
Ayrzul Cleric Spells  (3-4) 

Domain Spell-Like Abilities (CL 4th; concentration +8)  

7/day  Acid Dart (Sp): (1d6+2 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. 
 

7/day Touch of Evil (Sp): (2 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. 

 
*** 

 
Cleric Spells Prepared (CL 4th; concentration +8)   Domains Earth, Evil 
 

Bane (DC 15) 
School enchantment (compulsion) [fear, mind-
affecting]; Level cleric 1 
Casting Time 1 standard action 
Components V, S, DF 
Range 50 ft. 
Area 50-ft.-radius burst, centered on you 
Duration 1 min./level 
Saving Throw Will negates; Spell Resistance 
yes 

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

Cause Fear (DC 15) x2 

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

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

CMW (2d8+4)  
 

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

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

Resistance 
 
 
 
 
 
 



Shield of Faith  
School abjuration; Level cleric 1 
Casting Time 1 standard action 
Components V, S, M (parchment with a holy 
text written on it) 
Range touch 
Target creature touched 
Duration 1 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

This spell creates a shimmering, 
magical field around the target that averts and 
deflects attacks. The spell grants the subject a 
+2 deflection bonus to AC, with an additional +1 
to the bonus for every six levels you have 
(maximum +5 deflection bonus at 18th level). 
 
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. 
 

Summon Monster II (x2) 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Bone Priest Spells (3-4) 

Spells Prepared (CL 3rd; concentration +6)   Domain Madness 

Cause Fear (DC 14)  
School necromancy [fear, mind-affecting]; Level 
bard 1, cleric 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature with 5 or fewer HD 
Duration 1d4 rounds or 1 round; see text 
Saving Throw Will partial; Spell Resistance 
yes 

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

Command (DC 14) 
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. 
 

Confusion, Lesser (DC 14) 

School enchantment (compulsion) [mind-
affecting]; Level bard 1 
Casting Time 1 standard action 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature 
Duration 1 round 
Saving Throw Will negates; Spell Resistance 
yes 

This spell causes a single creature to 
become confused for 1 round. 
 
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). 
 

Detect Magic 
 
Guidance 
 

Hold Person (DC 15) 

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. 
 
Protection From Good 
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. 
 

Read Magic 
 
Resistance 
 
 
 
 
 
 
 
 



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

A weapon made of force appears and 
attacks foes at a distance, as you direct it, 
dealing 1d8 force damage per hit, + 1 point per 
three caster levels (maximum +5 at 15th level). 
The weapon takes the shape of a weapon 
favored by your deity or a weapon with some 
spiritual significance or symbolism to you (see 
below) and has the same threat range and 
critical multipliers as a real weapon of its form. It 
strikes the opponent you designate, starting with 
one attack in the round the spell is cast and 
continuing each round thereafter on your turn. It 
uses your base attack bonus (possibly allowing 
it multiple attacks per round in subsequent 
rounds) plus your Wisdom modifier as its attack 
bonus. It strikes as a spell, not as a weapon, so 
for example, it can damage creatures that have 
damage reduction. As a force effect, it can strike 
incorporeal creatures without the reduction in 
damage associated with incorporeality. The 
weapon always strikes from your direction. It 
does not get a flanking bonus or help a 
combatant get one. Your feats or combat actions 
do not affect the weapon. If the weapon goes 
beyond the spell range, if it goes out of your 
sight, or if you are not directing it, the weapon 
returns to you and hovers. 

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

increment, and switching targets still is a move 
action. 

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

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

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

Touch of Idiocy (DC 15) 

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

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

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

 
 
 





Cerebric Fungus’s Spells (Tier 3-4) 

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

Calm Emotions (DC 14) 3/day 

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

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

This spell automatically suppresses (but 
does not dispel) any morale bonuses granted by 
spells such as bless, good hope, and rage, and also 

negates a bard’s ability to inspire courage or a 
barbarian’s rage ability. It also suppresses any fear 
effects and removes the confused condition from all 
targets. While the spell lasts, a suppressed spell, 
condition, or effect has no effect. When the calm 
emotions spell ends, the original spell or effect takes 
hold of the creature again, provided that its duration 
has not expired in the meantime. 

 

Detect Thoughts (DC 14) Constant 

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

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

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

2nd Round: Number of thinking minds 
and the Intelligence score of each. If the highest 
Intelligence is 26 or higher (and at least 10 
points higher than your own Intelligence score), 

you are stunned for 1 round and the spell ends. 
This spell does not let you determine the 
location of the thinking minds if you can’t see the 
creatures whose thoughts you are detecting. 

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

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

Touch of Idiocy (DC 14) 3/day 

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

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

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

Touch of Madness (DC 14) At Will 

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

 



Urdefhan Spells (3-4) 
 
Spell-Like Abilities (CL 3rd; concentration +5)  
 

Align Weapon  (3/day) 

School transmutation [see text]; Level cleric 2 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target weapon touched or 50 projectiles (all of which 

must be together at the time of casting) 
Duration 1 min./level 
Saving Throw Will negates (harmless, object); Spell 
Resistance yes (harmless, object) 

Align weapon makes a weapon chaotic, evil, 

good, or lawful, as you choose. A weapon that is 
aligned can bypass the damage reduction of certain 
creatures. This spell has no effect on a weapon that 
already has an alignment. 

You can’t cast this spell on a natural 
weapon, such as an unarmed strike. When you make 
a weapon chaotic, evil, good, or lawful, align weapon 
is a chaotic, evil, good, or lawful spell, respectively. 

 

Death Knell (DC 14) 3/day 

School necromancy [death, evil]; Level cleric 2 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target living creature touched 
Duration instantaneous/10 minutes per HD of 
subject; see text 
Saving Throw Will negates; Spell Resistance 
yes 

You draw forth the ebbing life force of a 
creature and use it to fuel your own power. Upon 
casting this spell, you touch a living creature that 
has –1 or fewer hit points. If the subject fails its 
saving throw, it dies, and you gain 1d8 
temporary hit points and a +2 enhancement 
bonus to Strength. Additionally, your effective 
caster level goes up by +1, improving spell 
effects dependent on caster level. This increase 
in effective caster level does not grant you 
access to more spells. These effects last for 10 
minutes per HD of the subject creature. 
 

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. 

 

Ray of Enfeeblement (DC 13) 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. 

 



Crysmal Spells  (Tier 3-4) 

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

Detect Magic (At Will) 
 

Dimension Door (3/day) 

School conjuration (teleportation); Level bard 4, 
sorcerer/wizard 4 
Casting Time 1 standard action 
Components V 
Range long (400 ft. + 40 ft./level) 
Target you and touched objects or other 
touched willing creatures 
Duration instantaneous 
Saving Throw none and Will negates (object); 
Spell Resistance no and yes (object) 

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

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

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

Ghost Sound (DC 12) At Will 

School illusion (figment); Level bard 0, 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, M (a bit of wool or a small 
lump of wax) 
Range close (25 ft. + 5 ft./2 levels) 
Effect illusory sounds 
Duration 1 round/level (D) 
Saving Throw Will disbelief; Spell Resistance 
no 

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

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

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

Ghost sound can be made permanent 
with a permanency spell. 
 

Mage Hand (At Will) 
 

Sanctuary (DC 13) 3/day 

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

Any opponent attempting to directly 
attack the warded creature, even with a targeted 
spell, must attempt a Will save. If the save 



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

Silent Image (DC 13) At Will 

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

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

Touch of Idiocy (DC 14) 3/day 

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

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

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

 
 
 
 


