Master of the Fallen Fortress Spell List

ORISONS

Daze (DC 13)

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

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)


Flare (DC 12)

School evocation [light]; Level bard 0, druid 0, magus 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 Fort 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.

Ghost Sound (DC 13)

School illusion (figment); Level bard 0, magus 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

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.

Guidance

School divination; Level cleric/oracle 0, druid 0, inquisitor 0, summoner 0, witch 0

Casting Time 1 standard action

Components V, S

Range touch

Target creature touched

Duration 1 minute or until discharged

Saving Throw Will negates (harmless); Spell Resistance yes

This spell imbues the subject with a touch of divine guidance.  The creature gets a +1 competence bonus on a single attack roll, saving throw, or skill check.  It must choose to use the bonus before making the roll to which it applies.

Light

School evocation [light]; 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, M/DF (a firefly)

Range touch

Target or Area object touched

Duration 10 min./level

Saving Throw none; Spell Resistance no

This spell causes a touched object to glow like a torch, shedding normal light in a 20-foot radius from the point touched, and increasing the light level for an additional 20 feet by one step, up to normal light (darkness becomes dim light, and dim light becomes normal light).  In an area of normal or bright light, this spell has no effect.  The effect is immobile, but it can be cast on a movable object.

You can only have one light spell active at any one time.  If you cast this spell while another casting is still in effect, the previous casting is dispelled.  If you make this spell permanent (through permanency or a similar effect), it does not count against this limit.  Light can be used to counter or dispel any darkness spell of equal or lower spell level.

Prestidigitation

School universal; Level bard 0, magus 0, sorcerer/wizard 0

Casting Time 1 standard action

Components V, S

Range 10 ft.

Target, Effect, or Area see text

Duration 1 hour

Saving Throw see text; Spell Resistance no

Prestidigitations are minor tricks that novice spellcasters use for practice.  Once cast, a prestidigitation spell enables you to perform simple magical effects for 1 hour.  The effects are minor and have severe limitations.  A prestiditigation can slowly lift 1 pound of material.  It can color, clean, or soil items in a 1-foot cube each round.  Jt can chill, warm, or flavor 1 pound of nonliving material.  It cannot deal damage or affect the concentration of spellcasters.  Prestidigitation can create small objects, but they look crude and artificial.  The materials created by a prestidigitation spell are extremely fragile, and they cannot be used as tools, weapons, or spell components.  Finally, prestidigitation lacks the power to duplicate any other spell effects.  Any actual change to an object (beyond just moving, cleaning, or soiling it) persists only 1 hour.

Read Magic

School transmutation

Level antipaladin 1, bard 0, cleric/oracle 0, druid 0, inquisitor 0, magus 0, paladin 1, ranger 1, sorcerer/wizard 0, summoner 0, witch 0

Casting Time 1 standard action

Components V, S, F (a clear crystal or mineral prism)

Range personal

Target you

Duration 10 min./level

You can decipher magical inscriptions on objects – books, scrolls, weapons, and the like – that would otherwise be unintelligible.  This deciphering does not normally invoke the magic contained in the writing, although it may do so in the case of a cursed or trapped scroll.  Furthermore, once the spell is cast and you have read the magical inscription, you are thereafter able to read that particular writing without recourse to the use of read magic.  You can read at the rate of one page (250 words) per minute.  The spell allows you to identify a glyph of warding with a DC 13 Spellcraft check, a greater glyph of warding with a DC 16 Spellcraft check, or any symbol spell with a Spellcraft check (DC 10 + spell level).

Resistance

School abjuration; Level bard 0, cleric/oracle 0, druid 0, inquisitor 0, paladin 1, sorcerer/wizard 0, summoner 0, witch 0

Casting Time 1 standard action

Components V, S, M/DF (a miniature cloak)

Range touch

Target creature touched

Duration 1 minute

Saving Throw Will negates (harmless); Spell Resistance yes (harmless)

You imbue the subject with magical energy that protects it from harm, granting it a +1 resistance bonus on saves.

Virtue

School transmutation; Level cleric/oracle 0, druid 0, inquisitor 0, paladin 1

Casting Time 1 standard action

Components V, S, DF

Range touch

Target creature touched

Duration 1 minute

Saving Throw none; Spell Resistance yes (harmless)

With a touch, you infuse a creature with a tiny surge of life, granting the subject 1 temporary hit point.

1st LEVEL

Cure Light Wounds (1d8+3)

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.

Expeditious Retreat

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).

Lesser Confusion (DC 14)

School enchantment (compulsion) [mind-affecting]; Level bard 1; Domain madness 1, protean 1

Casting Time 1 standard action

Components V, S, DF

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

Target one living creature

Duration 1 round

Saving Throw Will negates; Spell Resistance yes

This spell causes a single creature to become confused for 1 round.  Roll on the following table to see what it does.

	d%
	Behavior

	01-25
	Acts normally

	26-50
	Does nothing but babble incoherently

	51-75
	Deals 1d8 points of damage + Str modifier to self with item in hand

	76-100
	Attacks 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).

Magic Fang

School transmutation; Level druid 1, ranger 1, summoner 1; Domain fur 1

Casting Time 1 standard action

Components V, S, DF

Range touch

Target living creature touched

Duration 1 min./level

Saving Throw Will negates (harmless); Spell Resistance yes (harmless)

Magic fang gives one natural weapon or unarmed strike of the subject a +1 enhancement bonus on attack and damage rolls.  The spell can affect a slam attack, fist, bite, or other natural weapon.  The spell does not change an unarmed strike's damage from nonlethal damage to lethal damage.

Obscuring Mist

School conjuration (creation); Domain air 1, darkness 1, water 1, weather 1

Level cleric/oracle 1, druid 1, magus 1, sorcerer/wizard 1, witch 1

Casting Time 1 standard action

Components V, S

Range 20 ft.

Effect cloud spreads in 20-ft. radius from you, 20 ft. high

Duration 1 min./level

Saving Throw none; Spell Resistance no

A misty vapor arises around you.  It is stationary.  The vapor obscures all sight, including darkvision, beyond 5 feet.  A creature 5 feet away has conccealment (attacks have a 20% miss chance).  Creatures farther away have total concealment (50% miss chance, and the attacker cannot use sight to locate the target).

A moderate wind (11+ mph), such as from a gust of wind spell, disperses the fog in 4 rounds.  A strong wind (21+ mph) disperses the fog in 1 round.  A fireball, flame strike, or similar spell burns away the fog in the explosive or fiery spell's area.  A wall of fire burns away the fog in the area into which it deals damage.

This spell does not function underwater.

Produce Flame

School evocation [fire]; Level druid 1; Domain fire 2

Casting Time 1 standard action

Components V, S

Range 0 ft.

Effect flame in your palm

Duration 1 min./level (D)

Saving Throw none; Spell Resistance yes

Flames as bright as a torch appear in your open hand.  The flames harm neither you nor your equipment.

In addition to providing illumination, the flames can be hurled or used to touch enemies.  You can strike an opponent with a melee touch attack, dealing fire damage equal to 1d6+1 point per caster level (maximum +5).  Alternatively, you can hurl the flames up to 120 feet as a thrown weapon.  When doing so, you attack with a ranged touch attack (with no range penalty) and deal the same damage as with the melee attack.  No sooner do you hurl the flames than a new set appears in your hand.  Each attack you make reduces the remaining duration by 1 minute.  If an attack reduces the remaining duration to 0 minutes or less, the spell ends after the attack resolves.

The spell does not function underwater.

Sleep (DC 14)

School enchantment (compulsion) [mind-affecting]; Level bard 1, sorcerer/wizard 1, witch 1

Domain Night 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 of 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.

2nd LEVEL

Flame Blade

School evocation [fire]; Level druid 2

Casting Time 1 standard action

Components V, S, DF

Range 0 ft.

Effect sword-like beam

Duration 1 min./level (D)

Saving Throw none; Spell Resistance yes

A 3-foot-long, blazing beam of red-hot fire springs forth from your hand.  You wield this blade-like beam as if it were a scimitar.  Attacks with the flame blade are melee touch attacks.  The blade deals 1d8 points of fire damage + 1 point per two caster levels (maximum +10).  Since the blade is immaterial, your Strength modifier does not apply to the damage.  A flame blade can ignite combustible materials such as parchment, straw, dry sticks, and cloth.

Summon Swarm

School conjuration (summoning); Level bard 2, druid 2, sorcerer/wizard 2, summoner 2, witch 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.
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