Devil We Know IV Spells

Acid Arrow (239)
School conjuration (creation) [acid]; Level
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M (rhubarb leaf and an
adder’s stomach), F (a dart)
Range long (400 ft. + 40 ft./level)
Effect one arrow of acid
Duration 1 round + 1 round per three levels
Saving Throw none; Spell Resistance no

An arrow of acid springs from your hand
and speeds to its target. You must succeed on a
ranged touch attack to hit your target. The arrow
deals 2d4 points of acid damage with no splash
damage. For every three caster levels you
possess, the acid, unless neutralized, lasts for
another round (to a maximum of 6 additional
rounds at 18th level), dealing another 2d4 points
of damage in each round.

Darkness (263)

School evocation [darkness]; Level bard 2,

cleric 2, sorcerer/wizard 2

Casting Time 1 standard action

Components V, M/DF (bat fur and a piece of

coal)

Range touch

Target object touched

Duration 1 min./level (D)

Saving Throw none; Spell Resistance no
This spell causes an object to radiate

darkness out to a 20-foot radius. This darkness

causes the illumination level in the area to drop

one step, from bright light to normal light, from

normal light to dim light, or from dim light to

darkness. This spell has no effect in an area that

is already dark. Creatures with light

Daze (264) (DC 13 DC 14)

School enchantment (compulsion) [mind-
affecting]; Level bard 0, sorcerer/wizard O
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.

Doom (274) DC lO

School necromancy [fear, mind-affecting]; Level
cleric 1
Casting Time 1 standard action
Components V, S, DF
Range medium (100 ft. + 10 ft./level)
Target one living creature
Duration 1 min./level
Saving Throw Will negates; Spell Resistance
yes

This spell fills a single subject with a
feeling of horrible dread that causes it to
become shaken.

Entangle (278) (DC 14 DC 15)

School transmutation; Level druid 1, ranger 1
Casting Time 1 standard action
Components V, S, DF
Range long (400 ft. + 40 ft./level)
Area plants in a 40-ft.-radius spread
Duration 1 min./level (D)
Saving Throw: Reflex partial; see text; Spell
Resistance: no
This spell causes tall grass, weeds, and
other plants to wrap around creatures in the
area of effect or those that enter the area.
Creatures that fail their save gain the entangled
condition. Creatures that make their save can
move as normal, but those that remain in the
area must save again at the end of your turn.
Creatures that move into the area must save
immediately. Those that fail must end their
movement and gain the entangled condition.
Entangled creatures can attempt to break free
as a move action, making a Strength or Escape
Artist check. The DC for this check is equal to
the DC of the spell. The entire area of effect is
considered difficult terrain while the effect lasts.
If the plants in the area are covered in
thorns, those in the area take 1 point of damage



each time they fail a save against the entangle
or fail a check made to break free. Other effects,
depending on the local plants, might be possible
at GM discretion.

Fare (284) (DC 13 DC 14)

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

Ghost sound (289) (DC 13 DC
14)

School illusion (figment); Level bard O,
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.

Guidance (292)
School divination; Level cleric 0, druid O
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.

Know Direction (304)
School divination; Level bard 0, druid 0
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration instantaneous

When you cast this spell, you instantly
know the direction of north from your current
position. The spell is effective in any
environment in which “north” exists, but it may
not work in extraplanar settings. Your knowledge
of north is correct at the moment of casting, but
you can get lost again within moments if you
don’t find some external reference point to help
you keep track of direction.

Light (304)
School evocation [light]; Level bard 0, cleric 0,
druid 0, sorcerer/wizard O
Casting Time 1 standard action
Components V, M/DF (a firefly)
Range touch
Target 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.

Longstrider (305)

School transmutation; Level druid 1, ranger 1
Casting Time 1 standard action
Components V, S, M (a pinch of dirt)

Range personal

Target you

Duration 1 hour/level (D)

This spell gives you a +10 foot
enhancement bonus to your base speed. It has
no effect on other modes of movement, such as
burrow, climb, fly, or swim.

Prestidigitation (325)
School universal; Level bard 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
prestidigitation can slowly lift 1 pound of
material. It can color, clean, or soil items in a 1-
foot cube each round. It 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.

Shillelagh (342)

School transmutation; Level druid 1
Casting Time 1 standard action
Components V, S, DF

Range touch

Target one touched nonmagical oak club or
quarterstaff

Duration 1 min./level

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

Your own nonmagical club or
quarterstaff becomes a weapon with a +1
enhancement bonus on attack and damage
rolls. A quarterstaff gains this enhancement for
both ends of the weapon. It deals damage as if it
were two size categories larger (a Small club or
quarterstaff so transmuted deals 1d8 points of
damage, a Medium 2d6, and a Large 3d6), +1
for its enhancement bonus. These effects only
occur when the weapon is wielded by you. If you
do not wield it, the weapon behaves as if
unaffected by this spell.

sound Burst (346) (DC 15 DC 16)

School evocation [sonic]; Level bard 2, cleric 2
Casting Time 1 standard action
Components V, S, F/DF (a musical instrument)
Range close (25 ft. + 5 ft./2 levels)
Area 10-ft.-radius spread
Duration instantaneous
Saving Throw Fortitude partial; Spell
Resistance yes

You blast an area with a tremendous
cacophony. Every creature in the area takes 1d8
points of sonic damage and must succeed on a
Fortitude save to avoid being stunned for 1
round. Creatures that cannot hear are not
stunned but are still damaged.



