By Way of Bloodcove Spells

Ungala’s Ranger Spells (Tier 6-7 only)

Jump
School transmutation; Level druid 1, ranger 1,
sorcerer/wizard 1
Casting Time 1 standard action
Components V, S, M (a grasshopper’s hind leg)
Range touch
Target creature touched
Duration 1 min./level (D)
Saving Throw Will negates (harmless); Spell
Resistance yes

The subject gets a +10 enhancement
bonus on Acrobatics checks made to attempt
high jumps or long jumps. The enhancement
bonus increases to +20 at caster level 5th, and
to +30 (the maximum) at caster level 9th.

Resist Energy

School abjuration; Level cleric 2, druid 2,
paladin 2, ranger 1, sorcerer/wizard 2
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.






Na’alu’s Wizard (Transmuter) Spells

Telekinetic Fist (Sp): As a standard
action you can strike with a telekinetic fist,
targeting any foe within 30 feet as a ranged
touch attack. The telekinetic fist deals 1d4 points
of bludgeoning damage + 1 for every two wizard
levels you possess. You can use this ability a
number of times per day equal to 3 + your
Intelligence modifier.

Change Shape (Sp): At 8th level, you
can change your shape for a number of rounds
per day equal to your wizard level. These rounds
do not need to be consecutive. This ability
otherwise functions like beast shape Il or
elemental body I. At 12th level, this ability
functions like beast shape Il or elemental body
Il.

7/day—telekinetic fist (1d4+3 bludgeoning)

(1d4+4 bludgeoning)

At will—change shape (beast shape I/

elemental body 1, 9 rounds/day)

Beast Shape Il
School transmutation (polymorph); Level
sorcerer/wizard 4

This spell functions as beast shape |,
except that it also allows you to assume the form
of a Tiny or Large creature of the animal type. If
the form you assume has any of the following
abilities, you gain the listed ability: climb 60 feet,
fly 60 feet (good maneuverability), swim 60 feet,
darkvision 60 feet, low-light vision, scent, grab,
pounce, and trip.

Tiny animal: If the form you take is that
of a Tiny animal, you gain a +4 size bonus to
your Dexterity, a —2 penalty to your Strength,
and a +1 natural armor bonus.

Large animal: If the form you take is that
of a Large animal, you gain a +4 size bonus to
your Strength, a —2 penalty to your Dexterity,
and a +4 natural armor bonus.

Beast Shape |

School transmutation (polymorph); Level
sorcerer/wizard 3

Casting Time 1 standard action
Components V, S, M (a piece of the creature
whose form you plan to assume)

Range personal

Target you

Duration 1 min./level (D)

When you cast this spell, you can assume
the form of any Small or Medium creature of the
animal type. If the form you assume has any of the
following abilities, you gain the listed ability: climb
30 feet, fly 30 feet (average maneuverability), swim
30 feet, darkvision 60 feet, low-light vision, and
scent.

Small animal: If the form you take is that of
a Small animal, you gain a +2 size bonus to your
Dexterity and a +1 natural armor bonus.

Medium animal: If the form you take is that
of a Medium animal, you gain a +2 size bonus to
your Strength and a +2 natural armor bonus.

Elemental Body |

School transmutation (polymorph); Level
sorcerer/wizard 4

Casting Time 1 standard action

Components V, S, M (the element you plan to
assume)

Range personal

Target you

Duration 1 min/level (D)

When you cast this spell, you can
assume the form of a Small air, earth, fire, or
water elemental (see the Pathfinder RPG
Bestiary). The abilities you gain depend upon
the type of elemental into which you change.
Elemental abilities based on size, such as burn,
vortex, and whirlwind, use the size of the
elemental you transform into to determine their
effect.

Air elemental: If the form you take is that
of a Small air elemental, you gain a +2 size
bonus to your Dexterity and a +2 natural armor
bonus. You also gain fly 60 feet (perfect),
darkvision 60 feet, and the ability to create a
whirlwind.

Earth elemental: If the form you take is
that of a Small earth elemental, you gain a +2
size bonus to your Strength and a +4 natural
armor bonus. You also gain darkvision 60 feet
and the ability to earth glide.

Fire elemental: If the form you take is
that of a Small fire elemental, you gain a +2 size
bonus to your Dexterity and a +2 natural armor
bonus. You gain darkvision 60 feet, resist fire
20, vulnerability to cold, and the burn ability.

Water elemental: If the form you take is
that of a Small water elemental, you gain a +2
size bonus to your Constitution and a +4 natural
armor bonus. You also gain swim 60 feet,
darkvision 60 feet, the ability to create a vortex,
and the ability to breathe water.



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.

Baleful Polymorph (DC 19)

School transmutation (polymorph); Level druid
5, sorcerer/wizard 5

Casting Time 1 standard action

Components V, S

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

Target one creature

Duration permanent

Saving Throw: Fortitude negates, Will partial,
see text; Spell Resistance: yes

As beast shape lll, except that you
change the subject into a Small or smaller
animal of no more than 1 HD. If the new form
would prove fatal to the creature, such as an
aquatic creature not in water, the subject gets a
+4 bonus on the save.

If the spell succeeds, the subject must
also make a Will save. If this second save fails,
the creature loses its extraordinary,
supernatural, and spell-like abilities, loses its
ability to cast spells (if it had the ability), and
gains the alignment, special abilities, and
Intelligence, Wisdom, and Charisma scores of
its new form in place of its own. It still retains its
class and level (or HD), as well as all benefits
deriving therefrom (such as base attack bonus,
base save bonuses, and hit points). It retains
any class features (other than spellcasting) that
aren’t extraordinary, supernatural, or spell-like
abilities.

Any polymorph effects on the target are
automatically dispelled when a target fails to
resist the effects of baleful polymorph, and as
long as baleful polymorph remains in effect, the
target cannot use other polymorph spells or
effects to assume a new form. Incorporeal or
gaseous creatures are immune to baleful
polymorph, and a creature with the
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shapechanger subtype can revert to its natural
form as a standard action.

Bull’s Strength

School transmutation; Level cleric 2, druid 2, paladin
2, sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, M/DF (a few hairs, or a pinch of
dung, from a bull)

Range touch

Target creature touched

Duration 1 min./level

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

The subject becomes stronger. The spell
grants a +4 enhancement bonus to Strength, adding
the usual benefits to melee attack rolls, melee
damage rolls, and other uses of the Strength modifier.

Charm Person (DC 15)

School enchantment (charm) [mind-affecting];
Level bard 1, sorcerer/wizard 1

Casting Time 1 standard action

Components V, S

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

Target one humanoid creature

Duration 1 hour/level

Saving Throw Will negates; Spell Resistance
yes

This charm makes a humanoid creature
regard you as its trusted friend and ally (treat the
target’s attitude as friendly). If the creature is
currently being threatened or attacked by you or
your allies, however, it receives a +5 bonus on
its saving throw.

The spell does not enable you to control
the charmed person as if it were an automaton,
but it perceives your words and actions in the
most favorable way. You can try to give the
subject orders, but you must win an opposed
Charisma check to convince it to do anything it
wouldn’t ordinarily do. (Retries are not allowed.)
An affected creature never obeys suicidal or
obviously harmful orders, but it might be
convinced that something very dangerous is
worth doing. Any act by you or your apparent
allies that threatens the charmed person breaks
the spell. You must speak the person’s language
to communicate your commands, or else be
good at pantomiming.



Confusion (DC 18)

School enchantment (compulsion) [mind-
affecting]; Level bard 3, sorcerer/wizard 4
Casting Time 1 standard action

Components V, S, M/DF (three nutshells)
Range medium (100 ft. + 10 ft./level)

Targets all creatures in a 15-ft.-radius burst
Duration 1 round/level

Saving Throw Will negates; Spell Resistance
yes

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).

Daze (DC 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.

Detect Magic

Expeditious Retreat
School transmutation; Level bard 1, sorcerer/wizard
1
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 min./level (D)

This spell increases your base land speed by
30 feet. This adjustment is treated as an
enhancement bonus. There is no effect on other
modes of movement, such as burrow, climb, fly, or
swim. As with any effect that increases your speed,
this spell affects your jumping distance (see the
Acrobatics skill).

Feeblemind (DC 19)

School enchantment (compulsion) [mind-
affecting]; Level sorcerer/wizard 5
Casting Time 1 standard action
Components V, S, M (a handful of clay, crystal,
or glass spheres)
Range medium (100 ft. + 10 ft./level)
Target one creature
Duration instantaneous
Saving Throw 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.

Fireball (DC 17)

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.

Glitterdust (DC 16) X2

School conjuration (creation); Level bard 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M (ground mica)
Range medium (100 ft. + 10 ft./level)
Area creatures and objects within 10-ft.-radius
spread
Duration 1 round/level
Save Will negates (blinding only); SR no

A cloud of golden particles covers
everyone and everything in the area, causing
creatures to become blinded and visibly outlining
invisible things for the duration of the spell. All
within the area are covered by the dust, which
cannot be removed and continues to sparkle
until it fades. Each round at the end of their turn
blinded creatures may attempt new saving
throws to end the blindness effect.

Any creature covered by the dust takes
a —40 penalty on Stealth checks.

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.

Mage Armor

Magic Missile X2

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.

Mount
School conjuration (summoning); Level
sorcerer/wizard 1
Casting Time 1 round
Components V, S, M (a bit of horse hair)
Range close (25 ft. + 5 ft./2 levels)
Effect one mount
Duration 2 hours/level (D)
Saving Throw none; Spell Resistance no

You summon a horse or a pony (your
choice) to serve you as a mount (see the Pathfinder
RPG Bestiary). The steed serves willingly and well.
The mount comes with a bit and bridle and a riding
saddle.

Read Magic

Scorching Ray X2

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.

See Invisibility

School divination; Level bard 3, sorcerer/wizard 2
Casting Time 1 standard action

Components V, S, M (talc and powdered silver)
Range personal

Target you

Duration 10 min./level (D)

You can see any objects or beings that are
invisible within your range of vision, as well as any
that are ethereal, as if they were normally visible.
Such creatures are visible to you as translucent
shapes, allowing you easily to discern the difference
between visible, invisible, and ethereal creatures.

The spell does not reveal the method used
to obtain invisibility. It does not reveal illusions or
enable you to see through opaque objects. It does not
reveal creatures who are simply hiding, concealed, or
otherwise hard to see.

See invisibility can be made permanent with
a permanency spell.

siow (DC 17)

School transmutation; Level bard 3,
sorcerer/wizard 3
Casting Time 1 standard action
Components V, S, M (a drop of molasses)
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 Will negates; Spell Resistance
yes

An affected creature moves and attacks
at a drastically slowed rate. Creatures affected
by this spell are staggered and can take only a
single move action or standard action each turn,
but not both (nor may it take full-round actions).
Additionally, it takes a —1 penalty on attack rolls,
AC, and Reflex saves. A slowed creature moves
at half its normal speed (round down to the next
5-foot increment), which affects the creature’s
jumping distance as normal for decreased
speed.

Multiple slow effects don’t stack. Slow
counters and dispels haste.

Stinking Cloud (DC 17)

School conjuration (creation); Level
sorcerer/wizard 3
Casting Time 1 standard action
Components V, S, M (a rotten egg or cabbage
leaves)
Range medium (100 ft. + 10 ft./level)
Effect cloud spreads in 20-ft. radius, 20 ft. high
Duration 1 round/level
Saving Throw Fortitude negates; see text;
Spell Resistance no

Stinking cloud creates a bank of fog like
that created by fog cloud, except that the vapors
are nauseating. Living creatures in the cloud
become nauseated. This condition lasts as long
as the creature is in the cloud and for 1d4+1
rounds after it leaves. (Roll separately for each
nauseated character.) Any creature that
succeeds on its save but remains in the cloud
must continue to save each round on your turn.
This is a poison effect.

Stinking cloud can be made permanent
with a permanency spell. A permanent stinking
cloud dispersed by wind reforms in 10 minutes.



Stone Shape
School transmutation [earth]; Level cleric 3, druid 3,
sorcerer/wizard 4
Casting Time 1 standard action
Components V, S, M/DF (soft clay)
Range touch
Target stone or stone object touched, up to 10 cu. ft.
+ 1 cu. ft./level
Duration instantaneous
Saving Throw none; Spell Resistance no

You can form an existing piece of stone into
any shape that suits your purpose. While it's possible
to make crude coffers, doors, and so forth with stone
shape, fine detail isn’t possible. There is a 30%
chance that any shape including moving parts simply
doesn’t work.

Stoneskin

School abjuration; Level druid 5,
sorcerer/wizard 4

Casting Time 1 standard action
Components V, S, M (granite and diamond dust
worth 250 gp)

Range touch

Target creature touched

Duration 10 min./level or until discharged
Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

The warded creature gains resistance to
blows, cuts, stabs, and slashes. The subject
gains DR 10/adamantine. It ignores the first 10
points of damage each time it takes damage
from a weapon, though an adamantine weapon
bypasses the reduction. Once the spell has
prevented a total of 10 points of damage per
caster level (maximum 150 points), it is
discharged.

Suggestion (DC 17)

School enchantment (compulsion) [language-
dependent, mindaffecting];
Level bard 2, sorcerer/wizard 3
Casting Time 1 standard action
Components V, M (a snake’s tongue and a
honeycomb)
Range close (25 ft. + 5 ft./2 levels)
Target one living creature
Duration 1 hour/level or until completed
Saving Throw Will negates; Spell Resistance
yes

You influence the actions of the target
creature by suggesting a course of activity
(limited to a sentence or two). The suggestion
must be worded in such a manner as to make

the activity sound reasonable. Asking the
creature to do some obviously harmful act
automatically negates the effect of the spell.

The suggested course of activity can
continue for the entire duration. If the suggested
activity can be completed in a shorter time, the
spell ends when the subject finishes what it was
asked to do. You can instead specify conditions
that will trigger a special activity during the
duration. If the condition is not met before the
spell duration expires, the activity is not
performed.

A very reasonable suggestion causes
the save to be made with a penalty (such as -1
or -2).

Wall of Fire

School evocation [fire]; Level druid 5,
sorcerer/wizard 4

Casting Time 1 standard action

Components V, S, M/DF (a piece of phosphor)
Range medium (100 ft. + 10 ft./level)

Effect opaque sheet of flame up to 20 ft.
long/level or a ring of fire with a radius of up to 5
ft./two levels; either form 20 ft. high

Duration concentration + 1 round/level

Saving Throw none; Spell Resistance yes

An immobile, blazing curtain of
shimmering violet fire springs into existence.
One side of the wall, selected by you, sends
forth waves of heat, dealing 2d4 points of fire
damage to creatures within 10 feet and 1d4
points of fire damage to those past 10 feet but
within 20 feet. The wall deals this damage when
it appears, and to all creatures in the area on
your turn each round. In addition, the wall deals
2d6 points of fire damage + 1 point of fire
damage per caster level (maximum +20) to any
creature passing through it. The wall deals
double damage to undead creatures.

If you evoke the wall so that it appears
where creatures are, each creature takes
damage as if passing through the wall. If any 5-
foot length of wall takes 20 points or more of
cold damage in 1 round, that length goes away.
(Do not divide cold damage by 2, as normal for
objects.)

Wall of fire can be made permanent with
a permanency spell. A permanent wall of fire
that is extinguished by cold damage becomes
inactive for 10 minutes, then reforms at normal
strength.



