
Ayrzul Stoneshaper’s Cleric Spells (Tier 7-8) 

Domain Spell-Like Abilities (CL 7th; concentration +11)  

7/day  Acid Dart (Sp): (1d6+3 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): (3 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 7th; concentration +11)  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. 
 

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+7) 

 
CSW (3d8+7)  
 
Detect Magic 
 
Dispel Magic 
School abjuration; Level bard 3, cleric 3, druid 
4, paladin 3, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target or Area one spellcaster, creature, or 
object Duration instantaneous 
Saving Throw none; Spell Resistance no 

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

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

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



same result to the spell with the next highest 
caster level. Repeat this process until you have 
dispelled one spell affecting the target, or you 
have failed to dispel every spell. 

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

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

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

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

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

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

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. 
 

Sound Burst (DC 16) 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 18) 

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. 
 

Summon Monster III 
 



Summon Monster IV 
 

Unholy Blight (DC 18) 

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. 

 
 

*** 
Blur, potion of 
School illusion (glamer); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V 
Range touch 
Target creature touched 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The subject’s outline appears blurred, 
shifting, and wavering. This distortion grants the 
subject concealment (20% miss chance). A see 
invisibility spell does not counteract the blur 
effect, but a true seeing spell does. 

Opponents that cannot see the subject 
ignore the spell’s effect (though fighting an 
unseen opponent carries penalties of its own). 
 
Endure Elements, potion 
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. 
 
Haste, potion of 
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. 
 
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. 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 



Guecubu Spells (Tier 7-8) 

Spell-Like Abilities (CL 8th; concentration +13)  
 

Soften Earth and Stone (3/day) 

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. 
 
 
 
 
 

Spike Growth (DC 18)  (3/day) 

School transmutation; Level druid 3, ranger 2 
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 

Any ground-covering vegetation in the 
spell’s area becomes very hard and sharply 
pointed  without changing its appearance. 

In areas of bare earth, roots and rootlets 
act in the same way. Typically, spike growth can 
be cast in any outdoor setting except open 
water, ice, heavy snow, sandy desert, or bare 
stone. Any creature moving on foot into or 
through the spell’s area takes 1d4 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 or 
suffer injuries to its feet and legs that slow its 
land speed by half. This speed penalty lasts 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 are hard to detect. A 
character with trapfinding can use the 
Perception skill to find a spike growth. The DC is 
25 + spell level, or DC 28 for spike growth (or 
DC 27 for spike growth cast by a ranger). Spike 
growth can’t be disabled with the Disable Device 
skill. 
 

Spike Stones (DC 19) 1/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 (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. 
 

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. 

 



Neh-Thalggu, Young’s Sorcerer Spells (Tier 7-8) 

Sorcerer Spells Known (CL 7th; concentration +17)  

3rd (5/day) 
2nd (7/day) 
1st (7/day) 
 
Acid Arrow 
School conjuration (creation) [acid]; Level 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (rhubarb leaf and an 
adder’s stomach), F (a dart) 
Range long (400 ft. + 40 ft./level) 
Effect one arrow of acid 
Duration 1 round + 1 round per three levels 
Saving Throw none; Spell Resistance no 

An arrow of acid springs from your hand 
and speeds to its target. You must succeed on a 
ranged touch attack to hit your target. The arrow 
deals 2d4 points of acid damage with no splash 
damage. For every three caster levels you 
possess, the acid, unless neutralized, lasts for 
another round (to a maximum of 6 additional 
rounds at 18th level), dealing another 2d4 points 
of damage in each round.  
 
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. 
 
Alter Self 
School transmutation (polymorph); Level bard 
2, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (a piece of the creature 
whose form you plan to assume) 
Range personal 
Target you 
Duration 1 min./level (D) 

When you cast this spell, you can 
assume the form of any Small or Medium 
creature of the humanoid type. If the form you 
assume has any of the following abilities, you 

gain the listed ability: darkvision 60 feet, low-
light vision, scent, and swim 30 feet. 

Small creature: If the form you take is 
that of a Small humanoid, you gain a +2 size 
bonus to your Dexterity. 

Medium creature: If the form you take is 
that of a Medium humanoid, you gain a +2 size 
bonus to your Strength. 
 

Dancing Lights 
 
Detect Magic 
 

Grease (DC 14) 

School conjuration (creation); Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M (butter) 
Range close (25 ft. + 5 ft./2 levels) 
Target one object or 10-ft. square 
Duration 1 min./level (D) 
Save see text; SR no 

A grease spell covers a solid surface 
with a layer of slippery grease. Any creature in 
the area when the spell is cast must make a 
successful Reflex save or fall. A creature can 
walk within or through the area of grease at half 
normal speed with a DC 10 Acrobatics check. 
Failure means it can’t move that round (and 
must then make a Reflex save or fall), while 
failure by 5 or more means it falls (see the 
Acrobatics skill for details). Creatures that do not 
move on their turn do not need to make this 
check and are not considered flat-footed. 

The spell can also be used to create a 
greasy coating on an item. Material objects not 
in use are always affected by this spell, while an 
oacid abject wielded or employed by a creature 
requires its bearer to make a Reflex saving 
throw to avoid the effect. If the initial saving 
throw fails, the creature immediately drops the 
item. A saving throw must be made in each 
round that the creature attempts to pick up or 
use the greased item. A creature wearing 
greased armor or clothing gains a +10 
circumstance bonus on Escape Artist checks 



and combat maneuver checks made to escape a 
grapple, and to their CMD to avoid being 
grappled. 
 

Hold Person (DC 16) 

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. 
 
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 16) 

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

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

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

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

Open/Close 
 
Prestidigitation 
 

Ray of Enfeeblement (DC 14) 

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. 
 

Read Magic 
 
Shield 
 
Unseen Servant 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 





Oni, Ogre Mage’s Spells (Tier 7-8) 

Spell-Like Abilities (CL 9th)  
 

Charm Monster (DC 17) 1/day 
School enchantment (charm) [mind-affecting]; 
Level bard 3, sorcerer/wizard 4 
Target one living creature 
Duration 1 day/level 

This spell functions like charm person, 
except that the effect is not restricted by 
creature type or size. 
 
Charm Person 
School enchantment (charm) [mind-affecting]; 
Level bard 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one humanoid creature 
Duration 1 hour/level 
Saving Throw Will negates; Spell Resistance 
yes 

This charm makes a humanoid creature 
regard you as its trusted friend and ally (treat the 
target’s attitude as friendly). If the creature is 
currently being threatened or attacked by you or 
your allies, however, it receives a +5 bonus on 
its saving throw.  

The spell does not enable you to control 
the charmed person as if it were an automaton, 
but it perceives your words and actions in the 
most favorable way. You can try to give the 
subject orders, but you must win an opposed 
Charisma check to convince it to do anything it 
wouldn’t ordinarily do. (Retries are not allowed.) 
An affected creature never obeys suicidal or 
obviously harmful orders, but it might be 
convinced that something very dangerous is 
worth doing. Any act by you or your apparent 
allies that threatens the charmed person breaks 
the spell. You must speak the person’s language 
to communicate your commands, or else be 
good at pantomiming. 
 

Cone of Cold (DC18) 1/day 

School evocation [cold]; Level sorcerer/wizard 
5 
Casting Time 1 standard action 
Components V, S, M (a small crystal or glass 
cone) 
Range 60 ft. 
Area cone-shaped burst 
Duration instantaneous 

Saving Throw Reflex half; Spell Resistance 
yes 

Cone of cold creates an area of extreme 
cold, originating at your hand and extending 
outward in a cone. It drains heat, dealing 1d6 
points of cold damage per caster level 
(maximum 15d6). 
 

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. 
 

Deep Slumber (DC 16) 1/day 

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

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



 
Sleep 
School enchantment (compulsion) [mind-
affecting]; Level bard 1, sorcerer/wizard 1 
Casting Time 1 round 
Components V, S, M (fine sand, rose petals, or 
a live cricket) 
Range medium (100 ft. + 10 ft./level) 
Area one or more living creatures within a 10-ft.-
radius burst 
Duration 1 min./level 
Saving Throw Will negates; Spell Resistance 
yes 

A sleep spell causes a magical slumber 
to come upon 4 HD of creatures. Creatures with 
the fewest HD are affected first. Among 
creatures with equal HD, those who are closest 
to the spell’s point of origin are affected first. HD 
that are not sufficient to affect a creature are 
wasted. Sleeping creatures are helpless. 
Slapping or wounding awakens an affected 
creature, but normal noise does not. Awakening 
a creature is a standard action (an application of 
the aid another action). Sleep does not target 
unconscious creatures, constructs, or undead 
creatures. 
 

Fly (Constant) 

School transmutation; Level sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, F (a wing feather) 
Range touch 
Target creature touched 
Duration 1 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

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

Should the spell duration expire while 
the subject is still aloft, the magic fails slowly. 
The subject floats downward 60 feet per round 
for 1d6 rounds. If it reaches the ground in that 
amount of time, it lands safely. If not, it falls the 
rest of the distance, taking 1d6 points of damage 
per 10 feet of fall. Since dispelling a spell 

effectively ends it, the subject also descends 
safely in this way if the fly spell is dispelled, but 
not if it is negated by an antimagic field. 
 

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. 
 

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. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 





Daemon Prayers Lieutenant’s Oni (Ogre Mage)’s 
Spells (Tier 7-8) 

 
Spell-Like Abilities (CL 9th; concentration +14)  
 

Charm Monster (DC 19) 1/day 

School enchantment (charm) [mind-affecting]; 
Level bard 3, sorcerer/wizard 4 
Target one living creature 
Duration 1 day/level 

This spell functions like charm person, 
except that the effect is not restricted by 
creature type or size. 
 
Charm Person 
School enchantment (charm) [mind-affecting]; 
Level bard 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one humanoid creature 
Duration 1 hour/level 
Saving Throw Will negates; Spell Resistance 
yes 

This charm makes a humanoid creature 
regard you as its trusted friend and ally (treat the 
target’s attitude as friendly). If the creature is 
currently being threatened or attacked by you or 
your allies, however, it receives a +5 bonus on 
its saving throw.  

The spell does not enable you to control 
the charmed person as if it were an automaton, 
but it perceives your words and actions in the 
most favorable way. You can try to give the 
subject orders, but you must win an opposed 
Charisma check to convince it to do anything it 
wouldn’t ordinarily do. (Retries are not allowed.) 
An affected creature never obeys suicidal or 
obviously harmful orders, but it might be 
convinced that something very dangerous is 
worth doing. Any act by you or your apparent 
allies that threatens the charmed person breaks 
the spell. You must speak the person’s language 
to communicate your commands, or else be 
good at pantomiming. 
 

Cone of Cold (DC20) 1/day 

School evocation [cold]; Level sorcerer/wizard 
5 
Casting Time 1 standard action 
Components V, S, M (a small crystal or glass 
cone) 
Range 60 ft. 

Area cone-shaped burst 
Duration instantaneous 
Saving Throw Reflex half; Spell Resistance 
yes 

Cone of cold creates an area of extreme 
cold, originating at your hand and extending 
outward in a cone. It drains heat, dealing 1d6 
points of cold damage per caster level 
(maximum 15d6). 
 

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. 
 

Deep Slumber (DC 18) 1/day 



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

This spell functions like sleep, except 
that it affects 10 HD of targets. 
 
Sleep 
School enchantment (compulsion) [mind-
affecting]; Level bard 1, sorcerer/wizard 1 
Casting Time 1 round 
Components V, S, M (fine sand, rose petals, or 
a live cricket) 
Range medium (100 ft. + 10 ft./level) 
Area one or more living creatures within a 10-ft.-
radius burst 
Duration 1 min./level 
Saving Throw Will negates; Spell Resistance 
yes 

A sleep spell causes a magical slumber 
to come upon 4 HD of creatures. Creatures with 
the fewest HD are affected first. Among 
creatures with equal HD, those who are closest 
to the spell’s point of origin are affected first. HD 
that are not sufficient to affect a creature are 
wasted. Sleeping creatures are helpless. 
Slapping or wounding awakens an affected 
creature, but normal noise does not. Awakening 
a creature is a standard action (an application of 
the aid another action). Sleep does not target 
unconscious creatures, constructs, or undead 
creatures. 
 

Fly (Constant) 

School transmutation; Level sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, F (a wing feather) 
Range touch 
Target creature touched 
Duration 1 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

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

Should the spell duration expire while 
the subject is still aloft, the magic fails slowly. 

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

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. 
 

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. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 





Qallupilluk’s Spells (Tier 7-8) 
 
Spell-Like Abilities (CL 8th; concentration +10)  
 

Charm Animal (DC 13) 3/day 

School enchantment (charm) [mind-affecting]; 
Level druid 1, ranger 1 
Target one animal 

This spell functions like charm person, 
except that it affects a creature of the animal 
type. 
 

Charm Person (DC 13) 3/day 

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

This charm makes a humanoid creature 
regard you as its trusted friend and ally (treat the 
target’s attitude as friendly). If the creature is 
currently being threatened or attacked by you or 
your allies, however, it receives a +5 bonus on 
its saving throw.  

The spell does not enable you to control 
the charmed person as if it were an automaton, 
but it perceives your words and actions in the 
most favorable way. You can try to give the 
subject orders, but you must win an opposed 
Charisma check to convince it to do anything it 
wouldn’t ordinarily do. (Retries are not allowed.) 
An affected creature never obeys suicidal or 
obviously harmful orders, but it might be 
convinced that something very dangerous is 
worth doing. Any act by you or your apparent 
allies that threatens the charmed person breaks 
the spell. You must speak the person’s language 
to communicate your commands, or else be 
good at pantomiming. 
 

Chill Metal (DC 14) 3/day 

School transmutation [cold]; 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, none of which 

can be more than 30 ft. away from any of the 
rest 
Duration 7 rounds 
Saving Throw Will negates (object); Spell 
Resistance yes (object) 

Chill metal makes metal extremely cold. 
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 cold damage if its 
equipment is chilled. 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 chilly 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, icy 
coldness causes pain and damage. In the third, 
fourth, and fifth rounds, the metal is freezing 
cold, and causes more damage, as shown on 
the table below. 
Round      Metal Temperature Damage 
1      Cold    None 
2       Icy    1d4 points 
3–5       Freezing   2d4 points 
6       Icy    1d4 points 
7       Cold   None 

Any heat intense enough to damage the 
creature negates cold damage from the spell 
(and vice versa) on a point-for-point basis. 
Underwater, chill metal deals no damage, but 
ice immediately forms around the affected metal, 
making it float if unattended. 

Chill metal counters and dispels heat 
metal. 
 

Commune With Nature (1/day) 

School divination; Level druid 5, ranger 4 
Casting Time 10 minutes 
Components V, S 
Range personal 
Target you 
Duration instantaneous 

You become one with nature, attaining 
knowledge of the surrounding territory. You 



instantly gain knowledge of as many as three 
facts from among the following subjects: the 
ground or terrain, plants, minerals, bodies of 
water, people, general animal population, 
presence of woodland creatures, presence of 
powerful unnatural creatures, or even the 
general state of the natural setting. 

In outdoor settings, the spell operates in 
a radius of 1 mile per caster level. In natural 
underground settings—caves, caverns, and the 
like—the spell is less powerful, and its radius is 
limited to 100 feet per caster level. The spell 
does not function where nature has been 
replaced by construction or settlement, such as 
in dungeons and towns. 
 

Divination (1/day) 

School divination; Level cleric 4 
Casting Time 10 minutes 
Components V, S, M (incense and an 
appropriate offering worth 25 gp) 
Range personal 
Target you 
Duration instantaneous 

Similar to augury but more powerful, a 
divination spell can provide you with a useful 
piece of advice in reply to a question concerning 
a specific goal, event, or activity that is to occur 
within 1 week. The advice granted by the spell 
can be as simple as a short phrase, or it might 
take the form of a cryptic rhyme or omen. If your 
party doesn’t act on the information, the 
conditions may change so that the information is 
no longer useful. The base chance for a correct 
divination is 70% + 1% per caster level, to a 
maximum of 90%. If the die roll fails, you know 
the spell failed, unless specific magic yielding 
false information is at work. 

As with augury, multiple divinations 
about the same topic by the same caster use the 
same dice result as the first divination spell and 
yield the same answer each time. 
 

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. 
 

Water Breathing (At Will) 

School transmutation; Level cleric 3, druid 3, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M/DF (short reed or piece of 
straw) 
Range touch 
Target living creatures touched 
Duration 2 hours/level; see text 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The transmuted creatures can breathe 
water freely. Divide the duration evenly among 
all the creatures you touch. The spell does not 
make creatures unable to breathe air. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 



Shaitan Spells (Tier 7-8) 
 
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. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Fire Veela Spells (Tier 7-8) 
 
Spell-Like Abilities (CL 9th; concentration +14)  
 

CSW (3d8+9)  3/day 
 

Dispel Magic (1/day) 
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. 

 

Fire Snake (DC 20) 1/day 
School evocation [fire]; Level druid 5, 
sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M (a snake scale) 
Range 60 ft. 
Area see text 
Duration instantaneous 
Saving Throw Reflex half; Spell Resistance 
yes 

You create a sinuous line of flames that 
you may shape as desired. The fire snake 
affects one 5-foot square per caster level, and 
each square must be adjacent to the previous 



square, starting with you. The fire snake may not 
extend beyond its maximum range. Creatures in 
the path of the fire snake take 1d6 points of fire 
damage per caster level (maximum 15d6). 

 

Resist Energy (Fire only) At Will 
School abjuration; Level cleric 2, druid 2, 
paladin 2, ranger 1, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target creature touched 
Duration 10 min./level 
Saving Throw Fortitude negates (harmless); 
Spell Resistance yes (harmless) 

This abjuration grants a creature limited 
protection from damage of whichever one of five 
energy types you select: acid, cold, electricity, 
fire, or sonic. The subject gains resist energy 10 
against the energy type chosen, meaning that 
each time the creature is subjected to such 
damage (whether from a natural or magical 
source), that damage is reduced by 10 points 
before being applied to the creature’s hit points. 
The value of the energy resistance granted 
increases to 20 points at 7th level and to a 
maximum of 30 points at 11th level. The spell 
protects the recipient’s equipment as well. 

Resist energy absorbs only damage. 
The subject could still suffer unfortunate side 
effects. 

Resist energy overlaps (and does not 
stack with) protection from energy. If a character 
is warded by protection from energy and resist 
energy, the protection spell absorbs damage 
until its power is exhausted. 

 

Scorching Ray (3/day) 
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. 

 

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). 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 



Water Veela Spells  (Tier 7-8) 
 

Spell-Like Abilities (CL 9th; concentration +14)  
 

Cone of Cold (DC 20) 1/day 
School evocation [cold]; Level sorcerer/wizard 
5 
Casting Time 1 standard action 
Components V, S, M (a small crystal or glass 
cone) 
Range 60 ft. 
Area cone-shaped burst 
Duration instantaneous 
Saving Throw Reflex half; Spell Resistance 
yes 

Cone of cold creates an area of extreme 
cold, originating at your hand and extending 
outward in a cone. It drains heat, dealing 1d6 
points of cold damage per caster level 
(maximum 15d6). 

 

CSW (3d8+9)  3/day 
 

Dispel Magic (1/day) 
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. 

 

Hydraulic Push (At Will)  
School evocation [water]; Level druid 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one creature or object 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

You call forth a quick blast of water that 
knocks over and soaks one creature or square. 
You can use this blast of water to make a bull 
rush against any one creature or object. Your 
CMB for this bull rush is equal to your caster 
level plus your Intelligence, Wisdom, or 
Charisma modifier, whichever is highest. This 
bull rush does not provoke an attack of 
opportunity. Hydraulic push extinguishes any 
normal fires on a creature, object, or in a single 
5-foot square which it is targeted against. 
Magical fires are unaffected. 

 

Resist Energy (Cold only) At Will 
School abjuration; Level cleric 2, druid 2, 
paladin 2, ranger 1, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target creature touched 
Duration 10 min./level 
Saving Throw Fortitude negates (harmless); 
Spell Resistance yes (harmless) 

This abjuration grants a creature limited 
protection from damage of whichever one of five 
energy types you select: acid, cold, electricity, 
fire, or sonic. The subject gains resist energy 10 
against the energy type chosen, meaning that 
each time the creature is subjected to such 
damage (whether from a natural or magical 
source), that damage is reduced by 10 points 
before being applied to the creature’s hit points. 
The value of the energy resistance granted 
increases to 20 points at 7th level and to a 
maximum of 30 points at 11th level. The spell 
protects the recipient’s equipment as well. 

Resist energy absorbs only damage. 
The subject could still suffer unfortunate side 
effects. 

Resist energy overlaps (and does not 
stack with) protection from energy. If a character 

is warded by protection from energy and resist 
energy, the protection spell absorbs damage 
until its power is exhausted. 

 

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). 

 

 

 

 

 

 

 



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. 


