Bear's Endurance
F

School - transmutation; Level - cleric/oracle 2, druid 2, range
2, sorcerer/wizard 2, summoner 2, alchemist 2, magus 2
Casting Time - 1 standard action
Components - V, S, M/DF (a few hairs, or a pinch of dung,
" from a bear)
Range - touch
Target - creature touched
. Duration - 1 min./level
Saving Throw - Will negates (harmless); SR - yes

The affected creature gains greater vitality
and stamina. The spell grants the subject a
+4 enhancement bonus to Constitution,
which adds the usual benefits to hit points,
Fortitude saves, Constitution checks, and so
forth. Hit points gained by a temporary
increase Iin Constitution score are not
temporary hit points. They go away when the
subject's Constitution drops back to normal.
They are not lost first as temporary hit points
are.

Cure Light Wounds

School - conjuration/healing; Level - bard 1, cleric/oracle 1,
druid 1, paladin 1, ranger 2, witch 1, inquisitor 1, alchemist 1
Casting Time - 1 standard action

Components - V, S

Range - touch

Target - creature touched

Duration - instantaneous

Saving Throw - Will half (harmless); see text; SR - 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.

Bestow Curse

Bleed

School - necromancy; Level - cleric/oracle 3,
sorcerer/wizard 4, witch 3, antipaladin 3
Casting Time - 1 standard action
Components -V, S

Range - touch

Target - creature touched

Duration - permanent

Saving Throw - Will negates; SR - yes

You place a curse on the subject. Choose one of the
following.

-6 decrease to an ability score (minimum 1). -4 penalty on
attack rolls, saves, ability checks, and skill checks. Each
turn, the target has a 50% chance to act normally; otherwise,
it takes no action.

You may also invent your own curse, but it should be no
more powerful than those described above.

The curse bestowed by this spell cannot be dispelled, but it
can be removed with a break enchantment, limited wish,
miracle, remove curse, or wish spell.

Bestow curse counters remove curse.

Cure Serious Wounds

School - conjuration/healing; Level - bard 3, cleric/oracle 3,
druid 4, paladin 4, ranger 4, witch 4, inquisitor 3, alchemist 3
Casting Time - 1 standard action

Components - V, S

Range - touch

Target - creature touched

Duration - instantaneous

Saving Throw - Will half (harmless); see text; SR - yes
(harmless); see text

This spell functions like cure light wounds,
except that it cures 3d8 points of damage + 1
point per caster level (maximum +15).

School - necromancy; Level - cleric/oracle 0,
inquisitor 0, sorcerer/wizard 0, witch O
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; SR - 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.

Detect Magic'

School - divination; Level - bard 0, cleric/oracle 0, druid
0, sorcerer/wizard 0, summoner 0, witch 0, inquisitor O,
magus 0

Casting Time - 1 standard action

Components - V, S

Range - 60 ft.

Area - cone-shaped emanation

Duration - concentration, up to 1 min./level

Saving Throw - none; SR - no
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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 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 make 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

Bull's Strength -

School - transmutation; Level - cleric/oracle 2, druid 2,
paladin 2, sorcerer/wizard 2, summoner 2, alchemist 2,
antipaladin 2, magus 2

Casting Time - 1 standard action

" Components - V, S, M/DF (a few hairs, or a pinch of dung,

from a bull)
Range - touch

. Target - creature touched

Duration - 1 min./level
Saving Throw - Will negates (harmless); SR - yes (harmless)

The subject becomes stronger. The spell
grants a +4 enhancement bonus to Strength,
adding the usual benefits to melee attack
rolls, melee damage rolls, and other uses of
the Strength modifier.

Detect Magic'(_C;gnt.)

T

category, detect magic indicates the stronger of the two.
Spell or Object | Aura Power |
Faint | Moderate | Strong | Overwhelming |

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

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

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 on its original
power: Original Strength | Duration of Lingering Aura |

Faint | 1d6 rounds |

Moderate | 1d6 minutes |

Strong | 1d6x10 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




Detect Magic (_Cént.)

of common metal, a thin sheet of lead, or 3 feet of wood or
dirt blocks it.

e
Detect magic can be made permanent with a permanency
spell.

Enlarge Person

School - transmutation; Level - sorcerer/wizard
1, alchemist 1, summoner 1, witch 1, magus 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; SR - yes

ur . ™
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

FE o

Detect Poison

- - -
School - divination; Level - cleric/oracle 0, druid O,
paladin 1, ranger 1, sorcerer/wizard 0
Casting Time - 1 standard action
Components - V, S
Range - close (25 ft. + 5 ft./2 levels)
Area - one creature, one object, or a 5-ft. cube
Target - one creature, one object, or a 5-ft. cube
Duration - instantaneous
Saving Throw - none; SR - no

You determine whether a creature, object, or
area has been poisoned or is poisonous.
You can determine the exact type of poison
with a DC 20 Wisdom check. A character
with the Craft (alchemy) skill may try a DC
20 Craft (alchemy) check if the Wisdom
check fails, or may try the Craft (alchemy)
check prior to the Wisdom check. 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.

Enlarge Person (Cont.)

(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.

e
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Divine Favor

School - evocation; Level - cleric/oracle 1
paladin 1, inquisitor 1

. Casting Time - 1 standard action

Components - V, S, DF
Range - personal

. Target - you

Duration - 1 minute

Calling upon the strength and wisdom of a
deity, you gain a +1 luck bonus on attack
and weapon damage rolls for every three
caster levels you have (at least +1,
maximum +3). The bonus doesn't apply to
spell damage.

Flame Strike

-
School - evocation; Level - cleric/oracle 5, druid
4, inquisitor 5

Casting Time - 1 standard action

' Components -V, S, DF

Range - medium (100 ft. + 10 ft./level)
Area - cylinder (10-ft. radius, 40-ft. high)

" Duration - instantaneous

Saving Throw - Reflex half; SR - yes

A flame strike evokes a vertical column of
divine fire. The spell deals 1d6 points of
damage per caster level (maximum 15d6).
Half the damage is fire damage, but the
other half results directly from divine power
and is therefore not subject to being reduced
by resistance to fire-based attacks.

Divine Power

School - evocation; Level - cleric/oracle 4
inquisitor 4

. Casting Time - 1 standard action

Components - V, S, DF
Range - personal

. Target - you

Duration - 1 round/level

Calling upon the divine power of your patron,
you imbue yourself with strength and skill in
combat. You gain a +1 luck bonus on attack
rolls, weapon damage rolls, Strength checks,
and Strength-based skill checks for every
three caster levels you have (maximum +6).
You also gain 1 temporary hit point per
caster level. Whenever you make a
full-attack action, you can make an additional
attack at your full base attack bonus, plus
any appropriate modifiers. This additional
attack Is not cumulative with similar effects,
such as haste or weapons with the speed
special ability.

Fog Cloud

School - conjuration/creation; Level - druid 2,
magus 2, sorcerer/wizard 2, witch 2

Casting Time - 1 standard action
Components -V, S

Range - medium (100 ft. + 10 ft. level)

Effect - fog spreads in 20-ft. radius

Duration - 10 min./level
Saving Throw - none; SR - no

A bank of fog billows out from the point you
designate. The fog obscures all sight,
including darkvision, beyond 5 feet. A
creature within 5 feet has concealment
(attacks have a 20% miss chance).

Creatures farther away have total
concealment (50% miss chance, and the
attacker can't use sight to locate the target).

A moderate wind (11+ mph) disperses the
fog in 4 rounds; a strong wind (21+ mph)
disperses the fog in 1 round.

The spell does not function underwater.




Guidance

- -
School - divination; Level - cleric/oracle 0, druid O,
summoner 0, witch 0, inquisitor 0, summoner 0, witch
0, inquisitor 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); SR - yes

T
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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.

Inflict Moderate Wounds

School - necromancy; Level - antipaladin 3,
cleric/oracle 2, inquisitor 2, witch 2

Casting Time - 1 standard action
Components -V, S

Range - touch

Target - creature touched

Duration - instantaneous

Saving Throw - Will half; SR - yes

The damage dealt increases to 4d8 points of
damage + 2 points per caster level
(maximum +20). A living target is sickened
for 1 round per caster level (maximum 10
rounds) if it fails its saving throw.

Hold Person
L L # T .
School - enchantment/compulsion; Level - bard 2,
cleric/oracle 2, sorcerer/wizard 3, witch 2, inquisitor 2,
antipaladin 2

Casting Time - 1 standard action

Components - V, S, F/DF (a small, straight piece of iron)
Range - medium (100 ft. + 10 ft./level)

Target - one humanoid creature

Duration - 1 round/level ; see text

Saving Throw - Will negates; see text; SR - yes

L] T T R R T -

The subject becomes paralyzed and freezes !

in place. It is aware and breathes normally
but cannot take any actions, even speech.
Each round on its turn, the subject may
attempt a new saving throw to end the effect.
This is a full-round action that does not
provoke attacks of opportunity. A winged
creature who is paralyzed cannot flap its
wings and falls. A swimmer can't swim and
may drown.

Inflict Serious Wounds

School - necromancy; Level - cleric/oracle 3,
witch 4, inquisitor 3, antipaladin 4

Casting Time - 1 standard action
Components -V, S

Range - touch

Target - creature touched

Duration - instantaneous

Saving Throw - Will half; SR - yes

The damage dealt increases to 6d8 points of
damage + 2 points per caster level
(maximum +30). A living target is sickened
for 1 round per caster level (maximum 15
rounds) if it fails its saving throw.

Inflict Critical Wounds

School - necromancy; Level - cleric/oracle 4,
witch 5, inquisitor 4

Casting Time - 1 standard action
Components - V, S

Range - touch

Target - creature touched

Duration - instantaneous

Saving Throw - Will half; SR - yes

This spell functions like inflict light wounds,
except that you deal 4d8 points of damage +
1 point per caster level (maximum +20).

Instant Armor

School - conjuration/creation; Level -
cleric/oracle 2, paladin 2

Casting Time - 1 standard action
Components - V, S, DF

Range - personal

Target - you

Duration - 1 minute/level (D)

You instantly wrap your body in a suit of armor made
from opaque force. At your option, the armor can be
decorated with your religion's holy symbol in a
prominent place, such as upon the breastplate or helm.
While it exists, this armor replaces any garments or
other sort of armor worn, magical as well as mundane.
You lose access to, and all benefits from, armor
replaced by this spell until the spell ends and the
instant armor disappears.

Instant armor acts in all ways as armor typical of its
type (armor bonus, maximum Dexterity bonus, arcane
spell failure chance, and so on). Since instant armor is
made of force, incorporeal creatures can't bypass it the
way they do normal armor. The sort of armor you can
create with this spell depends on your caster level.
Caster Level | Armor Created |

5th or lower | chainmail |

6th-8th banded | mail |

9th-11th | half-plate |

Inflict Light Wounds

School - necromancy; Level - antipaladin 1,
cleric/oracle 1, inquisitor 1, witch 1

Casting Time - 1 standard action
Components - V, S

Range - touch

Target - creature touched

Duration - instantaneous

Saving Throw - Will half; SR - yes

When laying your hand upon a creature, you
channel negative energy that deals 1d8
points of damage + 1 point per caster level
(maximum +5).

Since undead are powered by negative
energy, this spell cures such a creature of a
like amount of damage, rather than harming
it.

Instant Armor (Cont.)

12th or higher | full plate |

If you choose to create lesser armor than your level allows
you gain a +1 magical enhancement bonus to the armor you
do create for every type of armor you pass over. For
instance, if you have the capacity to create full plate instant
armor you could instead choose to create +1 half-plate, +2
banded mail, or +3 chainmail. You cannot replace these
bonuses with armor special properties.




Invisibility Purge

School - evocation; Level - cleric/oracle 3
inquisitor 3

. Casting Time - 1 standard action
Components - V, S
Range - personal

. Target - you
Duration - 1 min./level
You surround yourself with a sphere of
power with a radius of 5 feet per caster level
that negates all forms of invisibility.

Anything invisible becomes visible while in
the area.

Protection From Good

School - abjuration; Level - cleric/oracle 1, sorcerer/wizard
1, inquisitor 1, summoner 1, antipaladin 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); SR - no; see text

Magic Vestment

F.
School - transmutation; Level - cleric/oracle 3, inquisit®
3

Casting Time - 1 standard action
. Components -V, S, DF
Range - touch
Target - armor or shield touched
Duration - 1 hour/level
" Saving Throw - Will negates (harmless, object); SR -
yes (harmless, object)

You imbue a suit of armor or a shield with an
enhancement bonus of +1 per four caster
levels (maximum +5 at 20th level).

An outfit of regular clothing counts as armor
that grants no AC bonus for the purpose of
this spell.

Resistance

School - abjuration; Level - bard 0, cleric/oracle 0, druid 0,
paladin 1, sorcerer/wizard 0, summoner 0, witch 0, inquisitor
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); SR - yes (harmless)

il
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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.

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

Resistance can be made permanent with a
permanency spell.

Magic Weapon -

School - transmutation; Level - cleric/oracle 1, paladin 1
sorcerer/wizard 1, inquisitor 1, antipaladin 1, magus 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); SR - 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.

Righteous Migh}

School - transmutation; Level -
cleric/oracle 5, inquisitor 5

| Casting Time - 1 standard action
Components - V, S, DF
Range - personal

: Target - you
Duration - 1 round/level
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Your height immediately doubles, and your weight
increases by a factor of eight. This increase changes
your size category to the next larger one. You gain a +4
size bonus to Strength and Constitution and take a -2
penalty to your Dexterity. You gain a +2 enhancement
bonus to your natural armor. You gain DR 5/ evil (if you
normally channel positive energy) or DR 5/good (if you
normally channel negative energy). At 15th level, this
DR becomes 10/evil or 10/good (the maximum). Your
size modifier for AC and attacks changes as
appropriate to your new size category. This spell
doesn't change your speed. Determine space and reach
as appropriate to your new size.

If insufficient room is available for the desired growth,
you attain the maximum possible size and may make a
Strength check (using your increased Strength) to burst
any enclosures in the process (see Chapter 7 for rules
on breaking objects). If you fail, you are constrained
without harm by the materials enclosing you-the spell
cannot crush you by increasing your size.

All equipment you wear or carry is similarly enlarged by
the spell.

Mending

School - transmutation; Level - bard 0, cleric/oracle 0, druid
0, sorcerer/wizard 0, summoner 0, witch 0, summoner 0,
witch O

Casting Time - 10 minutes

Range - 10 ft.
Target - one object of up to 1 Ib./level
. Duration - instantaneous
Saving Throw - Will negates (harmless, object); SR - 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 O 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.

Righteous Migh} (Cont.)

Melee weapons deal more damage. Other magical
properties are not affected by this spell. Any enlarged item

L that leaves your 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 effects that increase size do not stack.




Stabilize

-
School - conjuration/healing; Level - cleric/oracle 0,
druid 0, witch 0, inquisitor O
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 (harmless); SR - yes
(harmless)

Sanctuary

School - abjuration; Level - cleric/oracle 1,
inquisitor 1

Casting Time - 1 standard action
Components - V, S, DF

Range - touch

Target - creature touched

Duration - 1 round/level

Saving Throw - Will negates; SR - no

Unholy Blight -

School - evocation; Level - cleric/oracle 4,
inquisitor 4

Casting Time - 1 standard action
Components -V, S

Range - medium (100 ft. + 10 ft./level)
Area - 20-ft.-radius spread

Duration - instantaneous (1d4 rounds); see text
Saving Throw - Will partial; SR - yes

Virtue
— B - LT

School - transmutation; Level - cleric/oracle 0,
druid 0, paladin 1, inquisitor O ’
Casting Time - 1 standard action L
Components - V, S, DF

Range - touch
Target - creature touched

Duration - 1 min.

Saving Throw - none; SR - yes (harmless)
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Any opponent attempting to directly attack Upon casting this spell, you target a living You call.up unngly power IolsrtEhiourenemies I spower With a touch, you infuse a creature with a
the warded creature, even with a targeted creature that has -1 or fewer hit points. That Only good and neutral (not ey\,n?c,eatu,es HE by the tiny surge of life, granting the subject 1
spell, must attempt a Will save. If the save creature is automatically stabilized and does spell. temporary hit point.
succeeds, the opponent can attack normally not lose any further hit points. If the creature The spell deals 1d8 points of damage per two caster levels
and is unaffected by that casting of the spell. later takes damage, it continues dying (maximum 5d8) to a good creature (or 1d6 per caster level,

3 p maximum 10d6, to a good outsider) and causes it to be
If the save fa||s, the Opponent can't follow normally. sickened for 1d4 rounds. A successful Will save reduces

through with the attack, that part of its action damage to half and negates the sickened effect. The effects
is lost. and it can't directly attack the warded cannot befpeqated by remove disease or heal, but remove

I 3 curse is effective.
creature for the duration of the spell.

Thehspell dleals onlydhalf(?all:‘lage to creatukres \I\dlhO arﬁ
. q neither evil nor good, and they are not sickened. Such a
Those not attemptlng to attack the SUbjeCt creature can reduce the damage by half again (down to

remain unaffected. This spell does not one-quarter) with a successful Will save.
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 nonattack spells or

otherwise act.

Wall Of Fire

School - evocation; Level - druid 5, sorcerer/wizard 4,
summoner 3, magus 4

Casting Time - 1 standard action

Components - V, S, M/DF (a piece of phosphor)
Range - medium (100 ft. + 10 ft./level)

Effect - opaque sheet of flame up to 20 ft. long/level or a ring
of fire with a radius of up to 5 ft./two levels; either form 20 ft.
high

Duration - concentration + 1 round/level

Saving Throw - none; SR - yes
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An immobile, blazing curtain of shimmering violet fire
springs into existence. One side of the wall, selected by you,
sends forth waves of heat, dealing 2d4 points of fire damage
to creatures within 10 feet and 1d4 points of fire damage to
those past 10 feet but within 20 feet. The wall deals this
damage when it appears, and to all creatures in the area on
your turn each round. In addition, the wall deals 2d6 points
of fire damage + 1 point of fire damage per caster level
(maximum +20) to any creature passing through it. The wall
deals double damage to undead creatures.

If you evoke the wall so that it appears where creatures are,
each creature takes damage as if passing through the wall. If
any 5-foot length of wall takes 20 points or more of cold
damage in 1 round, that length goes away. (Do not divide
cold damage by 2, as normal for objects.) Wall of fire can be
made permanent with a permanency spell. A permanent wall
of fire that is extinguished by cold damage becomes inactive
for 10 minutes, then reforms at normal strength.




