Eviolynn’s Spells (Tier 7-8)

1st (7/day)
2nd (7/day)
3rd (6/day)
4th (4/day)

Laughing Touch (Sp): 7/day

At 1st level, you can cause a creature
to burst out laughing for 1 round as a melee
touch attack. A laughing creature can only take
a move action but can defend itself normally.
Once a creature has been affected by laughing
touch, it is immune to its effects for 24 hours.
You can use this ability a number of times per
day equal to 3 + your Charisma modifier. This is
a mind-affecting effect.
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Charm Person (DC 15)

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.

Color Spray (DC 18)

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

Casting Time 1 standard action

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

Range 15 ft.

Area cone-shaped burst

Duration instantaneous; see text

Saving Throw Will negates; Spell Resistance
yes

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

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

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

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

Sightless creatures are not affected by
color spray.

Dancing Lights (1/day)

School evocation [light]; Level bard 0,

sorcerer/wizard 0

Casting Time 1 standard action

Components V, S

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

Effect Up to four lights, all within a 10-ft.-radius

area

Duration 1 minute (D)

Saving Throw none; Spell Resistance no
Depending on the version selected, you

create up to four lights that resemble lanterns or

torches (and cast that amount of light), or up to

four glowing spheres of light (which look like will-



0’- wisps), or one faintly glowing, vaguely
humanoid shape. The dancing lights must stay
within a 10-foot-radius area in relation to each
other but otherwise move as you desire (no
concentration required): forward or back, up or
down, straight or turning corners, or the like. The
lights can move up to 100 feet per round. A light
winks out if the distance between you and it
exceeds the spell’'s range.

You can only have one dancing lights
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, it does not count against this
limit.

Dancing lights can be made permanent
with a permanency spell.

Deep Slumber (DC 19)
School enchantment (compulsion) [mind-
affecting]; Level bard 3, sorcerer/wizard 3
Range close (25 ft. + 5 ft./2 levels)

This spell functions like sleep, except
that it affects 10 HD of targets.

Sleep
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.

Entangle (DC 15)

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

Range long (400 ft. + 40 ft./level)
Area plants in a 40-ft.-radius spread
Duration 1 min./level (D)
Saving Throw: Reflex partial; see text; Spell
Resistance: no

This spell causes tall grass, weeds, and
other plants to wrap around creatures in the
area of effect or those that enter the area.
Creatures that fail their save gain the entangled
condition. Creatures that make their save can
move as normal, but those that remain in the
area must save again at the end of your turn.
Creatures that move into the area must save
immediately. Those that fail must end their
movement and gain the entangled condition.
Entangled creatures can attempt to break free
as a move action, making a Strength or Escape
Artist check. The DC for this check is equal to
the DC of the spell. The entire area of effect is
considered difficult terrain while the effect lasts.

If the plants in the area are covered in
thorns, those in the area take 1 point of damage
each time they fail a save against the entangle
or fail a check made to break free. Other effects,
depending on the local plants, might be possible
at GM discretion.

Flare (DC 14)

School evocation [light]; Level bard 0, druid 0,
sorcerer/wizard 0
Casting Time 1 standard action
Components V
Range close (25 ft. + 5 ft./2 levels)
Effect burst of light
Duration instantaneous
Saving Throw Fortitude negates; Spell
Resistance yes

This cantrip creates a burst of light. If
you cause the light to burst in front of a single
creature, that creature is dazzled for 1 minute
unless it makes a successful Fortitude save.
Sightless creatures, as well as creatures already
dazzled, are not affected by flare.

chost sound (DC 15 1/day)

School illusion (figment); Level bard O,
sorcerer/wizard O

Casting Time 1 standard action

Components V, S, M (a bit of wool or a small
lump of wax)

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

Effect illusory sounds

Duration 1 round/level (D)

Saving Throw Will disbelief; Spell Resistance
no



Ghost sound allows you to create a
volume of sound that rises, recedes,
approaches, or remains at a fixed place. You
choose what type of sound ghost sound creates
when casting it and cannot thereafter change
the sound’s basic character.

The volume of sound created depends
on your level. You can produce as much noise
as four normal humans per caster level
(maximum 40 humans). Thus, talking, singing,
shouting, walking, marching, or running sounds
can be created. The noise a ghost sound spell
produces can be virtually any type of sound
within the volume limit. A horde of rats running
and squeaking is about the same volume as
eight humans running and shouting. A roaring
lion is equal to the noise from 16 humans, while
a roaring dragon is equal to the noise from 32
humans. Anyone who hears a ghost sound
receives a Will save to disbelieve.

Ghost sound can enhance the
effectiveness of a silent image spell.

Ghost sound can be made permanent
with a permanency spell.

Hideous Laughter (DC 18)

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.

Hypnotic Pattern (DC 19)

School illusion (pattern) [mind-affecting]; Level
bard 2, sorcerer/wizard 2

Casting Time 1 standard action
Components V (bard only), S, M (a stick of
incense or a crystal rod); see text
Range medium (100 ft. + 10 ft./level)
Effect colorful lights in a 10-ft.-radius spread
Duration Concentration + 2 rounds
Saving Throw Will negates; Spell Resistance
yes

A twisting pattern of subtle, shifting
colors weaves through the air, fascinating
creatures within it. Roll 2d4 and add your caster
level (maximum 10) to determine the total
number of HD of creatures affected. Creatures
with the fewest HD are affected first; and,
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. Affected creatures become
fascinated by the pattern of colors. Sightless
creatures are not affected.

A wizard or sorcerer need not utter a
sound to cast this spell, but a bard must perform
as a verbal component.

Mage Hand
School transmutation; Level bard O,
sorcerer/wizard 0
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Target one nonmagical, unattended object
weighing up to 5 Ibs.
Duration concentration
Saving Throw none; Spell Resistance no

You point your finger at an object and
can lift it and move it at will from a distance. As a
move action, you can propel the object as far as
15 feet in any direction, though the spell ends if
the distance between you and the object ever
exceeds the spell’s range.

Magic Missile
School evocation [force]; Level sorcerer/wizard
1
Casting Time 1 standard action
Components V, S
Range medium (100 ft. + 10 ft./level)
Targets up to five creatures, no two of which
can be more than 15 ft. apart
Duration instantaneous
Saving Throw none; Spell Resistance yes

A missile of magical energy darts forth
from your fingertip and strikes its target, dealing
1d4+1 points of force damage.

The missile strikes unerringly, even if
the target is in melee combat, so long as it has



less than total cover or total concealment.
Specific parts of a creature can’t be singled out.
Objects are not damaged by the spell.

For every two caster levels beyond 1st,
you gain an additional missile—two at 3rd level,
three at 5th, four at 7th, and the maximum of five
missiles at 9th level or higher. If you shoot
multiple missiles, you can have them strike a
single creature or several creatures. A single
missile can strike only one creature. You must
designate targets before you check for spell
resistance or roll damage.

Major Image (DC 20)

School illusion (figment); Level bard 3,
sorcerer/wizard 3
Duration Concentration + 3 rounds

This spell functions like silent image,
except that sound, smell, and thermal illusions
are included in the spell effect. While
concentrating, you can move the image within
the range.

The image disappears when struck by
an opponent unless you cause the illusion to
react appropriately.

Silent Image
School illusion (figment); Level bard 1,
sorcerer/wizard 1
Casting Time 1 standard action
Components V, S, F (a bit of fleece)
Range long (400 ft. + 40 ft./level)
Effect visual figment that cannot extend beyond
four 10-ft. cubes + one 10-ft. cube/level (S)
Duration concentration
Saving Throw Will disbelief (if interacted with);
Spell Resistance no

This spell creates the visual illusion of
an object, creature, or force, as visualized by
you. The illusion does not create sound, smell,
texture, or temperature. You can move the
image within the limits of the size of the effect.

Message
School transmutation [language-dependent];
Level bard 0, sorcerer/wizard O
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.

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).



Phantasmal Killer (DC 21)

School illusion (phantasm) [fear, mind-
affecting]; Level sorcerer/wizard 4

Casting Time 1 standard action
Components V, S

Range medium (100 ft. + 10 ft./level)
Target one living creature

Duration instantaneous

Saving Throw Will disbelief, then Fortitude
partial; see text; Spell Resistance yes

You create a phantasmal image of the
most fearsome creature imaginable to the
subject simply by forming the fears of the
subject’s subconscious mind into something that
its conscious mind can visualize: this most
horrible beast. Only the spell’s subject can see
the phantasmal killer. You see only a vague
shape. The target first gets a Will save to
recognize the image as unreal. If that save fails,
the phantasm touches the subject, and the
subject must succeed on a Fortitude save or die
from fear. Even if the Fortitude save is
successful, the subject takes 3d6 points of
damage.

If the subject of a phantasmal killer
attack succeeds in disbelieving and possesses
telepathy or is wearing a helm of telepathy, the
beast can be turned upon you. You must then
disbelieve it or become subject to its deadly fear
attack.

Prestidigitation (l/d ay)

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 spelicasters 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.

Ray of Frost
School evocation [cold]; Level sorcerer/wizard
0
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Effect ray
Duration instantaneous
Saving Throw none; Spell Resistance yes

A ray of freezing air and ice projects
from your pointing finger. You must succeed on
a ranged touch attack with the ray to deal
damage to a target. The ray deals 1d3 points of
cold damage.

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.

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.



Speak with Animals (1/d ay)
School divination; Level bard 3, druid 1, ranger
1
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 min./level

You can ask questions of and receive
answers from animals, but the spell doesn’t
make them any more friendly than normal. Wary
and cunning animals are likely to be terse and
evasive, while the more stupid ones make inane
comments. If an animal is friendly toward you, it
may do some favor or service for you.

Suggestion (DC 19)

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).

Touch of Fatigue (DC 14)

School necromancy; Level sorcerer/wizard O
Casting Time 1 standard action
Components V, S, M (a drop of sweat)
Range touch

Target creature touched

Duration 1 round/level

Saving Throw Fortitude negates; Spell
Resistance yes

You channel negative energy through
your touch, fatiguing the target. You must
succeed on a touch attack to strike a target. The
subject is immediately fatigued for the spell’'s
duration.

This spell has no effect on a creature
that is already fatigued. Unlike with normal
fatigue, the effect ends as soon as the spell’s
duration expires.

Ventriloquism (DC 18)

School illusion (figment); Level bard 1,
sorcerer/wizard 1
Casting Time 1 standard action
Components V, F (parchment rolled into cone)
Range close (25 ft. + 5 ft./2 levels)
Effect intelligible sound, usually speech
Duration 1 min./level (D)
Saving Throw Will disbelief (if interacted with);
Spell Resistance no

You can make your voice (or any sound
that you can normally make vocally) seem to
issue from someplace else. You can speak in
any language you know. With respect to such
voices and sounds, anyone who hears the
sound and rolls a successful save recognizes it
as illusory (but still hears it).



Eviolynn’s Spells (Tier 10-11)

1st (8/day)
2nd (7/day)
3rd (7/day)
4th (7/day)
5th (6/day)
6th (3/day)

Laughing Touch (Sp): (8/day)
At 1st level, you can cause a creature

to burst out laughing for 1 round as a melee touch attack. A laughing creature can only take a move
action but can defend itself normally. Once a creature has been affected by laughing touch, it is immune
to its effects for 24 hours. You can use this ability a number of times per day equal to 3 + your Charisma

modifier. This is a mind-affecting effect.

Fleeting Glance (Sp): 12 rounds /day

At 9th level, you can turn invisible for a number of rounds per day equal to your sorcerer level.
This ability functions as greater invisibility. These rounds need not be consecutive.

Bestow Curse (DC 19)

School necromancy; Level cleric 3,
sorcerer/wizard 4

Casting Time 1 standard action

Components V, S

Range touch

Target creature touched

Duration permanent

Saving Throw Will negates; Spell Resistance
yes

You place a curse on the subject.
Choose one of the following.

* —6 decrease to an ability score (minimum 1).
» —4 penalty on attack rolls, saves, ability
checks, and skill checks.

» Each turn, the target has a 50% chance to act
normally; otherwise, it takes no action.

You may also invent your own curse,
but it should be no more powerful than those
described above.

The curse bestowed by this spell cannot
be dispelled, but it can be removed with a break
enchantment, limited wish, miracle, remove
curse, or wish spell.

Bestow curse counters remove curse.

Charm Monster (DC 21)

School enchantment (charm) [mind-affecting];
Level bard 3, sorcerer/wizard 4

Target one living creature

Duration 1 day/level

This spell functions like charm person,
except that the effect is not restricted by
creature type or size.

Charm Person (DC 18)

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.

Color Spray (DC 18)

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

Casting Time 1 standard action

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

Range 15 ft.

Area cone-shaped burst

Duration instantaneous; see text

Saving Throw Will negates; Spell Resistance
yes

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

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

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

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

Sightless creatures are not affected by
color spray.

Crushing Despair
School enchantment (compulsion) [mind-
affecting]; Level bard 3, sorcerer/wizard 4
Casting Time 1 standard action
Components V, S, M (a single tear)
Range 30 ft.
Area cone-shaped burst
Duration 1 min./level
Saving Throw Will negates; Spell Resistance
yes

An invisible cone of despair causes
great sadness in the subjects. Each affected
creature takes a —2 penalty on attack rolls,
saving throws, ability checks, skill checks, and
weapon damage rolls.

Crushing despair counters and dispels
good hope.

Dancing Lights
School evocation [light]; Level bard 0,
sorcerer/wizard 0

Casting Time 1 standard action

Components V, S

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

Effect Up to four lights, all within a 10-ft.-radius
area

Duration 1 minute (D)

Saving Throw none; Spell Resistance no

Depending on the version selected, you
create up to four lights that resemble lanterns or
torches (and cast that amount of light), or up to
four glowing spheres of light (which look like will-
0’- wisps), or one faintly glowing, vaguely
humanoid shape. The dancing lights must stay
within a 10-foot-radius area in relation to each
other but otherwise move as you desire (no
concentration required): forward or back, up or
down, straight or turning corners, or the like. The
lights can move up to 100 feet per round. A light
winks out if the distance between you and it
exceeds the spell’s range.

You can only have one dancing lights
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, it does not count against this
limit.

Dancing lights can be made permanent
with a permanency spell.

Daze (DC 19)

School enchantment (compulsion) [mind-
affecting]; Level bard 0, sorcerer/wizard O
Casting Time 1 standard action
Components V, S, M (a pinch of wool or similar
substance)
Range close (25 ft. + 5 ft./2 levels)
Target one humanoid creature of 4 HD or less
Duration 1 round
Saving Throw Will negates; Spell Resistance
yes

This spell clouds the mind of a
humanoid creature with 4 or fewer Hit Dice so
that it takes no actions. Humanoids of 5 or more
HD are not affected. A dazed subject is not
stunned, so attackers get no special advantage
against it. After a creature has been dazed by
this spell, it is immune to the effects of this spell
for 1 minute.

Deep Slumber (DC 22)

School enchantment (compulsion) [mind-
affecting]; Level bard 3, sorcerer/wizard 3
Range close (25 ft. + 5 ft./2 levels)

This spell functions like sleep, except
that it affects 10 HD of targets.



Sleep
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.

Dominate Person (DC 24)

School enchantment (compulsion) [mind-
affecting]; Level bard 4, sorcerer/wizard 5
Casting Time 1 round

Components V, S

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

Target one humanoid

Duration 1 day/level

Saving Throw Will negates; Spell Resistance
yes

You can control the actions of any
humanoid creature through a telepathic link that
you establish with the subject’s mind.

If you and the subject have a common
language, you can generally force the subject to
perform as you desire, within the limits of its
abilities. If no common language exists, you can
communicate only basic commands, such as
“Come here,” “Go there,” “Fight,” and “Stand
still.” You know what the subject is experiencing,
but you do not receive direct sensory input from
it, nor can it communicate with you
telepathically.

Once you have given a dominated
creature a command, it continues to attempt to
carry out that command to the exclusion of all
other activities except those necessary for day-
to-day survival (such as sleeping, eating, and so

forth). Because of this limited range of activity, a
Sense Motive check against DC 15 (rather than
DC 25) can determine that the subject’s
behavior is being influenced by an enchantment
effect (see the Sense Motive skill description).

Changing your orders or giving a
dominated creature a new command is a move
action.

By concentrating fully on the spell (a
standard action), you can receive full sensory
input as interpreted by the mind of the subject,
though it still can’t communicate with you. You
can’t actually see through the subject’s eyes, so
it's not as good as being there yourself, but you
still get a good idea of what’s going on.

Subjects resist this control, and any
subject forced to take actions against its nature
receives a new saving throw with a +2 bonus.
Obviously self-destructive orders are not carried
out. Once control is established, the range at
which it can be exercised is unlimited, as long as
you and the subject are on the same plane. You
need not see the subject to control it.

If you don’t spend at least 1 round
concentrating on the spell each day, the subject
receives a new saving throw to throw off the
domination.

Protection from evil or a similar spell can
prevent you from exercising control or using the
telepathic link while the subject is so warded, but
such an effect does not automatically dispel it.

Entangle (DC 16)

School transmutation; Level druid 1, ranger 1
Casting Time 1 standard action
Components V, S, DF
Range long (400 ft. + 40 ft./level)
Area plants in a 40-ft.-radius spread
Duration 1 min./level (D)
Saving Throw: Reflex partial; see text; Spell
Resistance: no

This spell causes tall grass, weeds, and
other plants to wrap around creatures in the
area of effect or those that enter the area.
Creatures that fail their save gain the entangled
condition. Creatures that make their save can
move as normal, but those that remain in the
area must save again at the end of your turn.
Creatures that move into the area must save
immediately. Those that fail must end their
movement and gain the entangled condition.
Entangled creatures can attempt to break free
as a move action, making a Strength or Escape
Artist check. The DC for this check is equal to



the DC of the spell. The entire area of effect is
considered difficult terrain while the effect lasts.

If the plants in the area are covered in
thorns, those in the area take 1 point of damage
each time they fail a save against the entangle
or fail a check made to break free. Other effects,
depending on the local plants, might be possible
at GM discretion.

False Life
School necromancy; Level sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M (a drop of blood)
Range personal
Target you
Duration 1 hour/level or until discharged; see
text

You harness the power of unlife to grant
yourself a limited ability to avoid death. While
this spell is in effect, you gain temporary hit
points equal to 1d10 + 1 per caster level
(maximum +10).

Fly

School transmutation; Level sorcerer/wizard 3
Casting Time 1 standard action

Components V, S, F (a wing feather)

Range touch

Target creature touched

Duration 1 min./level

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

The subject can fly at a speed of 60 feet
(or 40 feet if it wears medium or heavy armor, or
if it carries a medium or heavy load). It can
ascend at half speed and descend at double
speed, and its maneuverability is good. Using a
fly spell requires only as much concentration as
walking, so the subject can attack or cast spells
normally. The subject of a fly spell can charge
but not run, and it cannot carry aloft more weight
than its maximum load, plus any armor it wears.
The subject gains a bonus on Fly skill checks
equal to 1/2 your caster level.

Should the spell duration expire while
the subject is still aloft, the magic fails slowly.
The subject floats downward 60 feet per round
for 1d6 rounds. If it reaches the ground in that
amount of time, it lands safely. If not, it falls the
rest of the distance, taking 1d6 points of damage
per 10 feet of fall. Since dispelling a spell
effectively ends it, the subject also descends
safely in this way if the fly spell is dispelled, but
not if it is negated by an antimagic field.

Flare (DC 14)

School evocation [light]; Level bard 0, druid 0,
sorcerer/wizard 0
Casting Time 1 standard action
Components V
Range close (25 ft. + 5 ft./2 levels)
Effect burst of light
Duration instantaneous
Saving Throw Fortitude negates; Spell
Resistance yes

This cantrip creates a burst of light. If
you cause the light to burst in front of a single
creature, that creature is dazzled for 1 minute
unless it makes a successful Fortitude save.
Sightless creatures, as well as creatures already
dazzled, are not affected by flare.

Ghost Sound (DC 15 )

School illusion (figment); Level bard O,
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.



Glitterdust (DC 17)

School conjuration (creation); Level bard 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M (ground mica)
Range medium (100 ft. + 10 ft./level)
Area creatures and objects within 10-ft.-radius
spread
Duration 1 round/level
Save Will negates (blinding only); SR no

A cloud of golden particles covers
everyone and everything in the area, causing
creatures to become blinded and visibly outlining
invisible things for the duration of the spell. All
within the area are covered by the dust, which
cannot be removed and continues to sparkle
until it fades. Each round at the end of their turn
blinded creatures may attempt new saving
throws to end the blindness effect.

Any creature covered by the dust takes
a —40 penalty on Stealth checks.

Hideous Laughter (DC 21)

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.

Hold Person (DC 22)

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.

Hypnotic Pattern (DC 19)

School illusion (pattern) [mind-affecting]; Level
bard 2, sorcerer/wizard 2
Casting Time 1 standard action
Components V (bard only), S, M (a stick of
incense or a crystal rod); see text
Range medium (100 ft. + 10 ft./level)
Effect colorful lights in a 10-ft.-radius spread
Duration Concentration + 2 rounds
Saving Throw Will negates; Spell Resistance
yes

A twisting pattern of subtle, shifting
colors weaves through the air, fascinating
creatures within it. Roll 2d4 and add your caster
level (maximum 10) to determine the total
number of HD of creatures affected. Creatures
with the fewest HD are affected first; and,
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. Affected creatures become
fascinated by the pattern of colors. Sightless
creatures are not affected.

A wizard or sorcerer need not utter a
sound to cast this spell, but a bard must perform
as a verbal component.

Lightning Bolt (DC 18)

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.

Mage Hand
School transmutation; Level bard 0,
sorcerer/wizard 0
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Target one nonmagical, unattended object
weighing up to 5 Ibs.
Duration concentration
Saving Throw none; Spell Resistance no

You point your finger at an object and
can lift it and move it at will from a distance. As a
move action, you can propel the object as far as
15 feet in any direction, though the spell ends if
the distance between you and the object ever
exceeds the spell’s range.

Magic Missile

School evocation [force]; Level sorcerer/wizard
1

Casting Time 1 standard action

Components V, S

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

Targets up to five creatures, no two of which
can be more than 15 ft. apart

Duration instantaneous

Saving Throw none; Spell Resistance yes

A missile of magical energy darts forth
from your fingertip and strikes its target, dealing
1d4+1 points of force damage.

The missile strikes unerringly, even if
the target is in melee combat, so long as it has
less than total cover or total concealment.
Specific parts of a creature can’t be singled out.
Objects are not damaged by the spell.

For every two caster levels beyond 1st,
you gain an additional missile—two at 3rd level,
three at 5th, four at 7th, and the maximum of five
missiles at 9th level or higher. If you shoot
multiple missiles, you can have them strike a
single creature or several creatures. A single

missile can strike only one creature. You must
designate targets before you check for spell
resistance or roll damage.

Major Image (DC 20)

School illusion (figment); Level bard 3,
sorcerer/wizard 3
Duration Concentration + 3 rounds

This spell functions like silent image,
except that sound, smell, and thermal illusions
are included in the spell effect. While
concentrating, you can move the image within
the range.

The image disappears when struck by
an opponent unless you cause the illusion to
react appropriately.

Silent Image
School illusion (figment); Level bard 1,
sorcerer/wizard 1
Casting Time 1 standard action
Components V, S, F (a bit of fleece)
Range long (400 ft. + 40 ft./level)
Effect visual figment that cannot extend beyond
four 10-ft. cubes + one 10-ft. cube/level (S)
Duration concentration
Saving Throw Will disbelief (if interacted with);
Spell Resistance no

This spell creates the visual illusion of
an object, creature, or force, as visualized by
you. The illusion does not create sound, smell,
texture, or temperature. You can move the
image within the limits of the size of the effect.

Message
School transmutation [language-dependent];
Level bard 0, sorcerer/wizard O
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.

Mind Fog (DC 24)

School enchantment (compulsion) [mind-
affecting]; Level bard 5, sorcerer/wizard 5
Casting Time 1 standard action

Components V, S

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

Effect fog spreads in 20-ft. radius, 20 ft. high
Duration 30 minutes and 2d6 rounds; see text
Saving Throw Will negates; Spell Resistance
yes

Mind fog produces a bank of thin mist
that weakens the mental resistance of those
caught in it. Creatures in the mind fog take a —10
penalty on Wisdom checks and Will saves. (A
creature that successfully saves against the fog
is not affected and need not make further saves
even if it remains in the fog.) Affected creatures
take the penalty as long as they remain in the
fog and for 2d6 rounds thereafter. The fog is
stationary and lasts for 30 minutes (or until
dispersed by wind).

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

The fog is thin and does not significantly
hamper vision.

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).

Phantasmal Killer (DC 21)

School illusion (phantasm) [fear, mind-
affecting]; Level sorcerer/wizard 4

Casting Time 1 standard action
Components V, S

Range medium (100 ft. + 10 ft./level)
Target one living creature

Duration instantaneous

Saving Throw Will disbelief, then Fortitude
partial; see text; Spell Resistance yes

You create a phantasmal image of the
most fearsome creature imaginable to the
subject simply by forming the fears of the
subject’s subconscious mind into something that
its conscious mind can visualize: this most
horrible beast. Only the spell’s subject can see
the phantasmal killer. You see only a vague
shape. The target first gets a Will save to
recognize the image as unreal. If that save fails,
the phantasm touches the subject, and the
subject must succeed on a Fortitude save or die
from fear. Even if the Fortitude save is
successful, the subject takes 3d6 points of
damage.

If the subject of a phantasmal killer
attack succeeds in disbelieving and possesses
telepathy or is wearing a helm of telepathy, the
beast can be turned upon you. You must then
disbelieve it or become subject to its deadly fear
attack.

Poison (DC 19)

School necromancy; Level cleric 4, druid 3
Casting Time 1 standard action
Components V, S, DF

Range touch

Target living creature touched

Duration instantaneous; see text



Saving Throw Fortitude negates; see text;
Spell Resistance yes

Calling upon the venomous powers of
natural predators, you infect the subject with a
horrible poison by making a successful melee
touch attack. This poison deals 1d3 Constitution
damage per round for 6 rounds. Poisoned
creatures can make a Fortitude save each round
to negate the damage and end the affliction.

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 ina 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.

Ray of Frost
School evocation [cold]; Level sorcerer/wizard
0
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Effect ray
Duration instantaneous
Saving Throw none; Spell Resistance yes

A ray of freezing air and ice projects
from your pointing finger. You must succeed on
a ranged touch attack with the ray to deal
damage to a target. The ray deals 1d3 points of
cold damage.

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.

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.

Speak with Animals (1/d ay)
School divination; Level bard 3, druid 1, ranger
1
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 min./level

You can ask questions of and receive
answers from animals, but the spell doesn’t
make them any more friendly than normal. Wary
and cunning animals are likely to be terse and
evasive, while the more stupid ones make inane
comments. If an animal is friendly toward you, it
may do some favor or service for you.

Spectral Hand

School necromancy; Level sorcerer/wizard 2
Casting Time 1 standard action
Components V, S

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



Effect one spectral hand
Duration 1 min./level (D)
Saving Throw none; Spell Resistance no

A ghostly hand shaped from your life
force materializes and moves as you desire,
allowing you to deliver low-level, touch range
spells at a distance. On casting the spell, you
lose 1d4 hit points that return when the spell
ends (even if it is dispelled), but not if the hand
is destroyed. (The hit points can be healed as
normal.) For as long as the spell lasts, any touch
range spell of 4th level or lower that you cast
can be delivered by the spectral hand. The spell
gives you a +2 bonus on your melee touch
attack roll, and attacking with the hand counts
normally as an attack. The hand always strikes
from your direction. The hand cannot flank
targets like a creature can. After it delivers a
spell, or if it goes beyond the spell range or goes
out of your sight, the hand returns to you and
hovers.

The hand is incorporeal and thus cannot
be harmed by normal weapons. It has improved
evasion (half damage on a failed Reflex save
and no damage on a successful save), your
save bonuses, and an AC of 22 (+8 size, +4
natural armor). Your Intelligence modifier applies
to the hand’s AC as if it were the hand’s
Dexterity modifier. The hand has 1 to 4 hit
points, the same number that you lost in creating
it.

Suggestion (DC 22)

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).

Suggestion, Mass (DC 25)

School enchantment (compulsion) [language-
dependent, mindaffecting];
Level bard 5, sorcerer/wizard 6
Range medium (100 ft. + 10 ft./level)
Targets one creature/level, no two of which can
be more than 30 ft. apart

This spell functions like suggestion,
except that it can affect more creatures. The
same suggestion applies to all these creatures.

Touch of Fatigue (DC 14)

School necromancy; Level sorcerer/wizard 0
Casting Time 1 standard action
Components V, S, M (a drop of sweat)
Range touch

Target creature touched

Duration 1 round/level

Saving Throw Fortitude negates; Spell
Resistance yes

You channel negative energy through
your touch, fatiguing the target. You must
succeed on a touch attack to strike a target. The
subject is immediately fatigued for the spell’s
duration.

This spell has no effect on a creature
that is already fatigued. Unlike with normal
fatigue, the effect ends as soon as the spell’'s
duration expires.

Touch of Idiocy

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.

Tree Stride

School conjuration (teleportation); Level druid

5, ranger 4

Casting Time 1 standard action

Components V, S, DF

Range personal

Target you

Duration 1 hour/level or until expended; see text
When you cast this spell, you gain the

ability to step into a tree, magically infusing

yourself with the plant. Once within a tree, you

can teleport from that particular tree to another

tree. The trees you enter must be of the same

kind, must be living, and must have girth at least

equal to yours. By moving into an oak tree (for

example), you instantly know the location of all

other oak trees within transport range (see

below) and may choose whether you want to

pass into one or simply step back out of the tree

you moved into. You may choose to pass to any

tree of the appropriate kind within the transport

range as shown on the following table.

Type of Tree
Oak, ash, yew
Elm, linden

Transport Range
3,000 feet
2,000 feet

Other deciduous
Any coniferous

1,500 feet
1,000 feet

You may move into a tree up to one
time per caster level (passing from one tree to
another counts only as moving into one tree).
The spell lasts until the duration expires or you
exit a tree. Each transport is a full-round action.

You can, at your option, remain within a
tree without transporting yourself, but you are
forced out when the spell ends. If the tree in
which you are concealed is chopped down or
burned, you are slain if you do not exit before
the process is complete.

Ventriloquism (DC 16)

School illusion (figment); Level bard 1,
sorcerer/wizard 1
Casting Time 1 standard action
Components V, F (parchment rolled into cone)
Range close (25 ft. + 5 ft./2 levels)
Effect intelligible sound, usually speech
Duration 1 min./level (D)
Saving Throw Will disbelief (if interacted with);
Spell Resistance no

You can make your voice (or any sound
that you can normally make vocally) seem to
issue from someplace else. You can speak in
any language you know. With respect to such
voices and sounds, anyone who hears the
sound and rolls a successful save recognizes it
as illusory (but still hears it).



Venture-Captain Nikolai Adonai’s Spells

Rebuke Death (Sp): (1d4+5) 7/day

(8/day)

You can touch a living creature as a
standard action, healing it for 1d4 points of
damage plus 1 for every two cleric levels you
possess. You can only use this ability on a
creature that is below 0 hit points. You can use
this ability a number of times per day equal to 3
+ your Wisdom modifier.

Dimensional Hop (Sp): (80 feet/d ay)

At 8th level, you can teleport up to 10
feet per cleric level per day as a move action.
This teleportation must be used in 5-foot
increments and such movement does not
provoke attacks of opportunity. You must have
line of sight to your destination to use this ability.
You can bring other willing creatures with you,
but you must expend an equal amount of
distance for each creature brought.

*%%

Bane (DC 15) (DC 16)

School enchantment (compulsion) [fear, mind-
affecting]; Level cleric 1
Casting Time 1 standard action
Components V, S, DF
Range 50 ft.
Area 50-ft.-radius burst, centered on you
Duration 1 min./level
Saving Throw Will negates; Spell Resistance
yes

Bane fills your enemies with fear and
doubt. Each affected creature takes a —1 penalty
on attack rolls and a —1 penalty on saving
throws against fear effects. Bane counters and
dispels bless.

Bestow Curse (DC 17)

School necromancy; Level cleric 3,
sorcerer/wizard 4
Casting Time 1 standard action
Components V, S
Range touch
Target creature touched
Duration permanent
Saving Throw Will negates; Spell Resistance
yes

You place a curse on the subject.
Choose one of the following.

* —6 decrease to an ability score (minimum 1).

» —4 penalty on attack rolls, saves, ability
checks, and skill checks.

» Each turn, the target has a 50% chance to act
normally; otherwise, it takes no action.

You may also invent your own curse,
but it should be no more powerful than those
described above.

The curse bestowed by this spell cannot
be dispelled, but it can be removed with a break
enchantment, limited wish, miracle, remove
curse, or wish spell.

Bestow curse counters remove curse.

Break Enchantment (DC 19) (DC
21)

School abjuration; Level bard 4, cleric 5,
paladin 4, sorcerer/wizard 5

Casting Time 1 minute

Components V, S

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

Targets up to one creature per level, all within
30 ft. of each other

Duration instantaneous

Saving Throw see text; Spell Resistance no

This spell frees victims from
enchantments, transmutations, and curses.
Break enchantment can reverse even an
instantaneous effect. For each such effect, you
make a caster level check (1d20 + caster level,
maximum +15) against a DC of 11 + caster level
of the effect. Success means that the creature is
free of the spell, curse, or effect. For a cursed
magic item, the DC is equal to the DC of the
curse.

If the spell is one that cannot be
dispelled by dispel magic or stone to flesh, break
enchantment works only if that spell is 5th level
or lower.

If the effect comes from a permanent
magic item, break enchantment does not
remove the curse from the item, but it does free
the victim from the item’s effects.

Consecrate

School evocation [good]; Level cleric 2
Casting Time 1 standard action
Components V, S, M (a vial of holy water and
25 gp worth of silver dust), DF

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

Area 20-ft.-radius emanation

Duration 2 hours/level



Saving Throw none; Spell Resistance no

This spell blesses an area with positive
energy. The DC to resist positive channeled
energy within this area gains a +3 sacred bonus.
Every undead creature entering a consecrated
area suffers minor disruption, suffering a —1
penalty on attack rolls, damage rolls, and saves.
Undead cannot be created within or summoned
into a consecrated area. If the consecrated area
contains an altar, shrine, or other permanent
fixture dedicated to your deity, pantheon, or
aligned higher power, the modifiers given above
are doubled (+6 sacred bonus to positive
channeled energy DCs, —2 penalties for undead
in the area).

You cannot consecrate an area with a
similar fixture of a deity other than your own
patron. Instead, the consecrate spell curses the
area, cutting off its connection with the
associated deity or power. This secondary
function, if used, does not also grant the
bonuses and penalties relating to undead, as
given above.

Consecrate counters and dispels
desecrate.

Daylight

School evocation [light]; Level bard 3, cleric 3,
druid 3, paladin 3, sorcerer/wizard 3

Casting Time 1 standard action

Components V, S

Range touch

Target object touched

Duration 10 min./level (D)

Saving Throw none; Spell Resistance no

You touch an object when you cast this
spell, causing the object to shed bright light in a
60-foot radius. This illumination increases the
light level for an additional 60 feet by one step
(darkness becomes dim light, dim light becomes
normal light, and normal light becomes bright
light). Creatures that take penalties in bright light
take them while within the 60-foot radius of this
magical light. Despite its name, this spell is not
the equivalent of daylight for the purposes of
creatures that are damaged or destroyed by
such light.

If daylight is cast on a small object that
is then placed inside or under a light-proof
covering, the spell’s effects are blocked until the
covering is removed.

Daylight brought into an area of magical
darkness (or vice versa) is temporarily negated,
so that the otherwise prevailing light conditions
exist in the overlapping areas of effect.

Daylight counters or dispels any
darkness spell of equal or lower level, such as
darkness.

Delay Poison

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.

Dimension Door

School conjuration (teleportation); Level bard 4,
sorcerer/wizard 4

Casting Time 1 standard action
Components V

Range long (400 ft. + 40 ft./level)

Target you and touched objects or other
touched willing creatures

Duration instantaneous

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

You instantly transfer yourself from your
current location to any other spot within range.
You always arrive at exactly the spot desired—
whether by simply visualizing the area or by
stating direction. After using this spell, you can’t
take any other actions until your next turn. You
can bring along objects as long as their weight
doesn’t exceed your maximum load. You may
also bring one additional willing medium or
smaller creature (carrying gear or objects up to
its maximum load) or its equivalent per three
caster levels. A Large creature counts as two
Medium creatures, a Huge creature counts as
two Large creatures, and so forth. All creatures
to be transported must be in contact with one
another, and at least one of those creatures
must be in contact with you.

If you arrive in a place that is already
occupied by a solid body, you and each creature
traveling with you take 1d6 points of damage
and are shunted to a random open space on a
suitable surface within 100 feet of the intended
location.



If there is no free space within 100 feet,
you and each creature traveling with you take an
additional 2d6 points of damage and are
shunted to a free space within 1,000 feet. If
there is no free space within 1,000 feet, you and
each creature travelling with you take an
additional 4d6 points of damage and the spell
simply fails.

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 spelicaster’s spell.

Invisibility Purge

School evocation; Level cleric 3
Casting Time 1 standard action
Components V, S

Range personal

Target you

Duration 1 min./level (D)

You surround yourself with a sphere of
power with a radius of 5 feet per caster level that
negates all forms of invisibility.

Anything invisible becomes visible while
in the area.

Light

School evocation [light]; Level bard 0, cleric 0,
druid O, sorcerer/wizard O

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.

Locate Object

School divination; Level bard 2, cleric 3,
sorcerer/wizard 2

Casting Time 1 standard action
Components V, S, F/DF (a forked twig)
Range long (400 ft. + 40 ft./level)

Area circle, centered on you, with a radius of
400 ft. + 40 ft./level

Duration 1 min./level

Saving Throw none; Spell Resistance no

You sense the direction of a well-known
or clearly visualized object. You can search for
general items, in which case you locate the
nearest of its kind if more than one is within
range. Attempting to find a certain item requires
a specific and accurate mental image; if the
image is not close enough to the actual object,
the spell fails. You cannot specify a unique item
unless you have observed that particular item
firsthand (not through divination).

The spell is blocked by even a thin
sheet of lead. Creatures cannot be found by this
spell. Polymorph any object and nondetection
fool it.

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.

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.

Silence (DC 16) (DC 17)

School illusion (glamer); Level bard 2, cleric 2
Casting Time 1 round

Components V, S

Range long (400 ft. + 40 ft./level)



Area 20-ft.-radius emanation centered on a
creature, object, or point in space

Duration 1 round/level (D)

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

Upon the casting of this spell, complete
silence prevails in the affected area. All sound is
stopped: Conversation is impossible, spells with
verbal components cannot be cast, and no noise
whatsoever issues from, enters, or passes
through the area. The spell can be cast on a
point in space, but the effect is stationary unless
cast on a mobile object. The spell can be
centered on a creature, and the effect then
radiates from the creature and moves as it
moves. An unwilling creature can attempt a Will
save to negate the spell and can use spell
resistance, if any. Items in a creature’s
possession or magic items that emit sound
receive the benefits of saves and spell
resistance, but unattended objects and points in
space do not. Creatures in an area of a silence
spell are immune to sonic or language-based
attacks, spells, and effects.

Spell Immunity

School abjuration; Level cleric 4

Casting Time 1 standard action
Components V, S, DF

Range touch

Target creature touched

Duration 10 min./level

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

The warded creature is immune to the
effects of one specified spell for every four levels
you have. The spells must be of 4th level or
lower. The warded creature effectively has
unbeatable spell resistance regarding the
specified spell or spells. Naturally, that immunity
doesn’t protect a creature from spells for which
spell resistance doesn’t apply. Spell immunity
protects against spells, spell-like effects of
magic items, and innate spell-like abilities of
creatures. It does not protect against
supernatural or extraordinary abilities, such as
breath weapons or gaze attacks.

Only a particular spell can be protected
against, not a certain domain or school of spells
or a group of spells that are similar in effect. A
creature can have only one spell immunity or
greater spell immunity spell in effect on it at a
time.

Teleport

School conjuration (teleportation); Level
sorcerer/wizard 5

Casting Time 1 standard action
Components V

Range personal and touch

Target you and touched objects or other
touched willing creatures

Duration instantaneous

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

This spell instantly transports you to a
designated destination, which may be as distant
as 100 miles per caster level. Interplanar travel
is not possible. You can bring along objects as
long as their weight doesn’t exceed your
maximum load. You may also bring one
additional willing Medium or smaller creature
(carrying gear or objects up to its maximum
load) or its equivalent per three caster levels. A
Large creature counts as two Medium creatures,
a Huge creature counts as four Medium
creatures, and so forth. All creatures to be
transported must be in contact with one another,
and at least one of those creatures must be in
contact with you. As with all spells where the
range is personal and the target is you, you
need not make a saving throw, nor is spell
resistance applicable to you. Only objects held
or in use (attended) by another person receive
saving throws and spell resistance.

You must have some clear idea of the
location and layout of the destination. The
clearer your mental image, the more likely the
teleportation works. Areas of strong physical or
magical energy may make teleportation more
hazardous or even impossible.

To see how well the teleportation works,
roll d% and consult the table at the end of this
spell. Refer to the following information for
definitions of the terms on the table.

Familiarity: “Very familiar” is a place
where you have been very often and where you
feel at home. “Studied carefully” is a place you
know well, either because you can currently
physically see it or you’ve been there often.
“Seen casually” is a place that you have seen
more than once but with which you are not very
familiar. “Viewed once” is a place that you have
seen once, possibly using magic such as
scrying.

“False destination” is a place that does
not truly exist or if you are teleporting to an
otherwise familiar location that no longer exists
as such or has been so completely altered as to
no longer be familiar to you. When traveling to a



false destination, roll 1d20+80 to obtain results
on the table, rather than rolling d%, since there
is no real destination for you to hope to arrive at
or even be off target from.

On Target: You appear where you want
to be.

Off Target: You appear safely a random
distance away from the destination in a random
direction. Distance off target is d% of the
distance that was to be traveled. The direction
off target is determined randomly.

Similar Area: You wind up in an area
that’s visually or thematically similar to the target
area. Generally, you appear in the closest
similar place within range. If no such area exists
within the spell’s range, the spell simply fails
instead.

Mishap: You and anyone else
teleporting with you have gotten “scrambled.”
You each take 1d10 points of damage, and you
reroll on the chart to see where you wind up. For
these rerolls, roll 1d20+80. Each time “Mishap”
comes up, the characters take more damage
and must reroll.

On Off Similar
Familiarity Target Target Area Mishap
Very familiar 01-97 98-99 100 —

Studied carefully  01-94  95-97 98-99 100

Seen casually 01-88 89-94 95-98 99-100
Viewed once 01-76 77-88 89-96  97-100
False destination — — 81-92  93-100

Wind Wall

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

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

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

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

Duration 1 round/level

Saving Throw none; see text; Spell
Resistance yes

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

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



