
Alfashti Spells 
 
Divine Power (Evocation) 
Casting Time​ 1 standard action ​Components​ V, S, DF ​Range​ personal ​Target​ you  
Duration​ 1 round/level  

Calling upon the divine power of your patron, you imbue yourself with strength and skill in combat. 
You gain a +1 luck bonus on attack rolls, weapon damage rolls, Strength checks, and Strength-based skill 
checks for every three caster levels you have (maximum +6). You also gain 1 temporary hit point per caster 
level. Whenever you make a full-attack action, you can make an additional attack at your full base attack 
bonus, plus any appropriate modifiers. This additional attack is not cumulative with similar effects, such as 
haste​  or weapons with the ​speed​  special ability. 
 
Greater Invisibility 
Duration​: 1 round/level. +20 stealth if moving, +40 stealth if still.  
 
Cure Serious Wounds 
Heals 3d8+10. 
 
Dispel Magic (Abjuration) 
Casting Time​ 1 standard action ​Components​ V, S ​Range ​medium (100 ft. + 10 ft./level) ​Target or Area 
one spellcaster, creature, or object ​Duration​ instantaneous ​Saving Throw​ none; ​Spell Resistance​ no

You can use ​dispel magic ​ to end one ongoing spell that has been cast on a creature or object, to 
temporarily suppress the magical abilities of a magic item, or to counter another spellcaster's spell. A 
dispelled spell ends as if its duration had expired. Some spells, as detailed in their descriptions, can't be 
defeated by ​dispel magic​ . ​Dispel magic ​ can dispel (but not counter) spell-like effects just as it does spells. 
The effect of a spell with an instantaneous duration can't be dispelled, because the magical effect is already 
over before the ​dispel magic ​ can take effect.  

You choose to use ​dispel magic ​ in one of two ways: a targeted dispel or a counterspell. 
Targeted Dispel​ : One object, creature, or spell is the target of the ​dispel magic ​ spell. You make one 

dispel check (1d20 + your caster level) and compare that to the spell with highest caster level (DC = 11 + the 
spell's caster level). If successful, that spell ends. If not, compare the same result to the spell with the next 
highest caster level. Repeat this process until you have dispelled one spell affecting the target, or you have 
failed to dispel every spell. 

For example, a 7th-level caster casts ​dispel magic​ , targeting a creature affected by ​stoneskin 
(caster level 12th) and ​fly​  (caster level 6th). The caster level check results in a 19. This check is not high 
enough to end the ​stoneskin​  (which would have required a 23 or higher), but it is high enough to end the ​fly 
(which only required a 17). Had the dispel check resulted in a 23 or higher, the ​stoneskin​  would have been 
dispelled, leaving the ​fly ​ intact. Had the dispel check been a 16 or less, no spells would have been affected. 

You can also use a targeted dispel to specifically end one spell affecting the target or one spell 
affecting an area (such as a ​wall of fire​ ). You must name the specific spell effect to be targeted in this way. If 
your caster level check is equal to or higher than the DC of that spell, it ends. No other spells or effects on 
the target are dispelled if your check is not high enough to end the targeted effect.  

If you target an object or creature that is the effect of an ongoing spell (such as a monster 
summoned by ​summon monster​ ), you make a dispel check to end the spell that conjured the object or 
creature.  

If the object that you target is a magic item, you make a dispel check against the item's caster level 
(DC = 11 + the item's caster level). If you succeed, all the item's magical properties are suppressed for 1d4 



rounds, after which the item recovers its magical properties. A suppressed item becomes nonmagical for the 
duration of the effect. An interdimensional opening (such as a ​bag of holding​ ) is temporarily closed. A magic 
item's physical properties are unchanged: A suppressed magic sword is still a sword (a masterwork sword, 
in fact). Artifacts and deities are unaffected by mortal magic such as this.  

You automatically succeed on your dispel check against any spell that you cast yourself. 
​Counterspell​ : When ​dispel magic ​ is used in this way, the spell targets a spellcaster and is cast as a 

counterspell. Unlike a true counterspell, however, ​dispel magic ​ may not work; you must make a dispel 
check to counter the other spellcaster's spell. 
 
 
 
Lightning Bolt (DC17) (Evocation, electricity)  9d6 lightning damage 
Casting Time​ 1 standard action ​Components​ V, S, M (fur and a glass rod) ​Range​ 120 ft. ​Area​ 120-ft. 
Line ​Duration​ instantaneous ​Saving Throw​ Reflex half; ​Spell Resistance​ yes 

You release a powerful stroke of electrical energy that deals 1d6 points of electricity damage per 
caster level (maximum 10d6) to each creature within its area. The bolt begins at your fingertips. 

The ​lightning bolt ​ sets fire to combustibles and damages objects in its path. It can melt metals with 
a low melting point, such as lead, gold, copper, silver, or bronze. If the damage caused to an interposing 
barrier shatters or breaks through it, the bolt may continue beyond the barrier if the spell's range permits; 
otherwise, it stops at the barrier just as any other spell effect does. 
 
 
Detect Thoughts (Divination, mind-affecting) 
Casting Time​ 1 standard action ​Components​ V, S, F/DF (a copper piece)  
Range​ 60 ft. ​Area​ cone-shaped emanation  
Duration​ concentration, up to 1 min./level (D)  
Saving Throw ​Will negates; see text; ​Spell Resistance​ no 

You detect surface thoughts. The amount of information revealed depends on how long you study a 
particular area or subject.  

1st Round​ : Presence or absence of thoughts (from conscious creatures with Intelligence scores of 1 
or higher). 

2nd Round​ : Number of thinking minds and the Intelligence score of each. If the highest Intelligence 
is 26 or higher (and at least 10 points higher than your own Intelligence score), you are stunned for 1 round 
and the spell ends. This spell does not let you determine the location of the thinking minds if you can't see 
the creatures whose thoughts you are detecting. 

3rd Round​ : Surface thoughts of any mind in the area. A target's Will save prevents you from reading 
its thoughts, and you must cast ​detect thoughts ​ again to have another chance. Creatures of animal 
intelligence (Int 1 or 2) have simple, instinctual thoughts.  

Each round, you can turn to detect thoughts in a new area. The spell can penetrate barriers, but 1 
foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt blocks it. 
 
Scorching Ray (Evocation, fire) 2 rays at +17 against ranged touch, 4d6 fire damage each. 
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. 



Divine Favor​ (Evocation)  
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. 
 
Expeditious Retreat​ (Transmutation) 
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). 
 
Magic Missile (Evocation, force) 
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. 
 
 

 
 
 
 
 
 


