Asvika’s Spells

0 (at will) 0 (at will)
1st (5/day) 1st (7/day)
2nd (4/day)

Acidic Ray (Sp): (72)

Starting at 1st level, you can fire an acidic ray as a standard action, targeting any foe
within 30 feet as a ranged touch attack. The acidic ray deals 1d6 points of acid damage + 1 for
every two sorcerer levels you possess. You can use this ability a number of times per day equal
to 3 + your Charisma modifier.

6/day—acidic ray (1d6+1 acid)
7/day—acidic ray (1d6+2 acid)

Long Limbs (Ex): (72)

At 3rd level, your reach increases by 5 feet whenever you are making a melee touch
attack. This ability does not otherwise increase your threatened area. At 11th level, this bonus to
your reach increases to 10 feet. At 17th level, this bonus to your reach increases to 15 feet.

Acid Splash (239)

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.

Cause Fear (252) DC 14 16

School necromancy [fear, mind-affecting];
Level bard 1, cleric 1, sorcerer/wizard 1
Casting Time 1 standard action
Components V, S

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

Target one living creature with 5 or fewer
HD

Duration 1d4 rounds or 1 round; see text

Saving Throw Will partial; Spell
Resistance yes

The affected creature becomes
frightened. If the subject succeeds on a Will
save, it is shaken for 1 round. Creatures
with 6 or more HD are immune to this effect.
Cause fear counters and dispels remove
fear.

chill Touch (255) DC 16

School necromancy; Level sorcerer/wizard
1
Casting Time 1 standard action
Components V, S
Range touch
Targets creature or creatures touched (up
to one/level)
Duration instantaneous
Saving Throw Fortitude partial or Will
negates; see text; Spell Resistance yes

A touch from your hand, which glows
with blue energy, disrupts the life force of
living creatures. Each touch channels
negative energy that deals 1d6 points of



damage. The touched creature also takes 1
point of Strength damage unless it makes a
successful Fortitude saving throw. You can
use this melee touch attack up to one time
per level.

An undead creature you touch takes
no damage of either sort, but it must make a
successful Will saving throw or flee as if
panicked for 1d4 rounds + 1 round per
caster level.

paze (264) DC 13 14

School enchantment (compulsion) [mind-
affecting]; Level bard 0, sorcerer/wizard O
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.

Enlarge Person (277)
School transmutation; Level
sorcerer/wizard 1
Casting Time 1 round
Components V, S, M (powdered iron)
Range close (25 ft. + 5 ft./2 levels)
Target one humanoid creature
Duration 1 min./level (D)
Saving Throw Fortitude negates; Spell
Resistance yes

This spell causes instant growth of a
humanoid creature, doubling its height and
multiplying its weight by 8. This increase
changes the creature’s size category to the
next larger one. The target gains a +2 size
bonus to Strength, a —2 size penalty to
Dexterity (to a minimum of 1), and a -1
penalty on attack rolls and AC due to its
increased size.

A humanoid creature whose size
increases to Large has a space of 10 feet

and a natural reach of 10 feet. This spell
does not change the target’s speed.

If insufficient room is available for
the desired growth, the creature attains the
maximum possible size and may make a
Strength check (using its increased
Strength) to burst any enclosures in the
process. If it fails, it is constrained without
harm by the materials enclosing it—the spell
cannot be used to crush a creature by
increasing its size.

All equipment worn or carried by a
creature is similarly enlarged by the spell.
Melee weapons affected by this spell deal
more damage (see page 145). Other
magical properties are not affected by this
spell. Any enlarged item that leaves an
enlarged creature’s possession (including a
projectile or thrown weapon) instantly
returns to its normal size. This means that
thrown and projectile weapons deal their
normal damage. Magical properties of
enlarged items are not increased by this
spell.

Multiple magical effects that
increase size do not stack.

Enlarge person counters and dispels
reduce person.

Enlarge person can be made
permanent with a permanency spell.

Ghost Sound (289) DC 13 14

School illusion (figment); Level bard O,
sorcerer/wizard O
Casting Time 1 standard action
Components V, S, M (a bit of wool or a
small lump of wax)
Range close (25 ft. + 5 ft./2 levels)
Effect illusory sounds
Duration 1 round/level (D)
Saving Throw Will disbelief; Spell
Resistance no

Ghost sound allows you to create a
volume of sound that rises, recedes,
approaches, or remains at a fixed place.
You choose what type of sound ghost
sound creates when casting it and cannot
thereafter change the sound’s basic
character.



The volume of sound created
depends on your level. You can produce as
much noise as four normal humans per
caster level (maximum 40 humans). Thus,
talking, singing, shouting, walking,
marching, or running sounds can be
created. The noise a ghost sound spell
produces can be virtually any type of sound
within the volume limit. A horde of rats
running and squeaking is about the same
volume as eight humans running and
shouting. A roaring lion is equal to the noise
from 16 humans, while a roaring dragon is
eqgual to the noise from 32 humans. Anyone
who hears a ghost sound receives a Will
save to disbelieve.

Ghost sound can enhance the
effectiveness of a silent image spell.

Ghost sound can be made
permanent with a permanency spell.

Ghoul touch (289) DC 17

School necromancy; Level sorcerer/wizard
2

Casting Time 1 standard action
Components V, S, M (cloth from a ghoul or
earth from a ghoul’s lair)

Range touch

Target living humanoid touched

Duration 1d6+2 rounds

Saving Throw Fortitude negates; Spell
Resistance yes

Imbuing you with negative energy,
this spell allows you to paralyze a single
living humanoid for the duration of the spell
with a successful melee touch attack.

A paralyzed subject exudes a
carrion stench that causes all living
creatures (except you) in a 10-foot-radius
spread to become sickened (Fortitude
negates). A neutralize poison spell removes
the effect from a sickened creature, and
creatures immune to poison are unaffected
by the stench. This is a poison effect.

Mage Hand (306)

School transmutation; Level bard 0,
sorcerer/wizard O

Casting Time 1 standard action
Components V, S

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

Target one nonmagical, unattended object

weighing up to 5 Ibs.

Duration concentration

Saving Throw none; Spell Resistance no
You point your finger at an object

and can lift it and move it at will from a

distance. As a move action, you can propel

the object as far as 15 feet in any direction,

though the spell ends if the distance

between you and the object ever exceeds

the spell’s range.

Scorching Ray (337) Scroll

School evocation [fire]; Level

sorcerer/wizard 2

Casting Time 1 standard action

Components V, S

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

Effect one or more rays

Duration instantaneous

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

searing beam of fire. You may fire one ray,

plus one additional ray for every four levels

beyond 3rd (to a maximum of three rays at

11th level). Each ray requires a ranged

touch attack to hit and deals 4d6 points of

fire damage. The rays may be fired at the

same or different targets, but all rays must

be aimed at targets within 30 feet of each

other and fired simultaneously.

Shocking Grasp (343)

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).



kkkkkkkkkhkkkkkkhkkkhkkkkhkkkkkhkikkk

Mirror Image (314)

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

Casting Time 1 standard action
Components V, S

Range personal

Target you

Duration 1 min./level

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

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

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

apply).

Spider Climb (347)

School transmutation; Level druid 2,
sorcerer/wizard 2

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

Target creature touched

Duration 10 min./level

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

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



