
Shira Acidaxe’s Alchemist Spells 
 

Concussive bomb*: [3d4+3 sonic 
plus deafness 

When the alchemist creates a bomb, he 
can choose to have it inflict sonic damage. 
Concussive bombs deal 1d4 points of sonic 
damage, plus 1d4 points of sonic damage for 
every odd-numbered level, instead of 1d6. 
Creatures that take a direct hit from a 
concussive bomb are deafened for 1 minute 
unless they succeed at a Fortitude save. An 

alchemist must be at least 6th level before 
selecting this discovery. 

 

mutagen (+4 Dex/–2 Wis, +2 
natural, 30 minutes) 
mutagen (+4/–2, +2 natural, 60 
minutes) 

 
*** 

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. 

 
Cure Light Wounds 
 
Cure Moderate Wounds  
 
Detect Poison 
 
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. 

 
Negate Aroma 
School transmutation; Level alchemist 1, druid 1, 

ranger 1 
Casting Time 1 standard action 
Components V, S, M/DF (a pinch of alum) 
Range close (25 ft. + 5 ft./2 levels) 
Target one creature or object/level touched 
Duration 1 hour/level (D) 
Saving Throw Fortitude negates; Spell Resistance 

yes 
With a gesture, this spell allows you to 

dismiss even the foulest or most distinctive scents. 
When cast, the targeted creatures or objects lose all 
natural and unnatural odors. A creature under the 
effect of negate aroma cannot be tracked, located, or 
pinpointed by the scent special quality. In addition, 
this spell prevents the target creature from using the 
stench special ability and similar odor-based abilities 
(such as those possessed by troglodytes). 

Negate aroma does not prevent the target 
from acquiring outside smells or odors. Dowsing the 
creature with a pungent substance effectively negates 
the benefits of the spell until the substance is 
neutralized or washed away. 

 
Shield 
School abjuration [force]; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 min./level (D) 

Shield creates an invisible shield of force 
that hovers in front of you. It negates magic missile 
attacks directed at you. The disk also provides a +4 
shield bonus to AC. This bonus applies against 
incorporeal touch attacks, since it is a force effect. 
The shield has no armor check penalty or arcane 
spell failure chance. 



 
Stone Fist 
School transmutation [earth]; Level alchemist 1, 
druid 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M (a chip of granite) 
Range personal 
Target you 
Duration 1 minute/level (D) 

This spell transforms your hands into 
living stone. While this spell is in effect, your 
unarmed strikes do not provoke attacks of 
opportunity and deal 1d6 points of lethal 
bludgeoning damage (1d4 if you are Small). In 
addition, your unarmed strikes ignore the 
hardness of any object with a hardness less 
than 8. 

Stone to flesh immediately dispels stone 
fist. Should you be the target of transmute rock 
to mud, this spell immediately ends and you take 
4d6 points of damage. 
 
Transmute Potion to Poison 
School transmutation; Level alchemist 2 
Casting Time 1 standard action 
Components S 
Range personal 
Target you 
Duration 1 round then 1 minute/level; see text 

This extract causes you to take on a pale, 
sickly pallor for 1 round. During this time, if you 
consume a potion, it has no effect. Instead, your 
mouth fills with a vile poison that you can spit onto a 

weapon as a free action. If you do not spit out the 
poison in 1 round, it affects you instead. The effect of 
the poison depends on the level of spell contained in 
the potion consumed (see sidebar). If the poison is 
not used within 1 minute per caster level it becomes 
inert. You can only create one dose of poison in this 
way per casting of this spell. 

 
Transmuted Poisons 

The following poisons are created 
through the transmute potion to poison spell. 
The power of the poison depends on the 
level of the spell contained in the transmuted 
potion. 
 
0-Level Potion Poison 
Type poison, injury; Save Fortitude DC 10 
Frequency 1/round for 2 rounds 
Effect 1 Dex damage; Cure 1 save 
 
1st-Level Potion Poison 
Type poison, injury; Save Fortitude DC 11 
Frequency 1/round for 4 rounds 
Effect 1d2 Dex damage; Cure 1 save 
 
2nd-Level Potion Poison 
Type poison, injury; Save Fortitude DC 13 
Frequency 1/round for 6 rounds 
Effect 1d4 Str damage; Cure 1 save 
 
3rd-Level Potion Poison 
Type poison, injury; Save Fortitude DC 14 
Frequency 1/round for 6 rounds 
Effect 1d4 Con damage; Cure 2 consecutive 
saves 

*** 
 
Cure Light (Moderate) Wounds, Potion of 
 
Delay Poison, Potion of 
School conjuration (healing); Level bard 2, cleric 2, 

druid 2, paladin 2, ranger 1 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target creature touched 
Duration 1 hour/level 
Saving Throw Fortitude negates (harmless); Spell 
Resistance yes (harmless) 

The subject becomes temporarily immune to 
poison. Any poison in its system or any poison to 
which it is exposed during the spell’s duration does 
not affect the subject until the spell’s duration has 
expired. Delay poison does not cure any damage that 
poison may have already done. 

 

Purify Food and Drink, Wand of (24 charges) 
School transmutation; Level cleric 0, druid 0 
Casting Time 1 standard action 
Components V, S 
Range 10 ft. 
Target 1 cu. ft./level of contaminated food and water 
Duration instantaneous 
Saving Throw Will negates (object); Spell 
Resistance yes (object) 

This spell makes spoiled, rotten, diseased, 
poisonous, or otherwise contaminated food and water 
pure and suitable for eating and drinking. This spell 
does not prevent subsequent natural decay or 
spoilage. Unholy water and similar food and drink of 
significance is spoiled by purify food and drink, but the 
spell has no effect on creatures of any type nor upon 
magic potions. Water weighs about 8 pounds per 
gallon. One cubic foot of water contains roughly 8 
gallons and weighs about 60 pounds.



Anera’s Ranger Spells (Tier 4-5 only) 
 
Charm Animal (DC 12) 
School enchantment (charm) [mind-affecting]; 
Level druid 1, ranger 1 
Target one animal 

This spell functions like charm person, 
except that it affects a creature of the animal 
type. 
 
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. 
 
Longstrider 
School transmutation; Level druid 1, ranger 1 
Casting Time 1 standard action 
Components V, S, M (a pinch of dirt) 
Range personal 
Target you 
Duration 1 hour/level (D) 

This spell gives you a +10 foot 
enhancement bonus to your base speed. It has 
no effect on other modes of movement, such as 
burrow, climb, fly, or swim. 

 
 





Azuretta’s Bard Spells 
 
Bardic Performance 9 rounds/day 
(countersong, distraction, fascinate, inspire 
courage +1) 
 
16 rounds/day (countersong, distraction, 
fascinate, inspire competence +2, inspire 
courage +2) 
 

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. 

 
Distraction (Su): At 1st level, a bard can 

use his performance to counter magic effects that 
depend on sight. Each round of the distraction, he 
makes a Perform (act, comedy, dance, or oratory) 
skill check. Any creature within 30 feet of the bard 
(including the bard himself ) that is affected by an 
illusion (pattern) or illusion (figment) 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 skill check proves to be higher. If a creature 
within range of the distraction is already under the 
effect of a non-instantaneous illusion (pattern) or 
illusion (figment) magical attack, it gains another 
saving throw against the effect each round it sees the 
distraction, but it must use the bard’s Perform skill 
check result for the save. Distraction does not work 
on effects that don’t allow saves.  Distraction relies on 
visual 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 Competence 

(Su): (+2) 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. 

 

Inspire Courage (Su): 
(+1) (+2)   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. 

 
*** 



1st  (3/day) (5/day) 
2nd (3/day) 
 
Alter Self 
School transmutation (polymorph); Level bard 
2, sorcerer/wizard 2 
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 humanoid type. If the form you 
assume has any of the following abilities, you 
gain the listed ability: darkvision 60 feet, low-
light vision, scent, and swim 30 feet. 

Small creature: If the form you take is 
that of a Small humanoid, you gain a +2 size 
bonus to your Dexterity. 

Medium creature: If the form you take is 
that of a Medium humanoid, you gain a +2 size 
bonus to your Strength. 
 
Animate Rope 
School transmutation; Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target one rope-like object, length up to 50 ft. + 
5 ft./level; see text 
Duration 1 round/level 
Saving Throw none; Spell Resistance no 

You can animate a nonliving rope-like 
object. The maximum length assumes a rope 
with a 1-inch diameter. Reduce the maximum 
length by 50% for every additional inch of 
thickness, and increase it by 50% for each 
reduction of the rope’s diameter by half. 

The possible commands are “coil” (form 
a neat, coiled stack), “coil and knot,” “loop,” 
“loop and knot,” “tie and knot,” and the opposites 
of all of the above (“uncoil,” and so forth). You 
can give one command each round as a move 
action, as if directing an active spell. 

The rope can enwrap only a creature or 
an object within 1 foot of it—it does not snake 
outward—so it must be thrown near the intended 
target. Doing so requires a successful ranged 
touch attack roll (range increment 10 feet). A 
typical 1-inch-diameter hemp rope has 2 hit 
points, AC 10, and requires a DC 23 Strength 
check to burst it. The rope does not deal 
damage, but it can be used as a trip line or to 

cause a single opponent that fails a Reflex 
saving throw to become entangled. A creature 
capable of spellcasting that is bound by this 
spell must make a concentration check with a 
DC of 15 + the spell’s level to cast a spell. An 
entangled creature can slip free with a DC 20 
Escape Artist check. 

The rope itself and any knots tied in it 
are not magical. 

The spell cannot affect objects carried 
or worn by a creature. 
 
Charm Person (DC 15) (DC 17) 
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. 
 
Daze (DC 14) (DC 16) 
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. 
 
Ghost Sound 
School illusion (figment); Level bard 0, 
sorcerer/wizard 0 
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. 
 
Hold Person (DC 18) 
School enchantment (compulsion) [mind-
affecting]; Level bard 2, cleric 2, sorcerer/wizard 
3 
Casting Time 1 standard action 
Components V, S, F/DF (a small, straight piece 
of iron) 
Range medium (100 ft. + 10 ft./level) 
Target one humanoid creature 

Duration 1 round/level (D); see text 
Saving Throw Will negates; see text; Spell 
Resistance yes 

The subject becomes paralyzed and 
freezes in place. It is aware and breathes 
normally but cannot take any actions, even 
speech. Each round on its turn, the subject may 
attempt a new saving throw to end the effect. 
This is a full-round action that does not provoke 
attacks of opportunity. A winged creature who is 
paralyzed cannot flap its wings and falls. A 
swimmer can’t swim and may drown. 
 
Innocence 
School transmutation; Level bard 1 
Casting Time 1 standard action 
Component V, S 
Range personal 
Target you 
Duration 1 minute/level (D) 

You surround yourself with an aura of 
innocence and trustworthiness. You gain a +10 
competence bonus on Bluff skill checks to 
convince others of your innocence. They find it 
difficult to believe you capable of any 
wrongdoing. This bonus does not apply to other 
uses of the Bluff skill, such as feinting in combat, 
creating a diversion to hide, or communicating 
secret messages via innuendo, nor does it apply 
to any use of the skill to convince anyone of 
anything other than your complete innocence 
and blamelessness. 
 
Lullaby (DC 14) (DC16) 
School enchantment (compulsion) [mind-
affecting]; Level bard 0 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Area living creatures within a 10-ft.-radius burst 
Duration concentration + 1 round/level (D) 
Saving Throw Will negates; Spell Resistance 
yes 

Any creature within the area that fails a 
Will save becomes drowsy and inattentive, 
taking a –5 penalty on Perception checks and a 
–2 penalty on Will saves against sleep effects 
while the lullaby is in effect. Lullaby lasts for as 
long as the caster concentrates, plus up to 1 
round per caster level thereafter. 
 
 
 
 
 
 



Mage Hand 
School transmutation; Level druid 1, ranger 1 
Casting Time 1 standard action 
Components V, S, M (a pinch of dirt) 
Range personal 
Target you 
Duration 1 hour/level (D) 

This spell gives you a +10 foot 
enhancement bonus to your base speed. It has 
no effect on other modes of movement, such as 
burrow, climb, fly, or swim. 
 
Message 
School transmutation [language-dependent]; 
Level bard 0, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, F (a piece of copper wire) 
Range medium (100 ft. + 10 ft./level) 
Targets one creature/level 
Duration 10 min./level 
Saving Throw none; Spell Resistance no 

You can whisper messages and receive 
whispered replies. Those nearby can hear these 
messages with a DC 25 Perception check. You 
point your finger at each creature you want to 
receive the message. When you whisper, the 
whispered message is audible to all targeted 
creatures within range. Magical silence, 1 foot of 
stone, 1 inch of common metal (or a thin sheet 
of lead), or 3 feet of wood or dirt blocks the spell. 
The message does not have to travel in a 
straight line. It can circumvent a barrier if there is 
an open path between you and the subject, and 
the path’s entire length lies within the spell’s 
range. The creatures that receive the message 
can whisper a reply that you hear. The spell 
transmits sound, not meaning; it doesn’t 
transcend language barriers. To speak a 
message, you must mouth the words and 
whisper. 
 
Read Magic 
 
Sleep (DC 15) (DC 17) 
School enchantment (compulsion) [mind-
affecting]; Level bard 1, sorcerer/wizard 1 
Casting Time 1 round 
Components V, S, M (fine sand, rose petals, or 
a live cricket) 
Range medium (100 ft. + 10 ft./level) 

Area one or more living creatures within a 10-ft.-
radius burst 
Duration 1 min./level 
Saving Throw Will negates; Spell Resistance 
yes 

A sleep spell causes a magical slumber 
to come upon 4 HD of creatures. Creatures with 
the fewest HD are affected first. Among 
creatures with equal HD, those who are closest 
to the spell’s point of origin are affected first. HD 
that are not sufficient to affect a creature are 
wasted. Sleeping creatures are helpless. 
Slapping or wounding awakens an affected 
creature, but normal noise does not. Awakening 
a creature is a standard action (an application of 
the aid another action). Sleep does not target 
unconscious creatures, constructs, or undead 
creatures. 
 
Suggestion (DC 18) 
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). 

 
 
 
 
 
 



*** 
 
Cure Light Wounds, scroll of x2 
 
Disguise Self, wand of (5 charges)  
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—look 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. 
 
Haste, scroll of  
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. 
 
Hideous Laughter, wand of (10 charges) 
School enchantment (compulsion) [mind-
affecting]; Level bard 1, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (tiny fruit tarts and a 
feather) 
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 afflicts the subject with 
uncontrollable laughter. It collapses into gales of 
manic laughter, falling prone. The subject can 
take no actions while laughing, but is not 
considered helpless. On the creature’s next turn, 
it may attempt a new saving throw to end the 
effect. If successful, the effect ends and the 
creature is treated as if it spent a full-round 
action on its turn. 

A creature with an Intelligence score of 
2 or lower is not affected. A creature whose type 
is different from the caster’s receives a +4 bonus 
on its saving throw, because humor doesn’t 
“translate” well. 
 
Invisibility, potion of 
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 lbs./level 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless) or Will 
negates (harmless, object); Spell Resistance 
yes (harmless) or yes (harmless, object) 

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. 

 
 
 
 
 
 



Killik’s Cleric of Besmara Spells 
 

Battle Rage (Sp): 6/day (+1 
damage)  7/day (+2 damage) 

You can touch a creature as a standard 
action to give it a bonus on melee damage rolls 
equal to ½ your cleric level (minimum +1) for 1 
round. You can do so a number of times per day 
equal to 3 + your Wisdom modifier. 
 
 
 

Copycat (Sp): 6/day (2 rounds)  
7/day (5 rounds) 

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. 

 
*** 

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 (x2) 
 
Cure Moderate Wounds 
 
Detect Magic 
 
Detect Poison 
 
Disguise Self 
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—look 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. 
 
Dispel Magic 
School abjuration; Level bard 3, cleric 3, druid 
4, paladin 3, sorcerer/wizard 3 
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. 
 
Gentle Repose 
School necromancy; Level cleric 2, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M/DF (salt and a copper 
piece for each of the corpse’s eyes) 
Range touch 
Target corpse touched 
Duration 1 day/level 
Saving Throw Will negates (object); Spell 
Resistance yes (object) 

You preserve the remains of a dead 
creature so that they do not decay. Doing so 
effectively extends the time limit on raising that 
creature from the dead (see raise dead). Days 
spent under the influence of this spell don’t 
count against the time limit. Additionally, this 
spell makes transporting a slain (and thus 
decaying) comrade less unpleasant. 

The spell also works on severed body 
parts and the like. 
 
Glyph of Warding 
School abjuration; Level cleric 3 
Casting Time 10 minutes 
Components V, S, M (powdered diamond worth 
200 gp) 
Range touch 
Target or Area object touched or up to 5 sq. 
ft./level 
Duration permanent until discharged (D) 
Saving Throw see text; Spell Resistance no 
(object) and yes; see text 

This powerful inscription harms those 
who enter, pass, or open the warded area or 
object. A glyph of warding can guard a bridge or 
passage, ward a portal, trap a chest or box, and 
so on. 

You set all of the conditions of the ward. 
Typically, any creature entering the warded area 
or opening the warded object without speaking a 
password (which you set when casting the spell) 
is subject to the magic it stores. Alternatively or 
in addition to a password trigger, glyphs can be 
set according to physical characteristics (such 
as height or weight) or creature type, subtype, or 



kind. Glyphs can also be set with respect to 
good, evil, law, or chaos, or to pass those of 
your religion. They cannot be set according to 
class, HD, or level. Glyphs respond to invisible 
creatures normally but are not triggered by those 
who travel past them ethereally. Multiple glyphs 
cannot be cast on the same area. However, if a 
cabinet has three different drawers, each can be 
separately warded. 

When casting the spell, you weave a 
tracery of faintly glowing lines around the 
warding sigil. A glyph can be placed to conform 
to any shape up to the limitations of your total 
square footage. When the spell is completed, 
the glyph and tracery become nearly invisible. 

Glyphs cannot be affected or bypassed 
by such means as physical or magical probing, 
though they can be dispelled. Mislead, 
polymorph, and nondetection (and similar 
magical effects) can fool a glyph, though 
nonmagical disguises and the like can’t. Read 
magic allows you to identify a glyph of warding 
with a DC 13 Knowledge (arcana) check. 
Identifying the glyph does not discharge it and 
allows you to know the basic nature of the glyph 
(version, type of damage caused, what spell is 
stored). 

Note: Magic traps such as glyph of 
warding are hard to detect and disable. A 
character with trapfinding can use the 
Perception skill to find the glyph and Disable 
Device to thwart it. The DC in each case is 25 + 
spell level, or 28 for glyph of warding. 

Depending on the version selected, a 
glyph either blasts the intruder or activates a 
spell. 

Blast Glyph: A blast glyph deals 1d8 
points of damage per two caster levels 
(maximum 5d8) to the intruder and to all within 5 
feet of him or her. This damage is acid, cold, 
fire, electricity, or sonic (caster’s choice, made at 
time of casting). Each creature affected can 
attempt a Reflex save to take half damage. Spell 
resistance applies against this effect. 

Spell Glyph: You can store any harmful 
spell of 3rd level or lower that you know. All 
level-dependent features of the spell are based 
on your caster level at the time of casting the 
glyph. If the spell has a target, it targets the 
intruder. If the spell has an area or an 
amorphous effect, the area or effect is centered 
on the intruder. If the spell summons creatures, 
they appear as close as possible to the intruder 
and attack. Saving throws and spell resistance 
operate as normal, except that the DC is based 
on the level of the spell stored in the glyph. 

 
Invisibility 
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 lbs./level 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless) or Will 
negates (harmless, object); Spell Resistance 
yes (harmless) or yes (harmless, object) 

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. 



 
Light 
School evocation [light]; Level bard 0, cleric 0, druid 

0, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, M/DF (a firefly) 
Range touch 
Target object touched 
Duration 10 min./level 
Saving Throw none; Spell Resistance no 

This spell causes a touched object to glow 
like a torch, shedding normal light in a 20-foot radius 
from the point touched, and increasing the light level 
for an additional 20 feet by one step, up to normal 
light (darkness becomes dim light, and dim light 
becomes normal light). In an area of normal or bright 
light, this spell has no effect. The effect is immobile, 
but it can be cast on a movable object. 

You can only have one light spell active at 
any one time. If you cast this spell while another 
casting is still in effect, the previous casting is 
dispelled. If you make this spell permanent (through 
permanency or a similar effect), it does not count 
against this limit. Light can be used to counter or 
dispel any darkness spell of equal or lower spell level. 

 
Nondetection 
School abjuration; Level ranger 4, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (diamond dust worth 50 
gp) 
Range touch 
Target creature or object touched 
Duration 1 hour/level 
Saving Throw Will negates (harmless, object); 
Spell Resistance yes (harmless, object) 

The warded creature or object becomes 
difficult to detect by divination spells such as 
clairaudience/clairvoyance, locate object, and 
detect spells. Nondetection also prevents 
location by such magic items as crystal balls. If a 
divination is attempted against the warded 
creature or item, the caster of the divination 
must succeed on a caster level check (1d20 + 
caster level) against a DC of 11 + the caster 
level of the spellcaster who cast nondetection. If 
you cast nondetection on yourself or on an item 
currently in your possession, the DC is 15 + your 
caster level. 

If cast on a creature, nondetection 
wards the creature’s gear as well as the creature 
itself. 
 
 
 
 
 

Sanctuary (DC 14) (DC 15) 
School abjuration; Level cleric 1 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target creature touched 
Duration 1 round/level 
Saving Throw Will negates; Spell Resistance no 

Any opponent attempting to directly attack 
the warded creature, even with a targeted spell, must 
attempt a Will save. If the save succeeds, the 
opponent can attack normally and is unaffected by 
that casting of the spell. If the save fails, the opponent 
can’t follow through with the attack, that part of its 
action is lost, and it can’t directly attack the warded 
creature for the duration of the spell. Those not 
attempting to attack the subject remain unaffected. 
This spell does not prevent the warded creature from 
being attacked or affected by area of effect spells. 
The subject cannot attack without breaking the spell 
but may use non-attack spells or otherwise act. 

 
Shield of Faith 
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). 
 
Spiritual Weapon 
School evocation [force]; Level cleric 2 
Casting Time 1 standard action 
Components V, S, DF 
Range medium (100 ft. + 10 ft./level) 
Effect magic weapon of force 
Duration 1 round/level (D) 
Saving Throw none; Spell Resistance yes 

A weapon made of force appears and 
attacks foes at a distance, as you direct it, 
dealing 1d8 force damage per hit, + 1 point per 
three caster levels (maximum +5 at 15th level). 
The weapon takes the shape of a weapon 
favored by your deity or a weapon with some 
spiritual significance or symbolism to you (see 
below) and has the same threat range and 
critical multipliers as a real weapon of its form. It 
strikes the opponent you designate, starting with 



one attack in the round the spell is cast and 
continuing each round thereafter on your turn. It 
uses your base attack bonus (possibly allowing 
it multiple attacks per round in subsequent 
rounds) plus your Wisdom modifier as its attack 
bonus. It strikes as a spell, not as a weapon, so 
for example, it can damage creatures that have 
damage reduction. As a force effect, it can strike 
incorporeal creatures without the reduction in 
damage associated with incorporeality. The 
weapon always strikes from your direction. It 
does not get a flanking bonus or help a 
combatant get one. Your feats or combat actions 
do not affect the weapon. If the weapon goes 
beyond the spell range, if it goes out of your 
sight, or if you are not directing it, the weapon 
returns to you and hovers. 

Each round after the first, you can use a 
move action to redirect the weapon to a new 
target. If you do not, the weapon continues to 
attack the previous round’s target. On any round 
that the weapon switches targets, it gets one 
attack. Subsequent rounds of attacking that 
target allow the weapon to make multiple attacks 
if your base attack bonus would allow it to. Even 
if the spiritual weapon is a ranged weapon, use 
the spell’s range, not the weapon’s normal range 

increment, and switching targets still is a move 
action. 

A spiritual weapon cannot be attacked 
or harmed by physical attacks, but dispel magic, 
disintegrate, a sphere of annihilation, or a rod of 
cancellation affects it. A spiritual weapon’s AC 
against touch attacks is 12 (10 + size bonus for 
Tiny object). 

If an attacked creature has spell 
resistance, you make a caster level check (1d20 
+ caster level) against that spell resistance the 
first time the spiritual weapon strikes it. If the 
weapon is successfully  
resisted, the spell is dispelled. If not, the weapon 
has its normal full effect on that creature for the 
duration of the spell. 

The weapon that you get is often a force 
replica of your deity’s own personal weapon. A 
cleric without a deity gets a weapon based on 
his alignment. A neutral cleric without a deity 
can create a spiritual weapon of any alignment, 
provided he is acting at least generally in accord 
with that alignment at the time. The weapons 
associated with each alignment are as follows: 
chaos (battleaxe), evil (light flail), good 
(warhammer), law (longsword). 

 
*** 

 
Cure Moderate (Serious) Wounds, potion of 
 
Gentle Repose, scroll of 
School necromancy; Level cleric 2, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M/DF (salt and a copper piece for 

each of the corpse’s eyes) 
Range touch 
Target corpse touched 
Duration 1 day/level 
Saving Throw Will negates (object); Spell 
Resistance yes (object) 

You preserve the remains of a dead creature 
so that they do not decay. Doing so effectively 
extends the time limit on raising that creature from the 
dead (see raise dead). Days spent under the 
influence of this spell don’t count against the time 
limit. Additionally, this spell makes transporting a slain 
(and thus decaying) comrade less unpleasant. 

The spell also works on severed body parts 
and the like. 

 
Speak With Dead, scroll of 
School necromancy [language-dependent]; Level 

cleric 3 
Casting Time 10 minutes 
Components V, S, DF 
Range 10 ft. 

Target one dead creature 
Duration 1 min./level 
Saving Throw Will negates; see text; Spell 
Resistance no 

You grant the semblance of life to a corpse, 
allowing it to answer questions. You may ask one 
question per two caster levels. The corpse’s 
knowledge is limited to what it knew during life, 
including the languages it spoke. Answers are brief, 
cryptic, or repetitive, especially if the creature would 
have opposed you in life. 

If the dead creature’s alignment was different 
from yours, the corpse gets a Will save to resist the 
spell as if it were alive. If successful, the corpse can 
refuse to answer your questions or attempt to deceive 
you, using Bluff. The corpse can only speak about 
what it knew in life. It cannot answer any questions 
that pertain to events that occurred after its death. 

If the corpse has been subject to speak with 
dead within the past week, the new spell fails. You 

can cast this spell on a corpse that has been 
deceased for any amount of time, but the body must 
be mostly intact to be able to respond. A damaged 
corpse may be able to give partial answers or partially 
correct answers, but it must at least have a mouth in 
order to speak at all. This spell does not affect a 
corpse that has been turned into an undead creature. 



 



Ulamon’s Druid Spells 
 
 

Storm Burst (Sp):  (1d6+1 nonlethal 
damage, 5/day)   (1d6+2 
nonlethal damage, 6/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. 
 

Wild Shape (Su): 5 hours/day 

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 I 

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. 

A druid loses her ability to speak while 
in animal form because she is limited to the 
sounds that a normal, untrained animal can 
make, but she can communicate normally with 
other animals of the same general grouping as 
her new form. (The normal sound a wild parrot 
makes is a squawk, so changing to this form 
does not permit speech.) 

A druid can use this ability an additional 
time per day at 6th level and every two levels 
thereafter, for a total of eight times at 18th level. 
At 20th level, a druid can use wild shape at will. 
As a druid gains levels, this ability allows the 
druid to take on the form of larger and smaller 
animals, elementals, and plants. Each form 
expends one daily use of this ability, regardless 
of the form taken. 

 
*** 

 
Alter Winds 
School transmutation [air]; Level druid 1, 
sorcerer/wizard 1 
Casting Time 1 minute 
Components V, S 
Range touch 
Area immobile 10-ft.-radius emanation 
Duration 1 hour/level 
Saving Throw Will negates; Spell Resistance 
yes 

You subtly enhance or diminish the 
effects of natural winds within the spell’s area, 
which is an immobile emanation around a point 
touched by you as the spell is cast. Within the 
area, natural (but not magical) wind effects are 
either increased or decreased by one step in 
intensity (Core Rulebook 439). The maximum 
wind force you can affect with this spell is based 
on your caster level, as shown on the table 
below. Alter winds has no effect on magical wind 
effects. 
Caster Level  Wind Force 
1st–3rd  Light 
4th–9th  Moderate 
10th–15th  Strong 
16th or higher  Severe 
 

Aspect of the Bear 
School transmutation (polymorph); Level druid 
2, ranger 2 
Casting Time 1 standard action 
Components V, S, DF 
Range personal 
Target you 
Duration 1 minute/level 

You take on an aspect of a bear. You 
gain a +2 enhancement bonus to natural armor 
and a +2 enhancement bonus on CMB rolls. You 
can also perform bull rush, grapple, and overrun 
combat maneuvers without provoking attacks of 
opportunity. 
 
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. 
 
Call Lightning 
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. 
 
Cure Moderate Wounds 
 
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. 
 
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. 
 
Guidance 
School divination; Level cleric 0, druid 0 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature touched 
Duration 1 minute or until discharged 
Saving Throw Will negates (harmless); Spell 
Resistance yes 

This spell imbues the subject with a 
touch of divine guidance. The creature gets a +1 
competence bonus on a single attack roll, saving 
throw, or skill check. It must choose to use the 
bonus before making the roll to which it applies. 
 
 
 
 
 
 
 



Know Direction 
School divination; Level bard 0, druid 0 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration instantaneous 

When you cast this spell, you instantly 
know the direction of north from your current 
position. The spell is effective in any 
environment in which “north” exists, but it may 
not work in extraplanar settings. Your knowledge 
of north is correct at the moment of casting, but 
you can get lost again within moments if you 
don’t find some external reference point to help 
you keep track of direction. 
 
Light 
School evocation [light]; Level bard 0, cleric 0, 
druid 0, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, M/DF (a firefly) 
Range touch 
Target object touched 
Duration 10 min./level 
Saving Throw none; Spell Resistance no 

This spell causes a touched object to 
glow like a torch, shedding normal light in a 20-
foot radius from the point touched, and 
increasing the light level for an additional 20 feet 
by one step, up to normal light (darkness 
becomes dim light, and dim light becomes 
normal light). In an area of normal or bright light, 
this spell has no effect. The effect is immobile, 
but it can be cast on a movable object. 

You can only have one light spell active 
at any one time. If you cast this spell while 
another casting is still in effect, the previous 
casting is dispelled. If you make this spell 
permanent (through permanency or a similar 
effect), it does not count against this limit. Light 
can be used to counter or dispel any darkness 
spell of equal or lower spell level. 
 
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. 
 
Pass Without Trace 
School transmutation; Level druid 1, ranger 1 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Targets one creature/level touched 
Duration 1 hour/level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The subject or subjects of this spell do 
not leave footprints or a scent trail while moving. 
Tracking the subjects is impossible by 
nonmagical means. 
 
Purify Food and Drink 
School transmutation; Level cleric 0, druid 0 
Casting Time 1 standard action 
Components V, S 
Range 10 ft. 
Target 1 cu. ft./level of contaminated food and 
water 
Duration instantaneous 
Saving Throw Will negates (object); Spell 
Resistance yes (object) 

This spell makes spoiled, rotten, 
diseased, poisonous, or otherwise contaminated 
food and water pure and suitable for eating and 
drinking. This spell does not prevent subsequent 
natural decay or spoilage. Unholy water and 
similar food and drink of significance is spoiled 
by purify food and drink, but the spell has no 
effect on creatures of any type nor upon magic 
potions. Water weighs about 8 pounds per 
gallon. One cubic foot of water contains roughly 
8 gallons and weighs about 60 pounds. 
 
 
 
 
 
 
 



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. 
 
 
 
 
 
 
 

Shillelagh 
School transmutation; Level druid 1 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target one touched nonmagical oak club or 
quarterstaff 
Duration 1 min./level 
Saving Throw Will negates (object); Spell 
Resistance yes (object) 

Your own nonmagical club or 
quarterstaff becomes a weapon with a +1 
enhancement bonus on attack and damage 
rolls. A quarterstaff gains this enhancement for 
both ends of the weapon. It deals damage as if it 
were two size categories larger (a Small club or 
quarterstaff so transmuted deals 1d8 points of 
damage, a Medium 2d6, and a Large 3d6), +1 
for its enhancement bonus. These effects only 
occur when the weapon is wielded by you. If you 
do not wield it, the weapon behaves as if 
unaffected by this spell. 
 
Water Breathing 
School transmutation; Level cleric 3, druid 3, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M/DF (short reed or piece of 
straw) 
Range touch 
Target living creatures touched 
Duration 2 hours/level; see text 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The transmuted creatures can breathe 
water freely. Divide the duration evenly among 
all the creatures you touch. The spell does not 
make creatures unable to breathe air. 

 
*** 

 
Control Water, scroll of 
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 × 
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. 
 
Cure Light (Moderate) Wounds, potion of 
 
Summon Nature’s Ally I, scroll of 
School conjuration (summoning); Level druid 1, 
ranger 1 
Casting Time 1 round 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Effect one summoned creature 
Duration 1 round/level (D) 
Saving Throw none; Spell Resistance no 

This spell summons to your side a 
natural creature (typically an animal, fey, 
magical beast, outsider with the elemental 
subtype, or a giant). The summoned ally 
appears where you designate and acts 
immediately, on your turn. It attacks your 
opponents to the best of its ability. If you can 
communicate with the creature, you can direct it 
not to attack, to attack particular enemies, or to 
perform other actions as you command. 

A summoned monster cannot summon 
or otherwise conjure another creature, nor can it 
use any teleportation or planar travel abilities. 
Creatures cannot be summoned into an 
environment that cannot support them. 
Creatures summoned using this spell cannot 
use spells or spell-like abilities that duplicate 
spells that have expensive material components 
(such as wish). 

The spell conjures one of the creatures 
from the 1st Level list on Table 10–2. You 
choose which kind of creature to summon, and 
you can change that choice each time you cast 
the spell. All the creatures on the table are 
neutral unless otherwise noted. 

When you use a summoning spell to 
summon a creature with an alignment or 

elemental subtype, it is a spell of that type. All 
creatures summoned with this spell without 
alignment subtypes have an alignment that 
matches yours, regardless of their usual 
alignment. Summoning these creatures makes 
the summoning spell’s type match your 
alignment. 
 
Elixir of Swimming 
Aura faint transmutation; CL 2nd 
Slot none; Price 250 gp; Weight — 
Description 

This elixir bestows swimming ability. An 
almost imperceptible magic sheath surrounds 
the drinker, allowing him to glide through the 
water easily (+10 competence bonus on Swim 
checks for 1 hour). 
Construction Requirements Craft Wondrous 
Item, creator must have 5 ranks in the Swim 
skill; Cost 125 gp 
 
Feather Token (Anchor) (x3) 
 
Feather Token (Fan) 
 
Aura strong conjuration; CL 12th 
Slot none; Price 50 gp (anchor), 300 gp (bird), 
200 gp (fan), 450 gp (swan boat), 400 gp (tree), 
500 gp (whip); Weight — 
Description 

Each of these items is a small feather 
that has a power to suit a special need. The 
kinds of tokens are described below. Each token 
is usable once. A particular feather token has no 
specific features to identify it unless its magic 
aura is viewed—even tokens with identical 
powers can be wildly different in appearance. 

Anchor: A token that creates an anchor 
that moors a craft in water so as to render it 
immobile for up to 1 day. 
 

Fan: A token that forms a huge flapping 
fan, causing a breeze of sufficient strength to 
propel one ship (about 25 mph). This wind is not 
cumulative with existing wind speed. The token 
can, however, be used to lessen existing winds, 
creating an area of relative calm or lighter winds 
(but wave size in a storm is not affected). The 
fan can be used for up to 8 hours. It does not 
function on land. 
Construction Requirements Craft Wondrous 
Item, major creation; Cost 25 gp (anchor), 100 
gp (fan) 

 


