
Adil Ik Samara’s Spells (Tier 10-11) 

Spell-Like Abilities (CL 11th; concentration +15)  

Blistering Word (Sp) (DC 21) 1/day 
This spell-like ability functions as per 

blasphemy, but it petrifies rather than kills and 
affects creatures without the earth subtype rather 
than non-evil creatures. 

 

Blasphemy          (WORKS ON 
EIDOLONS) 
School evocation [evil, sonic]; Level cleric 7 
Casting Time 1 standard action 
Components V 
Range 40 ft. 
Area non-evil creatures in a 40-ft.-radius spread 
centered on you Duration instantaneous 
Saving Throw Will partial; Spell Resistance yes 

Any non-evil creature within the area of a 
blasphemy spell suffers the following ill effects. 
HD   Effect 
Equal to caster level  Dazed 
Up to caster level –1  Weakened, dazed 
Up to caster level –5  Paralyzed, weakened,  
   dazed 
Up to caster level –10  Killed, paralyzed,  
   weakened, dazed 

The effects are cumulative and concurrent. A 
successful Will save reduces or eliminates these 
effects. Creatures affected by multiple effects make 
only one save and apply the result to all the effects.  

Dazed: The creature can take no actions for 
1 round, though it defends itself normally. Save 
negates.  

Weakened: The creature’s Strength score 
decreases by 2d6 points for 2d4 rounds. Save for 
half. 

Paralyzed: The creature is paralyzed and 
helpless for 1d10 minutes. Save reduces the 
paralyzed effect to 1 round. 

Killed: Living creatures die. Undead 
creatures are destroyed. Save negates. If the save is 
successful, the creature instead takes 3d6 points of 
damage + 1 point per caster level (maximum +25). 

Furthermore, if you are on your home plane 
when you cast this spell, non-evil extraplanar 
creatures within the area are instantly banished back 
to their home planes. Creatures so banished cannot 
return for at least 24 hours. This effect takes place 
regardless of whether the creatures hear the 
blasphemy or not. The banishment effect allows a Will 
save (at a –4 penalty) to negate. 

Creatures whose Hit Dice exceed your 
caster level are unaffected by blasphemy. 
 

Contagion (DC 18) 1/day 

School necromancy [evil]; Level cleric 3, druid 3, 

sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target living creature touched 
Duration instantaneous 
Saving Throw Fortitude negates; Spell Resistance 

yes 
The subject contracts one of the following 

diseases: blinding sickness, bubonic plague, cackle 
fever, filth fever, leprosy, mindfire, red ache, shakes, 
or slimy doom. The disease is contracted immediately 
(the onset period does not apply). Use the disease’s 
listed frequency and save DC to determine further 
effects. For more information on these diseases, see 
page 557. 

Blinding Sickness 
Type disease, ingested; Save Fortitude 
DC 16 
Onset 1d3 days; Frequency 1/day 
Effect 1d4 Str damage, if more than 2 
Str damage, target must make an 
additional Fort save or be permanently 
blinded; Cure 2 consecutive saves 
 
Bubonic Plague 
Type disease, injury or inhaled; Save 
Fortitude DC 17 
Onset 1 day; Frequency 1/day 
Effect 1d4 Con damage and 1 Cha 
damage and target is fatigued; Cure 2 
consecutive saves 
 
Cackle Fever 
Type disease, inhaled; Save Fortitude 
DC 16 
Onset 1 day; Frequency 1/day 
Effect 1d6 Wis damage; Cure 2 
consecutive saves 

 
Filth Fever 
Type disease, injury; Save Fortitude 
DC 12 
Onset 1d3 days; Frequency 1/day 
Effect 1d3 Dex damage and 1d3 Con 
damage; Cure 2 consecutive saves 
 
Leprosy 
Type disease, contact, inhaled, or 
injury; Save Fortitude DC 12 
negates, Fortitude DC 20 to avoid 
effects 
Onset 2d4 weeks; Frequency 1/week 
Effect 1d2 Cha damage; Cure 2 
consecutive saves 
 
Mindfire 
Type disease, inhaled; Save Fortitude 
DC 12 
Onset 1 day; Frequency 1/day 
Effect 1d4 Int damage; Cure 2 
consecutive saves 

 
Red Ache 
Type disease, injury; Save Fortitude 
DC 15 
Onset 1d3 days; Frequency 1/day 
Effect 1d6 Str damage; Cure 2 
consecutive saves 
 
Shakes 
Type disease, contact; Save Fortitude 
DC 13 
Onset 1 day; Frequency 1/day 
Effect 1d8 Dex damage; Cure 2 
consecutive saves 
 
Slimy Doom 
Type disease, contact; Save Fortitude 
DC 14 
Onset 1 day; Frequency 1/day 
Effect 1d4 Con damage, target must 
make a second Fort save or 1 point of 
the damage is drain instead; Cure 2 
consecutive saves 

 



Glitterdust (Quickened) (DC 16) 3/day 

No AoO! 

School conjuration (creation); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 swift 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. 
 

Meld Into Stone (At Will) 

School transmutation [earth]; Level cleric 3, 
druid 3 
Casting Time 1 standard action 
Components V, S, DF 
Range personal 
Target you 
Duration 10 min./level 

Meld into stone enables you to meld 
your body and possessions into a single block of 
stone. The stone must be large enough to 
accommodate your body in all three dimensions. 
When the casting is complete, you and not more 
than 100 pounds of nonliving gear merge with 
the stone. If either condition is violated, the spell 
fails and is wasted. 

While in the stone, you remain in 
contact, however tenuous, with the face of the 
stone through which you melded. You remain 
aware of the passage of time and can cast 
spells on yourself while hiding in the stone. 
Nothing that goes on outside the stone can be 
seen, but you can still hear what happens 
around you. Minor physical damage to the stone 
does not harm you, but its partial destruction (to 
the extent that you no longer fit within it) expels 
you and deals you 5d6 points of damage. The 
stone’s complete destruction expels you and 
slays you instantly unless you make a DC 18 
Fortitude save. Even if you make your save, you 
still take 5d6 points of damage. 

Any time before the duration expires, 
you can step out of the stone through the 
surface that you entered. If the spell’s duration 
expires or the effect is dispelled before you 
voluntarily exit the stone, you are violently 
expelled and take 5d6 points of damage. 

The following spells harm you if cast 
upon the stone that you are occupying. Stone to 
flesh expels you and deals you 5d6 points of 
damage. Stone shape deals 3d6 points of 
damage but does not expel you. Transmute rock 
to mud expels you and then slays you instantly 
unless you make a DC 18 Fortitude save, in 
which case you are merely expelled. Finally, 
passwall expels you without damage. 
 

Plane Shift (willing targets only) (DC 21) 
At Will 

School conjuration (teleportation); Level cleric 
5, sorcerer/wizard 7 
Casting Time 1 standard action 
Components V, S, F (a forked metal rod 
attuned to the plane of travel) 
Range touch 
Target creature touched, or up to eight willing 
creatures joining hands 
Duration instantaneous 
Saving Throw Will negates; Spell Resistance 
yes 

You move yourself or some other 
creature to another plane of existence or 
alternate dimension. If several willing persons 
link hands in a circle, as many as eight can be 
affected by the plane shift at the same time. 
Precise accuracy as to a particular arrival 
location on the intended plane is nigh 
impossible. From the Material Plane, you can 
reach any other plane, though you appear 5 to 
500 miles (5d%) from your intended destination. 
Plane shift transports creatures instantaneously 
and then ends. The creatures need to find other 
means if they are to travel back (including 
casting plane shift again). 
 
 
 
 
 
 
 
 
 
 
 



Poison (DC 18) 3/day 
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. 
 

Rusting Grasp (3/day) 

School transmutation; Level druid 4 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target one non-magical ferrous object (or the 
volume of the object within 3 ft. of the touched 
point) or one ferrous creature 
Duration see text 
Saving Throw none; Spell Resistance no 

Any iron or iron alloy item you touch 
crumbles into rust. If the item is so large that it 
cannot fit within a 3-foot radius, a 3-footradius 
volume of the metal is rusted and destroyed. 
Magic items made of metal are immune to this 
spell. 

You may employ rusting grasp in 
combat with a successful melee touch attack. 
Rusting grasp used in this way instantaneously 
destroys 1d6 points of AC gained from metal 
armor (to the maximum amount of protection the 
armor offers) through corrosion. 

Weapons in use by an opponent 
targeted by the spell are more difficult to grasp. 
You must succeed on a melee touch attack 
against the weapon. A metal weapon that is hit 
is destroyed. Striking at an opponent’s weapon 
provokes an attack of opportunity. Also, you 
must touch the weapon and not the other way 
around. 

Against a ferrous creature, rusting grasp 
instantaneously deals 3d6 points of damage + 1 
per caster level (maximum +15) per successful 
attack. The spell lasts for 1 round per level, and 
you can make one melee touch attack per 
round. 
 

Soften Earth and Stone (At Will) 

School transmutation [earth]; Level druid 2 
Casting Time 1 standard action 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Area 10-ft. square/level; see text 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

When this spell is cast, all natural, 
undressed earth or stone in the spell’s area is 
softened. Wet earth becomes thick mud, dry 
earth becomes loose sand or dirt, and stone 
becomes soft clay that is easily molded or 
chopped. You affect a 10-foot square area to a 
depth of 1 to 4 feet, depending on the toughness 
or resilience of the ground at that spot. Magical, 
enchanted, dressed, or worked stone cannot be 
affected. Earth or stone creatures are not 
affected. 

A creature in mud must succeed on a 
Reflex save or be caught for 1d2 rounds and 
unable to move, attack, or cast spells. A 
creature that succeeds on its save can move 
through the mud at half speed, and it can’t run or 
charge. Loose dirt is not as troublesome as 
mud, but all creatures in the area can move at 
only half their normal speed and can’t run or 
charge over the surface. Stone softened into 
clay does not hinder movement, but it does 
allow characters to cut, shape, or excavate 
areas they may not have been able to affect 
before. 

While this spell does not affect dressed 
or worked stone, cavern ceilings or vertical 
surfaces such as cliff faces can be affected. 
Usually, this causes a moderate collapse or 
landslide as the loosened material peels away 
from the face of the wall or roof and falls (treat 
as a cave-in with no bury zone, see Chapter 13). 

A moderate amount of structural 
damage can be dealt to a manufactured 
structure by softening the ground beneath it, 
causing it to settle. However, most well-built 
structures will only be damaged by this spell, not 
destroyed. 
 

Stone Shape (At Will) 

School transmutation [earth]; Level cleric 3, 
druid 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M/DF (soft clay) 
Range touch 
Target stone or stone object touched, up to 10 
cu. ft. + 1 cu. ft./level 
Duration instantaneous 



Saving Throw none; Spell Resistance no 
You can form an existing piece of stone 

into any shape that suits your purpose. While it’s 
possible to make crude coffers, doors, and so 
forth with stone shape, fine detail isn’t possible. 
There is a 30% chance that any shape including 
moving parts simply doesn’t work. 
 

Stone Tell (3/day) 

School divination; Level druid 6 
Casting Time 10 minutes 
Components V, S, DF 
Range personal 
Target you 
Duration 1 min./level 

You gain the ability to speak with 
stones, which relate to you who or what has 
touched them as well as revealing what is 
covered or concealed behind or under them. 
The stones relate complete descriptions if 
asked. A stone’s perspective, perception, and 
knowledge may prevent the stone from providing 
the details you are looking for. You can speak 
with natural or worked stone. 
 

Stoneskin (3//day) 
School abjuration; Level druid 5, 
sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (granite and diamond dust 
worth 250 gp) 
Range touch 
Target creature touched 
Duration 10 min./level or until discharged 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The warded creature gains resistance to 
blows, cuts, stabs, and slashes. The subject 
gains DR 10/adamantine. It ignores the first 10 
points of damage each time it takes damage 
from a weapon, though an adamantine weapon 
bypasses the reduction. Once the spell has 
prevented a total of 10 points of damage per 
caster level (maximum 150 points), it is 
discharged. 
 

Transmute Mud to Rock (DC 20) 
1/day 

School transmutation [earth]; Level druid 5, 
sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M/DF (sand, lime, and 
water) 

Range medium (100 ft. + 10 ft./level) 
Area up to two 10-ft. cubes/level (S) 
Duration permanent 
Saving Throw see text; Spell Resistance no 

This spell permanently transforms 
normal mud or quicksand of any depth into soft 
stone (sandstone or a similar mineral). 

Any creature in the mud is allowed a 
Reflex save to escape before the area is 
hardened to stone. 

Transmute mud to rock counters and 
dispels transmute rock to mud. 
 

Transmute Rock to Mud (DC 20) 
1/day 

School transmutation [earth]; Level druid 5, 
sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M/DF (clay and water) 
Range medium (100 ft. + 10 ft./level) 
Area up to two 10-ft. cubes/level (S) 
Duration permanent; see text 
Saving Throw see text; Spell Resistance no 

This spell turns natural, uncut, or 
unworked rock of any sort into an equal volume 
of mud. Magical stone is not affected by the 
spell. The depth of the mud created cannot 
exceed 10 feet. A creature unable to levitate, fly, 
or otherwise free itself from the mud sinks until 
hip- or chest-deep, reducing its speed to 5 feet 
and causing a –2 penalty on attack rolls and AC. 
Brush or similar material thrown atop the mud 
can support creatures able to climb on top of it. 
Creatures large enough to walk on the bottom 
can wade through the area at a speed of 5 feet. 

If transmute rock to mud is cast upon 
the ceiling of a cavern or tunnel, the mud falls to 
the floor and spreads out in a pool at a depth of 
5 feet. The falling mud and the ensuing cave-in 
deal 8d6 points of bludgeoning damage to 
anyone caught directly beneath the targeted 
area, or half damage to those who succeed on 
Reflex saves. 

Castles and large stone buildings are 
generally immune to the effect of the spell, since 
transmute rock to mud can’t affect worked stone 
and doesn’t reach deep enough to undermine 
such buildings’ foundations. However, small 
buildings or structures often rest upon 
foundations shallow enough to be damaged or 
even partially toppled by this spell. 

The mud remains until a successful 
dispel magic or transmute mud to rock spell 
restores its substance—but not necessarily its 
form. Evaporation turns the mud to normal dirt 



over a period of days. The exact time depends 
on exposure to the sun, wind, and normal 
drainage. 

Transmute rock to mud counters and 
dispels transmute mud to rock. 
 

Unholy Blight (DC 18) 1/day 

School evocation [evil]; Level cleric 4 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Area 20-ft.-radius spread 
Duration instantaneous (1d4 rounds); see text 
Saving Throw Will partial; Spell Resistance 
yes 

You call up unholy power to smite your 
enemies. The power takes the form of a cold, 
cloying miasma of greasy darkness. Only good 
and neutral (not evil) creatures are harmed by 
the spell. 

The spell deals 1d8 points of damage 
per two caster levels (maximum 5d8) to a good 
creature (or 1d6 per caster level, maximum 
10d6, to a good outsider) and causes it to be 
sickened for 1d4 rounds. A successful Will save 
reduces damage to half and negates the 
sickened effect. The effects cannot be negated 
by remove disease or heal, but remove curse is 
effective. 
The spell deals only half damage to creatures 
who are neither evil nor good, and they are not 
sickened. Such a creature can reduce the 
damage by half again (down to one-quarter) with 
a successful Will save. 
 

Veil (Self only) (At Will) 

School illusion (glamer); Level bard 6, 
sorcerer/wizard 6 
Casting Time 1 standard action 
Components V, S 
Range long (400 ft. + 40 ft./level) 
Targets one or more creatures, no two of which 
can be more than 
30 ft. apart 
Duration concentration + 1 hour/level (D) 
Saving Throw Will negates; see text; Spell 
Resistance yes; see text 

You instantly change the appearance of 
the subjects and then maintain that appearance 
for the spell’s duration. You can make the 
subjects appear to be anything you wish. The 
subjects look, feel, and smell just like the 
creatures the spell makes them resemble. 
Affected creatures resume their normal 
appearances if slain. You must succeed on a 

Disguise check to duplicate the appearance of a 
specific individual. This spell gives you a +10 
bonus on the check. 

Unwilling targets can negate the spell’s 
effect on them by making Will saves or with spell 
resistance. Those who interact with the subjects 
can attempt Will disbelief saves to see through 
the glamer, but spell resistance doesn’t help. 
 

Wall of Stone (3/day) 

School conjuration (creation) [earth]; Level 
cleric 5, druid 6, sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M/DF (a small block of 
granite) 
Range medium (100 ft. + 10 ft./level) 
Effect stone wall whose area is up to one 5-ft. 
square/level (S) 
Duration instantaneous 
Saving Throw see text; Spell Resistance no 

This spell creates a wall of rock that 
merges into adjoining rock surfaces. A wall of 
stone is 1 inch thick per four caster levels and 
composed of up to one 5-foot square per level. 
You can double the wall’s area by halving its 
thickness. The wall cannot be conjured so that it 
occupies the same space as a creature or 
another object. 

Unlike a wall of iron, you can create a 
wall of stone in almost any shape you desire. 
The wall created need not be vertical, nor rest 
upon any firm foundation; however, it must 
merge with and be solidly supported by existing 
stone. It can be used to bridge a chasm, for 
instance, or as a ramp. For this use, if the span 
is more than 20 feet, the wall must be arched 
and buttressed. This requirement reduces the 
spell’s area by half. The wall can be crudely 
shaped to allow crenellations, battlements, and 
so forth by likewise reducing the area. 

Like any other stone wall, this one can 
be destroyed by a disintegrate spell or by normal 
means such as breaking and chipping. Each 5-
foot square of the wall has hardness 8 and 15 hit 
points per inch of thickness. A section of wall 
whose hit points drop to 0 is breached. If a 
creature tries to break through the wall with a 
single attack, the DC for the Strength check is 
20 + 2 per inch of thickness. 

It is possible, but difficult, to trap mobile 
opponents within or under a wall of stone, 
provided the wall is shaped so it can hold the 
creatures. Creatures can avoid entrapment with 
successful Reflex saves.  





Adlet Spells (Tier 10-11) 

Spell-Like Abilities (CL 10th; concentration +11)  

Fog Cloud (3/day) 

School conjuration (creation); Level druid 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft. level) 
Effect fog spreads in 20-ft. radius 
Duration 10 min./level 
Saving Throw none; Spell Resistance no 

A bank of fog billows out from the point 
you designate. The fog obscures all sight, 
including darkvision, beyond 5 feet. A creature 
within 5 feet has concealment (attacks have a 
20% miss chance). Creatures farther away have 
total concealment (50% miss chance, and the 
attacker can’t use sight to locate the target).  

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

The spell does not function underwater. 
 

Ice Storm (1/day) 

School evocation [cold]; Level druid 4, 
sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M/DF (dust and water) 
Range long (400 ft. + 40 ft./level) 
Area cylinder (20-ft. radius, 40 ft. high) 
Duration 1 round/level (D) 
Saving Throw none; Spell Resistance yes 

Great magical hailstones pound down 
upon casting this spell, dealing 3d6 points of 
bludgeoning damage and 2d6 points of cold 
damage to every creature in the area. This 
damage only occurs once, when the spell is 
cast. For the remaining duration of the spell, 
heavy snow and sleet rains down in the area. 
Creatures inside this area take a –4 penalty on 
Perception skill checks and the entire area is 
treated as difficult terrain. At the end of the 
duration, the snow and hail disappear, leaving 
no aftereffects (other than the damage dealt). 
 

Pass Without Trace (Constant) 

School transmutation; Level druid 1, ranger 1 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Targets one creature/level touched 

Duration 1 hour/level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The subject or subjects of this spell do 
not leave footprints or a scent trail while moving. 
Tracking the subjects is impossible by non-
magical means. 
 

Ray of Frost (At Will) 

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. 
 

Sleet Storm (3/day) 

School conjuration (creation) [cold]; Level druid 
3, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M/DF (dust and water) 
Range long (400 ft. + 40 ft./level) 
Area cylinder (40-ft. radius, 20 ft. high) 
Duration 1 round/level 
Saving Throw none; Spell Resistance no 

Driving sleet blocks all sight (even 
darkvision) within it and causes the ground in 
the area to be icy. A creature can walk within or 
through the area of sleet at half normal speed 
with a DC 10 Acrobatics check. Failure means it 
can’t move in that round, while failure by 5 or 
more means it falls (see the Acrobatics skill for 
details). 

The sleet extinguishes torches and 
small fires. 
 
 
 
 
 
 
 



Wind Walk (self only) 1/day 

School transmutation [air]; Level cleric 6, druid 
7 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Targets you and one touched creature per three 
levels 
Duration 1 hour/level (D); see text 
Saving Throw no and Will negates (harmless); 
Spell Resistance no and yes (harmless) 

You alter the substance of your body to 
a cloudlike vapor (as the gaseous form spell) 
and move through the air, possibly at great 
speed. You can take other creatures with you, 
each of which acts independently. 

Normally, a wind walker flies at a speed 
of 10 feet with perfect maneuverability. If desired 
by the subject, a magical wind wafts a wind 
walker along at up to 600 feet per round (60 
mph) with poor maneuverability. Wind walkers 
are not invisible but rather appear misty and 
translucent. If fully clothed in white, they are 
80% likely to be mistaken for clouds, fog, 
vapors, or the like. 

A wind walker can regain its physical 
form as desired and later resume the cloud form. 
Each change to and from vaporous form takes 5 
rounds, which counts toward the duration of the 
spell (as does any time spent in physical form). 
As noted above, you can dismiss the spell, and 
you can even dismiss it for individual wind 
walkers and not others. 

For the last minute of the spell’s 
duration, a wind walker in cloud form 
automatically descends 60 feet per round (for a 
total of 600 feet), though it may descend faster if 
it wishes. This descent serves as a warning that 
the spell is about to end. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Ayrzul Stonelord’s Cleric Spells  (Tier 10-11) 

 
Domain Spell-Like Abilities (CL 11th; concentration +16)  

8/day  Acid Dart (Sp): (1d6+5 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. 

 

8/day Touch of Evil (Sp): (5 rounds) 

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. 

 
 

1/day  Scythe of Evil (Su):  (5 rounds) 
At 8th level, you can give a weapon 

touched the unholy special weapon quality for a 
number of rounds equal to 1/2 your cleric level. 
You can use this ability once per day at 8th 
level, and an additional time per day for every 
four levels beyond 8th. 
 

Unholy:  
An unholy weapon is imbued with 

unholy power. This power makes the weapon 
evil-aligned and thus bypasses the 
corresponding damage reduction. It deals an 
extra 2d6 points of damage against all creatures 
of good alignment. It bestows one permanent 
negative level on any good creature attempting 
to wield it. The negative level remains as long as 
the weapon is in hand and disappears when the 
weapon is no longer wielded. This negative level 
cannot be overcome in any way (including 
restoration spells) while the weapon is wielded. 

*** 

Cleric Spells Prepared (CL 11th; concentration +16)  Domains Earth, Evil 

Bane (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. 
 

Bless 
 
 
 
 
 
 

Command, Greater (DC 20) 

School enchantment (compulsion) [language-
dependent, mind-affecting]; 
Level cleric 5 
Targets one creature/level, no two of which can 
be more than 30 ft. apart 
Duration 1 round/level 

This spell functions like command, 
except that up to one creature per level may be 
affected, and the activities continue beyond 1 
round. At the start of each commanded 
creature’s action after the first, it gets another 
Will save to attempt to break free from the spell. 
Each creature must receive the same command. 
 
Command 
School enchantment (compulsion) [language-
dependent, mindaffecting]; 
Level cleric 1 
Casting Time 1 standard action                    
Components V 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature 
Duration 1 round 



Saving Throw Will negates; Spell Resistance 
yes 

You give the subject a single command, 
which it obeys to the best of its ability at its 
earliest opportunity. You may select from the 
following options. 

Approach: On its turn, the subject 
moves toward you as quickly and directly as 
possible for 1 round. The creature may do 
nothing but move during its turn, and it provokes 
attacks of opportunity for this movement as 
normal. 

Drop: On its turn, the subject drops 
whatever it is holding. It can’t pick up any 
dropped item until its next turn. 

Fall: On its turn, the subject falls to the 
ground and remains prone for 1 round. It may 
act normally while prone but takes any 
appropriate penalties. 

Flee: On its turn, the subject moves 
away from you as quickly as possible for 1 
round. It may do nothing but move during its 
turn, and it provokes attacks of opportunity for 
this movement as normal. 

Halt: The subject stands in place for 1 
round. It may not take any actions but is not 
considered helpless. 

If the subject can’t carry out your 
command on its next turn, the spell 
automatically fails. 
 

CMW (2d8+5) x3 
 
CSW (3d8+11) x2 
 
Detect Magic 
 
Dispel Good 
School abjuration [evil]; Level cleric 5 

This spell functions like dispel evil, 
except that you are surrounded by dark, 
wavering unholy energy, and the spell affects 
good creatures and spells rather than evil ones. 
 
Dispel Evil 
School abjuration [good]; Level cleric 5, paladin 
4 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target or Targets you and a touched evil 
creature from another plane, or you and an 
enchantment or evil spell on a touched creature 
or object 

Duration 1 round/level or until discharged, 
whichever comes first 
Saving Throw see text; Spell Resistance see 
text 

Shimmering, white holy energy 
surrounds you. This energy has three effects. 

First, you gain a +4 deflection bonus to 
AC against attacks by evil creatures. 

Second, on making a successful melee 
touch attack against an evil creature from 
another plane, you can choose to drive that 
creature back to its home plane. The creature 
can negate the effects with a successful Will 
save (spell resistance applies). This use 
discharges and ends the spell. 

Third, with a touch you can 
automatically dispel any one enchantment spell 
cast by an evil creature or any one evil spell. 
Spells that can’t be dispelled by dispel magic 
also can’t be dispelled by dispel evil. Saving 
throws and spell resistance do not apply to this 
effect. This use discharges and ends the spell. 

 

Dispel Magic  x2 

School abjuration; Level bard 3, cleric 3, druid 
4, paladin 3, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target or Area one spellcaster, creature, or 
object Duration instantaneous 
Saving Throw none; Spell Resistance no 

You can use dispel magic to end one 
ongoing spell that has been cast on a creature 
or object, to temporarily suppress the magical 
abilities of a magic item, or to counter another 
spellcaster’s spell. A dispelled spell ends as if its 
duration had expired. Some spells, as detailed in 
their descriptions, can’t be defeated by dispel 
magic. Dispel magic can dispel (but not counter) 
spell-like effects just as it does spells. The effect 
of a spell with an instantaneous duration can’t 
be dispelled, because the magical effect is 
already over before the dispel magic can take 
effect. 

You choose to use dispel magic in one 
of two ways: a targeted dispel or a counterspell. 

Targeted Dispel: One object, creature, 
or spell is the target of the dispel magic spell. 
You make one dispel check (1d20 + your caster 
level) and compare that to the spell with highest 
caster level (DC = 11 + the spell’s caster level). 
If successful, that spell ends. If not, compare the 
same result to the spell with the next highest 
caster level. Repeat this process until you have 



dispelled one spell affecting the target, or you 
have failed to dispel every spell. 

For example, a 7th-level caster casts 
dispel magic, targeting a creature affected by 
stoneskin (caster level 12th) and fly (caster level 
6th). The caster level check results in a 19. This 
check is not high enough to end the stoneskin 
(which would have required a 23 or higher), but 
it is high enough to end the fly (which only 
required a 17). Had the dispel check resulted in 
a 23 or higher, the stoneskin would have been 
dispelled, leaving the fly intact. Had the dispel 
check been a 16 or less, no spells would have 
been affected. 

You can also use a targeted dispel to 
specifically end one spell affecting the target or 
one spell affecting an area (such as a wall of 
fire). You must name the specific spell effect to 
be targeted in this way. If your caster level check 
is equal to or higher than the DC of that spell, it 
ends. No other spells or effects on the target are 
dispelled if your check is not high enough to end 
the targeted effect. 

If you target an object or creature that is 
the effect of an ongoing spell (such as a monster 
summoned by summon monster), you make a 
dispel check to end the spell that conjured the 
object or creature. 

If the object that you target is a magic 
item, you make a dispel check against the item’s 
caster level (DC = 11 + the item’s caster level). If 
you succeed, all the item’s magical properties 
are suppressed for 1d4 rounds, after which the 
item recovers its magical properties. A 
suppressed item becomes  nonmagical for the 
duration of the effect. An interdimensional 
opening (such as a bag of holding) is temporarily 
closed. A magic item’s physical properties are 
unchanged: A suppressed magic sword is still a 
sword (a masterwork sword, in fact). Artifacts 
and deities are unaffected by mortal magic such 
as this. 

You automatically succeed on your 
dispel check against any spell that you cast 
yourself. 

Counterspell: When dispel magic is 
used in this way, the spell targets a spellcaster 
and is cast as a counterspell. Unlike a true 
counterspell, however, dispel magic may not 
work; you must make a dispel check to counter 
the other spellcaster’s spell. 
 
 
 
 

Doom (DC 16) x2 

School necromancy [fear, mind-affecting]; Level 
cleric 1 
Casting Time 1 standard action 
Components V, S, DF 
Range medium (100 ft. + 10 ft./level) 
Target one living creature 
Duration 1 min./level 
Saving Throw Will negates; Spell Resistance 
yes 

This spell fills a single subject with a 
feeling of horrible dread that causes it to 
become shaken. 
 
Freedom of Movement 
School abjuration; Level bard 4, cleric 4, druid 
4, ranger 4 
Casting Time 1 standard action 
Components V, S, M (a leather strip bound to 
the target), DF 
Range personal or touch 
Target you or creature touched 
Duration 10 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

This spell enables you or a creature you 
touch to move and attack normally for the 
duration of the spell, even under the influence of 
magic that usually impedes movement, such as 
paralysis, solid fog, slow, and web. All combat 
maneuver checks made to grapple the target 
automatically fail. The subject automatically 
succeeds on any combat maneuver checks and 
Escape Artist checks made to escape a grapple 
or a pin. 

The spell also allows the subject to 
move and attack normally while underwater, 
even with slashing weapons such as axes and 
swords or with bludgeoning weapons such as 
flails, hammers, and maces, provided that the 
weapon is wielded in the hand rather than 
hurled. The freedom of movement spell does 
not, however, grant water breathing. 
 

Guidance 
 
Light 
 
Magic Circle Against Good 
School abjuration [evil]; Level cleric 3, 
sorcerer/wizard 3 

This spell functions like magic circle 
against evil, except that it is similar to protection 
from good instead of protection from evil, and it 
can imprison a non-evil called creature. 



 
Magic Circle Against Evil 
School abjuration [good]; Level cleric 3, paladin 
3, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M/DF (a 3-ft.-diameter circle 
of powdered silver) 
Range touch 
Area 10-ft.-radius emanation from touched 
creature 
Duration 10 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance no; see text 

All creatures within the area gain the 
effects of a protection from evil spell, and evil 
summoned creatures cannot enter the area 
either. Creatures in the area, or who later enter 
the area, receive only one attempt to suppress 
effects that are controlling them. If successful, 
such effects are suppressed as long as they 
remain in the area. Creatures that leave the area 
and come back are not protected. You must 
overcome a creature’s spell resistance in order 
to keep it at bay (as in the third function of 
protection from evil), but the deflection and 
resistance bonuses and the protection from 
mental control apply regardless of enemies’ 
spell resistance. 

This spell has an alternative version that 
you may choose when casting it. A magic circle 
against evil can be focused inward rather than 
outward. When focused inward, the spell binds a 
non-good called creature (such as those called 
by the lesser planar binding, planar binding, and 
greater planar binding spells) for a maximum of 
24 hours per caster level, provided that you cast 
the spell that calls the creature within 1 round of 
casting the magic circle. The creature cannot 
cross the circle’s boundaries. If a creature too 
large to fit into the spell’s area is the subject of 
the spell, the spell acts as a normal protection 
from evil spell for that creature only. 

A magic circle leaves much to be 
desired as a trap. If the circle of powdered silver 
laid down in the process of spellcasting is 
broken, the effect immediately ends. The 
trapped creature can do nothing that disturbs the 
circle, directly or indirectly, but other creatures 
can. If the called creature has spell resistance, it 
can test the trap once a day. If you fail to 
overcome its spell resistance, the creature 
breaks free, destroying the circle. A creature 
capable of any form of dimensional travel (astral 
projection, blink, dimension door, etherealness, 
gate, plane shift, shadow walk, teleport, and 
similar abilities) can simply leave the circle 

through such means. You can prevent the 
creature’s extradimensional escape by casting a 
dimensional anchor spell on it, but you must cast 
the spell before the creature acts. If you are 
successful, the anchor effect lasts as long as the 
magic circle does. The creature cannot reach 
across the magic circle, but its ranged attacks 
(ranged weapons, spells, magical abilities, and 
the like) can. The creature can attack any target 
it can reach with its ranged attacks except for 
the circle itself. 

You can add a special diagram (a two-
dimensional bounded figure with no gaps along 
its circumference, augmented with various 
magical sigils) to make the magic circle more 
secure. Drawing the diagram by hand takes 10 
minutes and requires a DC 20 Spellcraft check. 
You do not know the result of this check. If the 
check fails, the diagram is ineffective. You can 
take 10 when drawing the diagram if you are 
under no particular time pressure to complete 
the task. This task also takes 10 full minutes. If 
time is no factor at all, and you devote 3 hours 
and 20 minutes to the task, you can take 20. A 
successful diagram allows you to cast a 
dimensional anchor spell on the magic circle 
during the round before casting any summoning 
spell. The anchor holds any called creatures in 
the magic circle for 24 hours per caster level. A 
creature cannot use its spell resistance against 
a magic circle prepared with a diagram, and 
none of its abilities or attacks can cross the 
diagram. If the creature tries a Charisma check 
to break free of the trap (see the lesser planar 
binding spell), the DC increases by 5. The 
creature is immediately released if anything 
disturbs the diagram—even a straw laid across 
it. The creature itself cannot disturb the diagram 
either directly or indirectly, as noted above. 

This spell is not cumulative with 
protection from evil and vice versa. 
 
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. 
 
Planetary Adaptation 
School transmutation; Level alchemist 5, cleric 
4, sorcerer/wizard 5, summoner 5 
Casting Time 1 standard action 
Component V 
Range personal 
Target you 
Duration 1 hour/level 

This spell functions as planar adaptation 
(Pathfinder RPG Advanced Player’s Guide 236), 
except that it works only on worlds of the 
Material Plane. The cold void of space is 
considered a single world for the purpose of this 
spell, allowing you to survive in vacuum. 
 
Planar Adaptation 
School transmutation; Level alchemist 5, cleric 
4, sorcerer/wizard 5, summoner 5 
Casting Time 1 standard action 
Component V 
Range personal 
Target you 
Duration 1 hour/level (D) 

Planar adaptation grants you immunity 
to the harmful environmental effects of a 
particular plane of existence, including such 
hazards as toxicity, extreme temperatures, and 
lack of air. Additionally, you gain energy 
resistance 20 to a single energy type prevalent 
on that plane (choose one if more than one type 
is equally prevalent). Planar adaptation has no 
effect when cast upon your native plane. 
 
Protection From Good 

Protection From Good 
School abjuration [evil]; Level cleric 1, 
sorcerer/wizard 1 

This spell functions like protection from 
evil, except that the deflection and resistance 
bonuses apply to attacks made by good 
creatures. The target receives a new saving 
throw against control by good creatures and 
good summoned creatures cannot touch the 
target. 
 
 
 
 

Protection from Evil 
School abjuration [good]; Level cleric 1, paladin 
1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M/DF 
Range touch 
Target creature touched 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance no; see text 

This spell wards a creature from attacks 
by evil creatures, from mental control, and from 
summoned creatures. It creates a magical 
barrier around the subject at a distance of 1 foot. 
The barrier moves with the subject and has 
three major effects.  

First, the subject gains a +2 deflection 
bonus to AC and a +2 resistance bonus on 
saves. Both these bonuses apply against 
attacks made or effects created by evil 
creatures. 

Second, the subject immediately 
receives another saving throw (if one was 
allowed to begin with) against any spells or 
effects that possess or exercise mental control 
over the creature (including enchantment 
[charm] effects and enchantment [compulsion] 
effects such as charm person, command, and 
dominate person). This saving throw is made 
with a +2 morale bonus, using the same DC as 
the original effect. If successful, such effects are 
suppressed for the duration of this spell. The 
effects resume when the duration of this spell 
expires. While under the effects of this spell, the 
target is immune to any new attempts to 
possess or exercise mental control over the 
target. This spell does not expel a controlling life 
force (such as a ghost or spellcaster using 
magic jar), but it does prevent them from 
controlling the target. This second effect only 
functions against spells and effects created by 
evil creatures or objects, subject to GM 
discretion. 

Third, the spell prevents bodily contact 
by evil summoned creatures. This causes the 
natural weapon attacks of such creatures to fail 
and the creatures to recoil if such attacks require 
touching the warded creature. Summoned 
creatures that are not evil are immune to this 
effect. The protection against contact by 
summoned creatures ends if the warded 
creature makes an attack against or tries to 
force the barrier against the blocked creature. 
Spell resistance can allow a creature to 
overcome this protection and touch the warded 
creature. 



 

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). 
 

Slay Living (DC 20) 

School necromancy [death]; Level cleric 5 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target living creature touched 
Duration instantaneous 
Saving Throw Fortitude partial; Spell 
Resistance yes 

You can attempt to slay any one living 
creature. When you cast this spell, your hand 
seethes with eerie dark fire. You must succeed 
on a melee touch attack to touch the target. The 
target takes 12d6 points of damage + 1 point per 
caster level. If the target’s Fortitude saving throw 
succeeds, it instead takes 3d6 points of damage 
+ 1 point per caster level. The subject might die 
from damage even if it succeeds on its saving 
throw. 
 
Soften Earth and Stone 
School transmutation [earth]; Level druid 2 
Casting Time 1 standard action 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Area 10-ft. square/level; see text 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

When this spell is cast, all natural, 
undressed earth or stone in the spell’s area is 
softened. Wet earth becomes thick mud, dry 
earth becomes loose sand or dirt, and stone 
becomes soft clay that is easily molded or 
chopped. You affect a 10-foot square area to a 
depth of 1 to 4 feet, depending on the toughness 

or resilience of the ground at that spot. Magical, 
enchanted, dressed, or worked stone cannot be 
affected. Earth or stone creatures are not 
affected. 

A creature in mud must succeed on a 
Reflex save or be caught for 1d2 rounds and 
unable to move, attack, or cast spells. A 
creature that succeeds on its save can move 
through the mud at half speed, and it can’t run or 
charge. Loose dirt is not as troublesome as 
mud, but all creatures in the area can move at 
only half their normal speed and can’t run or 
charge over the surface. Stone softened into 
clay does not hinder movement, but it does 
allow characters to cut, shape, or excavate 
areas they may not have been able to affect 
before. 

While this spell does not affect dressed 
or worked stone, cavern ceilings or vertical 
surfaces such as cliff faces can be affected. 
Usually, this causes a moderate collapse or 
landslide as the loosened material peels away 
from the face of the wall or roof and falls (treat 
as a cave-in with no bury zone, see Chapter 13). 

A moderate amount of structural 
damage can be dealt to a manufactured 
structure by softening the ground beneath it, 
causing it to settle. However, most well-built 
structures will only be damaged by this spell, not 
destroyed. 
 

Sound Burst (DC 17) x2 

School evocation [sonic]; Level bard 2, cleric 2 
Casting Time 1 standard action 
Components V, S, F/DF (a musical instrument) 
Range close (25 ft. + 5 ft./2 levels) 
Area 10-ft.-radius spread 
Duration instantaneous 
Saving Throw Fortitude partial; Spell 
Resistance yes 

You blast an area with a tremendous 
cacophony. Every creature in the area takes 1d8 
points of sonic damage and must succeed on a 
Fortitude save to avoid being stunned for 1 
round. Creatures that cannot hear are not 
stunned but are still damaged. 
 
 
 
 
 
 
 
 
 



Spike Stones (DC 19) 

School transmutation [earth]; Level druid 4 
Casting Time 1 standard action 
Components V, S, DF 
Range medium (100 ft. + 10 ft./level) 
Area one 20-ft. square/level 
Duration 1 hour/level (D) 
Saving Throw Reflex partial; Spell Resistance 
yes 

Rocky ground, stone floors, and similar 
surfaces shape themselves into long, sharp 
points that blend into the background. 

Spike stones impede progress through 
an area and deal damage. Any creature moving 
on foot into or through the spell’s area moves at 
half speed. In addition, each creature moving 
through the area takes 1d8 points of piercing 
damage for each 5 feet of movement through 
the spiked area. 

Any creature that takes damage from 
this spell must also succeed on a Reflex save to 
avoid injuries to its feet and legs. A failed save 
causes the creature’s speed to be reduced to 
half normal for 24 hours or until the injured 
creature receives a cure spell (which also 
restores lost hit points). Another character can 
remove the penalty by taking 10 minutes to 
dress the injuries and succeeding on a Heal 
check against the spell’s save DC. 

Magic traps such as spike stones are 
hard to detect. A character with trapfinding can 
use the Perception skill to find spike stones. The 
DC is 25 + spell level, or DC 29 for spike stones. 
Spike stones is a magic trap that can’t be 
disabled with the Disable Device skill. 
 
Stone Shape 
School transmutation [earth]; Level cleric 3, 
druid 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M/DF (soft clay) 
Range touch 
Target stone or stone object touched, up to 10 
cu. ft. + 1 cu. ft./level 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You can form an existing piece of stone 
into any shape that suits your purpose. While it’s 
possible to make crude coffers, doors, and so 
forth with stone shape, fine detail isn’t possible. 
There is a 30% chance that any shape including 
moving parts simply doesn’t work. 
 
 
 

Stoneskin 
School abjuration; Level druid 5, 
sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (granite and diamond dust 
worth 250 gp) 
Range touch 
Target creature touched 
Duration 10 min./level or until discharged 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 
The warded creature gains resistance to blows, 
cuts, stabs, and slashes. The subject gains DR 
10/adamantine. It ignores the first 10 points of 
damage each time it takes damage from a 
weapon, though an adamantine weapon 
bypasses the reduction. Once the spell has 
prevented a total of 10 points of damage per 
caster level (maximum 150 points), it is 
discharged. 
 

Summon Monster VI 
 

Symbol of Pain (DC 20) 

School necromancy [evil]; Level cleric 5, 
sorcerer/wizard 5 
Components V, S, M (mercury and 
phosphorus, plus powdered diamond and opal 
worth a total of 1,000 gp) 

This spell functions like symbol of death, 
except that each creature within the radius of a 
symbol of pain instead suffers wracking pains 
that impose a –4 penalty on attack rolls, skill 
checks, and ability checks. These effects last for 
1 hour after the creature moves farther than 60 
feet from the symbol. 

Unlike symbol of death, symbol of pain 
has no hit point limit; once triggered, a symbol of 
pain simply remains active for 10 minutes per 
caster level. 

Note: Magic traps such as symbol of 
pain are hard to detect and disable. A character 
with trapfinding can use the Perception skill to 
find a symbol of pain and Disable Device to 
thwart it. The DC in each case is 25 + spell level, 
or 30 for symbol of pain. 
 
Symbol of Death 
School necromancy [death]; Level cleric 8, 
sorcerer/wizard 8 
Casting Time 10 minutes 
Components V, S, M (mercury and 
phosphorus, plus powdered diamond and opal 
worth 5,000 gp each) 
Range 0 ft.; see text 



Effect one symbol 
Duration see text 
Saving Throw Fortitude negates; Spell 
Resistance yes 

This spell allows you to scribe a potent 
rune of power upon a surface. When triggered, a 
symbol of death kills one or more creatures 
within 60 feet of the symbol (treat as a burst) 
whose combined total current hit points do not 
exceed 150. The symbol of death affects the 
closest creatures first, skipping creatures with 
too many hit points to affect. Once triggered, the 
symbol becomes active and glows, lasting for 10 
minutes per caster level or until it has affected 
150 hit points’ worth of creatures, whichever 
comes first. A creature that enters the area while 
the symbol of death is active is subject to its 
effect, whether or not that creature was in the 
area when it was triggered. A creature need 
save against the symbol only once as long as it 
remains within the area, though if it leaves the 
area and returns while the symbol is still active, 
it must save again. 

Until it is triggered, the symbol of death 
is inactive (though visible and legible at a 
distance of 60 feet). To be effective, a symbol of 
death must always be placed in plain sight and 
in a prominent location. Covering or hiding the 
rune renders the symbol of death ineffective, 
unless a creature removes the covering, in 
which case the symbol of death works normally. 

As a default, a symbol of death is 
triggered whenever a creature does one or more 
of the following, as you select: looks at the rune; 
reads the rune; touches the rune; passes over 
the rune; or passes through a portal bearing the 
rune. Regardless of the trigger method or 
methods chosen, a creature more than 60 feet 
from a symbol of death can’t trigger it (even if it 
meets one or more of the triggering conditions, 
such as reading the rune). Once the spell is 
cast, a symbol of death’s triggering conditions 
cannot be changed. 

In this case, “reading” the rune means 
any attempt to study it, identify it, or fathom its 
meaning. Throwing a cover over a symbol of 
death to render it inoperative triggers it if the 
symbol reacts to touch. You can’t use a symbol 
of death offensively; for instance, a touch-
triggered symbol of death remains untriggered if 
an item bearing the symbol of death is used to 
touch a creature. Likewise, a symbol of death 
cannot be placed on a weapon and set to 
activate when the weapon strikes a foe. 

You can also set special triggering 
limitations of your own. These can be as simple 

or elaborate as you desire. Special conditions 
for triggering a symbol of death can be based on 
a creature’s name, identity, or alignment, but 
otherwise must be based on observable actions 
or qualities. Intangibles such as level, class, HD, 
and hit points don’t qualify. 

When scribing a symbol of death, you 
can specify a password or phrase that prevents 
a creature using it from triggering the symbol’s 
effect. Anyone using the password remains 
immune to that particular rune’s effects so long 
as the creature remains within 60 feet of the 
rune. If the creature leaves the radius and 
returns later, it must use the password again. 

You also can attune any number of 
creatures to the symbol of death, but doing this 
can extend the casting time. Attuning one or two 
creatures takes negligible time, and attuning a 
small group (as many as 10 creatures) extends 
the casting time to 1 hour. Attuning a large 
group (as many as 25 creatures) takes 24 hours. 
Attuning larger groups takes an additional 24 
hours per 25 creatures. Any creature attuned to 
a symbol of death cannot trigger it and is 
immune to its effects, even if within its radius 
when it is triggered. You are automatically 
considered attuned to your own symbols of 
death, and thus always ignore the effects and 
cannot inadvertently trigger them. 

Read magic allows you to identify a 
symbol with a Spellcraft check (DC 10 + the 
symbol’s spell level). Of course, if the symbol is 
set to be triggered by reading it, this will trigger 
the symbol. 

A symbol of death can be removed by a 
successful dispel magic targeted solely on the 
rune. An erase spell has no effect on a symbol 
of death. Destruction of the surface where a 
symbol of death is inscribed destroys the symbol 
but also triggers it. 

Symbol of death can be made 
permanent with a permanency spell. A 
permanent symbol of death that is disabled or 
has affected its maximum number of hit points 
becomes inactive for 10 minutes, but then can 
be triggered again as normal. 

Note: Magic traps such as symbol of 
death are hard to detect and disable. A 
character with trapfinding can use the 
Perception skill to find a symbol of death and 
Disable Device to thwart it. The DC in each case 
is 25 + spell level, or 33 for symbol of death. 
 
 
 



Unholy Blight (DC 19) x2 

School evocation [evil]; Level cleric 4 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Area 20-ft.-radius spread 
Duration instantaneous (1d4 rounds); see text 
Saving Throw Will partial; Spell Resistance 
yes 

You call up unholy power to smite your 
enemies. The power takes the form of a cold, 
cloying miasma of greasy darkness. Only good 
and neutral (not evil) creatures are harmed by 
the spell. 

The spell deals 1d8 points of damage 
per two caster levels (maximum 5d8) to a good 
creature (or 1d6 per caster level, maximum 
10d6, to a good outsider) and causes it to be 
sickened for 1d4 rounds. A successful Will save 
reduces damage to half and negates the 
sickened effect. The effects cannot be negated 
by remove disease or heal, but remove curse is 
effective. 

The spell deals only half damage to 
creatures who are neither evil nor good, and 
they are not sickened. Such a creature can 
reduce the damage by half again (down to one-
quarter) with a successful Will save. 

 
 

*** 
Dismissal, scroll of 
School abjuration; Level cleric 4, 
sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Target one extraplanar creature 
Duration instantaneous 
Saving Throw Will negates; see text; Spell 
Resistance yes 

This spell forces an extraplanar creature 
back to its proper plane if it fails a Will save. If 
the spell is successful, the creature is instantly 
whisked away, but there is a 20% chance of 
actually sending the subject to a plane other 
than its own. 
 
Displacement, potion of 
School illusion (glamer); Level bard 3, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, M (a small loop of leather) 
Range touch 
Target creature touched 
Duration 1 round/level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The subject of this spell appears to be 
about 2 feet away from its true location. The 
creature benefits from a 50% miss chance as if it 
had total concealment. Unlike actual total 
concealment, displacement does not prevent 
enemies from targeting the creature normally. 
True seeing reveals its true location and negates 
the miss chance. 
 
 
 

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. 
 
Invisibility, potion of 
School illusion (glamer); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M/DF (an eyelash encased 
in gum arabic) 
Range personal or touch 
Target you or a creature or object weighing no 
more than 100 lbs./level 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless) or Will 
negates (harmless, object); Spell Resistance 
yes (harmless) or yes (harmless, object) 

The creature or object touched becomes 
invisible. If the recipient is a creature carrying 
gear, that vanishes, too. If you cast the spell on 



someone else, neither you nor your allies can 
see the subject, unless you can normally see 
invisible things or you employ magic to do so. 
Items dropped or put down by an invisible 
creature become visible; items picked up 
disappear if tucked into the clothing or pouches 
worn by the creature. Light, however, never 
becomes invisible, although a source of light can 
become so (thus, the effect is that of a light with 
no visible source). Any part of an item that the 
subject carries but that extends more than 10 
feet from it becomes visible. 

Of course, the subject is not magically 
silenced, and certain other conditions can render 
the recipient detectable (such as swimming in 
water or stepping in a puddle). If a check is 
required, a stationary invisible creature has a 
+40 bonus on its Stealth checks. This bonus is 
reduced to +20 if the creature is moving. The 
spell ends if the subject attacks any creature. 
For purposes of this spell, an attack includes 
any spell targeting a foe or whose area or effect 
includes a foe. Exactly who is a foe depends on 
the invisible character’s perceptions. Actions 
directed at unattended objects do not break the 
spell. Causing harm indirectly is not an attack. 
Thus, an invisible being can open doors, talk, 
eat, climb stairs, summon monsters and have 
them attack, cut the ropes holding a rope bridge 
while enemies are on the bridge, remotely 
trigger traps, open a portcullis to release attack 
dogs, and so forth. If the subject attacks directly, 
however, it immediately becomes visible along 
with all its gear. Spells such as bless that 
specifically affect allies but not foes are not 
attacks for this purpose, even when they include 
foes in their area. 

Invisibility can be made permanent (on 
objects only) with a permanency spell. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 



Aghasura Asura Spells (Tier 10-11) 

Spell-Like Abilities (CL 11th; concentration +15)  

Cloudkill (DC 19) 1/day 

School conjuration (creation); Level 
sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Effect cloud spreads in 20-ft. radius, 20 ft. high 
Duration 1 min./level 
Saving Throw Fortitude partial; see text; Spell 
Resistance no 

This spell generates a bank of fog, 
similar to a fog cloud, except that its vapors are 
yellowish green and poisonous. These vapors 
automatically kill any living creature with 3 or 
fewer HD (no save). A living creature with 4 to 6 
HD is slain unless it succeeds on a Fortitude 
save (in which case it takes 1d4 points of 
Constitution damage on your turn each round 
while in the cloud). 

A living creature with more than 6 HD 
takes 1d4 points of Constitution damage on your 
turn each round while in the cloud (a successful 
Fortitude save halves this damage). Holding 
one’s breath doesn’t help, but creatures immune 
to poison are unaffected by the spell. 

Unlike a fog cloud, the cloudkill moves 
away from you at 10 feet per round, rolling along 
the surface of the ground. 

Figure out the cloud’s new spread each 
round based on its new point of origin, which is 
10 feet farther away from the point of origin 
where you cast the spell. 

Because the vapors are heavier than 
air, they sink to the lowest level of the land, even 
pouring down den or sinkhole openings. It 
cannot penetrate liquids, nor can it be cast 
underwater. 
 

Deeper Darkness (3/day) 

School evocation [darkness]; Level cleric 3 
Duration 10 min./level (D) 

This spell functions as darkness, except 
that objects radiate darkness in a 60-foot radius 
and the light level is lowered by two steps. Bright 
light becomes dim light and normal light 
becomes darkness. Areas of dim light and 
darkness become supernaturally dark. This 
functions like darkness, but even creatures with 
darkvision cannot see within the spell’s confines. 

This spell does not stack with itself. 
Deeper darkness can be used to counter or 
dispel any light spell of equal or lower spell level. 
 
Darkness 
School evocation [darkness]; Level bard 2, 
cleric 2, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, M/DF (bat fur and a piece of 
coal) 
Range touch 
Target object touched 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

This spell causes an object to radiate 
darkness out to a 20-foot radius. This darkness 
causes the illumination level in the area to drop 
one step, from bright light to normal light, from 
normal light to dim light, or from dim light to 
darkness. This spell has no effect in an area that 
is already dark. Creatures with light vulnerability 
or sensitivity take no penalties in normal light. All 
creatures gain concealment (20% miss chance) 
in dim light. All creatures gain total concealment 
(50% miss chance) in darkness. Creatures with 
darkvision can see in an area of dim light or 
darkness without penalty. Nonmagical sources 
of light, such as torches and lanterns, do not 
increase the light level in an area of darkness. 
Magical light sources only increase the light 
level in an area if they are of a higher spell level 
than darkness. 

If darkness is cast on a small object that 
is then placed inside or under a lightproof 
covering, the spell’s effect is blocked until the 
covering is removed. 

This spell does not stack with itself. 
Darkness can be used to counter or dispel any 
light spell of equal or lower spell level. 
 

Teleport, Greater (At Will) 

School conjuration (teleportation); Level 
sorcerer/wizard 7 

This spell functions like teleport, except 
that there is no range limit and there is no 
chance you arrive off target. In addition, you 
need not have seen the destination, but in that 
case you must have at least a reliable 
description of the place to which you are 
teleporting. If you attempt to teleport with 



insufficient information (or with misleading 
information), you disappear and simply reappear 
in your original location. Interplanar travel is not 
possible. 
 
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 
 
 

Summon (level 4, 1d4+1 adhukaits, 
45%, or 1 aghasura, 20%) 
 

 

 

 

 

 

 



Upasunda Asura Spells (Tier 10-11) 

 

Spell-Like Abilities (CL 9th; concentration +13)  

Deeper Darkness (3/day) 

School evocation [darkness]; Level cleric 3 
Duration 10 min./level (D) 

This spell functions as darkness, except 
that objects radiate darkness in a 60-foot radius 
and the light level is lowered by two steps. Bright 
light becomes dim light and normal light 
becomes darkness. Areas of dim light and 
darkness become supernaturally dark. This 
functions like darkness, but even creatures with 
darkvision cannot see within the spell’s confines. 

This spell does not stack with itself. 
Deeper darkness can be used to counter or 
dispel any light spell of equal or lower spell level. 
 
Darkness 
School evocation [darkness]; Level bard 2, 
cleric 2, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, M/DF (bat fur and a piece of 
coal) 
Range touch 
Target object touched 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

This spell causes an object to radiate 
darkness out to a 20-foot radius. This darkness 
causes the illumination level in the area to drop 
one step, from bright light to normal light, from 
normal light to dim light, or from dim light to 
darkness. This spell has no effect in an area that 
is already dark. Creatures with light vulnerability 
or sensitivity take no penalties in normal light. All 
creatures gain concealment (20% miss chance) 
in dim light. All creatures gain total concealment 
(50% miss chance) in darkness. Creatures with 
darkvision can see in an area of dim light or 
darkness without penalty. Nonmagical sources 
of light, such as torches and lanterns, do not 
increase the light level in an area of darkness. 
Magical light sources only increase the light 
level in an area if they are of a higher spell level 
than darkness. 

If darkness is cast on a small object that 
is then placed inside or under a lightproof 
covering, the spell’s effect is blocked until the 
covering is removed. 

This spell does not stack with itself. 
Darkness can be used to counter or dispel any 
light spell of equal or lower spell level. 
 

Disguise Self (At Will) 

School illusion (glamer); Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 10 min./level (D) 

You make yourself—including clothing, 
armor, weapons, and equipment—look different. 
You can seem 1 foot shorter or taller, thin, fat, or 
in between. You cannot change your creature 
type (although you can appear as another 
subtype). Otherwise, the extent of the apparent 
change is up to you. You could add or obscure a 
minor feature or look like an entirely different 
person or gender. 

The spell does not provide the abilities 
or mannerisms of the chosen form, nor does it 
alter the perceived tactile (touch) or audible 
(sound) properties of you or your equipment. If 
you use this spell to create a disguise, you get a 
+10 bonus on the Disguise check. A creature 
that interacts with the glamer gets a Will save to 
recognize it as an illusion. 
 

Feather Fall (At Will) 

School transmutation; Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 immediate action 
Components V 
Range close (25 ft. + 5 ft./2 levels) 
Targets one Medium or smaller freefalling 
object or creature/level, no two of which may be 
more than 20 ft. apart 
Duration until landing or 1 round/level 
Saving Throw Will negates (harmless) or Will 
negates (object); Spell Resistance yes (object) 

The affected creatures or objects fall 
slowly. Feather fall instantly changes the rate at 
which the targets fall to a mere 60 feet per round 
(equivalent to the end of a fall from a few feet), 
and the subjects take no damage upon landing 
while the spell is in effect. When the spell 



duration expires, a normal rate of falling 
resumes. 

The spell affects one or more Medium or 
smaller creatures (including gear and carried 
objects up to each creature’s maximum load) or 
objects, or the equivalent in larger creatures: a 
Large creature or object counts as two Medium 
creatures or objects, a Huge creature or object 
counts as four Medium creatures or objects, and 
so forth. 

This spell has no special effect on 
ranged weapons unless they are falling quite a 
distance. If the spell is cast on a falling item, the 
object does half normal damage based on its 
weight, with no bonus for the height of the drop. 

Feather fall works only upon free-falling 
objects. It does not affect a sword blow or a 
charging or flying creature. 
 

Hold Monster (DC 19) 1/day 

School enchantment (compulsion) [mind-
affecting]; Level bard 4, sorcerer/wizard 5 
Components: V, S, M/DF (one hard metal bar 
or rod, which can be as small as a three-penny 
nail) 
Target one living creature 

This spell functions like hold person, 
except that it affects any living creature that fails 
its Will save. 
 
Hold Person 
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. 
 
 
 
 

Haste (1/day) 

School transmutation; Level bard 3, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (a shaving of licorice root) 
Range close (25 ft. + 5 ft./2 levels) 
Targets one creature/level, no two of which can 
be more than 30 ft. apart 
Duration 1 round/level 
Saving Throw Fortitude negates (harmless); 
Spell Resistance yes (harmless) 

The transmuted creatures move and act 
more quickly than normal. This extra speed has 
several effects. 

When making a full attack action, a 
hasted creature may make one extra attack with 
one natural or manufactured weapon. The attack 
is made using the creature’s full base attack 
bonus, plus any modifiers appropriate to the 
situation. (This effect is not cumulative with 
similar effects, such as that provided by a speed 
weapon, nor does it actually grant an extra 
action, so you can’t use it to cast a second spell 
or otherwise take an extra action in the round.) 

A hasted creature gains a +1 bonus on 
attack rolls and a +1 dodge bonus to AC and 
Reflex saves. Any condition that makes you lose 
your Dexterity bonus to Armor Class (if any) also 
makes you lose dodge bonuses. 

All of the hasted creature’s modes of 
movement (including land movement, burrow, 
climb, fly, and swim) increase by 30 feet, to a 
maximum of twice the subject’s normal speed 
using that form of movement. This increase 
counts as an enhancement bonus, and it affects 
the creature’s jumping distance as normal for 
increased speed. Multiple haste effects don’t 
stack. Haste dispels and counters slow. 
 

Levitate (3/day) 

School transmutation; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, F (a leather loop or golden 
wire bent into a cup shape) 
Range personal or close (25 ft. + 5 ft./2 levels) 
Target you or one willing creature or one object 
(total weight up to 100 lbs./level) 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

Levitate allows you to move yourself, 
another creature, or an object up and down as 
you wish. A creature must be willing to be 
levitated, and an object must be unattended or 
possessed by a willing creature. You can 
mentally direct the recipient to move up or down 



as much as 20 feet each round; doing so is a 
move action. You cannot move the recipient 
horizontally, but the recipient could clamber 
along the face of a cliff, for example, or push 
against a ceiling to move laterally (generally at 
half its base land speed). 

A levitating creature that attacks with a 
melee or ranged weapon finds itself increasingly 
unstable; the first attack has a –1 penalty on 
attack rolls, the second –2, and so on, to a 
maximum penalty of –5. A full round spent 
stabilizing allows the creature to begin again at –
1. 
 

See Invisibility (At Will) 
 

Rainbow Pattern (DC 18) 3/day 

School illusion (pattern) [mind-affecting]; Level 
bard 4, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V (bard only), S, M (a piece of 
phosphor), F (a crystal prism); see text 
Range medium (100 ft. + 10 ft./level) 
Effect colorful lights with a 20-ft.-radius spread 
Duration Concentration +1 round/level (D) 
Saving Throw Will negates; Spell Resistance 
yes 

A glowing, rainbow-hued pattern of 
interweaving colors fascinates those within it. 
Rainbow pattern fascinates a maximum of 24 
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. An affected creature that 
fails its saves is fascinated by the pattern. 

With a simple gesture (a free action), 
you can make the rainbow pattern move up to 
30 feet per round (moving its effective point of 
origin). All fascinated creatures follow the 
moving rainbow of light, trying to remain within 
the effect. Fascinated creatures who are 
restrained and removed from the pattern still try 
to follow it. If the pattern leads its subjects into a 
dangerous area, each fascinated creature gets a 
second save. If the view of the lights is 
completely blocked, creatures who can’t see 
them are no longer affected. 

The spell does not affect sightless 
creatures. 
 
 
 
 
 

Spider Climb (At Will) 

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. 
 

Teleport, Greater (At Will) 

School conjuration (teleportation); Level 
sorcerer/wizard 7 

This spell functions like teleport, except 
that there is no range limit and there is no 
chance you arrive off target. In addition, you 
need not have seen the destination, but in that 
case you must have at least a reliable 
description of the place to which you are 
teleporting. If you attempt to teleport with 
insufficient information (or with misleading 
information), you disappear and simply reappear 
in your original location. Interplanar travel is not 
possible. 
 
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 
 

Summon (level 4, 2 adhukaits 45% or 1 

upasunda 20%) (1/day) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Bisha Ga Tsuku Spells (Tier 10-11) 

Spell-Like Abilities (CL 12th; concentration +16)  
 

Cold Ice Strike (DC 20) 1/day 

School evocation [cold]; Level cleric 6, 
sorcerer/wizard 6 
Casting Time swift action 
Range 60 ft. 
Area cone-shaped burst 
Duration instantaneous 
Saving Throw Reflex half; Spell Resistance 
yes 

You create a shredding flurry of ice 
slivers, which blast from your hand in a cone. 
The cone deals 1d6 points of cold damage per 
caster level (maximum 15d6). 
 

Detonate (DC 18, cold only) 
3/day 

School evocation [acid, cold, electricity, or fire]; 
Level alchemist 4, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (two vials; one containing 
acid and one containing an alkaline solution 
worth a total of 50 gp) 
Range 30 ft. 
Area 30-ft.-radius spread centered on you 
Duration 1 round, then instantaneous 
Saving Throw Reflex half; Spell Resistance 
yes 

You flood yourself with a potent surge of 
elemental energy. One round after completing 
the casting of the spell, the energy explodes 
from your body. 

When this spell creates the explosion of 
energy, choose one of the following four energy 
types: acid, cold, electricity, or fire. The 
explosion inflicts 1d8 points of damage of that 
energy type per caster level (maximum 10d8) to 
all creatures and unattended objects within 15 
feet, and half that amount to targets past 15 feet 
but within 30 feet. You automatically take half 
damage from the explosion, without a saving 
throw, but any other energy resistance or energy 
immunity effects you may have in place can 
prevent or lessen this overflow damage caused 
by the explosion. 
 
 
 
 
 

Freezing Sphere (DC 20) 1/day 

School evocation [cold]; Level sorcerer/wizard 
6 
Casting Time 1 standard action 
Components V, S, F (a small crystal sphere) 
Range long (400 ft. + 40 ft./level) 
Target, Effect, or Area see text 
Duration instantaneous or 1 round/level; see 
text 
Saving Throw Reflex half; see text; Spell 
Resistance yes 

Freezing sphere creates a frigid globe of 
cold energy that streaks from your fingertips to 
the location you select, where it explodes in a 
40-foot-radius burst, dealing 1d6 points of cold 
damage per caster level (maximum 15d6) to 
each creature in the area. A creature of the 
water subtype instead takes 1d8 points of cold 
damage per caster level (maximum 15d8) and is 
staggered for 1d4 rounds. 

If the freezing sphere strikes a body of 
water or a liquid that is principally water (not 
including water-based creatures), it freezes the 
liquid to a depth of 6 inches in a 40-foot radius. 
This ice lasts for 1 round per caster level. 
Creatures that were swimming on the surface of 
a targeted body of water become trapped in the 
ice. Attempting to break free is a full-round 
action. A trapped creature must make a DC 25 
Strength check or a DC 25 Escape Artist check 
to do so. 

You can refrain from firing the globe 
after completing the spell, if you wish. Treat this 
as a touch spell for which you are holding the 
charge. You can hold the charge for as long as 1 
round per level, at the end of which time the 
freezing sphere bursts centered on you (and you 
receive no saving throw to resist its effect). 
Firing the globe in a later round is a standard 
action. 
 

Wall of Ice (DC 18) 1/day 

School evocation [cold]; Level sorcerer/wizard 
4 
Casting Time 1 standard action 
Components V, S, M (a piece of quartz or rock 
crystal) 
Range medium (100 ft. + 10 ft./level) 



Effect anchored plane of ice, up to one 10-ft. 
square/level, or hemisphere of ice with a radius 
of up to 3 ft. + 1 ft./level 
Duration 1 min./level 
Saving Throw Reflex negates; see text; Spell 
Resistance yes 

This spell creates an anchored plane of 
ice or a hemisphere of ice, depending on the 
version selected. A wall of ice cannot form in an 
area occupied by physical objects or creatures. 
Its surface must be smooth and unbroken when 
created. Any creature adjacent to the wall when 
it is created may attempt a Reflex save to 
disrupt the wall as it is being formed. A 
successful save indicates that the spell 
automatically fails. Fire can melt a wall of ice, 
and it deals full damage to the wall (instead of 
the normal half damage taken by objects). 
Suddenly melting a wall of ice creates a great 
cloud of steamy fog that lasts for 10 minutes. 

Ice Plane: A sheet of strong, hard ice 
appears. The wall is 1 inch thick per caster level. 
It covers up to a 10-foot-square area per caster 
level (so a 10th-level wizard can create a wall of 
ice 100 feet long and 10 feet high, a wall 50 feet 
long and 20 feet high, or any other combination 
of length and height that does not exceed 1,000 
square feet). The plane can be oriented in any 
fashion as long as it is anchored. A vertical wall 
need only be anchored on the floor, while a 
horizontal or slanting wall must be anchored on 
two opposite sides. 

Each 10-foot square of wall has 3 hit 
points per inch of thickness. Creatures can hit 
the wall automatically. A section of wall whose 
hit points drop to 0 is breached. If a creature 
tries to break through the wall with a single 
attack, the DC for the Strength check is 15 + 
caster level. 

Even when the ice has been broken 
through, a sheet of frigid air remains. Any 
creature stepping through it (including the one 
who broke through the wall) takes 1d6 points of 
cold damage + 1 point per caster level (no 
save). 

Hemisphere: The wall takes the form of 
a hemisphere whose maximum radius is 3 feet + 
1 foot per caster level. The hemisphere is as 
hard to break through as the ice plane form, but 
it does not deal damage to those who go 
through a breach. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 



Chalchikosi (Xiomorn Ghost)’s Spells  (Tier 10-11) 

Spell-Like Abilities (CL 16th; concentration +25)  
 
Command Stone (Sp) (DC 28) 3/day 

This ability functions as per dominate 
monster, equivalent to a 9th-level spell, but only 
on creatures with the earth subtype or 
constructs made out of stone. When used 
against a construct, this ability overcomes any 
spell resistance, but the effects last for only 1 
round per level. 
 
Dominate Monster 
School enchantment (compulsion) [mind-
affecting]; Level sorcerer/wizard 9 
Target one creature 

This spell functions like dominate 
person, except that the spell is not restricted by 
creature type. 
 
Dominate Person 
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. 
 

Dispel Magic (At Will) 

School abjuration; Level bard 3, cleric 3, druid 
4, paladin 3, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target or Area one spellcaster, creature, or 
object Duration instantaneous 
Saving Throw none; Spell Resistance no 

You can use dispel magic to end one 
ongoing spell that has been cast on a creature 
or object, to temporarily suppress the magical 
abilities of a magic item, or to counter another 
spellcaster’s spell. A dispelled spell ends as if its 
duration had expired. Some spells, as detailed in 
their descriptions, can’t be defeated by dispel 
magic. Dispel magic can dispel (but not counter) 
spell-like effects just as it does spells. The effect 
of a spell with an instantaneous duration can’t 
be dispelled, because the magical effect is 
already over before the dispel magic can take 
effect. 



You choose to use dispel magic in one 
of two ways: a targeted dispel or a counterspell. 

Targeted Dispel: One object, creature, 
or spell is the target of the dispel magic spell. 
You make one dispel check (1d20 + your caster 
level) and compare that to the spell with highest 
caster level (DC = 11 + the spell’s caster level). 
If successful, that spell ends. If not, compare the 
same result to the spell with the next highest 
caster level. Repeat this process until you have 
dispelled one spell affecting the target, or you 
have failed to dispel every spell. 

For example, a 7th-level caster casts 
dispel magic, targeting a creature affected by 
stoneskin (caster level 12th) and fly (caster level 
6th). The caster level check results in a 19. This 
check is not high enough to end the stoneskin 
(which would have required a 23 or higher), but 
it is high enough to end the fly (which only 
required a 17). Had the dispel check resulted in 
a 23 or higher, the stoneskin would have been 
dispelled, leaving the fly intact. Had the dispel 
check been a 16 or less, no spells would have 
been affected. 

You can also use a targeted dispel to 
specifically end one spell affecting the target or 
one spell affecting an area (such as a wall of 
fire). You must name the specific spell effect to 
be targeted in this way. If your caster level check 
is equal to or higher than the DC of that spell, it 
ends. No other spells or effects on the target are 
dispelled if your check is not high enough to end 
the targeted effect. 

If you target an object or creature that is 
the effect of an ongoing spell (such as a monster 
summoned by summon monster), you make a 
dispel check to end the spell that conjured the 
object or creature. 

If the object that you target is a magic 
item, you make a dispel check against the item’s 
caster level (DC = 11 + the item’s caster level). If 
you succeed, all the item’s magical properties 
are suppressed for 1d4 rounds, after which the 
item recovers its magical properties. A 
suppressed item becomes  nonmagical for the 
duration of the effect. An interdimensional 
opening (such as a bag of holding) is temporarily 
closed. A magic item’s physical properties are 
unchanged: A suppressed magic sword is still a 
sword (a masterwork sword, in fact). Artifacts 
and deities are unaffected by mortal magic such 
as this. 

You automatically succeed on your 
dispel check against any spell that you cast 
yourself. 

Counterspell: When dispel magic is 
used in this way, the spell targets a spellcaster 
and is cast as a counterspell. Unlike a true 
counterspell, however, dispel magic may not 
work; you must make a dispel check to counter 
the other spellcaster’s spell. 
 

Flesh To Stone (DC 25) 3/day 

School transmutation; Level sorcerer/wizard 6 
Casting Time 1 standard action 
Components V, S, M (lime, water, and earth) 
Range medium (100 ft. + 10 ft./level) 
Target one creature 
Duration instantaneous 
Saving Throw Fortitude negates; Spell 
Resistance yes 

The subject, along with all its carried 
gear, turns into a mindless, inert statue. If the 
statue resulting from this spell is broken or 
damaged, the subject (if ever returned to its 
original state) has similar damage or deformities. 
The creature is not dead, but it does not seem to 
be alive either when viewed with spells such as 
deathwatch. 

Only creatures made of flesh are 
affected by this spell. 
 

Shatter (DC 21) At Will 
School evocation [sonic]; Level bard 2, cleric 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M/DF (a chip of mica) 
Range close (25 ft. + 5 ft./2 levels) 
Area or Target 5-ft.-radius spread; or one solid 
object or one crystalline creature 
Duration instantaneous 
Saving Throw Will negates (object); Will 
negates (object) or Fortitude half; see text; Spell 
Resistance yes 

Shatter creates a loud, ringing noise that 
breaks brittle, nonmagical objects; sunders a 
single solid, nonmagical object; or damages a 
crystalline creature. 

Used as an area attack, shatter destroys 
nonmagical objects of crystal, glass, ceramic, or 
porcelain. All such unattended objects within a 
5-foot radius of the point of origin are smashed 
into dozens of pieces by the spell. Objects 
weighing more than 1 pound per your level are 
not affected, but all other objects of the 
appropriate composition are shattered. 

Alternatively, you can target shatter 
against a single solid nonmagical object, 
regardless of composition, weighing up to 10 
pounds per caster level. Targeted against a 



crystalline creature (of any weight), shatter deals 
1d6 points of sonic damage per caster level 
(maximum 10d6), with a Fortitude save for half 
damage. 
 

Spike Stones (DC 23) 3/day 

School transmutation [earth]; Level druid 4 
Casting Time 1 standard action 
Components V, S, DF 
Range medium (100 ft. + 10 ft./level) 
Area one 20-ft. square/level 
Duration 1 hour/level (D) 
Saving Throw Reflex partial; Spell Resistance 
yes 

Rocky ground, stone floors, and similar 
surfaces shape themselves into long, sharp 
points that blend into the background. 

Spike stones impede progress through 
an area and deal damage. Any creature moving 
on foot into or through the spell’s area moves at 
half speed. In addition, each creature moving 
through the area takes 1d8 points of piercing 
damage for each 5 feet of movement through 
the spiked area. 

Any creature that takes damage from 
this spell must also succeed on a Reflex save to 
avoid injuries to its feet and legs. A failed save 
causes the creature’s speed to be reduced to 
half normal for 24 hours or until the injured 
creature receives a cure spell (which also 
restores lost hit points). Another character can 
remove the penalty by taking 10 minutes to 
dress the injuries and succeeding on a Heal 
check against the spell’s save DC. 

Magic traps such as spike stones are 
hard to detect. A character with trapfinding can 
use the Perception skill to find spike stones. The 
DC is 25 + spell level, or DC 29 for spike stones. 
Spike stones is a magic trap that can’t be 
disabled with the Disable Device skill. 
 

Statue (At Will) 

School transmutation; Level sorcerer/wizard 7 
Casting Time 1 round 
Components V, S, M (lime, sand, and a drop of 
water stirred by an iron spike) 
Range touch 
Target creature touched 
Duration 1 hour/level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

A statue spell turns the subject to solid 
stone, along with any garments and equipment 
worn or carried. In statue form, the subject gains 
hardness 8. The subject retains its own hit 

points. The subject can see, hear, and smell 
normally, but it does not need to eat or breathe. 
Feeling is limited to those sensations that can 
affect the granite-hard substance of the 
individual’s body. Chipping is equal to a mere 
scratch, but breaking off one of the statue’s 
arms constitutes serious damage. The subject of 
a statue spell can return to its normal state, act, 
and then return instantly to the statue state (a 
free action) if it so desires as long as the spell 
duration is in effect. 
 

Stone Shape (At Will) 
School transmutation [earth]; Level cleric 3, 
druid 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M/DF (soft clay) 
Range touch 
Target stone or stone object touched, up to 10 
cu. ft. + 1 cu. ft./level 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You can form an existing piece of stone 
into any shape that suits your purpose. While it’s 
possible to make crude coffers, doors, and so 
forth with stone shape, fine detail isn’t possible. 
There is a 30% chance that any shape including 
moving parts simply doesn’t work. 
 

Stone Tell (At Will)  

School divination; Level druid 6 
Casting Time 10 minutes 
Components V, S, DF 
Range personal 
Target you 
Duration 1 min./level 

You gain the ability to speak with 
stones, which relate to you who or what has 
touched them as well as revealing what is 
covered or concealed behind or under them. 
The stones relate complete descriptions if 
asked. A stone’s perspective, perception, and 
knowledge may prevent the stone from providing 
the details you are looking for. You can speak 
with natural or worked stone. 
 

Summon Monster VII (earth 
elementals only) 1/day 
 
 
 
 
 
 



Symbol of Scrying (1/day) 

School divination (scrying); Level cleric 5, 
sorcerer/wizard 5, witch 5 
Components V, S, M (mercury and 
phosphorous, plus powdered diamond and opal 
worth a total of 1,000 gp) 
Saving Throw none; Spell Resistance no 

This spell functions as symbol of death, 
except that, when triggered, it creates a scrying 
sensor linked to you and centered on the 
symbol, even if you are on a different plane than 
the symbol. You are immediately aware that the 
symbol has been triggered if you are conscious, 
and are awakened from normal sleep if sleeping. 
The symbol does not otherwise disturb your 
concentration. You may observe the area 
through the symbol as if using a scrying spell 
with the sensor as the target creature. Once 
triggered, the symbol remains active for 10 
minutes per caster level. 

Unlike symbol of death, a symbol of 
scrying is not considered a magical trap. Symbol 
of scrying can be made permanent with a 
permanency spell by a caster of 13th level or 
higher for the cost of 10,000 gp. 
 
Symbol of Death 
School necromancy [death]; Level cleric 8, 
sorcerer/wizard 8 
Casting Time 10 minutes 
Components V, S, M (mercury and 
phosphorus, plus powdered diamond and opal 
worth 5,000 gp each) 
Range 0 ft.; see text 
Effect one symbol 
Duration see text 
Saving Throw Fortitude negates; Spell 
Resistance yes 

This spell allows you to scribe a potent 
rune of power upon a surface. When triggered, a 
symbol of death kills one or more creatures 
within 60 feet of the symbol (treat as a burst) 
whose combined total current hit points do not 
exceed 150. The symbol of death affects the 
closest creatures first, skipping creatures with 
too many hit points to affect. Once triggered, the 
symbol becomes active and glows, lasting for 10 
minutes per caster level or until it has affected 
150 hit points’ worth of creatures, whichever 
comes first. A creature that enters the area while 
the symbol of death is active is subject to its 
effect, whether or not that creature was in the 
area when it was triggered. A creature need 
save against the symbol only once as long as it 
remains within the area, though if it leaves the 

area and returns while the symbol is still active, 
it must save again. 

Until it is triggered, the symbol of death 
is inactive (though visible and legible at a 
distance of 60 feet). To be effective, a symbol of 
death must always be placed in plain sight and 
in a prominent location. Covering or hiding the 
rune renders the symbol of death ineffective, 
unless a creature removes the covering, in 
which case the symbol of death works normally. 

As a default, a symbol of death is 
triggered whenever a creature does one or more 
of the following, as you select: looks at the rune; 
reads the rune; touches the rune; passes over 
the rune; or passes through a portal bearing the 
rune. Regardless of the trigger method or 
methods chosen, a creature more than 60 feet 
from a symbol of death can’t trigger it (even if it 
meets one or more of the triggering conditions, 
such as reading the rune). Once the spell is 
cast, a symbol of death’s triggering conditions 
cannot be changed. 

In this case, “reading” the rune means 
any attempt to study it, identify it, or fathom its 
meaning. Throwing a cover over a symbol of 
death to render it inoperative triggers it if the 
symbol reacts to touch. You can’t use a symbol 
of death offensively; for instance, a touch-
triggered symbol of death remains untriggered if 
an item bearing the symbol of death is used to 
touch a creature. Likewise, a symbol of death 
cannot be placed on a weapon and set to 
activate when the weapon strikes a foe. 

You can also set special triggering 
limitations of your own. These can be as simple 
or elaborate as you desire. Special conditions 
for triggering a symbol of death can be based on 
a creature’s name, identity, or alignment, but 
otherwise must be based on observable actions 
or qualities. Intangibles such as level, class, HD, 
and hit points don’t qualify. 

When scribing a symbol of death, you 
can specify a password or phrase that prevents 
a creature using it from triggering the symbol’s 
effect. Anyone using the password remains 
immune to that particular rune’s effects so long 
as the creature remains within 60 feet of the 
rune. If the creature leaves the radius and 
returns later, it must use the password again. 

You also can attune any number of 
creatures to the symbol of death, but doing this 
can extend the casting time. Attuning one or two 
creatures takes negligible time, and attuning a 
small group (as many as 10 creatures) extends 
the casting time to 1 hour. Attuning a large 
group (as many as 25 creatures) takes 24 hours. 



Attuning larger groups takes an additional 24 
hours per 25 creatures. Any creature attuned to 
a symbol of death cannot trigger it and is 
immune to its effects, even if within its radius 
when it is triggered. You are automatically 
considered attuned to your own symbols of 
death, and thus always ignore the effects and 
cannot inadvertently trigger them. 

Read magic allows you to identify a 
symbol with a Spellcraft check (DC 10 + the 
symbol’s spell level). Of course, if the symbol is 
set to be triggered by reading it, this will trigger 
the symbol. 

A symbol of death can be removed by a 
successful dispel magic targeted solely on the 
rune. An erase spell has no effect on a symbol 
of death. Destruction of the surface where a 
symbol of death is inscribed destroys the symbol 
but also triggers it. 

Symbol of death can be made 
permanent with a permanency spell. A 
permanent symbol of death that is disabled or 
has affected its maximum number of hit points 
becomes inactive for 10 minutes, but then can 
be triggered again as normal. 

Note: Magic traps such as symbol of 
death are hard to detect and disable. A 
character with trapfinding can use the 
Perception skill to find a symbol of death and 
Disable Device to thwart it. The DC in each case 
is 25 + spell level, or 33 for symbol of death. 
 

Teleport, Greater (At Will) 

School conjuration (teleportation); Level 
sorcerer/wizard 7 

This spell functions like teleport, except 
that there is no range limit and there is no 
chance you arrive off target. In addition, you 
need not have seen the destination, but in that 
case you must have at least a reliable 
description of the place to which you are 
teleporting. If you attempt to teleport with 
insufficient information (or with misleading 
information), you disappear and simply reappear 
in your original location. Interplanar travel is not 
possible. 
 
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 
 

Wall of Stone (3/day) 

School conjuration (creation) [earth]; Level 
cleric 5, druid 6, sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M/DF (a small block of 
granite) 
Range medium (100 ft. + 10 ft./level) 
Effect stone wall whose area is up to one 5-ft. 
square/level (S) 
Duration instantaneous 
Saving Throw see text; Spell Resistance no 

This spell creates a wall of rock that 
merges into adjoining rock surfaces. A wall of 
stone is 1 inch thick per four caster levels and 
composed of up to one 5-foot square per level. 
You can double the wall’s area by halving its 
thickness. The wall cannot be conjured so that it 
occupies the same space as a creature or 
another object. 

Unlike a wall of iron, you can create a 
wall of stone in almost any shape you desire. 
The wall created need not be vertical, nor rest 
upon any firm foundation; however, it must 
merge with and be solidly supported by existing 
stone. It can be used to bridge a chasm, for 
instance, or as a ramp. For this use, if the span 
is more than 20 feet, the wall must be arched 
and buttressed. This requirement reduces the 
spell’s area by half. The wall can be crudely 

shaped to allow crenellations, battlements, and 
so forth by likewise reducing the area. 

Like any other stone wall, this one can 
be destroyed by a disintegrate spell or by normal 
means such as breaking and chipping. Each 5-
foot square of the wall has hardness 8 and 15 hit 
points per inch of thickness. A section of wall 
whose hit points drop to 0 is breached. If a 
creature tries to break through the wall with a 
single attack, the DC for the Strength check is 
20 + 2 per inch of thickness. 
It is possible, but difficult, to trap mobile 
opponents within or under a wall of stone, 
provided the wall is shaped so it can hold the 
creatures. Creatures can avoid entrapment with 
successful Reflex saves.   
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Denizen of Leng’s Spells (Tier 10-11) 

Spell-Like Abilities (CL 10th; concentration +15)  
 

Detect Thoughts (DC 17) 3/day) 

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. 
 

Hypnotic Pattern (DC 17) 3/day) 

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. 
 

Levitate (3/day) 

School transmutation; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, F (a leather loop or golden 
wire bent into a cup shape) 
Range personal or close (25 ft. + 5 ft./2 levels) 
Target you or one willing creature or one object 
(total weight up to 100 lbs./level) 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

Levitate allows you to move yourself, 
another creature, or an object up and down as 
you wish. A creature must be willing to be 
levitated, and an object must be unattended or 
possessed by a willing creature. You can 
mentally direct the recipient to move up or down 
as much as 20 feet each round; doing so is a 
move action. You cannot move the recipient 
horizontally, but the recipient could clamber 
along the face of a cliff, for example, or push 
against a ceiling to move laterally (generally at 
half its base land speed). 

A levitating creature that attacks with a 
melee or ranged weapon finds itself increasingly 
unstable; the first attack has a –1 penalty on 
attack rolls, the second –2, and so on, to a 
maximum penalty of –5. A full round spent 
stabilizing allows the creature to begin again at –
1. 
 
 
 
 
 
 
 
 



Locate Object (1/day) 

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. 
 

Minor Image  (DC 17) 3/day) 

School illusion (figment); Level bard 2, 
sorcerer/wizard 2 
Duration concentration + 2 rounds 

This spell functions like silent image, 
except that minor image includes some minor 
sounds but not understandable speech. 

 
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. 
 
 

Plane Shift (self only) (DC 20) 1/day 
School conjuration (teleportation); Level cleric 
5, sorcerer/wizard 7 
Casting Time 1 standard action 
Components V, S, F (a forked metal rod 
attuned to the plane of travel) 
Range touch 
Target creature touched, or up to eight willing 
creatures joining hands 
Duration instantaneous 
Saving Throw Will negates; Spell Resistance 
yes 

You move yourself or some other 
creature to another plane of existence or 
alternate dimension. If several willing persons 
link hands in a circle, as many as eight can be 
affected by the plane shift at the same time. 
Precise accuracy as to a particular arrival 
location on the intended plane is nigh 
impossible. From the Material Plane, you can 
reach any other plane, though you appear 5 to 
500 miles (5d%) from your intended destination. 
Plane shift transports creatures instantaneously 
and then ends. The creatures need to find other 
means if they are to travel back (including 
casting plane shift again). 
 

Tongues (Constant) 
School divination; Level bard 2, cleric 4, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, M/DF (a clay model of a 
ziggurat) 
Range touch 
Target creature touched 
Duration 10 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance no 

This spell grants the creature touched 
the ability to speak and understand the language 
of any intelligent creature, whether it is a racial 
tongue or a regional dialect. The subject can 
speak only one language at a time, although it 
may be able to understand several languages. 
Tongues does not enable the subject to speak 
with creatures who don’t speak. The subject can 
make itself understood as far as its voice 
carries. This spell does not predispose any 
creature addressed toward the subject in any 
way. 

Tongues can be made permanent with a 
permanency spell. 

 
 
 



Efreeti Malik Spells  (Tier 10-11) 

Spell-Like Abilities (CL 15th; concentration +17)  
 

Detect Magic (Constant) 
 

Fireball (DC 15) 3/day 

School evocation [fire]; Level sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (a ball of bat guano and 
sulfur) 
Range long (400 ft. + 40 ft./level) 
Area 20-ft.-radius spread 
Duration instantaneous 
Saving Throw Reflex half; Spell Resistance 
yes 

A fireball spell generates a searing 
explosion of flame that detonates with a low roar 
and deals 1d6 points of fire damage per caster 
level (maximum 10d6) to every creature within 
the area. Unattended objects also take this 
damage. The explosion creates almost no 
pressure. 

You point your finger and determine the 
range (distance and height) at which the fireball 
is to burst. A glowing, pea-sized bead streaks 
from the pointing digit and, unless it impacts 
upon a material body or solid barrier prior to 
attaining the prescribed range, blossoms into the 
fireball at that point. An early impact results in an 
early detonation. If you attempt to send the bead 
through a narrow passage, such as through an 
arrow slit, you must “hit” the opening with a 
ranged touch attack, or else the bead strikes the 
barrier and detonates prematurely. 

The fireball sets fire to combustibles and 
damages objects in the area. It can melt metals 
with low melting points, such as lead, gold, 
copper, silver, and bronze. If the damage 
caused to an interposing barrier shatters or 
breaks through it, the fireball may continue 
beyond the barrier if the area permits; otherwise 
it stops at the barrier just as any other spell 
effect does. 
 

Gaseous Form (1/day) 

School transmutation; Level bard 3, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components S, M/DF (a bit of gauze and a 
wisp of smoke) 
Range touch 
Target willing corporeal creature touched 
Duration 2 min./level (D) 

Saving Throw none; Spell Resistance no 
The subject and all its gear become 

insubstantial, misty, and translucent. Its material 
armor (including natural armor) becomes 
worthless, though its size, Dexterity, deflection 
bonuses, and armor bonuses from force effects 
still apply. The subject gains DR 10/magic and 
becomes immune to poison, sneak attacks, and 
critical hits. It can’t attack or cast spells with 
verbal, somatic, material, or focus components 
while in gaseous form. This does not rule out the 
use of certain spells that the subject may have 
prepared using the feats Silent Spell, Still Spell, 
and Eschew Materials. The subject also loses 
supernatural abilities while in gaseous form. If it 
has a touch spell ready to use, that spell is 
discharged harmlessly when the gaseous form 
spell takes effect. 

A gaseous creature can’t run, but it can 
fly at a speed of 10 feet and automatically 
succeeds on all Fly skill checks. It can pass 
through small holes or narrow openings, even 
mere cracks, with all it was wearing or holding in 
its hands, as long as the spell persists. The 
creature is subject to the effects of wind, and it 
can’t enter water or other liquid. It also can’t 
manipulate objects or activate items, even those 
carried along with its gaseous form. 
Continuously active items remain active, though 
in some cases their effects may be moot. 
 

Heat Metal (DC 14) 3/day 

School transmutation [fire]; Level druid 2 
Casting Time 1 standard action 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Target metal equipment of one creature per two 
levels, no two of which can be more than 30 ft. 
apart; or 25 lbs. of metal/level, all of which must 
be within a 30-ft. circle 
Duration 7 rounds 
Saving Throw Will negates (object); Spell 
Resistance yes (object) 

Heat metal causes metal objects to 
become red-hot. Unattended, non-magical metal 
gets no saving throw. Magical metal is allowed a 
saving throw against the spell. An item in a 
creature’s possession uses the creature’s saving 
throw bonus unless its own is higher. 



A creature takes fire damage if its 
equipment is heated. It takes full damage if its 
armor, shield, or weapon is affected. The 
creature takes minimum damage (1 point or 2 
points; see the table) if it’s not wearing or 
wielding such an item. 

On the first round of the spell, the metal 
becomes warm and uncomfortable to touch but 
deals no damage. The same effect also occurs 
on the last round of the spell’s duration. During 
the second (and also the next-to-last) round, 
intense heat causes pain and damage. In the 
third, fourth, and fifth rounds, the metal is 
searing hot, and causes more damage, as 
shown on the table presented on the following 
page. 
Round Metal Temperature  Damage 
1  Warm    None 
2  Hot    1d4 points 
3–5  Searing   2d4 points 
6  Hot    1d4 points 
7  Warm    None 

Any cold intense enough to damage the 
creature negates fire damage from the spell 
(and vice versa) on a point-for-point basis. If 
cast underwater, heat metal deals half damage 
and boils the surrounding water. 

Heat metal counters and dispels chill 
metal. 
 

Invisibility (3/day) 
School illusion (glamer); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M/DF (an eyelash encased 
in gum arabic) 
Range personal or touch 
Target you or a creature or object weighing no 
more than 100 lbs./level 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless) or Will 
negates (harmless, object); Spell Resistance 
yes (harmless) or yes (harmless, object) 

The creature or object touched becomes 
invisible. If the recipient is a creature carrying 
gear, that vanishes, too. If you cast the spell on 
someone else, neither you nor your allies can 
see the subject, unless you can normally see 
invisible things or you employ magic to do so. 
Items dropped or put down by an invisible 
creature become visible; items picked up 
disappear if tucked into the clothing or pouches 
worn by the creature. Light, however, never 
becomes invisible, although a source of light can 
become so (thus, the effect is that of a light with 

no visible source). Any part of an item that the 
subject carries but that extends more than 10 
feet from it becomes visible. 

Of course, the subject is not magically 
silenced, and certain other conditions can render 
the recipient detectable (such as swimming in 
water or stepping in a puddle). If a check is 
required, a stationary invisible creature has a 
+40 bonus on its Stealth checks. This bonus is 
reduced to +20 if the creature is moving. The 
spell ends if the subject attacks any creature. 
For purposes of this spell, an attack includes 
any spell targeting a foe or whose area or effect 
includes a foe. Exactly who is a foe depends on 
the invisible character’s perceptions. Actions 
directed at unattended objects do not break the 
spell. Causing harm indirectly is not an attack. 
Thus, an invisible being can open doors, talk, 
eat, climb stairs, summon monsters and have 
them attack, cut the ropes holding a rope bridge 
while enemies are on the bridge, remotely 
trigger traps, open a portcullis to release attack 
dogs, and so forth. If the subject attacks directly, 
however, it immediately becomes visible along 
with all its gear. Spells such as bless that 
specifically affect allies but not foes are not 
attacks for this purpose, even when they include 
foes in their area. 

Invisibility can be made permanent (on 
objects only) with a permanency spell. 
 

Invisibility, Greater (1/day) 

School illusion (glamer); Level bard 4, 
sorcerer/wizard 4 
Components: V, S 
Target you or creature touched 
Duration 1 round/level (D) 
Saving Throw Will negates (harmless) 

This spell functions like invisibility, 
except that it doesn’t end if the subject attacks. 
 

Permanent Image (DC 18) 1/day 

School illusion (figment); Level bard 6, 
sorcerer/wizard 6 
Effect figment that cannot extend beyond a 20-
ft. cube + one 10-ft. cube/level (S) 
Duration permanent (D) 

This spell functions like silent image, 
except that the figment includes visual, auditory, 
olfactory, and thermal elements, and the spell is 
permanent. By concentrating, you can move the 
image within the limits of the range, but it is 
static while you are not concentrating. 

 



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. 
 

Plane Shift (At Will) 

School conjuration (teleportation); Level cleric 
5, sorcerer/wizard 7 
Casting Time 1 standard action 
Components V, S, F (a forked metal rod 
attuned to the plane of travel) 
Range touch 
Target creature touched, or up to eight willing 
creatures joining hands 
Duration instantaneous 
Saving Throw Will negates; Spell Resistance 
yes 

You move yourself or some other 
creature to another plane of existence or 
alternate dimension. If several willing persons 
link hands in a circle, as many as eight can be 
affected by the plane shift at the same time. 
Precise accuracy as to a particular arrival 
location on the intended plane is nigh 
impossible. From the Material Plane, you can 
reach any other plane, though you appear 5 to 
500 miles (5d%) from your intended destination. 
Plane shift transports creatures instantaneously 
and then ends. The creatures need to find other 
means if they are to travel back (including 
casting plane shift again). 
 

Produce  Flame (At Will) 

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. 
 
Pyroclastic Storm (as Ice Storm, but deals 

fire damage) (1/day) 

School evocation [cold]; Level druid 4, 
sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M/DF (dust and water) 
Range long (400 ft. + 40 ft./level) 
Area cylinder (20-ft. radius, 40 ft. high) 
Duration 1 round/level (D) 
Saving Throw none; Spell Resistance yes 

Great magical hailstones pound down 
upon casting this spell, dealing 3d6 points of 
bludgeoning damage and 2d6 points of cold 
damage to every creature in the area. This 
damage only occurs once, when the spell is 
cast. For the remaining duration of the spell, 
heavy snow and sleet rains down in the area. 
Creatures inside this area take a –4 penalty on 
Perception skill checks and the entire area is 
treated as difficult terrain. At the end of the 
duration, the snow and hail disappear, leaving 
no aftereffects (other than the damage dealt). 
 

Pyrotechnics (DC 14) At Will 
School transmutation; Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (one fire source) 
Range long (400 ft. + 40 ft./level) 
Target one fire source, up to a 20-ft. cube 
Duration 1d4+1 rounds, or 1d4+1 rounds after 
creatures leave the smoke cloud; see text 
Saving Throw Will negates or Fortitude 
negates; see text; Spell Resistance yes or no; 
see text 

Pyrotechnics turns a fire into a burst of 
blinding fireworks or a thick cloud of choking 
smoke, depending on your choice. The spell 



uses one fire source, which is immediately 
extinguished. A fire so large that it exceeds a 
20-foot cube is only partly extinguished. Magical 
fires are not extinguished, although a fire-based 
creature used as a source takes 1 point of 
damage per caster level. 

Fireworks: The fireworks are a flashing, 
fiery, momentary burst of glowing, colored aerial 
lights. This effect causes creatures within 120 
feet of the fire source to become blinded for 
1d4+1 rounds (Will negates). These creatures 
must have line of sight to the fire to be affected. 
Spell resistance can prevent blindness. 

Smoke Cloud: A stream of smoke 
billows out from the fire, forming a choking cloud 
that spreads 20 feet in all directions and lasts for 
1 round per caster level. All sight, even 
darkvision, is ineffective in or through the cloud. 
All within the cloud take –4 penalties to Strength 
and Dexterity (Fortitude negates). These effects 
last for 1d4+1 rounds after the cloud dissipates 
or after the creature leaves the area of the 
cloud. Spell resistance does not apply. 
 

Scorching Ray (At Will) 

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. 
 

Scorching Ray QUICKENED (3/day) No 
AoO! 

School evocation [fire]; Level sorcerer/wizard 2 
Casting Time 1 swift 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. 
 

Wall of Fire (3/day) 

School evocation [fire]; Level druid 5, 
sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M/DF (a piece of phosphor) 
Range medium (100 ft. + 10 ft./level) 
Effect opaque sheet of flame up to 20 ft. 
long/level or a ring of fire with a radius of up to 5 
ft./two levels; either form 20 ft. high 
Duration concentration + 1 round/level 
Saving Throw none; Spell Resistance yes 

An immobile, blazing curtain of 
shimmering violet fire springs into existence. 
One side of the wall, selected by you, sends 
forth waves of heat, dealing 2d4 points of fire 
damage to creatures within 10 feet and 1d4 
points of fire damage to those past 10 feet but 
within 20 feet. The wall deals this damage when 
it appears, and to all creatures in the area on 
your turn each round. In addition, the wall deals 
2d6 points of fire damage + 1 point of fire 
damage per caster level (maximum +20) to any 
creature passing through it. The wall deals 
double damage to undead creatures. 

If you evoke the wall so that it appears 
where creatures are, each creature takes 
damage as if passing through the wall. If any 5-
foot length of wall takes 20 points or more of 
cold damage in 1 round, that length goes away. 
(Do not divide cold damage by 2, as normal for 
objects.) 

Wall of fire can be made permanent with 
a permanency spell. A permanent wall of fire 
that is extinguished by cold damage becomes 
inactive for 10 minutes, then reforms at normal 
strength. 
 
 
 
 
 
 
 
 
 

Wish (to non-genies only) (3/day) 

School universal; Level sorcerer/wizard 9 
Casting Time 1 standard action 



Components V, S, M (diamond worth 25,000 
gp) 
Range see text 
Target, Effect, Area see text 
Duration see text 
Saving Throw none, see text; Spell 
Resistance yes 

Wish is the mightiest spell a wizard or 
sorcerer can cast. By simply speaking aloud, 
you can alter reality to better suit you. Even 
wish, however, has its limits. A wish can 
produce any one of the following effects. 
     • Duplicate any sorcerer/wizard spell of 8th 
level or lower, provided the spell does not 
belong to one of your opposition schools. 
     • Duplicate any non-sorcerer/wizard spell of 
7th level or lower, provided the spell does not 
belong to one of your opposition schools. 
     • Duplicate any sorcerer/wizard spell of 7th 
level or lower, even if it belongs to one of your 
opposition schools. 
     • Duplicate any non-sorcerer/wizard spell of 
6th level or lower, even if it belongs to one of 
your opposition schools. 
     • Undo the harmful effects of many other 
spells, such as geas/quest or insanity. 
     • Grant a creature a +1 inherent bonus to an 
ability score. Two to five wish spells cast in 
immediate succession can grant a creature a +2 
to +5 inherent bonus to an ability score (two 
wishes for a +2 inherent bonus, three wishes for 
a +3 inherent bonus, and so on). Inherent 
bonuses are instantaneous, so they cannot be 
dispelled. Note: An inherent bonus may not 
exceed +5 for a single ability score, and inherent 
bonuses to a particular ability score do not 
stack, so only the best one applies. 
     • Remove injuries and afflictions. A single 
wish can aid one creature per caster level, and 
all subjects are cured of the same kind of 
affliction. For example, you could heal all the 
damage you and your companions have taken, 
or remove all poison effects from everyone in 
the party, but not do both with the same wish. 
     • Revive the dead. A wish can bring a dead 
creature back to life by duplicating a resurrection 
spell. A wish can revive a dead creature whose 
body has been destroyed, but the task takes two 
wishes: one to recreate the body and another to 
infuse the body with life again. A wish cannot 
prevent a character who was brought back to life 
from gaining a permanent negative level. 

     • Transport travelers. A wish can lift one 
creature per caster level from anywhere on any 
plane and place those creatures anywhere else 
on any plane regardless of local conditions. An 
unwilling target gets a Will save to negate the 
effect, and spell resistance (if any) applies. 
     • Undo misfortune. A wish can undo a single 
recent event. The wish forces a reroll of any roll 
made within the last round (including your last 
turn). Reality reshapes itself to accommodate 
the new result. For example, a wish could undo 
an opponent’s successful save, a foe’s 
successful critical hit (either the attack roll or the 
critical roll), a friend’s failed save, and so on. 
The reroll, however, may be as bad as or worse 
than the original roll. An unwilling target gets a 
Will save to negate the effect, and spell 
resistance (if any) applies. 

You may try to use a wish to produce 
greater effects than these, but doing so is 
dangerous. (The wish may pervert your intent 
into a literal but undesirable fulfillment or only a 
partial fulfillment, at the GM’s discretion.) 

Duplicated spells allow saves and spell 
resistance as normal (but save DCs are for 9th-
level spells). 

When a wish duplicates a spell with a 
material component that costs more than 10,000 
gp, you must provide that component (in 
addition to the 25,000 gp diamond component 
for this spell). 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 



 

 
 



Ename, Daemon Prayers (Earth Yao Oni) Spells (Tier 

10-11) 

Spell-Like Abilities (CL 16th; concentration +18)  
 

Darkness (At Will) 

School evocation [darkness]; Level bard 2, 
cleric 2, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, M/DF (bat fur and a piece of 
coal) 
Range touch 
Target object touched 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

This spell causes an object to radiate 
darkness out to a 20-foot radius. This darkness 
causes the illumination level in the area to drop 
one step, from bright light to normal light, from 
normal light to dim light, or from dim light to 
darkness. This spell has no effect in an area that 
is already dark. Creatures with light vulnerability 
or sensitivity take no penalties in normal light. All 
creatures gain concealment (20% miss chance) 
in dim light. All creatures gain total concealment 
(50% miss chance) in darkness. Creatures with 
darkvision can see in an area of dim light or 
darkness without penalty. Nonmagical sources 
of light, such as torches and lanterns, do not 
increase the light level in an area of darkness. 
Magical light sources only increase the light 
level in an area if they are of a higher spell level 
than darkness. 

If darkness is cast on a small object that 
is then placed inside or under a lightproof 
covering, the spell’s effect is blocked until the 
covering is removed. 

This spell does not stack with itself. 
Darkness can be used to counter or dispel any 
light spell of equal or lower spell level. 
 

Earthquake (1/day) 

School evocation [earth]; Level cleric 8, druid 8 
Casting Time 1 standard action 
Components V, S, DF 
Range long (400 ft. + 40 ft./level) 
Area 80-ft.-radius spread (S) 
Duration 1 round 
Saving Throw see text; Spell Resistance no 

When you cast earthquake, an intense 
but highly localized tremor rips the ground. The 
powerful shockwave created by this spell knocks 
creatures down, collapses structures, opens 

cracks in the ground, and more. The effect lasts 
for 1 round, during which time creatures on the 
ground can’t move or attack. A spellcaster on 
the ground must make a concentration check 
(DC 20 + spell level) or lose any spell he or she 
tries to cast. The earthquake affects all terrain, 
vegetation, structures, and creatures in the area. 
The specific effect of an earthquake spell 
depends on the nature of the terrain where it is 
cast. 

Cave, Cavern, or Tunnel: The roof 
collapses, dealing 8d6 points of damage to any 
creature caught under the cave-in (Reflex DC 15 
half) and pinning that creature beneath the 
rubble (see below). An earthquake cast on the 
roof of a very large cavern could also endanger 
those outside the actual area but below the 
falling debris and rubble. 

Cliffs: Earthquake causes a cliff to 
crumble, creating a landslide that travels 
horizontally as far as it falls vertically. Any 
creature in the path takes 8d6 points of 
bludgeoning damage (Reflex DC 15 half ) and is 
pinned beneath the rubble (see below). 

Open Ground: Each creature standing in 
the area must make a DC 15 Reflex save or fall 
down. Fissures open in the earth, and every 
creature on the ground has a 25% chance to fall 
into one (Reflex DC 20 to avoid a fissure). The 
fissures are 40 feet deep. At the end of the spell, 
all fissures grind shut. Treat all trapped 
creatures as if they were in the bury zone of an 
avalanche, trapped without air (see Chapter 13 
for more details). 

Structure: Any structure standing on 
open ground takes 100 points of damage, 
enough to collapse a typical wooden or masonry 
building, but not a structure built of stone or 
reinforced masonry. Hardness does not reduce 
this damage, nor is it halved as damage dealt to 
objects normally is. Any creature caught inside a 
collapsing structure takes 8d6 points of 
bludgeoning damage (Reflex DC 15 half ) and is 
pinned beneath the rubble (see below). 

River, Lake, or Marsh: Fissures open 
under the water, draining away the water from 
that area and forming muddy ground. Soggy 
marsh or swampland becomes quicksand for the 
duration of the spell, sucking down creatures 



and structures. Each creature in the area must 
make a DC 15 Reflex save or sink down in the 
mud and quicksand. At the end of the spell, the 
rest of the body of water rushes in to replace the 
drained water, possibly drowning those caught 
in the mud. 

Pinned Beneath Rubble: Any creature 
pinned beneath rubble takes 1d6 points of 
nonlethal damage per minute while pinned. If a 
pinned character falls unconscious, he or she 
must make a DC 15 Constitution check or take 
1d6 points of lethal damage each minute 
thereafter until freed or dead. 
 

Fly (Constant) 
 

Invisibility (At Will) 

School illusion (glamer); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M/DF (an eyelash encased 
in gum arabic) 
Range personal or touch 
Target you or a creature or object weighing no 
more than 100 lbs./level 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless) or Will 
negates (harmless, object); Spell Resistance 
yes (harmless) or yes (harmless, object) 

The creature or object touched becomes 
invisible. If the recipient is a creature carrying 
gear, that vanishes, too. If you cast the spell on 
someone else, neither you nor your allies can 
see the subject, unless you can normally see 
invisible things or you employ magic to do so. 
Items dropped or put down by an invisible 
creature become visible; items picked up 
disappear if tucked into the clothing or pouches 
worn by the creature. Light, however, never 
becomes invisible, although a source of light can 
become so (thus, the effect is that of a light with 
no visible source). Any part of an item that the 
subject carries but that extends more than 10 
feet from it becomes visible. 

Of course, the subject is not magically 
silenced, and certain other conditions can render 
the recipient detectable (such as swimming in 
water or stepping in a puddle). If a check is 
required, a stationary invisible creature has a 
+40 bonus on its Stealth checks. This bonus is 
reduced to +20 if the creature is moving. The 
spell ends if the subject attacks any creature. 
For purposes of this spell, an attack includes 
any spell targeting a foe or whose area or effect 
includes a foe. Exactly who is a foe depends on 

the invisible character’s perceptions. Actions 
directed at unattended objects do not break the 
spell. Causing harm indirectly is not an attack. 
Thus, an invisible being can open doors, talk, 
eat, climb stairs, summon monsters and have 
them attack, cut the ropes holding a rope bridge 
while enemies are on the bridge, remotely 
trigger traps, open a portcullis to release attack 
dogs, and so forth. If the subject attacks directly, 
however, it immediately becomes visible along 
with all its gear. Spells such as bless that 
specifically affect allies but not foes are not 
attacks for this purpose, even when they include 
foes in their area. 

Invisibility can be made permanent (on 
objects only) with a permanency spell. 
 

Passwall (stone only) (At Will) 
School transmutation; Level sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M (sesame seeds) 
Range touch 
Effect 5-ft.-by-8-ft. opening, 10 ft. deep plus 5 ft. 
deep per three additional levels 
Duration 1 hour/level (D) 
Saving Throw none; Spell Resistance no 

You create a passage through wooden, 
plaster, or stone walls, but not through metal or 
other harder materials. The passage is 10 feet 
deep plus an additional 5 feet deep per three 
caster levels above 9th (15 feet at 12th, 20 feet 
at 15th, and a maximum of 25 feet deep at 18th 
level). If the wall’s thickness is more than the 
depth of the passage created, then a single 
passwall simply makes a niche or short tunnel. 
Several passwall spells can then form a 
continuing passage to breach very thick walls. 
When passwall ends, creatures within the 
passage are ejected out the nearest exit. If 
someone dispels the passwall or you dismiss it, 
creatures in the passage are ejected out the far 
exit, if there is one, or out the sole exit if there is 
only one. 
 

Repel Metal or Stone (1/day) 

School abjuration [earth]; Level druid 8 
Casting Time 1 standard action 
Components V, S 
Range 60 ft. 
Area 60-ft. line from you 
Duration 1 round/level (D) 
Saving Throw none; Spell Resistance no 

This spell creates waves of invisible 
energy that roll forth from you. All metal or stone 
objects in the path of the spell are pushed away 



from you to the limit of the range. Fixed metal or 
stone objects larger than 3 inches in diameter 
and loose objects weighing more than 500 
pounds are not affected. Anything else, including 
animated objects, small boulders, and creatures 
in metal armor, moves back. Fixed objects 3 
inches in diameter or smaller bend or break, and 
the pieces move with the wave of energy. 
Objects affected by the spell are repelled at the 
rate of 40 feet per round. 

Objects such as metal armor, swords, 
and the like are pushed back, dragging their 
bearers with them. Even magic items with metal 
components are repelled, although an antimagic 
field blocks the effects. A creature being 
dragged by an item it is carrying can let go. A 
creature being dragged by a shield can loose it 
as a move action and drop it as a free action. 

The waves of energy continue to sweep 
down the set path for the spell’s duration. After 
you cast the spell, the path is set, and you can 
then do other things or go elsewhere without 
affecting the spell’s power. 
 

Spike Stones (DC 16) 3/day 

School transmutation [earth]; Level druid 4 
Casting Time 1 standard action 
Components V, S, DF 
Range medium (100 ft. + 10 ft./level) 
Area one 20-ft. square/level 
Duration 1 hour/level (D) 
Saving Throw Reflex partial; Spell Resistance 
yes 

Rocky ground, stone floors, and similar 
surfaces shape themselves into long, sharp 
points that blend into the background. 

Spike stones impede progress through 
an area and deal damage. Any creature moving 
on foot into or through the spell’s area moves at 
half speed. In addition, each creature moving 
through the area takes 1d8 points of piercing 
damage for each 5 feet of movement through 
the spiked area. 

Any creature that takes damage from 
this spell must also succeed on a Reflex save to 
avoid injuries to its feet and legs. A failed save 
causes the creature’s speed to be reduced to 
half normal for 24 hours or until the injured 
creature receives a cure spell (which also 
restores lost hit points). Another character can 
remove the penalty by taking 10 minutes to 
dress the injuries and succeeding on a Heal 
check against the spell’s save DC. 

Magic traps such as spike stones are 
hard to detect. A character with trapfinding can 

use the Perception skill to find spike stones. The 
DC is 25 + spell level, or DC 29 for spike stones. 
Spike stones is a magic trap that can’t be 
disabled with the Disable Device skill. 
 

Stone Shape (3/day) 

School transmutation [earth]; Level cleric 3, 
druid 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M/DF (soft clay) 
Range touch 
Target stone or stone object touched, up to 10 
cu. ft. + 1 cu. ft./level 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You can form an existing piece of stone 
into any shape that suits your purpose. While it’s 
possible to make crude coffers, doors, and so 
forth with stone shape, fine detail isn’t possible. 
There is a 30% chance that any shape including 
moving parts simply doesn’t work. 
 

Stone Tell (3/day) 

School divination; Level druid 6 
Casting Time 10 minutes 
Components V, S, DF 
Range personal 
Target you 
Duration 1 min./level 

You gain the ability to speak with 
stones, which relate to you who or what has 
touched them as well as revealing what is 
covered or concealed behind or under them. 
The stones relate complete descriptions if 
asked. A stone’s perspective, perception, and 
knowledge may prevent the stone from providing 
the details you are looking for. You can speak 
with natural or worked stone. 
 

Transmute Mud to Rock (DC 17) 
1/day 

School transmutation [earth]; Level druid 5, 
sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M/DF (sand, lime, and 
water) 
Range medium (100 ft. + 10 ft./level) 
Area up to two 10-ft. cubes/level (S) 
Duration permanent 
Saving Throw see text; Spell Resistance no 

This spell permanently transforms 
normal mud or quicksand of any depth into soft 
stone (sandstone or a similar mineral). 



Any creature in the mud is allowed a 
Reflex save to escape before the area is 
hardened to stone. 

Transmute mud to rock counters and 
dispels transmute rock to mud. 
 

Transmute Rock to Mud (DC 17) 
1/day 

School transmutation [earth]; Level druid 5, 
sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M/DF (clay and water) 
Range medium (100 ft. + 10 ft./level) 
Area up to two 10-ft. cubes/level (S) 
Duration permanent; see text 
Saving Throw see text; Spell Resistance no 

This spell turns natural, uncut, or 
unworked rock of any sort into an equal volume 
of mud. Magical stone is not affected by the 
spell. The depth of the mud created cannot 
exceed 10 feet. A creature unable to levitate, fly, 
or otherwise free itself from the mud sinks until 
hip- or chest-deep, reducing its speed to 5 feet 
and causing a –2 penalty on attack rolls and AC. 
Brush or similar material thrown atop the mud 
can support creatures able to climb on top of it. 
Creatures large enough to walk on the bottom 
can wade through the area at a speed of 5 feet. 

If transmute rock to mud is cast upon 
the ceiling of a cavern or tunnel, the mud falls to 
the floor and spreads out in a pool at a depth of 
5 feet. The falling mud and the ensuing cave-in 
deal 8d6 points of bludgeoning damage to 
anyone caught directly beneath the targeted 
area, or half damage to those who succeed on 
Reflex saves. 

Castles and large stone buildings are 
generally immune to the effect of the spell, since 
transmute rock to mud can’t affect worked stone 
and doesn’t reach deep enough to undermine 
such buildings’ foundations. However, small 
buildings or structures often rest upon 
foundations shallow enough to be damaged or 
even partially toppled by this spell. 

The mud remains until a successful 
dispel magic or transmute mud to rock spell 
restores its substance—but not necessarily its 
form. Evaporation turns the mud to normal dirt 
over a period of days. The exact time depends 
on exposure to the sun, wind, and normal 
drainage. 

Transmute rock to mud counters and 
dispels transmute mud to rock. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 



Shaitan Spells (Tier 10-11) 

Spell-Like Abilities (CL 9th; concentration +11)  
 

Glitterdust, Quickened (DC 14) 3/day 
No AoO! 

School conjuration (creation); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 swift 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. 
 

Meld Into Stone (At Will) 

School transmutation [earth]; Level cleric 3, 
druid 3 
Casting Time 1 standard action 
Components V, S, DF 
Range personal 
Target you 
Duration 10 min./level 

Meld into stone enables you to meld 
your body and possessions into a single block of 
stone. The stone must be large enough to 
accommodate your body in all three dimensions. 
When the casting is complete, you and not more 
than 100 pounds of nonliving gear merge with 
the stone. If either condition is violated, the spell 
fails and is wasted. 

While in the stone, you remain in 
contact, however tenuous, with the face of the 
stone through which you melded. You remain 
aware of the passage of time and can cast 
spells on yourself while hiding in the stone. 
Nothing that goes on outside the stone can be 
seen, but you can still hear what happens 
around you. Minor physical damage to the stone 
does not harm you, but its partial destruction (to 
the extent that you no longer fit within it) expels 

you and deals you 5d6 points of damage. The 
stone’s complete destruction expels you and 
slays you instantly unless you make a DC 18 
Fortitude save. Even if you make your save, you 
still take 5d6 points of damage. 

Any time before the duration expires, 
you can step out of the stone through the 
surface that you entered. If the spell’s duration 
expires or the effect is dispelled before you 
voluntarily exit the stone, you are violently 
expelled and take 5d6 points of damage. 

The following spells harm you if cast 
upon the stone that you are occupying. Stone to 
flesh expels you and deals you 5d6 points of 
damage. Stone shape deals 3d6 points of 
damage but does not expel you. Transmute rock 
to mud expels you and then slays you instantly 
unless you make a DC 18 Fortitude save, in 
which case you are merely expelled. Finally, 
passwall expels you without damage. 
 
Plane Shift (willing targets to elemental planes, 

Astral Plane, or Material Plane only)  (At 
Will) 

School conjuration (teleportation); Level cleric 
5, sorcerer/wizard 7 
Casting Time 1 standard action 
Components V, S, F (a forked metal rod 
attuned to the plane of travel) 
Range touch 
Target creature touched, or up to eight willing 
creatures joining hands 
Duration instantaneous 
Saving Throw Will negates; Spell Resistance 
yes 

You move yourself or some other 
creature to another plane of existence or 
alternate dimension. If several willing persons 
link hands in a circle, as many as eight can be 
affected by the plane shift at the same time. 
Precise accuracy as to a particular arrival 
location on the intended plane is nigh 
impossible. From the Material Plane, you can 
reach any other plane, though you appear 5 to 
500 miles (5d%) from your intended destination. 
Plane shift transports creatures instantaneously 
and then ends. The creatures need to find other 
means if they are to travel back (including 
casting plane shift again). 
 



Rusting Grasp (3/day) 

School transmutation; Level druid 4 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target one non-magical ferrous object (or the 
volume of the object within 3 ft. of the touched 
point) or one ferrous creature 
Duration see text 
Saving Throw none; Spell Resistance no 

Any iron or iron alloy item you touch 
crumbles into rust. If the item is so large that it 
cannot fit within a 3-foot radius, a 3-footradius 
volume of the metal is rusted and destroyed. 
Magic items made of metal are immune to this 
spell. 

You may employ rusting grasp in 
combat with a successful melee touch attack. 
Rusting grasp used in this way instantaneously 
destroys 1d6 points of AC gained from metal 
armor (to the maximum amount of protection the 
armor offers) through corrosion. 

Weapons in use by an opponent 
targeted by the spell are more difficult to grasp. 
You must succeed on a melee touch attack 
against the weapon. A metal weapon that is hit 
is destroyed. Striking at an opponent’s weapon 
provokes an attack of opportunity. Also, you 
must touch the weapon and not the other way 
around. 

Against a ferrous creature, rusting grasp 
instantaneously deals 3d6 points of damage + 1 
per caster level (maximum +15) per successful 
attack. The spell lasts for 1 round per level, and 
you can make one melee touch attack per 
round. 
 

Soften Earth and Stone (At Will) 
School transmutation [earth]; Level druid 2 
Casting Time 1 standard action 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Area 10-ft. square/level; see text 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

When this spell is cast, all natural, 
undressed earth or stone in the spell’s area is 
softened. Wet earth becomes thick mud, dry 
earth becomes loose sand or dirt, and stone 
becomes soft clay that is easily molded or 
chopped. You affect a 10-foot square area to a 
depth of 1 to 4 feet, depending on the toughness 
or resilience of the ground at that spot. Magical, 
enchanted, dressed, or worked stone cannot be 

affected. Earth or stone creatures are not 
affected. 

A creature in mud must succeed on a 
Reflex save or be caught for 1d2 rounds and 
unable to move, attack, or cast spells. A 
creature that succeeds on its save can move 
through the mud at half speed, and it can’t run or 
charge. Loose dirt is not as troublesome as 
mud, but all creatures in the area can move at 
only half their normal speed and can’t run or 
charge over the surface. Stone softened into 
clay does not hinder movement, but it does 
allow characters to cut, shape, or excavate 
areas they may not have been able to affect 
before. 

While this spell does not affect dressed 
or worked stone, cavern ceilings or vertical 
surfaces such as cliff faces can be affected. 
Usually, this causes a moderate collapse or 
landslide as the loosened material peels away 
from the face of the wall or roof and falls (treat 
as a cave-in with no bury zone, see Chapter 13). 

A moderate amount of structural 
damage can be dealt to a manufactured 
structure by softening the ground beneath it, 
causing it to settle. However, most well-built 
structures will only be damaged by this spell, not 
destroyed. 
 

Stone Shape (At Will) 

School transmutation [earth]; Level cleric 3, 
druid 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M/DF (soft clay) 
Range touch 
Target stone or stone object touched, up to 10 
cu. ft. + 1 cu. ft./level 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You can form an existing piece of stone 
into any shape that suits your purpose. While it’s 
possible to make crude coffers, doors, and so 
forth with stone shape, fine detail isn’t possible. 
There is a 30% chance that any shape including 
moving parts simply doesn’t work. 
 

Stone Tell (3/day) 

School divination; Level druid 6 
Casting Time 10 minutes 
Components V, S, DF 
Range personal 
Target you 
Duration 1 min./level 

You gain the ability to speak with 
stones, which relate to you who or what has 



touched them as well as revealing what is 
covered or concealed behind or under them. 
The stones relate complete descriptions if 
asked. A stone’s perspective, perception, and 
knowledge may prevent the stone from providing 
the details you are looking for. You can speak 
with natural or worked stone. 
 

Stoneskin (3/day) 
School abjuration; Level druid 5, 
sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (granite and diamond dust 
worth 250 gp) 
Range touch 
Target creature touched 
Duration 10 min./level or until discharged 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The warded creature gains resistance to 
blows, cuts, stabs, and slashes. The subject 
gains DR 10/adamantine. It ignores the first 10 
points of damage each time it takes damage 
from a weapon, though an adamantine weapon 
bypasses the reduction. Once the spell has 
prevented a total of 10 points of damage per 
caster level (maximum 150 points), it is 
discharged. 
 

Transmute Mud to Rock (DC 20) 
1/day 

School transmutation [earth]; Level druid 5, 
sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M/DF (sand, lime, and 
water) 
Range medium (100 ft. + 10 ft./level) 
Area up to two 10-ft. cubes/level (S) 
Duration permanent 
Saving Throw see text; Spell Resistance no 

This spell permanently transforms 
normal mud or quicksand of any depth into soft 
stone (sandstone or a similar mineral). 

Any creature in the mud is allowed a 
Reflex save to escape before the area is 
hardened to stone. 

Transmute mud to rock counters and 
dispels transmute rock to mud. 
 
 
 
 

Transmute Rock to Mud (DC 20) 
1/day 

School transmutation [earth]; Level druid 5, 
sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M/DF (clay and water) 
Range medium (100 ft. + 10 ft./level) 
Area up to two 10-ft. cubes/level (S) 
Duration permanent; see text 
Saving Throw see text; Spell Resistance no 

This spell turns natural, uncut, or 
unworked rock of any sort into an equal volume 
of mud. Magical stone is not affected by the 
spell. The depth of the mud created cannot 
exceed 10 feet. A creature unable to levitate, fly, 
or otherwise free itself from the mud sinks until 
hip- or chest-deep, reducing its speed to 5 feet 
and causing a –2 penalty on attack rolls and AC. 
Brush or similar material thrown atop the mud 
can support creatures able to climb on top of it. 
Creatures large enough to walk on the bottom 
can wade through the area at a speed of 5 feet. 

If transmute rock to mud is cast upon 
the ceiling of a cavern or tunnel, the mud falls to 
the floor and spreads out in a pool at a depth of 
5 feet. The falling mud and the ensuing cave-in 
deal 8d6 points of bludgeoning damage to 
anyone caught directly beneath the targeted 
area, or half damage to those who succeed on 
Reflex saves. 

Castles and large stone buildings are 
generally immune to the effect of the spell, since 
transmute rock to mud can’t affect worked stone 
and doesn’t reach deep enough to undermine 
such buildings’ foundations. However, small 
buildings or structures often rest upon 
foundations shallow enough to be damaged or 
even partially toppled by this spell. 

The mud remains until a successful 
dispel magic or transmute mud to rock spell 
restores its substance—but not necessarily its 
form. Evaporation turns the mud to normal dirt 
over a period of days. The exact time depends 
on exposure to the sun, wind, and normal 
drainage. 

Transmute rock to mud counters and 
dispels transmute mud to rock. 

 
 
 
 
 
 
 

 



Veil (Self only) (At Will) 

School illusion (glamer); Level bard 6, 
sorcerer/wizard 6 
Casting Time 1 standard action 
Components V, S 
Range long (400 ft. + 40 ft./level) 
Targets one or more creatures, no two of which 
can be more than 
30 ft. apart 
Duration concentration + 1 hour/level (D) 
Saving Throw Will negates; see text; Spell 
Resistance yes; see text 

You instantly change the appearance of 
the subjects and then maintain that appearance 
for the spell’s duration. You can make the 
subjects appear to be anything you wish. The 
subjects look, feel, and smell just like the 
creatures the spell makes them resemble. 
Affected creatures resume their normal 
appearances if slain. You must succeed on a 
Disguise check to duplicate the appearance of a 
specific individual. This spell gives you a +10 
bonus on the check. 

Unwilling targets can negate the spell’s 
effect on them by making Will saves or with spell 
resistance. Those who interact with the subjects 
can attempt Will disbelief saves to see through 
the glamer, but spell resistance doesn’t help. 
 

Wall of Stone (3/day) 

School conjuration (creation) [earth]; Level 
cleric 5, druid 6, sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M/DF (a small block of 
granite) 
Range medium (100 ft. + 10 ft./level) 
Effect stone wall whose area is up to one 5-ft. 
square/level (S) 
Duration instantaneous 
Saving Throw see text; Spell Resistance no 

This spell creates a wall of rock that 
merges into adjoining rock surfaces. A wall of 
stone is 1 inch thick per four caster levels and 
composed of up to one 5-foot square per level. 
You can double the wall’s area by halving its 
thickness. The wall cannot be conjured so that it 
occupies the same space as a creature or 
another object. 

Unlike a wall of iron, you can create a 
wall of stone in almost any shape you desire. 
The wall created need not be vertical, nor rest 
upon any firm foundation; however, it must 
merge with and be solidly supported by existing 

stone. It can be used to bridge a chasm, for 
instance, or as a ramp. For this use, if the span 
is more than 20 feet, the wall must be arched 
and buttressed. This requirement reduces the 
spell’s area by half. The wall can be crudely 
shaped to allow crenellations, battlements, and 
so forth by likewise reducing the area. 

Like any other stone wall, this one can 
be destroyed by a disintegrate spell or by normal 
means such as breaking and chipping. Each 5-
foot square of the wall has hardness 8 and 15 hit 
points per inch of thickness. A section of wall 
whose hit points drop to 0 is breached. If a 
creature tries to break through the wall with a 
single attack, the DC for the Strength check is 
20 + 2 per inch of thickness. 

It is possible, but difficult, to trap mobile 
opponents within or under a wall of stone, 
provided the wall is shaped so it can hold the 
creatures. Creatures can avoid entrapment with 
successful Reflex saves. 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Witchfire Spells (Tier 10-11) 

Spell-Like Abilities (CL 9th; concentration +16)  

Dancing Lights (At Will) 
 

Disguise Self (At Will) 
Disguise Self 
School illusion (glamer); Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 10 min./level (D) 

You make yourself—including clothing, 
armor, weapons, and equipment—look different. 
You can seem 1 foot shorter or taller, thin, fat, or 
in between. You cannot change your creature 
type (although you can appear as another 
subtype). Otherwise, the extent of the apparent 
change is up to you. You could add or obscure a 
minor feature or look like an entirely different 
person or gender. 

The spell does not provide the abilities 
or mannerisms of the chosen form, nor does it 
alter the perceived tactile (touch) or audible 
(sound) properties of you or your equipment. If 
you use this spell to create a disguise, you get a 
+10 bonus on the Disguise check. A creature 
that interacts with the glamer gets a Will save to 
recognize it as an illusion. 
 

Ghost Sound (DC 17) 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. 
 

Invisibility (At Will) 

School illusion (glamer); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M/DF (an eyelash encased 
in gum arabic) 
Range personal or touch 
Target you or a creature or object weighing no 
more than 100 lbs./level 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless) or Will 
negates (harmless, object); Spell Resistance 
yes (harmless) or yes (harmless, object) 

The creature or object touched becomes 
invisible. If the recipient is a creature carrying 
gear, that vanishes, too. If you cast the spell on 
someone else, neither you nor your allies can 
see the subject, unless you can normally see 
invisible things or you employ magic to do so. 
Items dropped or put down by an invisible 
creature become visible; items picked up 
disappear if tucked into the clothing or pouches 
worn by the creature. Light, however, never 
becomes invisible, although a source of light can 
become so (thus, the effect is that of a light with 
no visible source). Any part of an item that the 
subject carries but that extends more than 10 
feet from it becomes visible. 

Of course, the subject is not magically 
silenced, and certain other conditions can render 
the recipient detectable (such as swimming in 
water or stepping in a puddle). If a check is 
required, a stationary invisible creature has a 
+40 bonus on its Stealth checks. This bonus is 



reduced to +20 if the creature is moving. The 
spell ends if the subject attacks any creature. 
For purposes of this spell, an attack includes 
any spell targeting a foe or whose area or effect 
includes a foe. Exactly who is a foe depends on 
the invisible character’s perceptions. Actions 
directed at unattended objects do not break the 
spell. Causing harm indirectly is not an attack. 
Thus, an invisible being can open doors, talk, 
eat, climb stairs, summon monsters and have 
them attack, cut the ropes holding a rope bridge 
while enemies are on the bridge, remotely 
trigger traps, open a portcullis to release attack 
dogs, and so forth. If the subject attacks directly, 
however, it immediately becomes visible along 
with all its gear. Spells such as bless that 
specifically affect allies but not foes are not 
attacks for this purpose, even when they include 
foes in their area. 

Invisibility can be made permanent 
(on objects only) with a permanency spell. 
 

Pyrotechnics (DC 19) 3/day 

School transmutation; Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (one fire source) 
Range long (400 ft. + 40 ft./level) 
Target one fire source, up to a 20-ft. cube 
Duration 1d4+1 rounds, or 1d4+1 rounds after 
creatures leave the smoke cloud; see text 
Saving Throw Will negates or Fortitude 
negates; see text; Spell Resistance yes or no; 
see text 

Pyrotechnics turns a fire into a burst of 
blinding fireworks or a thick cloud of choking 
smoke, depending on your choice. The spell 
uses one fire source, which is immediately 
extinguished. A fire so large that it exceeds a 
20-foot cube is only partly extinguished. Magical 
fires are not extinguished, although a fire-based 
creature used as a source takes 1 point of 
damage per caster level. 

Fireworks: The fireworks are a flashing, 
fiery, momentary burst of glowing, colored aerial 
lights. This effect causes creatures within 120 
feet of the fire source to become blinded for 
1d4+1 rounds (Will negates). These creatures 
must have line of sight to the fire to be affected. 
Spell resistance can prevent blindness. 

Smoke Cloud: A stream of smoke 
billows out from the fire, forming a choking cloud 
that spreads 20 feet in all directions and lasts for 
1 round per caster level. All sight, even 

darkvision, is ineffective in or through the cloud. 
All within the cloud take –4 penalties to Strength 
and Dexterity (Fortitude negates). These effects 
last for 1d4+1 rounds after the cloud dissipates 
or after the creature leaves the area of the 
cloud. Spell resistance does not apply. 
 

Ray of Enfeeblement (DC 18) 3/day 

School necromancy; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect ray 
Duration 1 round/level 
Saving Throw Fortitude half; Spell Resistance 
yes 

A coruscating ray springs from your 
hand. You must succeed on a ranged touch 
attack to strike a target. The subject takes a 
penalty to Strength equal to 1d6+1 per two 
caster levels (maximum 1d6+5). The subject’s 
Strength score cannot drop below 1. A 
successful Fortitude save reduces this penalty 
by half. This penalty does not stack with itself. 
Apply the highest penalty instead. 
 

Summon (level 4, 2 will-o’-wisps 50%) 
(1/day) 
 

 

 

 

 

 

 

 

 

 

 

 

 

 



Advanced Yengethe Spells (Tier 10-11) 

Spell-Like Abilities (CL 10th; concentration +15)  

Psychic Magic (CL 10th; concentration +15)       20 PE 

 

Air Walk (Constant) 

School transmutation [air]; Level cleric 4, druid 
4 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target creature (Gargantuan or smaller) 
touched 
Duration 10 min./level 
Saving Throw none; Spell Resistance yes 
(harmless) 

The subject can tread on air as if 
walking on solid ground. Moving upward is 
similar to walking up a hill. The maximum 
upward or downward angle possible is 45 
degrees, at a rate equal to half the air walker’s 
normal speed. 

A strong wind (21+ miles per hour) can 
push the subject along or hold it back. At the 
end of a creature’s turn each round, the wind 
blows the air walker 5 feet for each 5 miles per 
hour of wind speed. The creature may be 
subject to additional penalties in exceptionally 
strong or turbulent winds, such as loss of control 
over movement or physical damage from being 
buffeted about. 

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 in 
this way if the air walk spell is dispelled, but not 
if it is negated by an antimagic field. 

You can cast air walk on a specially 
trained mount so it can be ridden through the air. 
You can train a mount to move with the aid of air 
walk (counts as a trick; see Handle Animal skill) 
with 1 week of work and a DC 25 Handle Animal 
check. 
 
 
 
 
 

Control Summoned Creature  (DC 19, 4 
PE)  
School enchantment (compulsion) [mind-
affecting]; Level bard 3, cleric 4, sorcerer/wizard 
4, summoner 3 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one summoned creature 
Duration 1 round/level 
Saving Throw Will negates; Spell Resistance 
yes 

You seize control of a summoned 
creature by disrupting the bond between it and 
the caster who summoned it. If the creature fails 
its save, you may command it as if you had 
summoned it. The original caster can attempt to 
regain control of the creature as a standard 
action by making an opposed Spellcraft check 
against you. When your spell ends, control 
reverts to the original summoner. If the 
summoning spell ends before this spell ends, 
the remaining duration of this spell is lost. 

 

Darkness (At Will) 

School evocation [darkness]; Level bard 2, 
cleric 2, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, M/DF (bat fur and a piece of 
coal) 
Range touch 
Target object touched 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

This spell causes an object to radiate 
darkness out to a 20-foot radius. This darkness 
causes the illumination level in the area to drop 
one step, from bright light to normal light, from 
normal light to dim light, or from dim light to 
darkness. This spell has no effect in an area that 
is already dark. Creatures with light vulnerability 
or sensitivity take no penalties in normal light. All 
creatures gain concealment (20% miss chance) 
in dim light. All creatures gain total concealment 
(50% miss chance) in darkness. Creatures with 
darkvision can see in an area of dim light or 
darkness without penalty. Nonmagical sources 
of light, such as torches and lanterns, do not 



increase the light level in an area of darkness. 
Magical light sources only increase the light 
level in an area if they are of a higher spell level 
than darkness. 

If darkness is cast on a small object that 
is then placed inside or under a lightproof 
covering, the spell’s effect is blocked until the 
covering is removed. 
This spell does not stack with itself. Darkness 
can be used to counter or dispel any light spell 
of equal or lower spell level. 
 

Demand (DC 23, 8 PE) 
School enchantment (compulsion) [mind-
affecting]; Level sorcerer/wizard 8 
Saving Throw Will partial; Spell Resistance 
yes 

This spell functions like sending, but the 
message can also contain a suggestion (see the 
suggestion spell), which the subject does its 
best to carry out. A successful Will save negates 
the suggestion effect but not the contact itself. 
The demand, if received, is understood even if 
the subject’s Intelligence score is as low as 1. If 
the message is impossible or meaningless 
according to the circumstances that exist for the 
subject at the time the demand is issued, the 
message is understood but the suggestion is 
ineffective. 

The demand’s message to the creature 
must be 25 words or less, including the 
suggestion. The creature can also give a short 
reply immediately. 
 
Sending 
School evocation; Level cleric 4, sorcerer/wizard 5 
Casting Time 10 minutes 
Components V, S, M/DF (fine copper wire) 
Range see text 
Target one creature 
Duration 1 round; see text 
Saving Throw none; Spell Resistance no 

You contact a particular creature with which 
you are familiar and send a short message of 25 
words or less to the subject. The subject recognizes 
you if it knows you. It can answer in like manner 
immediately. A creature with an Intelligence score as 
low as 1 can understand the sending, though the 
subject’s ability to react is limited as normal by its 
Intelligence. Even if the sending is received, the 
subject is not obligated to act upon it in any manner. 

If the creature in question is not on the same 
plane of existence as you are, there is a 5% chance 
that the sending does not arrive. (Local conditions on 
other planes may worsen this chance considerably.) 
 
Suggestion  

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). 

 

Fear (DC 19, 4 PE) 
School necromancy [fear, mind-affecting]; Level 
bard 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (the heart of a hen or a 
white feather) 
Range 30 ft. 
Area cone-shaped burst 
Duration 1 round/level or 1 round; see text 
Saving Throw Will partial; Spell Resistance 
yes 

An invisible cone of terror causes each 
living creature in the area to become panicked 
unless it succeeds on a Will save. If cornered, a 
panicked creature begins cowering. If the Will 
save succeeds, the creature is shaken for 1 
round. 
 

Interplanetary Teleport (1/year) 

School conjuration (teleportation); Level cleric 
9, sorcerer/wizard 9 
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 functions as teleport, except 
there is truly no range limit and you do not need 
to have seen your destination, though you must 
have a solid grasp of which world you wish to 
travel to (“the third planet from the sun” is an 
acceptable destination, but “a habitable world 
near that bright star” is not). If you have a 
specific location on a planet in mind, you arrive 
there without a chance of failure; otherwise you 
arrive at a location that would not immediately 
be life-threatening. If no such safe landing zone 
exists on the world, such as someone 
attempting to travel into the sun without the 
proper precautions in place, the spell simply 
fails. 
 

Telekinesis (DC 20) At Will 
School transmutation; Level sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S 
Range long (400 ft. + 40 ft./level) 
Target or Targets see text 
Duration concentration (up to 1 round/level) or 
instantaneous; see text 
Saving Throw Will negates (object) or none; 
see text; Spell Resistance yes (object); see text 

You move objects or creatures by 
concentrating on them. Depending on the 
version selected, the spell can provide a gentle, 
sustained force, perform a variety of combat 
maneuvers, or exert a single short, violent 
thrust. 

Sustained Force: A sustained force 
moves an object weighing no more than 25 
pounds per caster level (maximum 375 pounds 
at 15th level) up to 20 feet per round. A creature 
can negate the effect on an object it possesses 
with a successful Will save or with spell 
resistance. 

This version of the spell can last 1 round 
per caster level, but it ends if you cease 
concentration. The weight can be moved 
vertically, horizontally, or in both directions. An 
object cannot be moved beyond your range. The 
spell ends if the object is forced beyond the 
range. If you cease concentration for any 
reason, the object falls or stops. 

An object can be telekinetically 
manipulated as if with one hand. For example, a 
lever or rope can be pulled, a key can be turned, 
an object rotated, and so on, if the force required 
is within the weight limitation. You might even be 
able to untie simple knots, though delicate 
activities such as these require DC 15 
Intelligence checks. 

Combat Maneuver: Alternatively, once 
per round, you can use telekinesis to perform a 
bull rush, disarm, grapple (including pin), or trip. 
Resolve these attempts as normal, except that 
they don’t provoke attacks of opportunity, you 
use your caster level in place of your Combat 
Maneuver Bonus, and you add your Intelligence 
modifier (if a wizard) or Charisma modifier (if a 
sorcerer) in place of your Strength or Dexterity 
modifier. No save is allowed against these 
attempts, but spell resistance applies normally. 
This version of the spell can last 1 round per 
caster level, but it ends if you cease 
concentration. 

Violent Thrust: Alternatively, the spell 
energy can be spent in a single round. You can 
hurl one object or creature per caster level 
(maximum 15) that are within range and all 
within 10 feet of each other toward any target 
within 10 feet per level of all the objects. You 
can hurl up to a total weight of 25 pounds per 
caster level (maximum 375 pounds at 15th 
level). 

You must succeed on attack rolls (one 
per creature or object thrown) to hit the target 
with the items, using your base attack bonus + 
your Intelligence modifier (if a wizard) or 
Charisma modifier (if a sorcerer). Weapons 
cause standard damage (with no Strength 
bonus; note that arrows or bolts deal damage as 
daggers of their size when used in this manner). 
Other objects cause damage ranging from 1 
point per 25 pounds (for less dangerous objects) 
to 1d6 points of damage per 25 pounds (for 
hard, dense objects). Objects and creatures that 
miss their target land in a square adjacent to the 
target. 

Creatures who fall within the weight 
capacity of the spell can be hurled, but they are 
allowed Will saves (and spell resistance) to 
negate the effect, as are those whose held 
possessions are targeted by the spell. 

If a telekinesed creature is hurled 
against a solid surface, it takes damage as if it 
had fallen 10 feet (1d6 points). 
 
 
 
 
 
 
 
 
 
 



Tree Shape (At Will) 

School transmutation; Level druid 2, ranger 3 
Casting Time 1 standard action 
Components V, S, DF 
Range personal 
Target you 
Duration 1 hour/level (D) 

This spell allows you to assume the 
form of a Large living tree or shrub or a Large 
dead tree trunk with a small number of limbs. 
The exact type of tree, as well as its 
appearance, is completely under your control. 
Even the closest inspection cannot reveal that 
the tree in question is actually a magically 
concealed creature. To all normal tests you are, 
in fact, a tree or shrub, although a detect magic 
spell reveals a faint transmutation on the tree. 
While in tree form, you can observe all that 
transpires around  you just as if you were in your 
normal form, and your hit points and save 
bonuses remain unaffected. You gain a +10 
natural armor bonus to AC but have an effective 
Dexterity score of 0 and a speed of 0 feet. You 
are immune to critical hits while in tree form. All 
clothing and gear carried or worn changes with 
you. You can dismiss tree shape as a free action 
(instead of as a standard action). 
 

True Strike, Quickened (1 PE) No 
AoO! 

School divination; Level sorcerer/wizard 1 
Casting Time 1 swift action 
Components V, F (small wooden replica of an 
archery target) 
Range personal 
Target you 
Duration see text 

You gain temporary, intuitive insight into 
the immediate future during your next attack. 
Your next single attack roll (if it is made before 
the end of the next round) gains a +20 insight 
bonus. Additionally, you are not affected by the 
miss chance that applies to attackers trying to 
strike a concealed target. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 



Adult Crystal Dragon Spells  (Tier 10-11) 

Spell-Like Abilities (CL 13th; concentration +18)  
Spells Known (CL 1st; concentration +7)  
 

1st  (5/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. 
 

Color Spray (DC 17) At Will 

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. 
 

Detect Magic 
 
 

 

Ghost Sound  (DC 16) 

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. 
 

Glitterdust (DC 17) At Will 
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. 
 

Rainbow Pattern (DC 20) At Will 
School illusion (pattern) [mind-affecting]; Level 
bard 4, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V (bard only), S, M (a piece of 
phosphor), F (a crystal prism); see text 
Range medium (100 ft. + 10 ft./level) 
Effect colorful lights with a 20-ft.-radius spread 
Duration Concentration +1 round/level (D) 
Saving Throw Will negates; Spell Resistance 
yes 

A glowing, rainbow-hued pattern of 
interweaving colors fascinates those within it. 
Rainbow pattern fascinates a maximum of 24 
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. An affected creature that 
fails its saves is fascinated by the pattern. 

With a simple gesture (a free action), 
you can make the rainbow pattern move up to 
30 feet per round (moving its effective point of 
origin). All fascinated creatures follow the 
moving rainbow of light, trying to remain within 
the effect. Fascinated creatures who are 
restrained and removed from the pattern still try 
to follow it. If the pattern leads its subjects into a 
dangerous area, each fascinated creature gets a 
second save. If the view of the lights is 
completely blocked, creatures who can’t see 
them are no longer affected. 

The spell does not affect sightless 
creatures. 
 

Read Magic 
 
Shield  
 
Unseen Servant 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 



Crystal Dragon Ravener Spells  (Tier 10-11) 

Spell-Like Abilities (CL 21st; concentration +32)  
Sorcerer Spells Known (CL 12th; concentration +23) 
 
6th (3/day) 
5th (5/day) 
4th (6/day) 
3rd (6/day) 
2nd (6/day) 
1st (6/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. 
 

Alarm 
 
Arcane Mark 
 

Blindness/Deafness (DC 23) 

School necromancy; Level bard 2, cleric 3, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V 
Range medium (100 ft. + 10 ft./level) 
Target one living creature 
Duration permanent (D) 
Saving Throw Fortitude negates; Spell 
Resistance yes 

You call upon the powers of unlife to 
render the subject blinded or deafened, as you 
choose. 
 

Color Spray (DC 22) At Will 

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. 
 

Detect Magic 
 
Detect Poison 
 
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. 
 

Dismissal (DC 26) 
School abjuration; Level cleric 4, 
sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Target one extraplanar creature 
Duration instantaneous 
Saving Throw Will negates; see text; Spell 
Resistance yes 

This spell forces an extraplanar creature 
back to its proper plane if it fails a Will save. If 
the spell is successful, the creature is instantly 
whisked away, but there is a 20% chance of 
actually sending the subject to a plane other 
than its own. 
 
Displacement  
School illusion (glamer); Level bard 3, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, M (a small loop of leather) 
Range touch 
Target creature touched 
Duration 1 round/level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The subject of this spell appears to be 
about 2 feet away from its true location. The 

creature benefits from a 50% miss chance as if it 
had total concealment. Unlike actual total 
concealment, displacement does not prevent 
enemies from targeting the creature normally. 
True seeing reveals its true location and negates 
the miss chance. 
 
Feather Fall 
School transmutation; Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 immediate action 
Components V 
Range close (25 ft. + 5 ft./2 levels) 
Targets one Medium or smaller freefalling 
object or creature/level, no two of which may be 
more than 20 ft. apart 
Duration until landing or 1 round/level 
Saving Throw Will negates (harmless) or Will 
negates (object); Spell Resistance yes (object) 

The affected creatures or objects fall 
slowly. Feather fall instantly changes the rate at 
which the targets fall to a mere 60 feet per round 
(equivalent to the end of a fall from a few feet), 
and the subjects take no damage upon landing 
while the spell is in effect. When the spell 
duration expires, a normal rate of falling 
resumes. 

The spell affects one or more Medium or 
smaller creatures (including gear and carried 
objects up to each creature’s maximum load) or 
objects, or the equivalent in larger creatures: a 
Large creature or object counts as two Medium 
creatures or objects, a Huge creature or object 
counts as four Medium creatures or objects, and 
so forth. 

This spell has no special effect on 
ranged weapons unless they are falling quite a 
distance. If the spell is cast on a falling item, the 
object does half normal damage based on its 
weight, with no bonus for the height of the drop. 

Feather fall works only upon free-falling 
objects. It does not affect a sword blow or a 
charging or flying creature. 
 

Ghost Sound (DC 21) 

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. 
 

Glitterdust (DC 23) At Will 

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. 
 

Invisibility  
School illusion (glamer); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M/DF (an eyelash encased 
in gum arabic) 
Range personal or touch 

Target you or a creature or object weighing no 
more than 100 lbs./level 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless) or Will 
negates (harmless, object); Spell Resistance 
yes (harmless) or yes (harmless, object) 

The creature or object touched becomes 
invisible. If the recipient is a creature carrying 
gear, that vanishes, too. If you cast the spell on 
someone else, neither you nor your allies can 
see the subject, unless you can normally see 
invisible things or you employ magic to do so. 
Items dropped or put down by an invisible 
creature become visible; items picked up 
disappear if tucked into the clothing or pouches 
worn by the creature. Light, however, never 
becomes invisible, although a source of light can 
become so (thus, the effect is that of a light with 
no visible source). Any part of an item that the 
subject carries but that extends more than 10 
feet from it becomes visible. 

Of course, the subject is not magically 
silenced, and certain other conditions can render 
the recipient detectable (such as swimming in 
water or stepping in a puddle). If a check is 
required, a stationary invisible creature has a 
+40 bonus on its Stealth checks. This bonus is 
reduced to +20 if the creature is moving. The 
spell ends if the subject attacks any creature. 
For purposes of this spell, an attack includes 
any spell targeting a foe or whose area or effect 
includes a foe. Exactly who is a foe depends on 
the invisible character’s perceptions. Actions 
directed at unattended objects do not break the 
spell. Causing harm indirectly is not an attack. 
Thus, an invisible being can open doors, talk, 
eat, climb stairs, summon monsters and have 
them attack, cut the ropes holding a rope bridge 
while enemies are on the bridge, remotely 
trigger traps, open a portcullis to release attack 
dogs, and so forth. If the subject attacks directly, 
however, it immediately becomes visible along 
with all its gear. Spells such as bless that 
specifically affect allies but not foes are not 
attacks for this purpose, even when they include 
foes in their area. 

Invisibility can be made permanent (on 
objects only) with a permanency spell. 
 

Lightning Bolt (DC 24)  

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 
 
Magic Aura 
 

Major Image (DC 24) 

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 

 

Minor Image (DC 23) 

School illusion (figment); Level bard 2, 
sorcerer/wizard 2 
Duration concentration + 2 rounds 

This spell functions like silent image, 
except that minor image includes some minor 
sounds but not understandable speech. 
 
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). 
 
 
 
 
 
 
 
 
 
 



Mislead (DC 27) 3/day 
School illusion (figment, glamer); Level bard 5, 
sorcerer/wizard 6 
Casting Time 1 standard action 
Components S 
Range close (25 ft. + 5 ft./2 levels) 
Target/Effect you/one illusory double 
Duration 1 round/level (D) and concentration + 
3 rounds; see text 
Saving Throw none or Will disbelief (if 
interacted with); see text; Spell Resistance no 

You become invisible (as greater 
invisibility, a glamer), and at the same time, an 
illusory double of you (as major image, a 
figment) appears. You are then free to go 
elsewhere while your double moves away. The 
double appears within range but thereafter 
moves as you direct it (which requires 
concentration beginning on the first round after 
the casting). You can make the figment appear 
superimposed perfectly over your own body so 
that observers don’t notice an image appearing 
and you turning invisible. You and the figment 
can then move in different directions. The 
double moves at your speed and can talk and 
gesture as if it were real, but it cannot attack or 
cast spells, though it can pretend to do so. 

The illusory double lasts as long as you 
concentrate upon it, plus 3 additional rounds. 
After you cease concentration, the illusory 
double continues to carry out the same activity 
until the duration expires. The greater invisibility 
lasts for 1 round per level, regardless of 
concentration. 
 

Phantasmal Killer (DC 25) 

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. 
 

Prismatic Spray (DC 28) 3/day 

School evocation; Level sorcerer/wizard 7 
Casting Time 1 standard action 
Components V, S 
Range 60 ft. 
Area cone-shaped burst 
Duration instantaneous 
Saving Throw see text; Spell Resistance yes 

This spell causes seven shimmering, 
multicolored beams of light to spray from your 
hand. Each beam has a different power. 
Creatures in the area of the spell with 8 HD or 
less are automatically blinded for 2d4 rounds. 
Every creature in the area is randomly struck by 
one or more beams, which have additional 
effects. 

Color 
1d8  of Beam 
1  Red 20 points fire damage (Reflex half ) 
2  Orange 40 points acid damage (Reflex 
half ) 
3  Yellow 80 points electricity damage 
(Reflex half) 
4  Green Poison (Frequency 1/rd. for 6 rd.; 
Init. effect death; Sec. effect 1 Con/rd.; Cure 2 
consecutive Fort saves)* 
5  Blue Flesh to stone (Fortitude negates) 
6  Indigo Insane, as insanity spell (Will 
negates) 
7  Violet Sent to another plane (Will 
negates) 
8  Struck by Roll twice more, ignoring any 
“8” two rays results 
     * See poisons on page 557. 
 
Flesh To Stone 
School transmutation; Level sorcerer/wizard 6 
Casting Time 1 standard action 
Components V, S, M (lime, water, and earth) 
Range medium (100 ft. + 10 ft./level) 
Target one creature 
Duration instantaneous 
Saving Throw Fortitude negates; Spell Resistance 
yes 



The subject, along with all its carried gear, 
turns into a mindless, inert statue. If the statue 
resulting from this spell is broken or damaged, the 
subject (if ever returned to its original state) has 
similar damage or deformities. The creature is not 
dead, but it does not seem to be alive either when 
viewed with spells such as deathwatch. 

Only creatures made of flesh are affected by 
this spell. 
 
Insanity 
School enchantment (compulsion) [mind-affecting]; 
Level sorcerer/wizard 7 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target one living creature 
Duration instantaneous 
Saving Throw Will negates; Spell Resistance yes 

The affected creature suffers from a 
continuous confusion effect, as the spell. 

Remove curse does not remove insanity. 
Greater restoration, heal, limited wish, miracle, or 
wish can restore the creature. 
 
Confusion 
School enchantment (compulsion) [mind-affecting]; 
Level bard 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M/DF (three nutshells) 
Range medium (100 ft. + 10 ft./level) 
Targets all creatures in a 15-ft.-radius burst 
Duration 1 round/level 
Saving Throw Will negates; Spell Resistance yes 

This spell causes confusion in the targets, 
making them unable to determine their actions. Roll 
on the following table at the start of each subject’s 
turn each round to see what it does in that round. 
d%  Behavior 
01–25  Act normally 
26–50  Do nothing but babble incoherently 
51–75  Deal 1d8 points of damage + Str modifier to 
self with item in hand 
76–100 Attack nearest creature (for this purpose, a 
familiar counts as part of the subject’s self ) 

A confused character who can’t carry out the 
indicated action does nothing but babble incoherently. 
Attackers are not at any special advantage when 
attacking a confused character. Any confused 
character who is attacked automatically attacks its 
attackers on its next turn, as long as it is still confused 
when its turn comes. Note that a confused character 
will not make attacks of opportunity against any 
creature that it is not already devoted to attacking 
(either because of its most recent action or because it 
has just been attacked). 

 
 
 
 
 

Prying Eyes  
School divination; Level sorcerer/wizard 5 
Casting Time 1 minute 
Components V, S, M (a handful of crystal 
marbles) 
Range 1 mile 
Effect 10 or more levitating eyes 
Duration 1 hour/level; see text (D) 
Saving Throw none; Spell Resistance no 

You create a number of semitangible, 
visible magical orbs (called “eyes”) equal to 1d4 
+ your caster level. These eyes move out, scout 
around, and return as you direct them when 
casting the spell. Each eye can see 120 feet 
(normal vision only) in all directions. 

While the individual eyes are quite 
fragile, they’re small and difficult to spot. Each 
eye is a Fine construct, about the size of a small 
apple, that has 1 hit point, AC 18 (+8 bonus for 
its size), flies at a speed of 30 feet with a +20 
bonus on Fly skill checks and a +16 bonus on 
Stealth skill checks. It has a Perception modifier 
equal to your caster level (maximum +15) and is 
subject to illusions, darkness, fog, and any other 
factors that affect your ability to receive visual 
information about your surroundings. An eye 
traveling in darkness must find its way by touch. 

When you create the eyes, you specify 
instructions you want them to follow in a 
command of no more than 25 words. Any 
knowledge you possess is known by the eyes as 
well. 

In order to report their findings, the eyes 
must return to your hand. Each replays in your 
mind all it has seen during its existence. It takes 
an eye 1 round to replay 1 hour of recorded 
images. After relaying its findings, an eye 
disappears. 

If an eye ever gets more than 1 mile 
away from you, it instantly ceases to exist. 
However, your link with the eye is such that you 
won’t know if the eye was destroyed because it 
wandered out of range or because of some 
other event. 

The eyes exist for up to 1 hour per 
caster level or until they return to you. Dispel 
magic can destroy eyes. Roll separately for each 
eye caught in an area dispel. Of course, if an 
eye is sent into darkness, it could hit a wall or 
similar obstacle and destroy itself. 
 
 
 
 
 



Rainbow Pattern (DC 25) At Will 

School illusion (pattern) [mind-affecting]; Level 
bard 4, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V (bard only), S, M (a piece of 
phosphor), F (a crystal prism); see text 
Range medium (100 ft. + 10 ft./level) 
Effect colorful lights with a 20-ft.-radius spread 
Duration Concentration +1 round/level (D) 
Saving Throw Will negates; Spell Resistance 
yes 

A glowing, rainbow-hued pattern of 
interweaving colors fascinates those within it. 
Rainbow pattern fascinates a maximum of 24 
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. An affected creature that 
fails its saves is fascinated by the pattern. 

With a simple gesture (a free action), 
you can make the rainbow pattern move up to 
30 feet per round (moving its effective point of 
origin). All fascinated creatures follow the 
moving rainbow of light, trying to remain within 
the effect. Fascinated creatures who are 
restrained and removed from the pattern still try 
to follow it. If the pattern leads its subjects into a 
dangerous area, each fascinated creature gets a 
second save. If the view of the lights is 
completely blocked, creatures who can’t see 
them are no longer affected. 

The spell does not affect sightless 
creatures. 
 

Read Magic 
 

Resilient Sphere (DC 25) 

School evocation [force]; Level sorcerer/wizard 
4 
Casting Time 1 standard action 
Components V, S, F (a crystal sphere) 
Range close (25 ft. + 5 ft./2 levels) 
Effect 1-ft.-diameter/level sphere, centered 
around a creature 
Duration 1 min./level (D) 
Saving Throw Reflex negates; Spell 
Resistance yes 

A globe of shimmering force encloses a 
creature, provided the creature is small enough 
to fit within the diameter of the sphere. The 
sphere contains its subject for the spell’s 
duration. The sphere functions as a wall of force, 
except that it can be negated by dispel magic. A 
subject inside the sphere can breathe normally. 

The sphere cannot be physically moved either 
by people outside it or by the struggles of those 
within. 
 
Wall of Force 
School evocation [force]; Level sorcerer/wizard 
5 
Casting Time 1 standard action 
Components V, S, M (powdered quartz) 
Range close (25 ft. + 5 ft./2 levels) 
Effect wall whose area is up to one 10-ft. 
square/level 
Duration 1 round /level (D) 
Saving Throw none; Spell Resistance no 

A wall of force creates an invisible wall 
of pure force. The wall cannot move and is not 
easily destroyed. A wall of force is immune to 
dispel magic, although a mage’s disjunction can 
still dispel it. A wall of force can be damaged by 
spells as normal, except for disintegrate, which 
automatically destroys it. It can be damaged by 
weapons and supernatural abilities, but a wall of 
force has hardness 30 and a number of hit 
points equal to 20 per caster level. Contact with 
a sphere of annihilation or rod of cancellation 
instantly destroys a wall of force. 

Breath weapons and spells cannot pass 
through a wall of force in either direction, 
although dimension door, teleport, and similar 
effects can bypass the barrier. It blocks ethereal 
creatures as well as material ones (though 
ethereal creatures can usually circumvent the 
wall by going around it, through material floors 
and ceilings). Gaze attacks can operate through 
a wall of force. 

The caster can form the wall into a flat, 
vertical plane whose area is up to one 10-foot 
square per level. The wall must be continuous 
and unbroken when formed. If its surface is 
broken by any object or creature, the spell fails. 

Wall of force can be made permanent 
with a permanency spell. 
 

See Invisibility 
 

Silent Image (DC 22) 

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. 
 

Slow (DC 24) 

School transmutation; Level bard 3, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (a drop of molasses) 
Range close (25 ft. + 5 ft./2 levels) 
Targets one creature/level, no two of which can 
be more than 30 ft. apart 
Duration 1 round/level 
Saving Throw Will negates; Spell Resistance 
yes 

An affected creature moves and attacks 
at a drastically slowed rate. Creatures affected 
by this spell are staggered and can take only a 
single move action or standard action each turn, 
but not both (nor may it take full-round actions). 
Additionally, it takes a –1 penalty on attack rolls, 
AC, and Reflex saves. A slowed creature moves 
at half its normal speed (round down to the next 
5-foot increment), which affects the creature’s 
jumping distance as normal for decreased 
speed. 

Multiple slow effects don’t stack. Slow 
counters and dispels haste. 
 

Stone To Flesh (DC 27) 3/day) 

School transmutation; Level sorcerer/wizard 6 
Casting Time 1 standard action 
Components V, S, M (a drop of blood mixed 
with earth) 
Range medium (100 ft. + 10 ft./level) 
Target one petrified creature or a cylinder of 
stone from 1 ft. to 3 ft. in diameter and up to 10 
ft. long 
Duration instantaneous 
Saving Throw Fortitude negates (object); see 
text; Spell Resistance yes 

This spell restores a petrified creature to 
its normal state, restoring life and goods. The 
creature must make a DC 15 Fortitude save to 
survive the process. Any petrified creature, 
regardless of size, can be restored. The spell 
also can convert a mass of stone into a fleshy 

substance. Such flesh is inert and lacking a vital 
life force unless a life force or magical energy is 
available. For example, this spell would turn an 
animated stone statue into an animated flesh 
statue, but an ordinary statue would become a 
mass of inert flesh in the shape of the statue. 
You can affect an object that fits within a 
cylinder from 1 foot to 3 feet in diameter and up 
to 10 feet long or a cylinder of up to those 
dimensions in a larger mass of stone. 
 

Touch of Fatigue (DC 21) 

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. 
 

Unseen Servant  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 



Pharaonic Guardian Spells (Tier 10-11) 

Spell-Like Abilities (CL 15th)  

Command, Greater (DC 20) 1/day 

School enchantment (compulsion) [language-
dependent, mind-affecting]; 
Level cleric 5 
Targets one creature/level, no two of which can 
be more than 30 ft. apart 
Duration 1 round/level 

This spell functions like command, 
except that up to one creature per level may be 
affected, and the activities continue beyond 1 
round. At the start of each commanded 
creature’s action after the first, it gets another 
Will save to attempt to break free from the spell. 
Each creature must receive the same command. 
 
Command 
School enchantment (compulsion) [language-
dependent, mindaffecting]; 
Level cleric 1 
Casting Time 1 standard action                    
Components V 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature 
Duration 1 round 
Saving Throw Will negates; Spell Resistance 
yes 

You give the subject a single command, 
which it obeys to the best of its ability at its 
earliest opportunity. You may select from the 
following options. 

Approach: On its turn, the subject 
moves toward you as quickly and directly as 
possible for 1 round. The creature may do 
nothing but move during its turn, and it provokes 
attacks of opportunity for this movement as 
normal. 

Drop: On its turn, the subject drops 
whatever it is holding. It can’t pick up any 
dropped item until its next turn. 

Fall: On its turn, the subject falls to the 
ground and remains prone for 1 round. It may 
act normally while prone but takes any 
appropriate penalties. 

Flee: On its turn, the subject moves 
away from you as quickly as possible for 1 
round. It may do nothing but move during its 
turn, and it provokes attacks of opportunity for 
this movement as normal. 

Halt: The subject stands in place for 1 
round. It may not take any actions but is not 
considered helpless. 

If the subject can’t carry out your 
command on its next turn, the spell 
automatically fails. 
 

Suggestion (DC 18) 3/day 

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). 
 
 
 
 
 
 
 
 
 
 
 

 



Nereid Spells  (Tier 10-11) 

Spell-Like Abilities (CL 12th; concentration +17)  
 

Control Water (At Will) 

School transmutation [water]; Level cleric 4, 
druid 4, sorcerer/wizard 6 
Casting Time 1 standard action 
Components V, S, M/DF (a pinch of dust for 
lower water or a drop of water for raise water) 
Range long (400 ft. + 40 ft./level) 
Area water in a volume of 10 ft./level by 10 
ft./level by 2 ft./level (S) 
Duration 10 min./level (D) 
Saving Throw none; see text; Spell 
Resistance no 

This spell has two different applications, 
both of which control water in different ways. 
The first version of this spell causes water in the 
area to swiftly evaporate or to sink into the 
ground below, lowering the water’s depth. The 
second version causes the water to surge and 
rise, increasing its overall depth and possibly 
flooding nearby areas. 

Lower Water: This causes water or 
similar liquid to reduce its depth by as much as 2 
feet per caster level (to a minimum depth of 1 
inch). The water is lowered within a squarish 
depression whose sides are up to caster level × 
10 feet long. In extremely large and deep bodies 
of water, such as a deep ocean, the spell 
creates a whirlpool that sweeps ships and 
similar craft downward, putting them at risk and 
rendering them unable to leave by normal 
movement for the duration of the spell. When 
cast on water elementals and other water-based 
creatures, this spell acts as a slow spell (Will 
negates). The spell has no effect on other 
creatures. 

Raise Water: This causes water or 
similar liquid to rise in height, just as the lower 
water version causes it to lower. Boats raised in 
this way slide down the sides of the hump that 
the spell creates. If the area affected by the spell 
includes riverbanks, a beach, or other land 
nearby, the water can spill over onto dry land. 

With either version of this spell, you may 
reduce one horizontal dimension by half and 
double the other horizontal dimension to change 
the overall area of effect. 
 

Suggestion (DC 18, only against 
creatures currently fascinated 
by Beguiling Aura) At Will 
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). 
 

Summon Monster VI (water 
elementals only) 1/day 
 


