
Level 0 
 
Arcane Mark 
School universal; Level sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range touch 
Effect one personal rune or mark, all of which must fit within 1 sq. ft. 
Duration permanent 
Saving Throw none; Spell Resistance no 
 
This spell allows you to inscribe your personal rune or mark, which can consist of no 
more than six characters. The writing can be visible or invisible. An arcane mark spell 
enables you to etch the rune upon any substance without harm to the material upon 
which it is placed. If an invisible mark is made, a detect magic spell causes it to glow 
and be visible, though not necessarily understandable. 
 
See invisibility, true seeing, a gem of seeing, or a robe of eyes likewise allows the 
user to see an invisible arcane mark. A read magic spell reveals the words, if any. 
The mark cannot be dispelled, but it can be removed by the caster or by an erase 
spell. 
 
If an arcane mark is placed on a living being, the effect gradually fades in about a 
month. 
 
Arcane mark must be cast on an object prior to casting instant summons on the same 
object (see that spell description for details). 
 
 
 

Daze 
School enchantment (compulsion) [mind-affecting]; Level bard 0, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, M (a pinch of wool or similar substance) 
Range close (25 ft. + 5 ft./2 levels) 
Target one humanoid creature of 4 HD or less 
Duration 1 round 
Saving Throw Will negates; Spell Resistance yes 
 
This spell clouds the mind of a humanoid creature with 4 or fewer Hit Dice so that it 
takes no actions. Humanoids of 5 or more HD are not affected. A dazed subject is not 
stunned, so attackers get no special advantage against it. After a creature has been 
dazed by this spell, it is immune to the effects of this spell for 1 minute. 
 
 
 

Open/Close 
School transmutation; Level bard 0, sorcerer/wizard 0 
Casting Time 1 standard action 



Components V, S, F (a brass key) 
Range close (25 ft. + 5 ft./2 levels) 
Target object weighing up to 30 lbs. or portal that can be opened or closed 
Duration instantaneous 
Saving Throw Will negates (object); Spell Resistance yes (object) 
 
You can open or close (your choice) a door, chest, box, window, bag, pouch, bottle, 
barrel, or other container. If anything resists this activity (such as a bar on a door or a 
lock on a chest), the spell fails. In addition, the spell can only open and close things 
weighing 30 pounds or less. Thus, doors, chests, and similar objects sized for 
enormous creatures may be beyond this spell's ability to affect. 
 
 
 

Prestidigitation 
School universal; Level bard 0, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range 10 ft. 
Target, Effect, or Area see text 
Duration 1 hour 
Saving Throw see text; Spell Resistance no 
 
Prestidigitations are minor tricks that novice spellcasters use for practice. Once cast, 
a prestidigitation spell enables you to perform simple magical effects for 1 hour. The 
effects are minor and have severe limitations. A prestidigitation can slowly lift 1 
pound of material. It can color, clean, or soil items in a 1-foot cube each round. It can 
chill, warm, or flavor 1 pound of nonliving material. It cannot deal damage or affect 
the concentration of spellcasters. Prestidigitation can create small objects, but they 
look crude and artificial. The materials created by a prestidigitation spell are 
extremely fragile, and they cannot be used as tools, weapons, or spell components. 
Finally, prestidigitation lacks the power to duplicate any other spell effects. Any actual 
change to an object (beyond just moving, cleaning, or soiling it) persists only 1 hour. 
 
 
 

Resistance 
School abjuration; Level bard 0, cleric 0, druid 0, paladin 1, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, M/DF (a miniature cloak) 
Range touch 
Target creature touched 
Duration 1 minute 
Saving Throw Will negates (harmless); Spell Resistance yes (harmless) 
 
You imbue the subject with magical energy that protects it from harm, granting it a +1 
resistance bonus on saves. 
 
Resistance can be made permanent with a permanency spell. 
 
 



 

Spark 
School evocation [fire]; Level bard 0, cleric 0, druid 0, sorcerer/wizard 0, witch 0 
Casting Time 1 standard action 
Components V or S 
Range close (25 ft. + 5 ft./2 levels) 
Target one Fine object 
Duration instantaneous 
Saving Throw Fortitude negates (object); Spell Resistance yes (object) 
 
You can make an unattended Fine flammable object catch on fire. This works as if 
you were using flint and steel except that you can use spark in any sort of weather 
and it takes much less time to actually ignite an object. 
 
 
 

Level 1 
 
Alarm 
School abjuration; Level bard 1, ranger 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, F/DF (a tiny bell and a piece of very fine silver wire) 
Range close (25 ft. + 5 ft./2 levels) 
Area 20-ft.-radius emanation centered on a point in space 
Duration 2 hours/level (D) 
Saving Throw none; Spell Resistance no 
 
Alarm creates a subtle ward on an area you select. Once the spell effect is in place, it 
thereafter sounds a mental or audible alarm each time a creature of Tiny or larger 
size enters the warded area or touches it. A creature that speaks the password 
(determined by you at the time of casting) does not set off the alarm. You decide at 
the time of casting whether the alarm will be mental or audible in nature. 
 
Mental Alarm: A mental alarm alerts you (and only you) so long as you remain within 
1 mile of the warded area. You note a single mental “ping” that awakens you from 
normal sleep but does not otherwise disturb concentration. A silence spell has no 
effect on a mental alarm. 
 
Audible Alarm: An audible alarm produces the sound of a hand bell, and anyone 
within 60 feet of the warded area can hear it clearly. Reduce the distance by 10 feet 
for each interposing closed door and by 20 feet for each substantial interposing wall. 
 
In quiet conditions, the ringing can be heard faintly as far as 180 feet away. The 
sound lasts for 1 round. Creatures within a silence spell cannot hear the ringing. 
 
Ethereal or astral creatures do not trigger the alarm. 
 
Alarm can be made permanent with a permanency spell. 
 
 



 

Charm Person 
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. 
 
 
 

Mage Armor 
School conjuration (creation) [force]; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, F (a piece of cured leather) 
Range touch 
Target creature touched 
Duration 1 hour/level (D) 
Saving Throw Will negates (harmless); Spell Resistance no 
 
An invisible but tangible field of force surrounds the subject of a mage armor spell, 
providing a +4 armor bonus to AC. 
 
Unlike mundane armor, mage armor entails no armor check penalty, arcane spell 
failure chance, or speed reduction. Since mage armor is made of force, incorporeal 
creatures can't bypass it the way they do normal armor. 
 
 
 

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 
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. 
 
 
 

Level 2 
 

Create Pit 
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. 
 
 
 

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). 
 
 
 

Scorching Ray 
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. 
 
 
 

Level 3 
 

Lightning Bolt 
School evocation [electricity]; Level sorcerer/wizard 3 
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. 


