacks with 
his melee weapon at a –2 penalty and can also 
cast any of his prepared spells with a casting 
time of 1 standard action (any attack roll made 
as part of this spell also takes this penalty). If he 
casts this spell defensively, he can decide to 
take an additional penalty on his attack rolls, up 
to his Intelligence bonus, and add the same 
amount as a circumstance bonus on his 
concentration check. If the check fails, the spell 
is wasted, but the attacks still take the penalty. 
Chalfon can choose to cast the spell first or 
make the weapon attack first. 
 

Improved Spell Combat (Ex) (Tier 6-7) 
When using the spell combat ability, 

Chalfon receives a +2 circumstance bonus on 
concentration checks, in addition to any bonus 
granted by taking an additional penalty on the 
attack roll. 
 
Spellstrike (Su)  

Whenever Chalfon casts a spell with a 
range of “touch”, he can deliver the spell through 
any weapon he wields as part of a melee attack. 
Instead of the free melee touch attack normally 
allowed to deliver the spell, Chalfon can make 
one free melee attack with his weapon (at his full 
base attack bonus) as part of casting this spell. 
If successful, this melee attack deals its normal 
damage as well as the effects of the spell. If 
Chalfon makes this attack in concert with spell 
combat, this melee attack takes all the penalties 
accrued by his spell combat melee attacks. This 
attack uses the weapon’s critical range, and the 
spell effect deals ×2 damage on a successful 
critical hit. 
* See Ultimate Magic. 

 

 

 

 

  

 


