Doppelganger Spells
Spell-Like Abilities (CL 18th)
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, lowlight 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.

(At Will) DC 13

Detect Thoughts
School divination [mind-affecting]; Level bard 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, F/DF (a copper piece)
Range 60 ft.
Area cone-shaped emanation
Duration concentration, up to 1 min./level (D)
Saving Throw Will negates; see text; Spell
Resistance no
You detect surface thoughts. The
amount of information revealed depends on how
long you study a particular area or subject.
1st Round: Presence or absence of
thoughts (from conscious creatures with
Intelligence scores of 1 or higher).
2nd Round: Number of thinking minds
and the Intelligence score of each. If the highest
Intelligence is 26 or higher (and at least 10
points higher than your own Intelligence score),
you are stunned for 1 round and the spell ends.
This spell does not let you determine the
location of the thinking minds if you can’t see the
creatures whose thoughts you are detecting.
3rd Round: Surface thoughts of any
mind in the area. A target’s Will save prevents
you from reading its thoughts, and you must cast
detect thoughts again to have another chance.
Creatures of animal intelligence (Int 1 or 2) have
simple, instinctual thoughts.
Each round, you can turn to detect
thoughts in a new area. The spell can penetrate
barriers, but 1 foot of stone, 1 inch of common
metal, a thin sheet of lead, or 3 feet of wood or
dirt blocks it.

Zoog Spells
Spell-Like Abilities (CL 1st; concentration –2)

Detect Magic (Constant)

(Constant)

Speak With Animals
School divination; Level bard 3, druid 1, ranger
1
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 min./level
You can ask questions of and receive
answers from animals, but the spell doesn’t
make them any more friendly than normal. Wary
and cunning animals are likely to be terse and
evasive, while the more stupid ones make inane
comments. If an animal is friendly toward you, it
may do some favor or service for you.

Neutral Unicorn Spells
Spell-Like Abilities (CL 9th)

CLW

(3/day) 1d8+5

CMW (1/day)

2d8+9

Detect Evil (At Will as free action)
Light (At Will)

(1/day) DC 21

Neutralize Poison
School conjuration (healing); Level bard 4,
cleric 4, druid 3, paladin 4, ranger 3
Casting Time 1 standard action
Components V, S, M/DF (charcoal)
Range touch
Target creature or object of up to 1 cu. ft./level
touched
Duration instantaneous or 10 min./level; see
text
Saving Throw Will negates (harmless, object);
Spell Resistance yes (harmless, object)
You detoxify any sort of venom in the
creature or object touched. If the target is a
creature, you must make a caster level check
(1d20 + caster level) against the DC of each
poison affecting the target. Success means that
the poison is neutralized. A cured creature
suffers no additional effects from the poison, and
any temporary effects are ended, but the spell
does not reverse instantaneous effects, such as
hit point damage, temporary ability damage, or
effects that don’t go away on their own.
This spell can instead neutralize the
poison in a poisonous creature or object for 10
minutes per level, at the caster’s option. If cast
on a creature, the creature receives a Will save
to negate the effect.

(1/day)

Teleport, Greater
within its forest
territory
School conjuration (teleportation); Level
sorcerer/wizard 7
This spell functions like teleport, except
that there is no range limit and there is no
chance you arrive off target. In addition, you
need not have seen the destination, but in that
case you must have at least a reliable
description of the place to which you are

teleporting. If you attempt to teleport with
insufficient information (or with misleading
information), you disappear and simply reappear
in your original location. Interplanar travel is not
possible.
Teleport
School conjuration (teleportation); Level
sorcerer/wizard 5
Casting Time 1 standard action
Components V
Range personal and touch
Target you and touched objects or other
touched willing creatures
Duration instantaneous
Saving Throw none and Will negates (object);
Spell Resistance no and yes (object)
This spell instantly transports you to a
designated destination, which may be as distant
as 100 miles per caster level. Interplanar travel
is not possible. You can bring along objects as
long as their weight doesn’t exceed your
maximum load. You may also bring one
additional willing Medium or smaller creature
(carrying gear or objects up to its maximum
load) or its equivalent per three caster levels. A
Large creature counts as two Medium creatures,
a Huge creature counts as four Medium
creatures, and so forth. All creatures to be
transported must be in contact with one another,
and at least one of those creatures must be in
contact with you. As with all spells where the
range is personal and the target is you, you
need not make a saving throw, nor is spell
resistance applicable to you. Only objects held
or in use (attended) by another person receive
saving throws and spell resistance.
You must have some clear idea of the
location and layout of the destination. The
clearer your mental image, the more likely the
teleportation works. Areas of strong physical or
magical energy may
make teleportation more hazardous or even
impossible.
To see how well the teleportation works,
roll d% and consult the table at the end of this
spell. Refer to the following information for
definitions of the terms on the table.
Familiarity: “Very familiar” is a place
where you have been very often and where you

feel at home. “Studied carefully” is a place you
know well, either because you can currently
physically see it or you’ve been there often.
“Seen casually” is a place that you have seen
more than once but with which you are not very
familiar. “Viewed once” is a place that you have
seen once, possibly using magic such as
scrying.
“False destination” is a place that does
not truly exist or if you are teleporting to an
otherwise familiar location that no longer exists
as such or has been so completely altered as to
no longer be familiar to you. When traveling to a
false destination, roll 1d20+80 to obtain results
on the table, rather than rolling d%, since there
is no real destination for you to hope to arrive at
or even be off target from.
On Target: You appear where you want
to be.
Off Target: You appear safely a random
distance away from the destination in a random
direction. Distance off target is d% of the
distance that was to be traveled. The direction
off target is determined randomly.
Similar Area: You wind up in an area
that’s visually or thematically similar to the target
area. Generally, you appear in the closest
similar place within range. If no such area exists
within the spell’s range, the spell simply fails
instead.
Mishap: You and anyone else
teleporting with you have gotten “scrambled.”
You each take 1d10 points of damage, and you
reroll on the chart to see where you wind up. For
these rerolls, roll 1d20+80. Each time “Mishap”
comes up, the characters take more damage
and must reroll.
Familiarity
Very familiar
Studied carefully
Seen casually
Viewed once
False destination

On
Target
01–97
01–94
01–88
01–76
—

Off
Target
98–99
95–97
89–94
77–88
—

Similar
Area
100
98–99
95–98
89–96
81–92

Mishap
—
100
99–100
97–100
93–100

Esipil Sahkil Spells
Spell-Like Abilities (CL 3rd; concentration +4)

(DC 14) At Will

Cause Fear
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.
Contact Other Plane

(1/week)

School divination; Level sorcerer/wizard 5
Casting Time 10 minutes
Components V
Range personal
Target you
Duration concentration
You send your mind to another plane of existence
(an Elemental Plane or some plane farther removed) in order
to receive advice and information from powers there. See
the accompanying table for possible consequences and
results of the attempt. The powers reply in a language you
understand, but they resent such contact and give only brief
answers to your questions. All questions are answered with

“yes,” “no,” “maybe,” “never,” “irrelevant,” or some other oneword answer.
You must concentrate on maintaining the spell (a
standard action) in order to ask questions at the rate of one
per round. A question is answered by the power during the
same round. You may ask one question for every two caster
levels.
Contact with minds far removed from your home
plane increases the probability that you will incur a decrease
in Intelligence and Charisma due to your brain being
overwhelmed, but also increases the chance of the power
knowing the answer and answering correctly. Once the
Outer Planes are reached, the power of the deity contacted
determines the effects. (Random results obtained from the
table are subject to the personalities of individual deities.) On
rare occasions, this divination may be blocked by an act of
certain deities or forces.
Avoid Int/Cha Decrease: You must succeed on an
Intelligence check against this DC to avoid a decrease in
Intelligence and Charisma. If the check fails, your
Intelligence and Charisma scores each fall to 8 for the stated
duration, and you become unable to cast arcane spells. You
cannot take 10 on this check. If you lose Intelligence and
Charisma, the effect strikes as soon as the first question is
asked, and no answer is received. If a successful contact is
made, roll d% to determine the type of answer you gain.
True Answer: You get a true, one-word answer.
Questions that cannot be answered in this way are
answered randomly.
Don’t Know: The entity tells you that it doesn’t
know.
Lie: The entity intentionally lies to you.
Random Answer: The entity tries to lie but doesn’t
know the answer, so it makes one up.

Contact Other Plane
Plane
Avoid Int/
True
Don’t
Random
Contacted
Cha Decrease Answer
Know Lie
Answer
Elemental Plane
DC 7/1 week
01–34
35–62 63–83 84–100
Positive/Negative
Energy Plane
DC 8/1 week
01–39
40–65 66–86 87–100
Astral Plane
DC 9/1 week
01–44
45–67 68–88 89–100
Outer Plane, demigod
DC 10/2 weeks 01–49
50–70 71–91 92–100
Outer Plane, lesser deity DC 12/3 weeks 01–60
61–75 76–95 96–100
Outer Plane,
intermediate deity*
DC 14/4 weeks 01–73
74–81 82–98 99–100
Outer Plane, greater deity DC 16/5 weeks 01–88
89–90 91–99 100
* When contacting the Outer Planes of the Pathfinder Chronicles setting, refer to the intermediate deity line
of this table

Mage Hand

(At Will)

School transmutation; Level bard 0, sorcerer/wizard
0
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Target one nonmagical, unattended object weighing
up to 5 lbs.

Duration concentration
Saving Throw none; Spell Resistance no
You point your finger at an object and can lift
it and move it at will from a distance. As a move
action, you can propel the object as far as 15 feet in
any direction, though the spell ends if the distance
between you and the object ever exceeds the spell’s
range.

or are the target of a spell that requires an attack
roll, there is a possibility that the attack targets
one of your images instead. If the attack is a hit,
roll randomly to see whether the selected target
is real or a figment. If it is a figment, the figment
is destroyed. If the attack misses by 5 or less,
one of your figments is destroyed by the near
miss. Area spells affect you normally and do not
destroy any of your figments. Spells and effects
that do not require an attack roll affect you
normally and do not destroy any of your
figments. Spells that require a touch attack are
harmlessly discharged if used to destroy a
figment.
An attacker must be able to see the
figments to be fooled. If you are invisible or the
attacker is blind, the spell has no effect
(although the normal miss chances still apply).

(3/day)

Mirror Image
School illusion (figment); Level bard 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 min./level
This spell creates a number of illusory
doubles of you that inhabit your square. These
doubles make it difficult for enemies to precisely
locate and attack you.
When mirror image is cast, 1d4 images
plus one image per three caster levels
(maximum eight images total) are created.
These images remain in your space and move
with you, mimicking your movements, sounds,
and actions exactly. Whenever you are attacked
***
Beast Shape II (Tiny cat or dog)
School transmutation (polymorph); Level
sorcerer/wizard 4
This spell functions as beast shape I, except
that it also allows you to assume the form of a Tiny or
Large creature of the animal type. If the form you
assume has any of the following abilities, you gain the
listed ability: climb 60 feet, fly 60 feet (good
maneuverability), swim 60 feet, darkvision 60 feet,
low-light vision, scent, grab, pounce, and trip.
Tiny animal: If the form you take is that of a
Tiny animal, you gain a +4 size bonus to your
Dexterity, a –2 penalty to your Strength, and a +1
natural armor bonus.
Large animal: If the form you take is that of a
Large animal, you gain a +4 size bonus to your
Strength, a –2 penalty to your Dexterity, and a +4
natural armor bonus.
Beast Shape I
School transmutation (polymorph); Level
sorcerer/wizard 3
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
animal type. If the form you assume has any of the
following abilities, you gain the listed ability: climb 30
feet, fly 30 feet (average maneuverability), swim 30
feet, darkvision 60 feet, low-light vision, and scent.
Small animal: If the form you take is that of a
Small animal, you gain a +2 size bonus to your
Dexterity and a +1 natural armor bonus.

Medium animal: If the form you take is that of
a Medium animal, you gain a +2 size bonus to your
Strength and a +2 natural armor bonus.
Confusion CHART ONLY
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).

Dr. Wren Elbourne’s Bard Spells
Bardic Performance

(10 rds/day)

Starting a bardic performance is a standard
action, but it can be maintained each round as a free
action. Changing a bardic performance from one
effect to another requires the bard to stop the
previous performance and start a new one as a
standard action. A bardic performance cannot be
disrupted, but it ends immediately if the bard is killed,
paralyzed, stunned, knocked unconscious, or
otherwise prevented from taking a free action to
maintain it each round. A bard cannot have more than
one bardic performance in effect at one time
Countersong (Su):
At 1st level, a bard learns to counter magic
effects that depend on sound (but not spells that have
verbal components). Each round of the countersong
he makes a Perform (keyboard, percussion, wind,
string, or sing) skill check. Any creature within 30 feet
of the bard (including the bard himself ) that is
affected by a sonic or language-dependent magical
attack may use the bard’s Perform check result in
place of its saving throw if, after the saving throw is
rolled, the Perform check result proves to be higher. If
a creature within range of the countersong is already
under the effect of a non-instantaneous sonic or
language-dependent magical attack, it gains another
saving throw against the effect each round it hears
the countersong, but it must use the bard’s Perform
skill check result for the save. Countersong does not
work on effects that don’t allow saves. Countersong
relies on audible components.
Distraction (Su):
At 1st level, a bard can use his performance
to counter magic effects that depend on sight. Each
round of the distraction, he makes a Perform (act,
comedy, dance, or oratory) skill check. Any creature
within 30 feet of the bard (including the bard himself )
that is affected by an illusion (pattern) or illusion
(figment) magical attack may use the bard’s Perform
check result in place of its saving throw if, after the
saving throw is rolled, the Perform skill check proves
to be higher. If a creature within range of the
distraction is already under the effect of a noninstantaneous illusion (pattern) or illusion (figment)
magical attack, it gains another saving throw against
the effect each round it sees the distraction, but it
must use the bard’s Perform skill check result for the
save.
Distraction does not work on effects that
don’t allow saves. Distraction relies on visual
components.
Fascinate (Su):
At 1st level, a bard can use his performance
to cause one or more creatures to become fascinated

with him. Each creature to be fascinated must be
within 90 feet, able to see and hear the bard, and
capable of paying attention to him. The bard must
also be able to see the creatures affected. The
distraction of a nearby combat or other dangers
prevents this ability from working. For every three
levels the bard has attained beyond 1st, he can target
one additional creature with this ability.
Each creature within range receives a Will
save (DC 10 + 1/2 the bard’s level + the bard’s Cha
modifier) to negate the effect. If a creature’s saving
throw succeeds, the bard cannot attempt to fascinate
that creature again for 24 hours. If its saving throw
fails, the creature sits quietly and observes the
performance for as long as the bard continues to
maintain it. While fascinated, a target takes a –4
penalty on all skill checks made as reactions, such as
Perception checks. Any potential threat to the target
allows the target to make a new saving throw against
the effect. Any obvious threat, such as someone
drawing a weapon, casting a spell, or aiming a
weapon at the target, automatically breaks the effect.
Fascinate is an enchantment (compulsion),
mind-affecting ability. Fascinate relies on audible and
visual components in order to function.

Inspire Courage (Su):

(+1)

A 1st-level bard can use his performance to
inspire courage in his allies (including himself ),
bolstering them against fear and improving their
combat abilities. To be affected, an ally must be able
to perceive the bard’s performance. An affected ally
receives a +1 morale bonus on saving throws against
charm and fear effects and a +1 competence bonus
on attack and weapon damage rolls. At 5th level, and
every six bard levels thereafter, this bonus increases
by +1, to a maximum of +4 at 17th level. Inspire
courage is a mind-affecting ability. Inspire courage
can use audible or visual components. The bard must
choose which component to use when starting his
performance.

Inspire Competence (Su):

(+2)

A bard of 3rd level or higher can use his
performance to help an ally succeed at a task. That
ally must be within 30 feet and be able to hear the
bard. The ally gets a +2 competence bonus on skill
checks with a particular skill as long as she continues
to hear the bard’s performance. This bonus increases
by +1 for every four levels the bard has attained
beyond 3rd (+3 at 7th, +4 at 11th, +5 at 15th, and +6
at 19th). Certain uses of this ability are infeasible,
such as Stealth, and may be disallowed at the GM’s
discretion. A bard can’t inspire competence in himself.
Inspire competence relies on audible components.

***
Bard Spells Known (CL 3rd; concentration +5)
1st (4/day)

(DC 14)

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.

CLW (1d8+3) (DC 13)

(DC 13)

Daze
School enchantment (compulsion) [mindaffecting]; Level bard 0, sorcerer/wizard 0
Casting Time 1 standard action
Components V, S, M (a pinch of wool or similar
substance)
Range close (25 ft. + 5 ft./2 levels)
Target one humanoid creature of 4 HD or less
Duration 1 round
Saving Throw Will negates; Spell Resistance
yes
This spell clouds the mind of a
humanoid creature with 4 or fewer Hit Dice so

that it takes no actions. Humanoids of 5 or more
HD are not affected. A dazed subject is not
stunned, so attackers get no special advantage
against it. After a creature has been dazed by
this spell, it is immune to the effects of this spell
for 1 minute.

Detect Magic

(DC 14)

Hypnotism
School enchantment (compulsion) [mindaffecting]; Level bard 1, sorcerer/wizard 1
Casting Time 1 round
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Area several living creatures, no two of which
may be more than 30 ft. apart
Duration 2d4 rounds (D)
Saving Throw Will negates; Spell Resistance
yes
Your gestures and droning incantation
fascinate nearby creatures, causing them to stop
and stare blankly at you. In addition, you can
use their rapt attention to make your
suggestions and requests seem more plausible.
Roll 2d4 to see how many total HD of creatures
you affect. Creatures with fewer HD are affected
before creatures with more HD. Only creatures
that can see or hear you are affected, but they
do not need to understand you to be fascinated.
If you use this spell in combat, each
target gains a +2 bonus on its saving throw. If
the spell affects only a single creature not in
combat at the time, the saving throw has a
penalty of –2.
While the subject is fascinated by this
spell, it reacts as though it were two steps more
friendly in attitude. This allows you to make a
single request of the affected creature (provided
you can communicate with it). The request must
be brief and reasonable. Even after the spell
ends, the creature retains its new attitude toward
you, but only with respect to that particular
request.
A creature that fails its saving throw
does not remember that you enspelled it.

Light

(DC 13)

Lullaby
School enchantment (compulsion) [mindaffecting]; Level bard 0
Casting Time 1 standard action
Components V, S
Range medium (100 ft. + 10 ft./level)
Area living creatures within a 10-ft.-radius burst
Duration concentration + 1 round/level (D)
Saving Throw Will negates; Spell Resistance
yes
Any creature within the area that fails a
Will save becomes drowsy and inattentive,
taking a –5 penalty on Perception checks and a
–2 penalty on Will saves against sleep effects
while the lullaby is in effect. Lullaby lasts for as
long as the caster concentrates, plus up to 1
round per caster level thereafter.
Mage Hand
School transmutation; Level bard 0,
sorcerer/wizard 0
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Target one nonmagical, unattended object
weighing up to 5 lbs.
Duration concentration
Saving Throw none; Spell Resistance no
You point your finger at an object and
can lift it and move it at will from a distance. As a
move action, you can propel the object as far as
15 feet in any direction, though the spell ends if
the distance between you and the object ever
exceeds the spell’s range.

Resistance

(DC 14)

Sleep
School enchantment (compulsion) [mindaffecting]; 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.

The Tatterman’s Spells
Bloodline Arcana:
Whenever you target a single creature
with a spell, you gain an insight bonus equal to
half the spell’s level (minimum +1) for 1 round to
your AC and saving throws against any spell or
attack made by that creature.

Saving Throw Will negates; Spell Resistance
yes
Any creature within the area that fails a
Will save becomes drowsy and inattentive,
taking a –5 penalty on Perception checks and a
–2 penalty on Will saves against sleep effects
while the lullaby is in effect. Lullaby lasts for as
long as the caster concentrates, plus up to 1
round per caster level thereafter.

Bloodline Spell-Like Abilities (CL 3rd;
concentration +8)

Fear AURA
School necromancy [fear, mind-affecting]; Level
bard 3, sorcerer/wizard 4
Casting Time 1 standard action
Components V, S, M (the heart of a hen or a
white feather)
Range 30 ft.
Area cone-shaped burst
Duration 1 round/level or 1 round; see text
Saving Throw Will partial; Spell Resistance
yes
An invisible cone of terror causes each
living creature in the area to become panicked
unless it succeeds on a Will save. If cornered, a
panicked creature begins cowering. If the Will
save succeeds, the creature is shaken for 1
round.

(8/day)

Lullaby (Sp):
At 1st level, you can use lullaby as a
spelllike ability a number of times per day equal
to 3 + your Charisma modifier. This effect lasts
for 1 minute and does not require concentration.
The penalty on saves versus sleep effects
increases to –4.

(DC 14)

Lullaby
School enchantment (compulsion) [mindaffecting]; Level bard 0
Casting Time 1 standard action
Components V, S
Range medium (100 ft. + 10 ft./level)
Area living creatures within a 10-ft.-radius burst
Duration concentration + 1 round/level (D)
***

Spell-Like Abilities (CL 18th; concentration +23)
Sorcerer Spells Known (CL 3rd; concentration +8) Bloodline dreamspunAPG
1st (7/day)
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, lowlight 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.

(DC 15)

Bleed
School necromancy; Level cleric 0,
sorcerer/wizard 0
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Target one living creature
Duration instantaneous
Saving Throw: Will negates; Spell Resistance:
yes
You cause a living creature that is below
0 hit points but stabilized to resume dying. Upon
casting this spell, you target a living creature

that has –1 or fewer hit points. That creature
begins dying, taking 1 point of damage per
round. The creature can be stabilized later
normally. This spell causes a creature that is
dying to take 1 point of damage.

(DC 16)

Cause Fear
School necromancy [fear, mind-affecting]; Level
bard 1, cleric 1, sorcerer/wizard 1
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Target one living creature with 5 or fewer HD
Duration 1d4 rounds or 1 round; see text
Saving Throw Will partial; Spell Resistance
yes
The affected creature becomes
frightened. If the subject succeeds on a Will
save, it is shaken for 1 round. Creatures with 6
or more HD are immune to this effect. Cause
fear counters and dispels remove fear.

Detect Magic

(DC 17) At Will

Detect Thoughts
School divination [mind-affecting]; Level bard 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, F/DF (a copper piece)
Range 60 ft.
Area cone-shaped emanation
Duration concentration, up to 1 min./level (D)
Saving Throw Will negates; see text; Spell
Resistance no
You detect surface thoughts. The
amount of information revealed depends on how
long you study a particular area or subject.
1st Round: Presence or absence of
thoughts (from conscious creatures with
Intelligence scores of 1 or higher).
2nd Round: Number of thinking minds
and the Intelligence score of each. If the highest
Intelligence is 26 or higher (and at least 10
points higher than your own Intelligence score),
you are stunned for 1 round and the spell ends.
This spell does not let you determine the
location of the thinking minds if you can’t see the
creatures whose thoughts you are detecting.
3rd Round: Surface thoughts of any
mind in the area. A target’s Will save prevents
you from reading its thoughts, and you must cast
detect thoughts again to have another chance.
Creatures of animal intelligence (Int 1 or 2) have
simple, instinctual thoughts.

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

(3/day)

Dream
School illusion (phantasm) [mind-affecting];
Level bard 5, sorcerer/wizard 5
Casting Time 1 minute
Components V, S
Range unlimited
Target one living creature touched
Duration see text
Saving Throw none; Spell Resistance yes
You, or a messenger you touch, send a
message to others in the form of a dream. At the
beginning of the spell, you must name the
recipient or identify him or her by some title that
leaves no doubt as to identity. The messenger
then enters a trance, appears in the intended
recipient’s dream, and delivers the message.
The message can be of any length, and the
recipient remembers it perfectly upon waking.
The communication is one-way. The recipient
cannot ask questions or offer information, nor
can the messenger gain any information by
observing the dreams of the recipient.
Once the message is delivered, the
messenger’s mind returns instantly to its body.
The duration of the spell is the time required for
the messenger to enter the recipient’s dream
and deliver the message.
If the recipient is awake when the spell
begins, the messenger can choose to wake up
(ending the spell) or remain in the trance. The
messenger can remain in the trance until the
recipient goes to sleep, then enter the recipient’s
dream and deliver the message as normal. A
messenger that is disturbed during the trance
comes awake, ending the spell.
Creatures who don’t sleep or don’t
dream cannot be contacted by this spell.
The messenger is unaware of its own
surroundings or of the activities around it while
in the trance. It is defenseless both physically
and mentally (always failing any saving throw)
while in the trance.

(DC 15)

Ghost Sound
School illusion (figment); Level bard 0,
sorcerer/wizard 0
Casting Time 1 standard action
Components V, S, M (a bit of wool or a small
lump of wax)
Range close (25 ft. + 5 ft./2 levels)
Effect illusory sounds
Duration 1 round/level (D)
Saving Throw Will disbelief; Spell Resistance
no
Ghost sound allows you to create a
volume of sound that rises, recedes,
approaches, or remains at a fixed place. You
choose what type of sound ghost sound creates
when casting it and cannot thereafter change
the sound’s basic character.
The volume of sound created depends
on your level. You can produce as much noise
as four normal humans per caster level
(maximum 40 humans). Thus, talking, singing,
shouting, walking, marching, or running sounds
can be created. The noise a ghost sound spell
produces can be virtually any type of sound
within the volume limit. A horde of rats running
and squeaking is about the same volume as
eight humans running and shouting. A roaring
lion is equal to the noise from 16 humans, while
a roaring dragon is equal to the noise from 32
humans. Anyone who hears a ghost sound
receives a Will save to disbelieve.
Ghost sound can enhance the
effectiveness of a silent image spell.
Ghost sound can be made permanent
with a permanency spell.

(DC 16)

Hypnotism
School enchantment (compulsion) [mindaffecting]; Level bard 1, sorcerer/wizard 1
Casting Time 1 round
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Area several living creatures, no two of which
may be more than 30 ft. apart
Duration 2d4 rounds (D)
Saving Throw Will negates; Spell Resistance
yes
Your gestures and droning incantation
fascinate nearby creatures, causing them to stop
and stare blankly at you. In addition, you can
use their rapt attention to make your
suggestions and requests seem more plausible.
Roll 2d4 to see how many total HD of creatures
you affect. Creatures with fewer HD are affected
before creatures with more HD. Only creatures

that can see or hear you are affected, but they
do not need to understand you to be fascinated.
If you use this spell in combat, each
target gains a +2 bonus on its saving throw. If
the spell affects only a single creature not in
combat at the time, the saving throw has a
penalty of –2.
While the subject is fascinated by this
spell, it reacts as though it were two steps more
friendly in attitude. This allows you to make a
single request of the affected creature (provided
you can communicate with it). The request must
be brief and reasonable. Even after the spell
ends, the creature retains its new attitude toward
you, but only with respect to that particular
request.
A creature that fails its saving throw
does not remember that you enspelled it.
Mage Hand
School transmutation; Level bard 0,
sorcerer/wizard 0
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Target one nonmagical, unattended object
weighing up to 5 lbs.
Duration concentration
Saving Throw none; Spell Resistance no
You point your finger at an object and
can lift it and move it at will from a distance. As a
move action, you can propel the object as far as
15 feet in any direction, though the spell ends if
the distance between you and the object ever
exceeds the spell’s range.
Nightmare (DC 20) 3/day
School illusion (phantasm) [mind-affecting, evil];
Level bard 5, sorcerer/wizard 5
Casting Time 10 minutes
Components V, S
Range unlimited
Target one living creature
Duration instantaneous
Saving Throw Will negates; see text; Spell
Resistance yes
You send a hideous and unsettling
phantasmal vision to a specific creature that you
name or otherwise specifically designate.
The nightmare prevents restful sleep
and causes 1d10 points of damage. The
nightmare leaves the subject fatigued and
unable to regain arcane spells for the next 24
hours.

The difficulty of the save depends on
your knowledge the subject and the physical
connection (if any) you have to that creature.
Knowledge
Will Save Modifier
None*
+10
Secondhand (you have
heard of the subject)
+5
Firsthand (you have met
the subject)
+0
Familiar (you know the
subject well)
–5
*You must have some sort of connection to a
creature of which you have no knowledge.
Connection
Likeness or picture
Possession or garment
Body part, lock of hair,
bit of nail, etc.

Will Save Modifier
–2
–4
–10

Dispel evil cast on the subject while you
are casting the spell dispels the nightmare and
causes you to be stunned for 10 minutes per
caster level of the dispel evil.
If the recipient is awake when the spell
begins, you can choose to cease casting
(ending the spell) or to enter a trance until the
recipient goes to sleep, whereupon you become
alert again and complete the casting. If you are
disturbed during the trance, you must succeed
on a concentration check as if you were in the
midst of casting a spell or the spell ends.
If you choose to enter a trance, you are
not aware of your surroundings or the activities
around you while in the trance.
You are defenseless, both physically
and mentally, while in the trance. (You always
fail Reflex and Will saving throws, for example.)
Creatures who don’t sleep (such as
outsiders) or dream are immune to this spell.
Protection From Good (Constant)
School abjuration [evil]; Level cleric 1,
sorcerer/wizard 1
This spell functions like protection from
evil, except that the deflection and resistance
bonuses apply to attacks made by good
creatures. The target receives a new saving
throw against control by good creatures and
good summoned creatures cannot touch the
target.
Protection from Evil
School abjuration [good]; Level cleric 1, paladin
1, sorcerer/wizard 1
Casting Time 1 standard action
Components V, S, M/DF
Range touch
Target creature touched

Duration 1 min./level (D)
Saving Throw Will negates (harmless); Spell
Resistance no; see text
This spell wards a creature from attacks
by evil creatures, from mental control, and from
summoned creatures. It creates a magical
barrier around the subject at a distance of 1 foot.
The barrier moves with the subject and has
three major effects.
First, the subject gains a +2 deflection
bonus to AC and a +2 resistance bonus on
saves. Both these bonuses apply against
attacks made or effects created by evil
creatures.
Second, the subject immediately
receives another saving throw (if one was
allowed to begin with) against any spells or
effects that possess or exercise mental control
over the creature (including enchantment
[charm] effects and enchantment [compulsion]
effects such as charm person, command, and
dominate person). This saving throw is made
with a +2 morale bonus, using the same DC as
the original effect. If successful, such effects are
suppressed for the duration of this spell. The
effects resume when the duration of this spell
expires. While under the effects of this spell, the
target is immune to any new attempts to
possess or exercise mental control over the
target. This spell does not expel a controlling life
force (such as a ghost or spellcaster using
magic jar), but it does prevent them from
controlling the target. This second effect only
functions against spells and effects created by
evil creatures or objects, subject to GM
discretion.
Third, the spell prevents bodily contact
by evil summoned creatures. This causes the
natural weapon attacks of such creatures to fail
and the creatures to recoil if such attacks require
touching the warded creature. Summoned
creatures that are not evil are immune to this
effect. The protection against contact by
summoned creatures ends if the warded
creature makes an attack against or tries to
force the barrier against the blocked creature.
Spell resistance can allow a creature to
overcome this protection and touch the warded
creature.

(DC 20) 1/day

Shadow Walk
School illusion (shadow); Level bard 5,
sorcerer/wizard 6
Casting Time 1 standard action
Components V, S
Range touch
Targets up to one touched creature/level
Duration 1 hour/level (D)
Saving Throw Will negates; Spell Resistance
yes
To use the shadow walk spell, you must
be in an area of dim light. You and any creature
you touch are then transported along a coiling
path of shadowstuff to the edge of the Material
Plane where it borders the Plane of Shadow.
The effect is largely illusory, but the path is
quasi-real. You can take more than one creature
along with you (subject to your level limit), but all
must be touching each other.
In the region of shadow, you move at a
rate of 50 miles per hour, moving normally on
the borders of the Plane of Shadow but much
more rapidly relative to the Material Plane. Thus,
you can use this spell to travel rapidly by
stepping onto the Plane of Shadow, moving the
desired distance, and then stepping back onto
the Material Plane.
Because of the blurring of reality
between the Plane of Shadow and the Material
Plane, you can’t make out details of the terrain
or areas you pass over during transit, nor can
you predict perfectly where your travel will end.
It’s impossible to judge distances accurately,
making the spell virtually useless for scouting or
spying. Furthermore, when the spell effect ends,
you are shunted 1d10 × 100 feet in a random
horizontal direction from your desired endpoint.
If this would place you within a solid object, you
are shunted 1d10 × 1,000 feet in the same
direction. If this would still place you within a
solid object, you (and any creatures with you)
are shunted to the nearest empty space
available, but the strain of this activity renders
each creature fatigued (no save).
Shadow walk can also be used to travel
to other planes that border on the Plane of
Shadow, but this usage requires the transit of
the Plane of Shadow to arrive at a border with
another plane of reality. The transit of the Plane
of Shadow requires 1d4 hours.
Any creatures touched by you when
shadow walk is cast also make the transition to
the borders of the Plane of Shadow.
They may opt to follow you, wander off
through the plane, or stumble back into the

Material Plane (50% chance for either of the
latter results if they are lost or abandoned by
you). Creatures unwilling to accompany you into
the Plane of Shadow receive a Will saving
throw, negating the effect if successful.

(DC 16)

Sleep
School enchantment (compulsion) [mindaffecting]; 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.

(DC 17) 3/day

Suggestion
School enchantment (compulsion) [languagedependent, mind-affecting];
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).

(DC 15)

Touch of Fatigue
School necromancy; Level sorcerer/wizard 0
Casting Time 1 standard action
Components V, S, M (a drop of sweat)
Range touch
Target creature touched
Duration 1 round/level
Saving Throw Fortitude negates; Spell
Resistance yes
You channel negative energy through
your touch, fatiguing the target. You must
succeed on a touch attack to strike a target. The
subject is immediately fatigued for the spell’s
duration.
This spell has no effect on a creature
that is already fatigued. Unlike with normal
fatigue, the effect ends as soon as the spell’s
duration expires.

(DC 16)

Vanish
School illusion (glamer); Level bard 1,
sorcerer/wizard 1
Casting Time 1 standard action
Component V, S
Range touch
Target creature touched
Duration 1 round/level (up to 5 rounds) (D)
Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)
This spell functions like invisibility,
except the effect only lasts for 1 round per
caster level (maximum of 5 rounds). Like
invisibility, the spell immediately ends if the
subject attacks any creature.

Ulver Zandalus’s Psychic Spells
Psychic Spell-Like Abilities (CL 3rd; concentration +6)
Psychic Spells Known (CL 3rd; concentration +6) Psychic Discipline abomination
1st (6/day)

Detect Magic

(DC 10) 1/day

Detect Thoughts
School divination [mind-affecting]; Level bard 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, F/DF (a copper piece)
Range 60 ft.
Area cone-shaped emanation
Duration concentration, up to 1 min./level (D)
Saving Throw Will negates; see text; Spell
Resistance no
You detect surface thoughts. The
amount of information revealed depends on how
long you study a particular area or subject.
1st Round: Presence or absence of
thoughts (from conscious creatures with
Intelligence scores of 1 or higher).
2nd Round: Number of thinking minds
and the Intelligence score of each. If the highest
Intelligence is 26 or higher (and at least 10
points higher than your own Intelligence score),
you are stunned for 1 round and the spell ends.
This spell does not let you determine the
location of the thinking minds if you can’t see the
creatures whose thoughts you are detecting.
3rd Round: Surface thoughts of any
mind in the area. A target’s Will save prevents
you from reading its thoughts, and you must cast
detect thoughts again to have another chance.
Creatures of animal intelligence (Int 1 or 2) have
simple, instinctual thoughts.
Each round, you can turn to detect
thoughts in a new area. The spell can penetrate
barriers, but 1 foot of stone, 1 inch of common
metal, a thin sheet of lead, or 3 feet of wood or
dirt blocks it.

(DC 13)

Lullaby
School enchantment (compulsion) [mindaffecting]; Level bard 0
Casting Time 1 standard action
Components V, S
Range medium (100 ft. + 10 ft./level)
Area living creatures within a 10-ft.-radius burst
Duration concentration + 1 round/level (D)

Saving Throw Will negates; Spell Resistance
yes
Any creature within the area that fails a
Will save becomes drowsy and inattentive,
taking a –5 penalty on Perception checks and a
–2 penalty on Will saves against sleep effects
while the lullaby is in effect. Lullaby lasts for as
long as the caster concentrates, plus up to 1
round per caster level thereafter.

Mage Armor
Mage Hand
School transmutation; Level bard 0,
sorcerer/wizard 0
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Target one nonmagical, unattended object
weighing up to 5 lbs.
Duration concentration
Saving Throw none; Spell Resistance no
You point your finger at an object and
can lift it and move it at will from a distance. As a
move action, you can propel the object as far as
15 feet in any direction, though the spell ends if
the distance between you and the object ever
exceeds the spell’s range.
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.

(DC 14)

Ray of Enfeeblement
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.

(DC 14)

Mind Thrust I
School divination [mind-affecting]; Level
psychic 1
Casting Time 1 standard action
Components S
Range close (25 ft. + 5 ft./2 levels)
Target one creature
Duration instantaneous
Saving Throw Will half; Spell Resistance yes
You divine the most vulnerable portions
of your opponent’s mind and overload it with a
glut of psychic information. This attack deals 1d6
points of damage per caster level (maximum
5d6). The target receives a Will save for half
damage. This attack has no effect on creatures
without an Intelligence score.

Resistance
Telekinetic Projectile
School evocation; Level occultist 0, psychic 0,
spiritualist 0
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Duration instantaneous
Saving Throw no; Spell Resistance no
You fling an object weighing up to 5
pounds at the target. You must succeed at a
ranged attack (not a ranged touch attack) to hit
your target; if you hit, you deal 1d6 points of
bludgeoning damage to both the target and the
object. The type of object thrown doesn’t change
the damage type or any other properties of the
attack, even if you throw a weapon or magic
item in this way.
***

Bear’s Endurance, potion of
CMW, potion of (2d8+3)
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.
Magic Weapon, Oil Of
School transmutation; Level cleric 1, paladin 1,
sorcerer/wizard 1
Casting Time 1 standard action
Components V, S, DF
Range touch
Target weapon touched
Duration 1 min./level
Saving Throw Will negates (harmless, object);
Spell Resistance yes (harmless, object)
Magic weapon gives a weapon a +1
enhancement bonus on attack and damage
rolls. An enhancement bonus does not stack
with a masterwork weapon’s +1 bonus on attack
rolls.
You can’t cast this spell on a natural
weapon, such as an unarmed strike (instead,
see magic fang). A monk’s unarmed strike is
considered a weapon, and thus it can be
enhanced by this spell.

Winter Klaczka’s Cleric Spells
Cleric Spells Prepared (CL 3rd; concentration +6) Domains Healing, Repose
Domain Spell-Like Abilities (CL 3rd; concentration +6)

(6/day)

Gentle Rest (Sp):
Your touch can fill a creature with
lethargy, causing a living creature to become
staggered for 1 round as a melee touch attack. If
you touch a staggered living creature, that
creature falls asleep for 1 round instead.
Undead creatures touched are staggered for a
number of rounds equal to your Wisdom
modifier. You can use this ability a number of
times per day equal to 3 + your Wisdom
modifier.

(1d4+1) 6/day

Rebuke Death (Sp):
You can touch a living creature as a
standard action, healing it for 1d4 points of
damage plus 1 for every two cleric levels you
possess. You can only use this ability on a
creature that is below 0 hit points. You can use
this ability a number of times per day equal to 3
+ your Wisdom modifier.

***

Bless

(DC 15)

Calm Emotions
School enchantment (compulsion) [mindaffecting]; Level bard 2, cleric 2
Casting Time 1 standard action
Components V, S, DF
Range medium (100 ft. + 10 ft./level)
Area creatures in a 20-ft.-radius spread
Duration concentration, up to 1 round/level (D)
Saving Throw Will negates; Spell Resistance
yes
This spell calms agitated creatures. You
have no control over the affected creatures, but
calm emotions can stop raging creatures from
fighting or joyous ones from reveling. Creatures
so affected cannot take violent actions (although
they can defend themselves) or do anything
destructive. Any aggressive action against or
damage dealt to a calmed creature immediately
breaks the spell on all calmed creatures.
This spell automatically suppresses (but
does not dispel) any morale bonuses granted by
spells such as bless, good hope, and rage, and
also negates a bard’s ability to inspire courage
or a barbarian’s rage ability. It also suppresses
any fear effects and removes the confused
condition from all targets. While the spell lasts, a
suppressed spell, condition, or effect has no
effect. When the calm emotions spell ends, the
original spell or effect takes hold of the creature
again, provided that its duration has not expired
in the meantime.

Create Water
School conjuration (creation) [water]; Level
cleric 0, druid 0, paladin 1
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Effect up to 2 gallons of water/level
Duration instantaneous
Saving Throw none; Spell Resistance no
This spell generates wholesome,
drinkable water, just like clean rain water. Water
can be created in an area as small as will
actually contain the liquid, or in an area three
times as large—possibly creating a downpour or
filling many small receptacles. This water
disappears after 1 day if not consumed.
Note: Conjuration spells can’t create
substances or objects within a creature. Water
weighs about 8 pounds per gallon. One cubic
foot of water contains roughly 8 gallons and
weighs about 60 pounds.
Deathwatch
School necromancy; Level cleric 1
Casting Time 1 standard action
Components V, S
Range 30 ft.
Area cone-shaped emanation
Duration 10 min./level
Saving Throw none; Spell Resistance no
Using the powers of necromancy, you
can determine the condition of creatures near
death within the spell’s range. You instantly
know whether each creature within the area is
dead, fragile (alive and wounded, with 3 or fewer

hit points left), fighting off death (alive with 4 or
more hit points), healthy, undead, or neither
alive nor dead (such as a construct).
Deathwatch sees through any spell or ability that
allows creatures to feign death.

(DC 15)

Gentle Repose
School necromancy; Level cleric 2,
sorcerer/wizard 3
Casting Time 1 standard action
Components V, S, M/DF (salt and a copper
piece for each of the corpse’s eyes)
Range touch
Target corpse touched
Duration 1 day/level
Saving Throw Will negates (object); Spell
Resistance yes (object)
You preserve the remains of a dead
creature so that they do not decay. Doing so
effectively extends the time limit on raising that
creature from the dead (see raise dead). Days
spent under the influence of this spell don’t
count against the time limit. Additionally, this
spell makes transporting a slain (and thus
decaying) comrade less unpleasant.
The spell also works on severed body
parts and the like.

Guidance
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.
Purify Food and Drink
School transmutation; Level cleric 0, druid 0
Casting Time 1 standard action
Components V, S
Range 10 ft.
Target 1 cu. ft./level of contaminated food and
water
Duration instantaneous
Saving Throw Will negates (object); Spell
Resistance yes (object)
This spell makes spoiled, rotten,
diseased, poisonous, or otherwise contaminated
food and water pure and suitable for eating and
drinking. This spell does not prevent subsequent
natural decay or spoilage. Unholy water and
similar food and drink of significance is spoiled
by purify food and drink, but the spell has no
effect on creatures of any type nor upon magic
potions. Water weighs about 8 pounds per
gallon. One cubic foot of water contains roughly
8 gallons and weighs about 60 pounds.

Restoration, Lesser
School conjuration (healing); Level cleric 2,
druid 2, paladin 1
Casting Time 3 rounds
Components V, S
Range touch
Target creature touched
Duration instantaneous
Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)
Lesser restoration dispels any magical
effects reducing one of the subject’s ability
scores or cures 1d4 points of temporary ability
damage to one of the subject’s ability scores. It
also eliminates any fatigue suffered by the
character, and improves an exhausted condition
to fatigued. It does not restore permanent ability
drain.

(DC 14)

Sanctuary
School abjuration; Level cleric 1
Casting Time 1 standard action
Components V, S, DF
Range touch
Target creature touched
Duration 1 round/level
Saving Throw Will negates; Spell Resistance
no
Any opponent attempting to directly
attack the warded creature, even with a targeted
spell, must attempt a Will save. If the save
succeeds, the opponent can attack normally and
is unaffected by that casting of the spell. If the
save fails, the opponent can’t follow through with
the attack, that part of its action is lost, and it
can’t directly attack the warded creature for the
duration of the spell. Those not attempting to
attack the subject remain unaffected. This spell
does not prevent the warded creature from
being attacked or affected by area of effect
spells. The subject cannot attack without
breaking the spell but may use non-attack spells
or otherwise act.

Stabilize
***
CMW, potion of (2d8+3)

Ratch Mamby’s Sorcerer Spells
Bloodline Arcana:
Whenever you cast a spell of the
polymorph subschool, increase the duration of
the spell by 50% (minimum 1 round). This bonus
does not stack with the increase granted by the
Extend Spell feat.
Acidic Ray (Sp):

acidic ray deals 1d6 points of acid damage + 1
for every two sorcerer levels you possess. You
can use this ability a number of times per day
equal to 3 + your Charisma modifier.

(5’)

Long Limbs (Ex):
At 3rd level, your reach increases by 5
feet whenever you are making a melee touch
attack. This ability does not otherwise increase
your threatened area. At 11th level, this bonus to
your reach increases to 10 feet. At 17th level,
this bonus to your reach increases to 15 feet.

(1d6+1 acid)

6/day
Starting at 1st level, you can fire an
acidic ray as a standard action, targeting any foe
within 30 feet as a ranged touch attack. The
***

Spell-Like Abilities (CL 6th; concentration +9)
Sorcerer Spells Known (CL 3rd; concentration +6) Bloodline aberrant
1st (6/day)

(DC 14) 3/day

Cause Fear
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.
Commune (only when serving as a familiar; 6

1/week

questions, CL 12th)
School divination; Level cleric 5
Casting Time 10 minutes
Components V, S, M (holy or unholy water and
incense worth 500 gp), DF
Range personal
Target you
Duration 1 round/level
You contact your deity—or agents
thereof—and ask questions that can be
answered by a simple yes or no. (A cleric of no
particular deity contacts a philosophically allied
deity.) You are allowed one such question per

caster level. The answers given are correct
within the limits of the entity’s knowledge.
“Unclear” is a legitimate answer, because
powerful beings of the Outer Planes are not
necessarily omniscient. In cases where a oneword answer would be misleading or contrary to
the deity’s interests, a short phrase (five words
or less) may be given as an answer instead.
The spell, at best, provides information
to aid character decisions. The entities
contacted structure their answers to further their
own purposes. If you lag, discuss the answers,
or go off to do anything else, the spell ends.

Detect Magic (Constant)

(3/day)

Dimension Door
School conjuration (teleportation); Level bard 4,
sorcerer/wizard 4
Casting Time 1 standard action
Components V
Range long (400 ft. + 40 ft./level)
Target you and touched objects or other
touched willing creatures
Duration instantaneous
Saving Throw none and Will negates (object);
Spell Resistance no and yes (object)
You instantly transfer yourself from your
current location to any other spot within range.
You always arrive at exactly the spot desired—

whether by simply visualizing the area or by
stating direction. After using this spell, you can’t
take any other actions until your next turn. You
can bring along objects as long as their weight
doesn’t exceed your maximum load. You may
also bring
one additional willing Medium or smaller
creature (carrying gear or objects up to its
maximum load) or its equivalent per three caster
levels. A Large creature counts as two Medium
creatures, a Huge creature counts as two Large
creatures, and so forth. All creatures to be
transported must be in contact with one another,
and at least one of those creatures must be in
contact with you.
If you arrive in a place that is already
occupied by a solid body,
you and each creature traveling with you take
1d6 points of damage and are shunted to a
random open space on a suitable surface within
100 feet of the intended location.
If there is no free space within 100 feet,
you and each creature traveling with you take an
additional 2d6 points of damage and are
shunted to a free space within 1,000 feet. If
there is no free space within 1,000 feet, you and
each creature travelling with you take an
additional 4d6 points of damage and the spell
simply fails.
Disrupt Undead
School necromancy; Level sorcerer/wizard 0
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Effect ray
Duration instantaneous
Saving Throw none; Spell Resistance yes
You direct a ray of positive energy. You
must make a ranged touch attack to hit, and if
the ray hits an undead creature, it deals 1d6
points of damage to it.

(DC 14)

Enlarge Person
School transmutation; Level sorcerer/wizard 1
Casting Time 1 round
Components V, S, M (powdered iron)
Range close (25 ft. + 5 ft./2 levels)
Target one humanoid creature
Duration 1 min./level (D)
Saving Throw Fortitude negates; Spell
Resistance yes
This spell causes instant growth of a
humanoid creature, doubling its height and
multiplying its weight by 8. This increase

changes the creature’s size category to the next
larger one. The target gains a +2 size bonus to
Strength, a –2 size penalty to Dexterity (to a
minimum of 1), and a –1 penalty on attack rolls
and AC due to its increased size.
A humanoid creature whose size
increases to Large has a space of 10 feet and a
natural reach of 10 feet. This spell does not
change the target’s speed.
If insufficient room is available for the
desired growth, the creature attains the
maximum possible size and may make a
Strength check (using its increased Strength) to
burst any enclosures in the process. If it fails, it
is constrained without harm by the materials
enclosing it—the spell cannot be used to crush a
creature by increasing its size.
All equipment worn or carried by a
creature is similarly enlarged by the spell. Melee
weapons affected by this spell deal more
damage (see page 145). Other magical
properties are not affected by this spell. Any
enlarged item that leaves an enlarged creature’s
possession (including a projectile or thrown
weapon) instantly returns to its normal size. This
means that thrown and projectile weapons deal
their normal damage. Magical properties of
enlarged items are not increased by this spell.
Multiple magical effects that increase
size do not stack.
Enlarge person counters and dispels
reduce person.
Enlarge person can be made permanent
with a permanency spell.

(DC 13)

Flare
School evocation [light]; Level bard 0, druid 0,
sorcerer/wizard 0
Casting Time 1 standard action
Components V
Range close (25 ft. + 5 ft./2 levels)
Effect burst of light
Duration instantaneous
Saving Throw Fortitude negates; Spell
Resistance yes
This cantrip creates a burst of light. If
you cause the light to burst in front of a single
creature, that creature is dazzled for 1 minute
unless it makes a successful Fortitude save.
Sightless creatures, as well as creatures already
dazzled, are not affected by flare.

(3/day)

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.

Mage Armor
Mage Hand
School transmutation; Level bard 0,
sorcerer/wizard 0
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Target one nonmagical, unattended object
weighing up to 5 lbs.
Duration concentration
Saving Throw none; Spell Resistance no
You point your finger at an object and
can lift it and move it at will from a distance. As a
move action, you can propel the object as far as
15 feet in any direction, though the spell ends if
the distance between you and the object ever
exceeds the spell’s range.
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.

Mending
School transmutation; Level bard 0, cleric 0,
druid 0, sorcerer/wizard 0
Casting Time 10 minutes
Components V, S
Range 10 ft.
Target one object of up to 1 lb./level
Duration instantaneous
Saving Throw: Will negates (harmless, object);
Spell Resistance: yes (harmless, object)
This spell repairs damaged objects,
restoring 1d4 hit points to the object. If the object
has the broken condition, this condition is
removed if the object is restored to at least half
its original hit points. All of the pieces of an
object must be present for this spell to function.
Magic items can be repaired by this spell, but
you must have a caster level equal to or higher
than that of the object. Magic items that are
destroyed (at 0 hit points or less) can be
repaired with this spell, but this spell does not
restore their magic abilities. This spell does not
affect creatures (including constructs). This spell
has no effect on objects that have been warped
or otherwise transmuted, but it can still repair
damage done to such items.

Read Magic (Constant)
Shocking Grasp
School evocation [electricity]; Level
sorcerer/wizard 1
Casting Time 1 standard action
Components V, S
Range touch
Target creature or object touched
Duration instantaneous
Saving Throw none; Spell Resistance yes
Your successful melee touch attack
deals 1d6 points of electricity damage per caster
level (maximum 5d6). When delivering the jolt,
you gain a +3 bonus on attack rolls if the
opponent is wearing metal armor (or is carrying
a metal weapon or is made of metal).
Speak With Animals (rodents only)

Constant
School divination; Level bard 3, druid 1, ranger
1
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 min./level

You can ask questions of and receive
answers from animals, but the spell doesn’t
make them any more friendly than normal. Wary
and cunning animals are likely to be terse and
evasive, while the more stupid ones make inane
comments. If an animal is friendly toward you, it
may do some favor or service for you.

(Constant)

Spider Climb
School transmutation; Level druid 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M (a live spider)
Range touch
Target creature touched
Duration 10 min./level
Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)
The subject can climb and travel on
vertical surfaces or even traverse ceilings as
well as a spider does. The affected creature
must have its hands free to climb in this manner.
The subject gains a climb speed of 20 feet and a
+8 racial bonus on Climb skill checks;
furthermore, it need not make Climb checks to
traverse a vertical or horizontal surface (even
upside down). A spider climbing creature retains
its Dexterity bonus to Armor Class (if any) while
climbing, and opponents get no special bonus to
their attacks against it. It cannot, however, use
the run action while climbing.
Summon Swarm

(rats swarm only)

1/day
School conjuration (summoning); Level bard 2,
druid 2, sorcerer/wizard 2
Casting Time 1 round
Components V, S, M/DF (a square of red cloth)
Range close (25 ft. + 5 ft./2 levels)
Effect one swarm of bats, rats, or spiders
Duration concentration + 2 rounds
Saving Throw none; Spell Resistance no
You summon a swarm of bats, rats, or
spiders (your choice), which attacks all other
creatures within its area. (You may summon the
swarm so that it shares the area of other
creatures.) If no living creatures are within its
area, the swarm attacks or pursues the nearest
creature as best it can. The caster has no
control over its target or direction of travel.

(Constant)

(DC 13)

Tongues
School divination; Level bard 2, cleric 4,
sorcerer/wizard 3
Casting Time 1 standard action
Components V, M/DF (a clay model of a
ziggurat)
Range touch
Target creature touched
Duration 10 min./level
Saving Throw Will negates (harmless); Spell
Resistance no
This spell grants the creature touched
the ability to speak and understand the language
of any intelligent creature, whether it is a racial
tongue or a regional dialect. The subject can
speak only one language at a time, although it
may be able to understand several languages.
Tongues does not enable the subject to speak
with creatures who don’t speak. The subject can
make itself understood as far as its voice
carries. This spell does not predispose any
creature addressed toward the subject in any
way.
Tongues can be made permanent with a
permanency spell.

Touch of Fatigue
School necromancy; Level sorcerer/wizard 0
Casting Time 1 standard action
Components V, S, M (a drop of sweat)
Range touch
Target creature touched
Duration 1 round/level
Saving Throw Fortitude negates; Spell
Resistance yes
You channel negative energy through
your touch, fatiguing the target. You must
succeed on a touch attack to strike a target. The
subject is immediately fatigued for the spell’s
duration.
This spell has no effect on a creature
that is already fatigued. Unlike with normal
fatigue, the effect ends as soon as the spell’s
duration expires.

***
Brooch of Shielding
Aura faint abjuration; CL 1st
Slot neck;
Price 1,500 gp; Weight —
Description
This appears to be a piece of silver or
gold jewelry used to fasten a cloak or cape. In
addition to this mundane task, it can absorb
magic missiles of the sort generated by the spell
or spell-like ability. A brooch can absorb up to
101 points of damage from magic missiles
before it melts and becomes useless.
Construction Requirements Craft
Wondrous Item, shield; Cost 750 gp

Ratling Spells
Spell-Like Abilities (CL 6th; concentration +7)

(DC 12) 3/day

Cause Fear
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.
Commune (only when serving as a familiar; 6

1/week

questions, CL 12th)
School divination; Level cleric 5
Casting Time 10 minutes
Components V, S, M (holy or unholy water and
incense worth 500 gp), DF
Range personal
Target you
Duration 1 round/level
You contact your deity—or agents
thereof—and ask questions that can be
answered by a simple yes or no. (A cleric of no
particular deity contacts a philosophically allied
deity.) You are allowed one such question per
caster level. The answers given are correct
within the limits of the entity’s knowledge.
“Unclear” is a legitimate answer, because
powerful beings of the Outer Planes are not
necessarily omniscient. In cases where a oneword answer would be misleading or contrary to
the deity’s interests, a short phrase (five words
or less) may be given as an answer instead.
The spell, at best, provides information
to aid character decisions. The entities
contacted structure their answers to further their
own purposes. If you lag, discuss the answers,
or go off to do anything else, the spell ends.

Detect Magic (Constant)

(3/day)

Dimension Door
School conjuration (teleportation); Level bard 4,
sorcerer/wizard 4
Casting Time 1 standard action
Components V
Range long (400 ft. + 40 ft./level)
Target you and touched objects or other
touched willing creatures
Duration instantaneous
Saving Throw none and Will negates (object);
Spell Resistance no and yes (object)
You instantly transfer yourself from your
current location to any other spot within range.
You always arrive at exactly the spot desired—
whether by simply visualizing the area or by
stating direction. After using this spell, you can’t
take any other actions until your next turn. You
can bring along objects as long as their weight
doesn’t exceed your maximum load. You may
also bring
one additional willing Medium or smaller
creature (carrying gear or objects up to its
maximum load) or its equivalent per three caster
levels. A Large creature counts as two Medium
creatures, a Huge creature counts as two Large
creatures, and so forth. All creatures to be
transported must be in contact with one another,
and at least one of those creatures must be in
contact with you.
If you arrive in a place that is already
occupied by a solid body,
you and each creature traveling with you take
1d6 points of damage and are shunted to a
random open space on a suitable surface within
100 feet of the intended location.
If there is no free space within 100 feet,
you and each creature traveling with you take an
additional 2d6 points of damage and are
shunted to a free space within 1,000 feet. If
there is no free space within 1,000 feet, you and
each creature travelling with you take an
additional 4d6 points of damage and the spell
simply fails.

(3/day)

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.

Read Magic (Constant)
Speak With Animals

(rodents only)

Constant
School divination; Level bard 3, druid 1, ranger
1
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 min./level
You can ask questions of and receive
answers from animals, but the spell doesn’t
make them any more friendly than normal. Wary
and cunning animals are likely to be terse and
evasive, while the more stupid ones make inane
comments. If an animal is friendly toward you, it
may do some favor or service for you.

(Constant)

Spider Climb
School transmutation; Level druid 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M (a live spider)
Range touch
Target creature touched
Duration 10 min./level
Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)
The subject can climb and travel on
vertical surfaces or even traverse ceilings as
well as a spider does. The affected creature
must have its hands free to climb in this manner.
The subject gains a climb speed of 20 feet and a
+8 racial bonus on Climb skill checks;
furthermore, it need not make Climb checks to
traverse a vertical or horizontal surface (even
upside down). A spider climbing creature retains
its Dexterity bonus to Armor Class (if any) while
climbing, and opponents get no special bonus to
their attacks against it. It cannot, however, use
the run action while climbing.

Summon Swarm

(rats swarm only)

1/day
School conjuration (summoning); Level bard 2,
druid 2, sorcerer/wizard 2
Casting Time 1 round
Components V, S, M/DF (a square of red cloth)
Range close (25 ft. + 5 ft./2 levels)
Effect one swarm of bats, rats, or spiders
Duration concentration + 2 rounds
Saving Throw none; Spell Resistance no
You summon a swarm of bats, rats, or
spiders (your choice), which attacks all other
creatures within its area. (You may summon the
swarm so that it shares the area of other
creatures.) If no living creatures are within its
area, the swarm attacks or pursues the nearest
creature as best it can. The caster has no
control over its target or direction of travel.

(Constant)

Tongues
School divination; Level bard 2, cleric 4,
sorcerer/wizard 3
Casting Time 1 standard action
Components V, M/DF (a clay model of a
ziggurat)
Range touch
Target creature touched
Duration 10 min./level
Saving Throw Will negates (harmless); Spell
Resistance no
This spell grants the creature touched
the ability to speak and understand the language
of any intelligent creature, whether it is a racial
tongue or a regional dialect. The subject can
speak only one language at a time, although it
may be able to understand several languages.
Tongues does not enable the subject to speak
with creatures who don’t speak. The subject can
make itself understood as far as its voice
carries. This spell does not predispose any
creature addressed toward the subject in any
way.
Tongues can be made permanent with a
permanency spell.

