The Godsmouth Heresy Spell List

ORISONS

Acid Splash (Esme – DC 12)

School conjuration (creation) [acid]

Level inquisitor 0, magus 0, sorcerer/wizard 0, summoner 0, witch 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 at a ranged touch attack to hit your target.  The orb deals 1d3 points of acid damage.  This acid disappears after 1 round.

Bleed (Esme – DC 12)

School necromancy; Level cleric/oracle 0, inquisitor 0, sorcerer/wizard 0, witch 0

Casting Time 1 standard action

Components V, S

Range close (25 ft. + 5 ft./2 levels)

Effect 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.

Daze (Esme – DC 12)

School enchantment (compulsion) [mind-affecting]

Level bard 0, inquisitor 0, magus 0, sorcerer/wizard 0, summoner 0, witch 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 (Falk)

School divination

Level bard 0, cleric/oracle 0, druid 0, inquisitor 0, magus 0, sorcerer/wizard 0, summoner 0,

witch 0

Casting Time 1 standard action

Components V, S

Range 60 ft.

Area cone-shaped emanation

Duration concentration, up to 1 min./level (D)

Saving Throw none; Spell Resistance no

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

1st Round:  Presence or absence of magical auras.

2nd Round:  Number of different magical auras and the power of the most potent magical aura.

3rd Round:  The strength and location of each aura.  If the items or creatures bearing the auras are in line of sight, you can Knowledge (arcana) skill checks to determine the school of magic involved in each.  (Make one check per aura:  DC 15 + spell level, or 15 + 1/2 caster level for a nonspell effect.)  If the aura emanates from a magic item, you can attempt to identify its properties (see Spellcraft).

Magical areas, multiple types of magic, or strong local magical emanations may distort or conceal weaker auras.

Aura Strength:  An aura's power depends on a spell's functioning spell level or an item's caster level; see the accompanying table.  If an aura falls into more than one category, detect magic indicates the stronger of the two.

Lingering Aura:  A magical aura lingers after its original source dissipates (in the case of a spell) or is destroyed (in the case of a magic item).  If detect magic is cast and directed at such a location, the spell indicates an aura strength of dim (even weaker than a faint aura).  How long the aura lingers at this dim level depends upon its original power:

	Original Strength
	Duration of Lingering Aura

	Faint
	1d6 rounds

	Moderate
	1d6 minutes

	Strong
	1d6 x 10 minutes

	Overwhelming
	1d6 days


Outsiders and elementals are not magical in themselves, but if they are summoned, the conjuration spell registers.  Each round, you can turn to detect magic 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.

	
	Aura Power

	Spell or Object
	Faint
	Moderate
	Strong
	Overwhelming

	Functioning spell (spell level)
	3rd or lower
	4th - 6th
	7th - 9th
	10th+ (diety level)

	Magic item (spell level)
	5th or lower
	6th - 11th
	12th - 20th
	21st+ (artifact)


Touch of Fatigue (Esme – DC 12, 1 round)

School necromancy; Level sorcerer/wizard 0, witch 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.

1st LEVEL SPELLS

Bomber's Eye (Svilennius – extract, 2 rounds)

School transmutation; Level alchemist 1

Casting Time 1 standard action

Components S

Range personal

Target you

Duration 1 round/level

This extract allows you to throw weapons farther and more accurately.  While this extract is in effect, increase the range of any thrown weapon by 10 feet.  In addition, you receive a +1 insight bonus on attack rolls made with thrown weapons.

Burning Hands (Rune Guardian of Wrath – DC 12, Esme – DC 13; 1d4)

School evocation [fire]; Level magus 1, sorcerer/wizard 1, witch 1; Domain fire 1

Casting Time 1 standard action

Components V, S

Range 15 ft.

Area cone-shaped burst

Duration instantaneous

Saving Throw Reflex half; Spell Resistance yes

Any creature in the area of the flames takes 1d4 points of fire damage per caster level (maximum 5d4).

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

Cause Fear (Esme – DC 13)

School necromancy [emotion, fear, mind-affecting]

Level antipaladin 1, bard 1, cleric/oracle 1, inquisitor 1, sorcerer/wizard 1, witch 1

Domain daemon 1, death 1; Bloodline abyssal 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.

Color Spray (Esme – DC 13)

School illusion (pattern) [mind-affecting]; Level magus 1, sorcerer/wizard 1

Casting Time 1 standard action

Components V, S, M (red, yellow, and blue powder or colored sand)

Range 15 ft.

Area cone-shaped burst

Duration instantaneous; see text

Saving Throw Will negates; Spell Resistance yes

A vivid cone of clashing colors springs forth from your hand, causing creatures to become stunned, perhaps also blinded, and possibly knocking them unconscious.  Each creature within the cone is affected according to its HD.

2 HD or less:  The creature is unconscious, blinded, and stunned for 2d4 rounds, then blinded and stunned for 1d4 rounds, and then stunned for 1 round.  (Only living creatuers are knocked unconscious.)

3 or 4 HD:  The creature is blinded and stunned for 1d4 rounds, then stunned for 1 round.

5 or more HD:  The creature is stunned for 1 round.

Sightless creatures are not affected by color spray.

1st LEVEL SPELLS

Cure Light Wounds (Svilennius – potions, 1d8+2)

School conjuration (healing)

Level alchemist 1, bard 1, cleric/oracle 1, druid 1, inquisitor 1, paladin 1, ranger 2, witch 1

Casting Time 1 standard action

Components V, S

Range touch

Target creature touched

Duration instantaneous

Saving Throw Will half (harmless); see text; Spell Resistance yes (harmless); see text

When laying your hand upon a living creature, you channel positive energy that cures 1d8 points of damage +1 point per caster level (maximum +5).  Since undead are powered by negative energy, this spell deals damage to them instead of curing their wounds.  An undead creature can apply Spell Resistance, and can attempt a Will save to take half damage.

Enlarge Person (Svilennius – potions, spear dmg to 2d6)

School transmutation; Domain growth 1, strength 1; Bloodline aberrant 1, boreal 1

Level alchemist 1, magus 1, sorcerer/wizard 1, summoner 1, witch 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 carriied by a creature is similarly enlarged by the spell.  Melee weapons affected by this spell deal more damage (see Table: Medium/Large Weapon Damage).  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 wepons 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.

Expeditious Retreat (Svilennius – extract, 2 mins.)

School transmutation; Domain azata (chaos, good) 1, exploration 1

Level alchemist 1, bard 1, inquisitor 1, magus 1, sorcerer/wizard 1, summoner 1

Casting Time 1 standard action

Components V, S

Range personal

Target you

Duration 1 min./level (D)

This spell increases your base land speed by 30 feet.  This adjustment is treated as an enhancement bonus.  There is no effect on other modes of movement, such as burrow, climb, fly or swim.  As with any effect that increases your speed, this spell affects your jumping distance (see the Acrobatics skill).

Mage Armor (Esme – scroll, 1 hour)

School conjuration (creation) [force]; Level sorcerer/wizard 1, summoner 1, witch 1

Casting Time 1 standard action

Components V, S, F (a piece of cured leather)

Range touch

Target creature touched

Duration 1 hour/level

Saving Throw Will negates (harmless); Spell Resistance no

An invisible but tangible field of force surrounds the subject of a mage armor spell, providing a +4 armor bonus to AC.

Unlike mundane armor, mage armor entails no armor check penalty, arcane spell failure chance, or speed reduction.  Since mage armor is made of force, incorporeal creatures can't bypass it the way they do normal armor.

Shield (Svilennius – extract, 2 mins.)

School abjuration [force]; Domain defense 1

Level alchemist 1, magus 1, sorcerer/wizard 1, summoner 1

Casting Time 1 standard action

Components V, S

Range personal

Target you

Duration 1 min./level (D)

Saving Throw Will negates; Spell Resistance yes

Shield creates an invisible shield of force that hovers in front of you.  It negates magic missile attacks directed at you.  The disk also provides a +4 shield bonus to AC.  This bonus applies against incorporeal touch attacks, since it is a force effect.  The shield has no armor check penalty or arcane spell failure chance.

2nd LEVEL SPELLS

Darkness (darkmantle – 2 mins., Falk – 3 mins.)

School evocation [darkness]

Level antipaladin 2, bard 2, cleric/oracle 2, inquisitor 2, magus 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 souces 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.

Ghoul Touch (Esme – scroll, DC 13)

School necromancy [poison (stench aspect only)]; Level sorcerer/wizard 2; Domain undead 2

Casting Time 1 standard action

Components V, S, M (cloth from a ghoul or earth from a ghoul's lair)

Range touch

Target living humanoid touched

Duration 1d6+2 rounds

Saving Throw Fortitude negates; Spell Resistance yes

Imbuing you with negative energy, this spell allows you to paralyze a single living humanoid for the duration of the spell with a successful melee touch attack.

A paralyzed subject exudes a carrion stench that causes all living creatures (except you) in a 10-foot-radius spread to become sickened (Fortitude negates).  A neutralize poison spell removes the effect from a sickened creature, and creatures immune to poison are unaffected by the stench.  This is a poison effect.

Spider Climb (crawling hands, effect permanent)

School transmutation; Level alchemist 2, druid 2, magus 2, sorcerer/wizard 2, summoner 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.
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