Cerebric Fungus Spells

Calm Emotions (DC 14) 3/day

School enchantment (compulsion) [mind-affecting];
Level bard 2, cleric 2

Casting Time 1 standard action

Components V, S, DF

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

Area creatures in a 20-ft.-radius spread

Duration concentration, up to 1 round/level (D)
Saving Throw Will negates; Spell Resistance yes

This spell calms agitated creatures. You
have no control over the affected creatures, but calm
emotions can stop raging creatures from fighting or
joyous ones from reveling. Creatures so affected
cannot take violent actions (although they can defend
themselves) or do anything destructive. Any
aggressive action against or damage dealt to a
calmed creature immediately breaks the spell on all
calmed creatures.

This spell automatically suppresses (but
does not dispel) any morale bonuses granted by
spells such as bless, good hope, and rage, and also
negates a bard’s ability to inspire courage or a
barbarian’s rage ability. It also suppresses any fear
effects and removes the confused condition from all
targets. While the spell lasts, a suppressed spell,
condition, or effect has no effect. When the calm
emotions spell ends, the original spell or effect takes
hold of the creature again, provided that its duration
has not expired in the meantime.

Detect Thoughts (DC 14) Constant

School divination [mind-affecting]; Level bard 2,
sorcerer/wizard 2
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.

Touch of Idiocy (DC 14) 3/day

School enchantment (compulsion) [mind-affecting];
Level sorcerer/wizard 2

Casting Time 1 standard action

Components V, S

Range touch

Target living creature touched

Duration 10 min./level

Saving Throw no; Spell Resistance yes

With a touch, you reduce the target’s mental
faculties. Your successful melee touch attack applies
a 1d6 penalty to the target’s Intelligence, Wisdom,
and Charisma scores. This penalty can’t reduce any
of these scores below 1.

This spell’s effect may make it impossible for
the target to cast some or all of its spells, if the
requisite ability score drops below the minimum
required to cast spells of that level.

Touch of Madness (Sp) (DC 14) At
Will

The caster may daze one living creature by
making a successful touch attack. If the target
creature does not make a successful DC 14 Will save,
its mind is clouded and it takes no action for 1 round
per caster level. The dazed subject is not stunned (so
attackers get no special advantage against it). This is
a mind-affecting enchantment, equivalent to a
2ndlevel spell.

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.



