
Ayrzul Novice’s Cleric Spells  (Tier 1-2) 
 
Domain Spell-Like Abilities (CL 2nd; concentration +5)  
 

6/day  Acid Dart (Sp): (1d6+1 acid) 

As a standard action, you can unleash 
an acid dart targeting any foe within 30 feet as a 
ranged touch attack. This acid dart deals 1d6 
points of acid damage + 1 point for every two 
cleric levels you possess. You can use this 
ability a number of times per day equal to 3 + 
your Wisdom modifier. 
 

6/day Touch of Evil (Sp): (1 round) 

You can cause a creature to become 
sickened as a melee touch attack. Creatures 
sickened by your touch count as good for the 
purposes of spells with the evil descriptor. This 
ability lasts for a number of rounds equal to 1/2 
your cleric level (minimum 1). You can use this 
ability a number of times per day equal to 3 + 
your Wisdom modifier. 

 
*** 

 
Cleric Spells Prepared (CL 2nd; concentration +5)  Domains Earth, Evil 
 

Bane (DC 14) 

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. 
 

Cause Fear (DC 14) 

School necromancy [fear, mind-affecting]; Level 
bard 1, cleric 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature with 5 or fewer HD 
Duration 1d4 rounds or 1 round; see text 
Saving Throw Will partial; Spell Resistance 
yes 

The affected creature becomes 
frightened. If the subject succeeds on a Will 
save, it is shaken for 1 round. Creatures with 6 
or more HD are immune to this effect. Cause 
fear counters and dispels remove fear. 
 

Detect Magic 
 
Guidance 

 
Light 
 
Magic Stone 
School transmutation; Level cleric 1, druid 1 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Targets up to three pebbles touched 
Duration 30 minutes or until discharged 
Saving Throw Will negates (harmless, object); 
Spell Resistance yes (harmless, object) 

You transmute as many as three 
pebbles, which can be no larger than sling 
bullets, so that they strike with great force when 
thrown or slung. If hurled, they have a range 
increment of 20 feet. If slung, treat them as sling 
bullets (range increment 50 feet). The spell 
gives them a +1 enhancement bonus on attack 
and damage rolls. The user of the stones makes 
a normal ranged attack. Each stone that hits 
deals 1d6+1 points of damage (including the 
spell’s enhancement bonus), or 2d6+2 points 
against undead. 
 

Resistance 
 
 
 
 
 
 
 
 
 
 



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). 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

*** 
 

CLW, potion of  (1d8+1) 
 

Endure Elements, potion of 
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. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 



Cerebric Fungus’s Spells (Tier 1-2) 

Spell-Like Abilities (CL 4th; concentration +6)  
 

Calm Emotions (DC 14) 3/day 

School enchantment (compulsion) [mind-
affecting]; Level bard 2, cleric 2 
Casting Time 1 standard action 
Components V, S, DF 
Range medium (100 ft. + 10 ft./level) 
Area creatures in a 20-ft.-radius spread 
Duration concentration, up to 1 round/level (D) 
Saving Throw Will negates; Spell Resistance 
yes 

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

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

Detect Thoughts (DC 14) Constant 

School divination [mind-affecting]; Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, F/DF (a copper piece) 
Range 60 ft. 
Area cone-shaped emanation 
Duration concentration, up to 1 min./level (D) 
Saving Throw Will negates; see text; Spell 
Resistance no 

You detect surface thoughts. The 
amount of information revealed depends on how 
long you study a particular area or subject. 

1st Round: Presence or absence of 
thoughts (from conscious creatures with 
Intelligence scores of 1 or higher). 

2nd Round: Number of thinking minds 
and the Intelligence score of each. If the highest 

Intelligence is 26 or higher (and at least 10 
points higher than your own Intelligence score), 
you are stunned for 1 round and the spell ends. 
This spell does not let you determine the 
location of the thinking minds if you can’t see the 
creatures whose thoughts you are detecting. 

3rd Round: Surface thoughts of any 
mind in the area. A target’s Will save prevents 
you from reading its thoughts, and you must cast 
detect thoughts again to have another chance. 
Creatures of animal intelligence (Int 1 or 2) have 
simple, instinctual thoughts. 

Each round, you can turn to detect 
thoughts in a new area. The spell can penetrate 
barriers, but 1 foot of stone, 1 inch of common 
metal, a thin sheet of lead, or 3 feet of wood or 
dirt blocks it. 
 

Touch of Idiocy (DC 14) 3/day 

School enchantment (compulsion) [mind-
affecting]; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target living creature touched 
Duration 10 min./level 
Saving Throw no; Spell Resistance yes 

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

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

Touch of Madness (DC 14) At Will 

The cerebric fungus may daze one living 
creature by making a successful touch attack. 
The target creature must succeed at a DC 14 
Will save, or it becomes dazed for 1 round per 
caster level (4 rounds for most cerebric fungi). 
The dazed subject is not stunned (so attackers 
get no special advantage against it). This is a 
mind-affecting enchantment, equivalent to a 
2nd-level spell.  



Ifrit Sorcerer’s Spells  (Tier 1-2) 

Bloodline Spell-Like Abilities (CL 1st; concentration +4) 
 

6/day  Elemental Ray (Sp):  (1d6 fire) 
Starting at 1st level, you can unleash an 

elemental ray as a standard action, targeting 
any foe within 30 feet as a ranged touch attack. 
This ray deals 1d6 points of damage of your 

energy type + 1 for every two sorcerer levels you 
possess. You can use this ability a number of 
times per day equal to 3 + your Charisma 
modifier. 

 
*** 

 
Ifrit Spell-Like Abilities (CL 1st; concentration +4)  
 

Burning Hands (DC 15) 1/day 

School evocation [fire]; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range 15 ft. 
Area cone-shaped burst 
Duration instantaneous 

Saving Throw Reflex half; Spell Resistance yes 

A cone of searing flame shoots from your 
fingertips. Any creature in the area of the flames takes 
1d4 points of fire damage per caster level (maximum 
5d4). Flammable materials burn if the flames touch 
them. A character can extinguish burning items as a 
full-round action. 

*** 
 
Sorcerer Spells Known (CL 1st; concentration +4)   Bloodline elemental (fire) 
 
1st (4/day) 
 
Acid Splash 
School conjuration (creation) [acid]; Level 

sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect one missile of acid 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You fire a small orb of acid at the target. You 
must succeed on a ranged touch attack to hit your 
target. The orb deals 1d3 points of acid damage. This 
acid disappears after 1 round. 

 

Burning Hands (DC 15) 

School evocation [fire]; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range 15 ft. 
Area cone-shaped burst 
Duration instantaneous 
Saving Throw Reflex half; Spell Resistance 
yes 

A cone of searing flame shoots from 
your fingertips. Any creature in the area of the 
flames takes 1d4 points of fire damage per 
caster level (maximum 5d4). Flammable 

materials burn if the flames touch them. A 
character can extinguish burning items as a full-
round action. 
 

Detect Magic 
 

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. 

 

Mage Armor 
 
Prestidigitation  



Crysmal Spells  (Tier 1-2) 

Spell-Like Abilities (CL 4th; concentration +6)  
 

Detect Magic (At Will) 
 

Dimension Door (3/day) 

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. 
 
 
 
 
 
 

Ghost Sound (DC 12) At Will 

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. 
 

Mage Hand (At Will) 
 

Sanctuary (DC 13) 3/day 

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. 
 

Silent Image (DC 13) At Will 

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. 
 

Touch of Idiocy (DC 14) 3/day 

School enchantment (compulsion) [mind-
affecting]; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target living creature touched 
Duration 10 min./level 
Saving Throw no; Spell Resistance yes 

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

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

 

 



Bardic Performance (6 rds/day) Celedon (Tier 1-2) 

Starting a bardic performance is a 
standard action, but it can be maintained each 
round as a free action. Changing a bardic 
performance from one effect to another requires 
the bard to stop the previous performance and 
start a new one as a standard action. A bardic 
performance cannot be disrupted, but it ends 
immediately if the bard is killed, paralyzed, 
stunned, knocked unconscious, or otherwise 
prevented from taking a free action to maintain it 
each round. A bard cannot have more than one 
bardic performance in effect at one time  
 
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 Courage (Su):  (+1) 

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. 


