Sailor’s (Border Guard Ranger) Spells (Tier 6-7)

SQ hunter’s bond (companions)

At 4th level, a ranger forms a bond with his
hunting companions. This bond can take one of two
forms. Once the form is chosen, it cannot be
changed. The first is a bond to his companions. This
bond allows him to spend a move action to grant half
his favored enemy bonus against a single target of

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

Cure Moderate Wounds, Potion of
(2d8+5)

Divine Favor, Potion of
School evocation; Level cleric 1, paladin 1
Casting Time 1 standard action
Components V, S, DF
Range personal
Target you
Duration 1 minute

Calling upon the strength and wisdom of a
deity, you gain a +1 luck bonus on attack and weapon
damage rolls for every three caster levels you have
(at least +1, maximum +3). The bonus doesn’t apply
to spell damage.

Elixir of Hiding
Aura faint illusion; CL 5th
Slot none; Price 250 gp; Weight —
Description

A character drinking this liquid gains an
intuitive ability to sneak and hide (+10 competence
bonus on Stealth checks for 1 hour).
Construction Requirements Craft Wondrous Item,
invisibility; Cost 125 gp
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the appropriate type to all allies within 30 feet who
can see or hear him. This bonus lasts for a number of
rounds equal to the ranger’s Wisdom modifier
(minimum 1). This bonus does not stack with any
favored enemy bonuses possessed by his allies; they
use whichever bonus is higher.

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.

Shield of Faith, Potion of

School abjuration; Level cleric 1

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).

+1 flaming arrows (3)
Flaming: Upon command, a f laming weapon is
sheathed in fire that deals an extra 1d6 points of fire
damage on a successful hit. The fire does not harm
the wielder. The effect remains until another
command is given.

Moderate evocation; CL 10th; Craft Magic
Arms and Armor and f lame blade, f lame strike, or
fireball; Price +1 bonus.



Ectoplasmic Revelers’ Spells

Air Walk

School transmutation [air]; Level cleric 4, druid
4

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 nat, 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.



(Greater) Besmaran Celedon Spells

Song of the Gods (Su) (6/d ay)
(8/day)

A celedon has the bardic performance
ability of a 3rd-level bard, granting her access to
the countersong, fascinate, inspire courage, and
inspire competence performances. Rather than
Perform, a celedon uses Knowledge (religion)
when necessary (such as to determine the
saving throw result for countersong). She can
make use of this ability a number of times per
day equal to 4 + her Wisdom modifier and can
employ either her voice or any musical
instrument. She can make use of this ability 8
times per day and can employ either her voice
or any musical instrument.

Countersong (Su):

At 1st level, a bard learns to counter magic
effects that depend on sound (but not spells that have
verbal components). Each round of the countersong
he makes a Perform (keyboard, percussion, wind,
string, or sing) skill check. Any creature within 30 feet
of the bard (including the bard himself ) that is
affected by a sonic or language-dependent magical
attack may use the bard’s Perform check result in
place of its saving throw if, after the saving throw is
rolled, the Perform check result proves to be higher. If
a creature within range of the countersong is already
under the effect of a non-instantaneous sonic or
language-dependent magical attack, it gains another
saving throw against the effect each round it hears
the countersong, but it must use the bard’s Perform
skill check result for the save. Countersong does not
work on effects that don’t allow saves. Countersong
relies on audible components.

Fascinate (Su):

At 1st level, a bard can use his
performance to cause one or more creatures to
become fascinated with him. Each creature to
be fascinated must be within 90 feet, able to see
and hear the bard, and capable of paying
attention to him. The bard must also be able to
see the creatures affected. The distraction of a
nearby combat or other dangers prevents this
ability from working. For every three levels the
bard has attained beyond 1st, he can target one
additional creature with this ability.

Each creature within range receives a Will save
(DC 10 + 1/2 the bard’s level + the bard’s Cha
modifier) to negate the effect. If a creature’s
saving throw succeeds, the bard cannot attempt

to fascinate that creature again for 24 hours. If
its saving throw fails, the creature sits quietly
and observes the performance for as long as the
bard continues to maintain it. While fascinated, a
target takes a —4 penalty on all skill checks
made as reactions, such as Perception checks.
Any potential threat to the target allows the
target to make a new saving throw against the
effect. Any obvious threat, such as someone
drawing a weapon, casting a spell, or aiming a
weapon at the target, automatically breaks the
effect.

Fascinate is an enchantment
(compulsion), mind-affecting ability. Fascinate
relies on audible and visual components in order
to function.

Inspire Courage (Su):

A 1st-level bard can use his
performance to inspire courage in his allies
(including himself ), bolstering them against fear
and improving their combat abilities. To be
affected, an ally must be able to perceive the
bard’s performance. An affected ally receives a
+1 morale bonus on saving throws against
charm and fear effects and a +1 competence
bonus on attack and weapon damage rolls. At
5th level, and every six bard levels thereafter,
this bonus increases by +1, to a maximum of +4
at 17th level. Inspire courage is a mind-affecting
ability. Inspire courage can use audible or visual
components. The bard must choose which
component to use when starting his
performance.

Inspire Competence (Su):

A bard of 3rd level or higher can use his
performance to help an ally succeed at a task.
That ally must be within 30 feet and be able to
hear the bard. The ally gets a +2 competence
bonus on skill checks with a particular skill as
long as she continues to hear the bard’s
performance. This bonus increases by +1 for
every four levels the bard has attained beyond
3rd (+3 at 7th, +4 at 11th, +5 at 15th, and +6 at
19th). Certain uses of this ability are infeasible,
such as Stealth, and may be disallowed at the
GM’s discretion. A bard can’t inspire
competence in himself. Inspire competence
relies on audible components.



Granted Power (Su)

The celedons’ granted power is the
copycat power of the Trickery domain. As a
move action up to 5 times per day, the celadon
can create an illusory duplicate of herself. This
double functions as a single mirror image and
lasts for 1 round, or until the illusory duplicate is
dispelled or destroyed. She cannot have more
than one copycat at a time. This ability does not
stack with the mirror image spell.

Copycat (Sp):

You can create an illusory double of
yourself as a move action. This double functions
as a single mirror image and lasts for a number
of rounds equal to your cleric level, or until the
illusory duplicate is dispelled or destroyed. You
can have no more than one copycat at a time.
This ability does not stack with the mirror image
spell. You can use this ability a number of times
per day equal to 3 + your Wisdom modifier.
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Mirror Image

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).



Jaohd llzinian’s Paladin Spells (Free-Willed)

Aura of Courage (Su): (10’)

At 3rd level, a paladin is immune to fear
(magical or otherwise). Each ally within 10 feet of her
gains a +4 morale bonus on saving throws against
fear effects. This ability functions only while the
paladin is conscious, not if she is unconscious or
dead.

Lay On Hands (Su): 6/day (2d6)
7/day (3d6), mercy
(fatigued, shaken)

Beginning at 2nd level, a paladin can heal
wounds (her own or those of others) by touch. Each
day she can use this ability a number of times equal
to 1/2 her paladin level plus her Charisma modifier.
With one use of this ability, a paladin can heal 1d6 hit
points of damage for every two paladin levels she
possesses. Using this ability is a standard action,
unless the paladin targets herself, in which case itis a
swift action. Despite the name of this ability, a paladin
only needs one free hand to use this ability.

Alternatively, a paladin can use this healing
power to deal damage to undead creatures, dealing
1d6 points of damage for every two levels the paladin
possesses. Using lay on hands in this way requires a
successful melee touch attack and doesn’t provoke
an attack of opportunity. Undead do not receive a
saving throw against this damage.

* Fatigued: The target is no longer fatigued.

* Shaken: The target is no longer shaken.

Bless

School enchantment (compulsion) [mind-affecting];
Level cleric 1, paladin 1

Casting Time 1 standard action

Components V, S, DF

Range 50 ft.

Area The caster and all allies within a 50-ft. burst,
centered on the caster

Duration 1 min./level

Saving Throw none; Spell Resistance yes
(harmless)

Bless fills your allies with courage. Each ally
gains a +1 morale bonus on attack rolls and on saving
throws against fear effects.

Bless counters and dispels bane.
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Divine Bond (sp): (Weapon +1,
1/day)

Upon reaching 5th level, a paladin forms a divine
bond with her god. This bond can take one of two forms.
Once the form is chosen, it cannot be changed.

The first type of bond allows the paladin to
enhance her weapon as a standard action by calling upon
the aid of a celestial spirit for 1 minute per paladin level.
When called, the spirit causes a held weapon to shed light
as a torch. At 5th level, this spirit grants the weapon a +1
enhancement bonus. For every three levels beyond 5th, the
weapon gains another +1 enhancement bonus, to a
maximum of +6 at 20th level. These bonuses can be added
to the weapon, stacking with existing weapon bonuses to a
maximum of +5, or they can be used to add any of the
following weapon properties: axiomatic, brilliant energy,
defending, disruption, f laming, f laming burst, holy, keen,
merciful, and speed. Adding these properties consumes an
amount of bonus equal to the property’s cost (see Table 15—
9). These bonuses are added to any properties the weapon
already has, but duplicate abilities do not stack. If the
weapon is not magical, at least a +1 enhancement bonus
must be added before any other properties can be added.
The bonus and properties granted by the spirit are
determined when the spirit is called and cannot be changed
until the spirit is called again. The celestial spirit imparts no
bonuses if the weapon is held by anyone other than the
paladin but resumes giving bonuses if returned to the
paladin. These bonuses apply to only one end of a double
weapon. A paladin can use this ability once per day at 5th
level, and one additional time per day for every four levels
beyond 5th, to a total of four times per day at 17th level.

If a weapon bonded with a celestial spirit is
destroyed, the paladin loses the use of this ability for 30
days, or until she gains a level, whichever comes first.
During this 30-day period, the paladin takes a —1 penalty on
attack and weapon damage rolls.

Detect Evil (At Will)

Hero’s Defiance
School conjuration (healing); Level paladin 1
Casting Time 1 immediate action
Components V
Range personal
Target you
Duration instantaneous

The instant before you are reduced to 0 or
fewer hit points, you can expend a use of your lay on
hands ability to heal yourself as if you had used lay on
hands, plus an additional 1d6 hit points. If this healing
brings your hit point total above 0 hit points, you do
not fall, and may continue to act. If you have no more
uses of lay on hands this spell has no effect.



Aluu-Nekva ‘s Gaki’s Spells (Tier 6-7)

Compulsive Hunger (Ex)

Despite being undead, a gaki is plagued
by an insatiable hunger, and believes it can gain
a normal body or rest in peace if it consumes the
right mixture of flesh, food, and drink. A gaki that
finds a corpse or is offered food, wine, holy
water, or flowers must succeed at a DC 20 Will
save or spend one turn trying to grab and
consume it. Its narrow neck prevents it from
swallowing more than a tiny amount, and it gives
up after 1 round of attempting to do so. A gaki
that consumes holy water in this way is not
harmed by it.

Detect Evil (Constant)

Disguise Self (l/d ay)

School illusion (glamer); Level bard 1,
sorcerer/wizard 1

Casting Time 1 standard action
Components V, S

Range personal

Target you

Duration 10 min./level (D)

You make yourself—including clothing,
armor, weapons, and equipment—Iook different. You
can seem 1 foot shorter or taller, thin, fat, or in
between. You cannot change your creature type
(although you can appear as another subtype).
Otherwise, the extent of the apparent change is up to
you. You could add or obscure a minor feature or look
like an entirely different person or gender.

The spell does not provide the abilities or
mannerisms of the chosen form, nor does it alter the
perceived tactile (touch) or audible (sound) properties
of you or your equipment. If you use this spell to
create a disguise, you get a +10 bonus on the
Disguise check. A creature that interacts with the
glamer gets a Will save to recognize it as an illusion.

nvisibility (At Will)

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 Ibs./level

Duration 1 min./level (D)

Saving Throw Will negates (harmless) or Will
negates (harmless, object); Spell Resistance yes
(harmless) or yes (harmless, object)
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Fear Cone (Sp) (30, DC 16)

These effects usually work like the fear
spell. If a fear effect allows a saving throw, it is a
Will save (DC 10 + 1/2 fearsome creature’s
racial HD + creature’s Cha modifier; the exact
DC is given in the creature’s descriptive text). All
fear attacks are mind-affecting fear effects.

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.



Atanda’s Druid Spells (Tier 6-7)

Wild Shape (Su): (3/day) TRICERATOPS

At 4th level, a druid gains the ability to
turn herself into any Small or Medium animal
and back again once per day. Her options for
new forms include all creatures with the animal
type. This ability functions like the beast shape |
spell, except as noted here. The effect lasts for 1
hour per druid level, or until she changes back.
Changing form (to animal or back) is a standard
action and doesn’t provoke an attack of
opportunity. The form chosen must be that of an
animal with which the druid is familiar.

Natural Spell

You can cast spells even while in a form
that cannot normally cast spells.

Prerequisites: Wis 13, wild shape class
feature.

Benefit: You can complete the verbal
and somatic components of spells while using
wild shape. You substitute various noises and
gestures for the normal verbal and somatic
components of a spell.

You can also use any material
components or focuses you possess, even if
such items are melded within your current form.

Barkskin

School transmutation; Level druid 2, ranger 2
Casting Time 1 standard action
Components V, S, DF

Range touch

Target living creature touched

Duration 10 min./level

Saving Throw none; Spell Resistance yes
(harmless)

Barkskin toughens a creature’s skin.
The effect grants a +2 enhancement bonus to
the creature’s existing natural armor bonus. This
enhancement bonus increases by 1 for every
three caster levels above 3rd, to a maximum of
+5 at 12th level.

The enhancement bonus provided by
barkskin stacks with the target’s natural armor
bonus, but not with other enhancement bonuses
to natural armor. A creature without natural
armor has an effective natural armor bonus of
+0.
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This feat does not permit the use of magic items
while you are in a form that could not ordinarily
use them, and you do not gain the ability to
speak while using wild shape.

Storm Burst (Sp): (7/day)

As a standard action, you can create a
storm burst targeting any foe within 30 feet as a
ranged touch attack. The storm burst deals 1d6
points of nonlethal damage + 1 point for every
two cleric levels you possess. In addition, the
target is buffeted by winds and rain, causing it to
take a —2 penalty on attack rolls for 1 round. You
can use this ability a number of times per day
equal to 3 + your Wisdom modifier.

Lightning Lord (Sp): (8/day)

At 8th level, you can call down a number
of bolts of lightning per day equal to your cleric
level. You can call down as many bolts as you
want with a single standard action, but no
creature can be the target of more than one bolt
and no two targets can be more than 30 feet
apart. This ability otherwise functions as call
lightning.

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.



Call Lightning (DC 17)

School evocation [electricity]; Level druid 3
Casting Time 1 round

Components V, S

Range medium (100 ft. + 10 ft./level)

Effect one or more 30-ft.-long vertical lines of
lightning

Duration 1 min./level

Saving Throw Reflex half; Spell Resistance
yes

Immediately upon completion of the
spell, and once per round thereafter, you may
call down a 5-foot-wide, 30-foot-long, vertical
bolt of lightning that deals 3d6 points of
electricity damage. The bolt of lightning flashes
down in a vertical stroke at whatever target point
you choose within the spell’s range (measured
from your position at the time). Any creature in
the target square or in the path of the bolt is
affected.

You need not call a bolt of lightning
immediately; other actions, even spellcasting,
can be performed first. Each round after the first
you may use a standard action (concentrating
on the spell) to call a bolt. You may call a total
number of bolts equal to your caster level
(maximum 10 bolts).

If you are outdoors and in a stormy
area—a rain shower, clouds and wind, hot and
cloudy conditions, or even a tornado (including a
whirlwind formed by a djinni or an air elemental
of at least Large size)—each bolt deals 3d10
points of electricity damage instead of 3d6.

This spell functions indoors or
underground but not underwater.

Control Water
School transmutation [water]; Level cleric 4,
druid 4, sorcerer/wizard 6
Casting Time 1 standard action
Components V, S, M/DF (a pinch of dust for
lower water or a drop of water for raise water)
Range long (400 ft. + 40 ft./level)
Area water in a volume of 10 ft./level by 10
ft./level by 2 ft./level (S)
Duration 10 min./level (D)
Saving Throw none; see text; Spell
Resistance no

This spell has two different applications,
both of which control water in different ways.
The first version of this spell causes water in the
area to swiftly evaporate or to sink into the
ground below, lowering the water’s depth. The
second version causes the water to surge and

rise, increasing its overall depth and possibly
flooding nearby areas.

Lower Water: This causes water or
similar liquid to reduce its depth by as much as 2
feet per caster level (to a minimum depth of 1
inch). The water is lowered within a squarish
depression whose sides are up to caster level x
10 feet long. In extremely large and deep bodies
of water, such as a deep ocean, the spell
creates a whirlpool that sweeps ships and
similar craft downward, putting them at risk and
rendering them unable to leave by normal
movement for the duration of the spell. When
cast on water elementals and other water-based
creatures, this spell acts as a slow spell (Will
negates). The spell has no effect on other
creatures.

Raise Water: This causes water or
similar liquid to rise in height, just as the lower
water version causes it to lower. Boats raised in
this way slide down the sides of the hump that
the spell creates. If the area affected by the spell
includes riverbanks, a beach, or other land
nearby, the water can spill over onto dry land.

With either version of this spell, you may
reduce one horizontal dimension by half and
double the other horizontal dimension to change
the overall area of effect.

Create Water

School conjuration (creation) [water]; Level
cleric 0, druid 0, paladin 1

Casting Time 1 standard action
Components V, S

Range close (25 ft. + 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.

Cure Light Wounds (1d8+5) x4

Detect Magic



Endure Elements

School abjuration; Level cleric 1, druid 1,
paladin 1, ranger 1, sorcerer/wizard 1
Casting Time 1 standard action
Components V, S

Range touch

Target creature touched

Duration 24 hours

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

A creature protected by endure
elements suffers no harm from being in a hot or
cold environment. It can exist comfortably in
conditions between —50 and 140 degrees
Fahrenheit without having to make Fortitude
saves. The creature’s equipment is likewise
protected.

Endure elements doesn’t provide any
protection from fire or cold damage, nor does it
protect against other environmental hazards
such as smoke, lack of air, and so forth.

Flame Strike (DC 18)

School evocation [fire]; Level cleric 5, druid 4
Casting Time 1 standard action
Components V, S, DF
Range medium (100 ft. + 10 ft./level)
Area cylinder (10-ft. radius, 40-ft. high)
Duration instantaneous
Saving Throw 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.

Flare (DC 14)

School evocation [light]; Level bard 0, druid O,
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.

Fog Cloud

School conjuration (creation); Level druid 2,
sorcerer/wizard 2

Casting Time 1 standard action
Components V, S

Range medium (100 ft. + 10 ft. level)

Effect fog spreads in 20-ft. radius

Duration 10 min./level

Saving Throw none; Spell Resistance no

A bank of fog billows out from the point
you designate. The fog
obscures all sight, including darkvision, beyond
5 feet. A creature within 5 feet has concealment
(attacks have a 20% miss chance). Creatures
farther away have total concealment (50% miss
chance, and the attacker can’t use sight to
locate the target).

A moderate wind (11+ mph) disperses
the fog in 4 rounds; a strong wind (21+ mph)
disperses the fog in 1 round.

The spell does not function underwater.

Freedom of Movement

School abjuration; Level bard 4, cleric 4, druid
4, ranger 4

Casting Time 1 standard action
Components V, S, M (a leather strip bound to
the target), DF

Range personal or touch

Target you or creature touched

Duration 10 min./level

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

This spell enables you or a creature you
touch to move and attack normally for the
duration of the spell, even under the influence of
magic that usually impedes movement, such as
paralysis, solid fog, slow, and web. All combat
maneuver checks made to grapple the target
automatically fail. The subject automatically
succeeds on any combat maneuver checks and
Escape Artist checks made to escape a grapple
or a pin.

The spell also allows the subject to
move and attack normally while underwater,
even with slashing weapons such as axes and
swords or with bludgeoning weapons such as
flails, hammers, and maces, provided that the
weapon is wielded in the hand rather than
hurled. The freedom of movement spell does
not, however, grant water breathing.



Gust of Wind (DC 16)

School evocation [air]; Level druid 2,
sorcerer/wizard 2

Casting Time 1 standard action
Components V, S

Range 60 ft.

Effect line-shaped gust of severe wind
emanating out from you to the extreme of the
range

Duration 1 round

Saving Throw Fortitude negates; Spell
Resistance yes

This spell creates a severe blast of air
(approximately 50 mph) that originates from you,
affecting all creatures in its path. All flying
creatures in this area take a —4 penalty on Fly
skill checks. Tiny or smaller flying creatures
must make a DC 25 Fly skill check or be blown
back 2d6 x 10 feet and take 2d6 points of
damage. Small or smaller flying creatures must
make a DC 20 Fly skill check to move against
the force of the wind.

A Tiny or smaller creature on the ground
is knocked down and rolled 1d4 x 10 feet, taking
1d4 points of nonlethal damage per 10 feet.

Small creatures are knocked prone by
the force of the wind.

Medium or smaller creatures are unable
to move forward against the force of the wind
unless they succeed at a DC 15 Strength check.

Large or larger creatures may move
normally within a gust of wind effect.

This spell can’t move a creature beyond
the limit of it's range. Any creature, regardless of
size, takes a —4 penalty on ranged attacks and
Perception checks in the area of a gust of wind.

The force of the gust automatically
extinguishes candles, torches, and similar
unprotected flames. It causes protected flames,
such as those in lanterns, to dance wildly and
has a 50% chance to extinguish those lights.

In addition to the effects noted, a gust of
wind can do anything that a sudden blast of wind
would be expected to do. It can create a stinging
spray of sand or dust, fan a large fire, overturn
delicate awnings or hangings, heel over a small
boat, and blow gases or vapors to the edge of its
range.

Gust of wind can be made permanent
with a permanency spell.

Light

Magic Fang, Greater
School transmutation; Level druid 3, ranger 3
Range close (25 ft. + 5 ft./2 levels)
Target one living creature
Duration 1 hour/level

This spell functions like magic fang,
except that the enhancement bonus on attack
and damage rolls is +1 per four caster levels
(maximum +5). This bonus does not allow a
natural weapon or unarmed strike to bypass
damage reduction aside from magic.

Alternatively, you may imbue all of the
creature’s natural weapons with a +1
enhancement bonus (regardless of your caster
level).

Greater magic fang can be made
permanent with a permanency spell.

Magic Fang

School transmutation; Level druid 1, ranger 1
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)

Magic fang gives one natural weapon or
unarmed strike of the subject a +1 enhancement
bonus on attack and damage rolls. The spell can
affect a slam attack, fist, bite, or other natural
weapon. The spell does not change an unarmed
strike’s damage from nonlethal damage to lethal
damage.

Magic fang can be made permanent
with a permanency spell.

Obscuring Mist
School conjuration (creation); Level cleric 1,
druid 1, sorcerer/wizard 1
Casting Time 1 standard action
Components V, S
Range 20 ft.
Effect cloud spreads in 20-ft. radius from you,
20 ft. high
Duration 1 min./level (D)
Saving Throw none; Spell Resistance no

A misty vapor arises around you. It is
stationary. The vapor obscures all sight,
including darkvision, beyond 5 feet. A creature 5
feet away has concealment (attacks have a 20%
miss chance). Creatures farther away have total
concealment (50% miss chance, and the
attacker cannot use sight to locate the target).

A moderate wind (11+ mph), such as
from a gust of wind spell, disperses the fog in 4



rounds. A strong wind (21+ mph) disperses the
fog in 1 round. A fireball, flame strike, or similar
spell burns away the fog in the explosive or fiery
spell’s area. A wall of fire burns away the fog in
the area into which it deals damage.

This spell does not function underwater.

Protection From Energy

School abjuration; Level cleric 3, druid 3,
ranger 2, sorcerer/wizard 3

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.

Quench

School transmutation; Level druid 3

Casting Time 1 standard action

Components V, S, DF

Range medium (100 ft. + 10 ft./level)

Area or Target one 20-ft. cube/level (S) or one
fire-based magic item

Duration instantaneous

Saving Throw none or Will negates (object);
Spell Resistance no or yes (object)

Quench is often used to put out forest
fires and other conflagrations. It extinguishes all
nonmagical fires in its area. The spell also
dispels any fire spells in its area, though you
must succeed on a dispel check (1d20 +1 per
caster level, maximum +15) against each spell
to dispel it. The DC to dispel such spellsis 11 +
the caster level of the fire spell.

Each creature with the fire subtype
within the area of a quench spell takes 1d6
points of damage per caster level (maximum
10d6, no save allowed).

Alternatively, you can target the spell on
a single magic item that creates or controls
flame. The item loses all its fire-based magical
abilities for 1d4 hours unless it succeeds on a
Will save. Artifacts are immune to this effect.

Sleet Storm
School conjuration (creation) [cold]; Level druid
3, sorcerer/wizard 3
Casting Time 1 standard action
Components V, S, M/DF (dust and water)
Range long (400 ft. + 40 ft./level)
Area cylinder (40-ft. radius, 20 ft. high)
Duration 1 round/level
Saving Throw none; Spell Resistance no
Driving sleet blocks all sight (even
darkvision) within it and causes the ground in
the area to be icy. A creature can walk within or
through the area of sleet at half normal speed
with a DC 10 Acrobatics check. Failure means it
can’t move in that round, while failure by 5 or
more means it falls (see the Acrobatics skill for
details).
The sleet extinguishes torches and
small fires.

Warp Wood

School transmutation; Level druid 2

Casting Time 1 standard action

Components V, S

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

Target 1 Small wooden object/level, all within a
20-ft. radius

Duration instantaneous

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

You cause wood to bend and warp,
permanently destroying its straightness, form,
and strength. A warped door springs open (or
becomes stuck, requiring a Strength check to
open, at your option). A boat or ship springs a
leak. Warped ranged weapons are useless. A
warped melee weapon causes a —4 penalty on
attack rolls.

You may warp one Small or smaller
object or its equivalent per caster level. A
Medium object counts as two Small objects, a
Large object as four, a Huge object as eight, a
Gargantuan object as 16, and a Colossal object
as 32.

Alternatively, you can unwarp wood
(effectively warping it back to normal) with this
spell. Make whole, on the other hand, does no
good in repairing a warped item.

You can combine multiple consecutive
warp wood spells to warp (or unwarp) an object
that is too large for you to warp with a single
spell. Until the object is completely warped, it
suffers no ill effects.



Wind Wall

School evocation [air]; Level cleric 3, druid 3,
ranger 2, sorcerer/wizard 3

Casting Time 1 standard action
Components V, S, M/DF (atiny fan and an
exotic feather)

Range medium (100 ft. + 10 ft./level)

Effect wall up to 10 ft./level long and 5 ft./level
high (S)

Duration 1 round/level

Saving Throw none; see text; Spell
Resistance yes

An invisible vertical curtain of wind
appears. It is 2 feet thick and of considerable
strength. It is a roaring blast sufficient to blow
away any bird smaller than an eagle, or tear
papers and similar materials from unsuspecting
hands. (A Reflex save allows a creature to
maintain its grasp on an object.) Tiny and Small
flying creatures cannot pass through the barrier.
Loose materials and cloth garments fly upward
when caught in a wind wall. Arrows and bolts
are deflected upward and miss, while any other
normal ranged weapon passing through the wall
has a 30% miss chance. (A giant-thrown
boulder, a siege engine projectile, and other
massive ranged weapons are not affected.)
Gases, most gaseous breath weapons, and
creatures in gaseous form cannot pass through
the wall (although it is no barrier to incorporeal
creatures).

While the wall must be vertical, you can
shape it in any continuous path along the ground
that you like. It is possible to create cylindrical or
square wind walls to enclose specific points.



Jaohd lizinian/ Tzur-Vaal’s ‘Paladin’ Spells
(Possessed) (cL 3ra) (cL 6th)

Possession (Su)

Once per round, Tzur-Vaal can attempt
to possess a creature within 200 feet. This ability
otherwise functions as per greater
possessionOA (CL 10). The target can resist the
attack with a successful DC 17 Will save. A
creature that succeeds at this saving throw is
immune to this ability for 24 hours.

Possession, Greater (CL 10) (DC 17)

(DC 19)

School necromancy; Level occultist 6, psychic
8, sorcerer/ wizard 8, spiritualist 6, witch 8
Casting Time 1 standard action
Components V, S
Range medium (100 ft. + 10 ft./level)
Target one creature
Duration 1 hour/level (D)
Saving Throw Will negates; Spell Resistance
yes
This spell functions as possession, but
when you possess a host, you enter the host’s
body and your physical body vanishes. You are
ejected to the closest empty square upon
expiration of the spell or upon the host’s death.

Possession
School necromancy; Level medium 3,
mesmerist 5, occultist 4, psychic 5,
sorcerer/wizard 5, spiritualist 4, summoner 5,
witch 5
Casting Time 1 standard action
Components V, S
Range medium (100 ft. + 10 ft./level)
Target one creature
Duration 1 hour/level (D)
Saving Throw Will negates; Spell Resistance
yes

You attempt to possess a creature by
projecting your soul into its

1st (7/day) (8/day)
2nd (7/day)
3rd (4/day)

*kk

body. The target creature must be within spell
range and you must know where it is, though
you do not need line of sight or line of effect to it.
When you transfer your soul upon casting, your
body appears to be dead. Failure to take over a
host ends the spell.

If you are successful, your life force
occupies the host body. The host’s soul is
imprisoned with you, but can still use its own
senses (though it can’t assert any influence or
use even purely mental abilities). You can
communicate telepathically with the host as if
you shared a common language, but only with
your consent. You keep your Intelligence,
Wisdom, Charisma, level, class, base attack
bonus, base save bonuses, alignment, and
mental abilities. The body retains its Strength,
Dexterity, Constitution, hit points, natural
abilities, and automatic abilities. A body with
extra limbs doesn’t allow you to make more
attacks (or more advantageous two-weapon
attacks) than normal. You can't activate the
body’s extraordinary or supernatural abilities,
nor can you cast any of its spells or spell-like
abilities.

As a standard action, you can shift
freely back to your own body regardless of
range, so long as it remains on the same plane.
If the host’s body is killed, you return to your
own body and the life force of the host departs
(it is dead). If your body is slain, when the spell
expires or the host’s body is killed, you are slain.
It is possible to cast this spell on a new target
from within another creature’s body; this resets
the duration. You still return to your original body
(not any intermediate body) when you take a
standard action to do so or the spell’s duration
expires. Returning to your body ends the spell.
Creatures whose souls are their bodies, such as
incorporeal undead and non-native outsiders,
use the effects of greater possession instead.



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.

Babble (DC 19)

School enchantment (compulsion) [mind-
affecting]; Level bard 2, mesmerist 2, psychic 3,
sorcerer/wizard 3, witch 3

Casting Time 1 standard action

Components V, S

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

Target one creature; see text

Duration 1 round/level

Saving Throw Will negates; Spell Resistance
yes

This spell causes the target to break into
a fit of bizarre, uncontrollable babbling. The
target also becomes nauseated. If the target
succeeds at its save, the effects end. If not, the
creature continues babbling and is hauseated
for the entire duration.

Creatures within 30 feet of the subject
that can hear the target’s babbling must succeed
at a Will save or become fascinated for as long
as the babbling persists. Once a creature’s
fascination ends, it can’t become fascinated by
the same instance of babble again.

Creatures with an Intelligence score of 2
or lower aren’t affected by this spell.

Bleed (DC 16)

School necromancy; Level cleric 0,
sorcerer/wizard 0

Casting Time 1 standard action

Components V, S

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

Target one living creature

Duration instantaneous

Saving Throw: 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.

Color Spray (DC 17)

School illusion (pattern) [mind-affecting]; Level
sorcerer/wizard 1

Casting Time 1 standard action

Components V, S, M (red, yellow, and blue
powder or colored sand)

Range 15 ft.

Area cone-shaped burst

Duration instantaneous; see text

Saving Throw Will negates; Spell Resistance
yes

A vivid cone of clashing colors springs
forth from your hand, causing creatures to
become stunned, perhaps also blinded, and
possibly knocking them unconscious. Each
creature within the cone is affected according to
its HD.

2 HD or less: The creature is
unconscious, blinded, and stunned for 2d4
rounds, then blinded and stunned for 1d4
rounds, and then stunned for 1 round. (Only
living creatures are knocked unconscious.)

3 or 4 HD: The creature is blinded and
stunned for 1d4 rounds, then stunned for 1
round.

5 or more HD: The creature is stunned
for 1 round.

Sightless creatures are not affected by
color spray.

Create Pit (DC 18)

School conjuration (creation); Level
sorcerer/wizard 2, summoner 2
Casting Time 1 standard action
Components V, S, F (miniature shovel costing
10 gp)
Range medium (100 ft. + 10 ft./level)
Effect 10-ft.-by-10-ft. hole, 10 ft. deep/2 levels
Duration 1 round + 1 round/level
Saving Throw Reflex negates; Spell
Resistance no

You create a 10-foot-by-10-foot
extradimensional hole with a depth of 10 feet per
two caster levels (maximum 30 feet). You must
create the pit on a horizontal surface of sufficient
size. Since it extends into another dimension,
the pit has no weight and does not otherwise
displace the original underlying material. You
can create the pit in the deck of a ship as easily
as in a dungeon floor or the ground of a forest.



Any creature standing in the area where you first
conjured the pit must make a Reflex saving
throw to jump to safety in the nearest open
space. In addition, the edges of the pit are
sloped, and any creature ending its turn on a
square adjacent to the pit must make a Reflex
saving throw with a +2 bonus to avoid falling into
it. Creatures subjected to an effect intended to
push them into the pit (such as bull rush) do not
get a saving throw to avoid falling in if they are
affected by the pushing effect.

Creatures who fall into the pit take
falling damage as normal. The pit's coarse stone
walls have a Climb DC of 25. When the duration
of the spell ends, creatures within the hole rise
up with the bottom of the pit until they are
standing on the surface over the course of a
single round.

Daze (DC 16)

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

Flare (DC 16)

School evocation [light]; Level bard 0, druid O,
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.

Ghost Sound (DC 16)

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 equal 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.

Glitterdust (DC 18)

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.

Grease (DC 17)

School conjuration (creation); Level bard 1,
sorcerer/wizard 1

Casting Time 1 standard action
Components V, S, M (butter)

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

Target one object or 10-ft. square

Duration 1 min./level (D)

Save see text; SR no

A grease spell covers a solid surface
with a layer of slippery grease. Any creature in
the area when the spell is cast must make a
successful Reflex save or fall. A creature can
walk within or through the area of grease at half
normal speed with a DC 10 Acrobatics check.
Failure means it can’t move that round (and
must then make a Reflex save or fall), while
failure by 5 or more means it falls (see the
Acrobatics skill for details). Creatures that do not
move on their turn do not need to make this
check and are not considered flat-footed.

The spell can also be used to create a
greasy coating on an item. Material objects not
in use are always affected by this spell, while an
object wielded or employed by a creature
requires its bearer to make a Reflex saving
throw to avoid the effect. If the initial saving
throw fails, the creature immediately drops the
item. A saving throw must be made in each
round that the creature attempts to pick up or
use the greased item. A creature wearing
greased armor or clothing gains a +10
circumstance bonus on Escape Artist checks
and combat maneuver checks made to escape a
grapple, and to their CMD to avoid being
grappled.

Mage Hand

School transmutation; Level bard 0,
sorcerer/wizard 0

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.

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 Enfeeblement (DC 17)

School necromancy; Level sorcerer/wizard 1
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Effect ray
Duration 1 round/level
Saving Throw Fortitude half; Spell Resistance
yes

A coruscating ray springs from your
hand. You must succeed on a ranged touch
attack to strike a target. The subject takes a
penalty to Strength equal to 1d6+1 per two
caster levels (maximum 1d6+5). The subject’s
Strength score cannot drop below 1. A
successful Fortitude save reduces this penalty
by half. This penalty does not stack with itself.
Apply the highest penalty instead.



