
We Be Goblins! Spells 
 

Barkskin (246)  (Potion) 
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. 
 

Charm Animal  (254)  DC 13 

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  (254) 
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. 
 

Create Water  (262) 
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. 

 

Flare  (284)  (DC 12) 
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. 



Produce Flame  (326) 
School evocation [fire]; Level druid 1 
Casting Time 1 standard action 
Components V, S 
Range 0 ft. 
Effect flame in your palm 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance yes 

Flames as bright as a torch appear in 
your open hand. The flames harm neither you 
nor your equipment. 

In addition to providing illumination, the 
flames can be hurled or used to touch enemies. 
You can strike an opponent with a melee touch 
attack, dealing fire damage equal to 1d6 + 1 
point per caster level (maximum +5). 
Alternatively, you can hurl the flames up to 120 
feet as a thrown weapon. When doing so, you 
attack with a ranged touch attack (with no range 
penalty) and deal the same damage as with the 
melee attack. No sooner do you hurl the flames 
than a new set appears in your hand. Each 
attack you make reduces the remaining duration 
by 1 minute. If an attack reduces the remaining 
duration to 0 minutes or less, the spell ends after 
the attack resolves. 

This spell does not function underwater. 

Spider Climb  (347) 
School transmutation; Level druid 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (a live spider) 
Range touch 
Target creature touched 
Duration 10 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The subject can climb and travel on 
vertical surfaces or even traverse ceilings as 
well as a spider does. The affected creature 
must have its hands free to climb in this manner. 
The subject gains a climb speed of 20 feet and a 
+8 racial bonus on Climb skill checks; 
furthermore, it need not make Climb checks to 
traverse a vertical or horizontal surface (even 
upside down). A spider climbing creature retains 
its Dexterity bonus to Armor Class (if any) while 
climbing, and opponents get no special bonus to 
their attacks against it. It cannot, however, use 
the run action while climbing. 
 

 

Summon Swarm  (354) 
School conjuration (summoning); Level bard 2, 
druid 2, sorcerer/wizard 2 
Casting Time 1 round 
Components V, S, M/DF (a square of red cloth) 
Range close (25 ft. + 5 ft./2 levels) 
Effect one swarm of bats, rats, or spiders 
Duration concentration + 2 rounds 
Saving Throw none; Spell Resistance no 

You summon a swarm of bats, rats, or 
spiders (your choice), which attacks all other 
creatures within its area. (You may summon the 
swarm so that it shares the area of other 
creatures.) If no living creatures are within its 
area, the swarm attacks or pursues the nearest 
creature as best it can. The caster has no 
control over its target or direction of travel. 

 

Web (Ex)   (B 305) 
Creatures with the web ability can use 

webs to support themselves and up to one 
additional creature of the same size. In addition, 
such creatures can throw a web up to eight 
times per day. This is similar to an attack with a 
net but has a maximum range of 50 feet, with a 
range increment of 10 feet, and is effective 
against targets up to one size category larger 
than the web spinner. An entangled creature can 
escape with a successful Escape Artist check or 
burst the web with a Strength check. Both are 
standard actions with a DC equal to 10 + 1/2 
creature’s HD + creature’s Con modifier. 
Attempts to burst a web by those caught in it 
suffer a –4 penalty. 

Web spinners can create sheets of 
sticky webbing up to three times their size. They 
usually position these sheets to snare f lying 
creatures but can also try to trap prey on the 
ground. Approaching creatures must succeed on 
a DC 20 Perception check to notice a web; 
otherwise they stumble into it and become 
trapped as though by a successful web attack. 
Attempts to escape or burst the webbing gain a 
+5 bonus if the trapped creature has something 
to walk on or grab while pulling free. Each 5-
foot-square section of web has a number of hit 
points equal to the Hit Dice of the creature that 
created it and DR 5/—. 

A creature can move across its own web 
at its climb speed and can pinpoint the location 
of any creature touching its web. 

Format: web (+8 ranged, DC 16, 5 hp); 
Location: Special Attacks. 

 


