
Zadendi’s Cleric Spells 

Destructive Smite (+2, 5/day) 

You gain the destructive smite power: 
the supernatural ability to make a single melee 
attack with a morale bonus on damage rolls 
equal to 1/2 your cleric level (minimum 1). You 
must declare the destructive smite before 
making the attack. You can use this ability a 
number of times per day equal to 3 + your 
Wisdom modifier. 
 

Inspiring Word (Sp):  (2 rds, 5/day) 

As a standard action, you can speak an 
inspiring word to a creature within 30 feet. That 
creature receives a +2 morale bonus on attack 
rolls, skill checks, ability checks, and saving 
throws for a number of rounds equal to 1/2 your 
cleric level (minimum 1). You can use this power 
a number of times per day equal to 3 + your 
Wisdom modifier. 

 
*** 

 
Animate Dead 
School necromancy [evil]; Level cleric 3, 
sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (an onyx gem worth at 
least 25 gp per Hit Die of the undead) 
Range touch 
Targets one or more corpses touched 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

This spell turns corpses into undead 
skeletons or zombies (see the Pathfinder RPG 
Bestiary) that obey your spoken commands. 

The undead can be made to follow you, 
or they can be made to remain in an area and 
attack any creature (or just a specific kind of 
creature) entering the place. They remain 
animated until they are destroyed. A destroyed 
skeleton or zombie can’t be animated again. 

Regardless of the type of undead you 
create with this spell, you can’t create more HD 
of undead than twice your caster level with a 
single casting of animate dead. The desecrate 
spell doubles this limit. 

The undead you create remain under 
your control indefinitely. No matter how many 
times you use this spell, however, you can 
control only 4 HD worth of undead creatures per 
caster level. If you exceed this number, all the 
newly created creatures fall under your control, 
and any excess undead from previous castings 
become uncontrolled. You choose which 
creatures are released. Undead you control 
through the Command Undead feat do not count 
toward this limit. 

Skeletons: A skeleton can be created 
only from a mostly intact corpse or skeleton. The 
corpse must have bones. If a skeleton is made 
from a corpse, the flesh falls off the bones. 

Zombies: A zombie can be created only 
from a mostly intact corpse. The corpse must be 
that of a creature with a physical anatomy. 
 

Bleed (DC 12) 

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. 
 

Cause Fear (DC 13) 

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. 



 

Cure Light Wounds (1d8+5) 
 
Cure Moderate Wounds  (2d8+8) 
 
Detect Magic 
 
Divine Favor  
School evocation; Level cleric 1, paladin 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. 
 

Enthrall (DC 14) 

School enchantment (charm) [language 
dependent, mind-affecting, sonic]; Level bard 2, 
cleric 2 
Casting Time 1 round 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Targets any number of creatures 
Duration 1 hour or less 
Saving Throw Will negates; see text; Spell 
Resistance yes 

If you have the attention of a group of 
creatures, you can use this spell to hold them 
enthralled. To cast the spell, you must speak or 
sing without interruption for 1 full round. 
Thereafter, those affected give you their 
undivided attention, ignoring their surroundings. 
They are considered to have an attitude of 
friendly while under the effect of the spell. Any 
potentially affected creature of a race or religion 
unfriendly to yours gets a +4 bonus on the 
saving throw. 

A target with 4 or more HD or with a 
Wisdom score of 16 or higher remains aware of 
its surroundings and has an attitude of 
indifferent. It gains a new saving throw if it 
witnesses actions that it opposes. 

The effect lasts as long as you speak or 
sing, to a maximum of 1 hour. Those enthralled 
by your words take no action while you speak or 
sing and for 1d3 rounds thereafter while they 
discuss the topic or performance. Those 
entering the area during the performance must 
also successfully save or become enthralled. 

The speech ends (but the 1d3-round delay still 
applies) if you lose concentration or do anything 
other than speak or sing. 

If those not enthralled have unfriendly or 
hostile attitudes toward you, they can collectively 
make a Charisma check to try to end the spell 
by jeering and heckling. For this check, use the 
Charisma bonus of the creature with the highest 
Charisma in the group; others may make 
Charisma checks to assist. The heckling ends 
the spell if this check result beats your Charisma 
check result. Only one such challenge is allowed 
per use of the spell. 

If any member of the audience is 
attacked or subjected to some other overtly 
hostile act, the spell ends and the previously 
enthralled members become immediately 
unfriendly toward you. Each creature with 4 or 
more HD or with a Wisdom score of 16 or higher 
becomes hostile. 
 

Guidance  
 

Hold Person (DC 14) 

School enchantment (compulsion) [mind-
affecting]; Level bard 2, cleric 2, sorcerer/wizard 
3 
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 (D); see text 
Saving Throw Will negates; see text; Spell 
Resistance yes 

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. 
 

Light 
 
Magic Vestment 
 
 
 
 
 
 



Obscuring Mist  
School conjuration (creation); Level cleric 1, 
druid 1, sorcerer/wizard 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 (D) 
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 concealment (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. 
 
Searing Light 
School evocation; Level cleric 3 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Effect ray 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

Focusing divine power like a ray of the 
sun, you project a blast of light from your open 
palm. You must succeed on a ranged touch 
attack to strike your target. A creature struck by 
this ray of light takes 1d8 points of damage per 
two caster levels (maximum 5d8). An undead 
creature takes 1d6 points of damage per caster 
level (maximum 10d6), and an undead creature 
particularly vulnerable to bright light takes 1d8 
points of damage per caster level (maximum 
10d8). A construct or inanimate object takes 
only 1d6 points of damage per two caster levels 
(maximum 5d6). 
 
Shield of Faith  
School abjuration; Level cleric 1 
Casting Time 1 standard action 
Components V, S, M (parchment with a holy 
text written on it) 
Range touch 
Target creature touched 
Duration 1 min./level 

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

This spell creates a shimmering, 
magical field around the target that averts and 
deflects attacks. The spell grants the subject a 
+2 deflection bonus to AC, with an additional +1 
to the bonus for every six levels you have 
(maximum +5 deflection bonus at 18th level). 
 

Silence (DC 14) 

School illusion (glamer); Level bard 2, cleric 2 
Casting Time 1 round 
Components V, S 
Range long (400 ft. + 40 ft./level) 
Area 20-ft.-radius emanation centered on a 
creature, object, or point in space 
Duration 1 round/level (D) 
Saving Throw: Will negates; see text or none 
(object); Spell Resistance: yes; see text or no 
(object) 

Upon the casting of this spell, complete 
silence prevails in the affected area. All sound is 
stopped: Conversation is impossible, spells with 
verbal components cannot be cast, and no noise 
whatsoever issues from, enters, or passes 
through the area. The spell can be cast on a 
point in space, but the effect is stationary unless 
cast on a mobile object. The spell can be 
centered on a creature, and the effect then 
radiates from the creature and moves as it 
moves. An unwilling creature can attempt a Will 
save to negate the spell and can use spell 
resistance, if any. Items in a creature’s 
possession or magic items that emit sound 
receive the benefits of saves and spell 
resistance, but unattended objects and points in 
space do not. Creatures in an area of a silence 

spell are immune to sonic or language-based 
attacks, spells, and effects. 
 
Spiritual Weapon 
School evocation [force]; Level cleric 2 
Casting Time 1 standard action 
Components V, S, DF 
Range medium (100 ft. + 10 ft./level) 
Effect magic weapon of force 
Duration 1 round/level (D) 
Saving Throw none; Spell Resistance yes 

A weapon made of force appears and 
attacks foes at a distance, as you direct it, 
dealing 1d8 force damage per hit, + 1 point per 
three caster levels (maximum +5 at 15th level). 
The weapon takes the shape of a weapon 
favored by your deity or a weapon with some 
spiritual significance or symbolism to you (see 



below) and has the same threat range and 
critical multipliers as a real weapon of its form. It 
strikes the opponent you designate, starting with 
one attack in the round the spell is cast and 
continuing each round thereafter on your turn. It 
uses your base attack bonus (possibly allowing 
it multiple attacks per round in subsequent 
rounds) plus your Wisdom modifier as its attack 
bonus. It strikes as a spell, not as a weapon, so 
for example, it can damage creatures that have 
damage reduction. As a force effect, it can strike 
incorporeal creatures without the reduction in 
damage associated with incorporeality. The 
weapon always strikes from your direction. It 
does not get a flanking bonus or help a 
combatant get one. Your feats or combat actions 
do not affect the weapon. If the weapon goes 
beyond the spell range, if it goes out of your 
sight, or if you are not directing it, the weapon 
returns to you and hovers. 

Each round after the first, you can use a 
move action to redirect the weapon to a new 
target. If you do not, the weapon continues to 
attack the previous round’s target. On any round 
that the weapon switches targets, it gets one 
attack. Subsequent rounds of attacking that 
target allow the weapon to make multiple attacks 
if your base attack bonus would allow it to. Even 

if the spiritual weapon is a ranged weapon, use 
the spell’s range, not the weapon’s normal range 
increment, and switching targets still is a move 
action. 

A spiritual weapon cannot be attacked 
or harmed by physical attacks, but dispel magic, 
disintegrate, a sphere of annihilation, or a rod of 
cancellation affects it. A spiritual weapon’s AC 
against touch attacks is 12 (10 + size bonus for 
Tiny object). 

If an attacked creature has spell 
resistance, you make a caster level check (1d20 
+ caster level) against that spell resistance the 
first time the spiritual weapon strikes it. If the 
weapon is successfully resisted, the spell is 
dispelled. If not, the weapon has its normal full 
effect on that creature for the duration of the 
spell. 

The weapon that you get is often a force 
replica of your deity’s own personal weapon. A 
cleric without a deity gets a weapon based on 
his alignment. A neutral cleric without a deity 
can create a spiritual weapon of any alignment, 
provided he is acting at least generally in accord 
with that alignment at the time. The weapons 
associated with each alignment are as follows: 
chaos (battleaxe), evil (light flail), good 
(warhammer), law (longsword). 

 

 



Avalexi’s Succubus Spells 

 

Change Shape (alter self, Small or 

Medium humanoid) 

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, low-
light 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. 

 

Summon (level 3, 1 babau, 50%) 
 

*** 
 

Charm Person (DC 23) At Will 
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. 
 

Detect Good (Constant) 
 

Detect Thoughts (DC 21) At Will 
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. 
 

Dominate Person (DC 24) 1/day 

School enchantment (compulsion) [mind-
affecting]; Level bard 4, sorcerer/wizard 5 
Casting Time 1 round 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one humanoid 
Duration 1 day/level 
Saving Throw Will negates; Spell Resistance 
yes 

You can control the actions of any 
humanoid creature through a telepathic link that 
you establish with the subject’s mind. 

If you and the subject have a common 
language, you can generally force the subject to 
perform as you desire, within the limits of its 
abilities. If no common language exists, you can 
communicate only basic commands, such as 
“Come here,” “Go there,” “Fight,” and “Stand 
still.” You know what the subject is experiencing, 
but you do not receive direct sensory input from 
it, nor can it communicate with you 
telepathically. 

Once you have given a dominated 
creature a command, it continues to attempt to 
carry out that command to the exclusion of all 
other activities except those necessary for day-
to-day survival (such as sleeping, eating, and so 
forth). Because of this limited range of activity, a 
Sense Motive check against DC 15 (rather than 
DC 25) can determine that the subject’s 
behavior is being influenced by an enchantment 
effect (see the Sense Motive skill description). 

Changing your orders or giving a 
dominated creature a new command is a move 
action. 

By concentrating fully on the spell (a 
standard action), you can receive full sensory 
input as interpreted by the mind of the subject, 
though it still can’t communicate with you. You 
can’t actually see through the subject’s eyes, so 
it’s not as good as being there yourself, but you 
still get a good idea of what’s going on. 

Subjects resist this control, and any 
subject forced to take actions against its nature 
receives a new saving throw with a +2 bonus. 
Obviously self-destructive orders are not carried 
out. Once control is established, the range at 
which it can be exercised is unlimited, as long as 
you and the subject are on the same plane. You 
need not see the subject to control it. 

If you don’t spend at least 1 round 
concentrating on the spell each day, the subject 
receives a new saving throw to throw off the 
domination. 

Protection from evil or a similar spell can 
prevent you from exercising control or using the 
telepathic link while the subject is so warded, but 
such an effect does not automatically dispel it. 
 

Ethereal Jaunt  (At will) 

School transmutation; Level cleric 7, 
sorcerer/wizard 7 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 round/level (D) 

You become ethereal, along with your 
equipment. For the duration of the spell, you are 
in the Ethereal Plane, which overlaps the 
Material Plane. When the spell expires, you 
return to material existence.  

An ethereal creature is invisible, 
insubstantial, and capable of moving in any 
direction, even up or down, albeit at half normal 
speed. As an insubstantial creature, you can 
move through solid objects, including living 
creatures. An ethereal creature can see and 
hear on the Material Plane, but everything looks 
gray and ephemeral. Sight and hearing onto the 
Material Plane are limited to 60 feet. 

Force effects and abjurations affect an 
ethereal creature normally. Their effects extend 
onto the Ethereal Plane from the Material Plane, 
but not vice versa. An ethereal creature can’t 
attack material creatures, and spells you cast 
while ethereal affect only other ethereal things. 
Certain material creatures or objects have 
attacks or effects that work on the Ethereal 
Plane. 

Treat other ethereal creatures and 
ethereal objects as if they were material. 

If you end the spell and become 
material while inside a material object (such as a 
solid wall), you are shunted off to the nearest 
open space and take 1d6 points of damage per 
5 feet that you so travel. 
 
 
 
 
 
 
 
 



Suggestion (DC 22) At Will 

School enchantment (compulsion) [language-
dependent, 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). 
 

Teleport, Greater (At Will) 

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.  
 

On  Off  Similar  
Familiarity  Target  Target  Area  Mishap  
Very familiar  01–97  98–99  100  —  
Studied carefully  01–94  95–97  98–99  100  
Seen casually  01–88  89–94  95–98  99–100  
Viewed once  01–76  77–88  89–96  97–100  
False destination  —  —  81–92  93–100 

 

Tongues (Constant) 

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. 
 

Vampiric Touch (At Will) 

School necromancy; Level sorcerer/wizard 3  
Casting Time 1 standard action  
Components V, S  
Range touch  
Target living creature touched  
Duration instantaneous/1 hour; see text  
Saving Throw none; Spell Resistance yes  

You must succeed on a melee touch 
attack. Your touch deals 1d6 points of damage 
per two caster levels (maximum 10d6). You gain 
temporary hit points equal to the damage you 
deal. You can’t gain more than the subject’s 
current hit points + the subject’s Constitution 
score (which is enough to kill the subject). The 
temporary hit points disappear 1 hour later. 

 
*** 

Flame Blade, wand of  (CL 10th, 10 
charges) 
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. 

 
Ring of Counterspells 
Aura moderate evocation; CL 11th 
Slot ring; Price 4,000 gp; Weight — 
Description 

This ring might seem to be a ring of spell storing 
upon first examination. However, while it allows a single 
spell of 1

st
 through 6th level to be cast into it, that spell 

cannot be cast out of the ring again. Instead, should that 
spell ever be cast upon the wearer, the spell is immediately 
countered, as a counterspell action, requiring no action (or 
even knowledge) on the wearer’s part. Once so used, the 
spell cast within the ring is gone. A new spell (or the same 
one as before) may be placed into it again. 

Construction Requirements Forge Ring, imbue 
with spell ability; Cost 2,000 gp 
 
Dismissal 
School abjuration; Level cleric 4, sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Target one extraplanar creature 
Duration instantaneous 
Saving Throw Will negates; see text; Spell Resistance yes 

This spell forces an extraplanar creature back to 
its proper plane if it fails a Will save. If the spell is successful, 
the creature is instantly whisked away, but there is a 20% 
chance of actually sending the subject to a plane other than 
its own. 



Babau Spells 

Darkness (At Will) 

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 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. Non-magical sources 
of light, such as torches and lanterns, do not 
increase the light level in an area of darkness. 
Magical light sources 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. 
 

Dispel Magic (At Will) 

School abjuration; Level bard 3, cleric 3, druid 
4, paladin 3, sorcerer/wizard 3  
Casting Time 1 standard action  
Components V, S  
Range medium (100 ft. + 10 ft./level)  
Target or Area one spellcaster, creature, or 
object Duration instantaneous  
Saving Throw none; Spell Resistance no  

You can use dispel magic to end one 
ongoing spell that has been cast on a creature 
or object, to temporarily suppress the magical 
abilities of a magic item, or to counter another 
spellcaster’s spell. A dispelled spell ends as if its 
duration had expired. Some spells, as detailed in 
their descriptions, can’t be defeated by dispel 

magic. Dispel magic can dispel (but not counter) 
spell-like effects just as it does spells. The effect 
of a spell with an instantaneous duration can’t 
be dispelled, because the magical effect is 
already over before the dispel magic can take 
effect.  

You choose to use dispel magic in one 
of two ways: a targeted dispel or a counterspell.  

Targeted Dispel: One object, creature, 
or spell is the target of the dispel magic spell. 
You make one dispel check (1d20 + your caster 
level) and compare that to the spell with highest 
caster level (DC = 11 + the spell’s caster level). 
If successful, that spell ends. If not, compare the 
same result to the spell with the next highest 
caster level. Repeat this process until you have 
dispelled one spell affecting the target, or you 
have failed to dispel every spell.  

For example, a 7th-level caster casts 
dispel magic, targeting a creature affected by 
stoneskin (caster level 12th) and fly (caster level 
6th). The caster level check results in a 19. This 
check is not high enough to end the stoneskin 
(which would have required a 23 or higher), but 
it is high enough to end the fly (which only 
required a 17). Had the dispel check resulted in 
a 23 or higher, the stoneskin would have been 
dispelled, leaving the fly intact. Had the dispel 
check been a 16 or less, no spells would have 
been affected.  

You can also use a targeted dispel to 
specifically end one spell affecting the target or 
one spell affecting an area (such as a wall of 
fire). You must name the specific spell effect to 
be targeted in this way. If your caster level check 
is equal to or higher than the DC of that spell, it 
ends. No other spells or effects on the target are 
dispelled if your check is not high enough to end 
the targeted effect.  

If you target an object or creature that is 
the effect of an ongoing spell (such as a monster 
summoned by summon monster), you make a 
dispel check to end the spell that conjured the 
object or creature.  

If the object that you target is a magic 
item, you make a dispel check against the item’s 
caster level (DC = 11 + the item’s caster level). If 
you succeed, all the item’s magical properties 
are suppressed for 1d4 rounds, after which the 
item recovers its magical properties. A 
suppressed item becomes nonmagical for the 
duration of the effect. An interdimensional 
opening (such as a bag of holding) is temporarily 



closed. A magic item’s physical properties are 
unchanged: A suppressed magic sword is still a 
sword (a masterwork sword, in fact). Artifacts 
and deities are unaffected by mortal magic such 
as this.  

You automatically succeed on your 
dispel check against any spell that you cast 
yourself.  

Counterspell: When dispel magic is 
used in this way, the spell targets a spellcaster 
and is cast as a counterspell. Unlike a true 
counterspell, however, dispel magic may not 
work; you must make a dispel check to counter 
the other spellcaster’s spell. 
 

See Invisibility (Constant) 

School divination; Level bard 3, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (talc and powdered silver) 
Range personal 
Target you 
Duration 10 min./level (D) 

You can see any objects or beings that are 
invisible within your range of vision, as well as any 
that are ethereal, as if they were normally visible. 
Such creatures are visible to you as translucent 
shapes, allowing you easily to discern the difference 
between visible, invisible, and ethereal creatures. 

The spell does not reveal the method used 
to obtain invisibility. It does not reveal illusions or 
enable you to see through opaque objects. It does not 
reveal creatures who are simply hiding, concealed, or 
otherwise hard to see. 

See invisibility can be made permanent with 
a permanency spell. 

 

Teleport, Greater (At Will) 
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.  
 

On  Off  Similar  
Familiarity  Target  Target  Area  Mishap  
Very familiar  01–97  98–99  100  —  
Studied carefully  01–94  95–97  98–99  100  
Seen casually  01–88  89–94  95–98  99–100  
Viewed once  01–76  77–88  89–96  97–100  
False destination  —  —  81–92  93–100 

 
 



Glyph of Warding 
 
School abjuration; Level cleric 3 
Casting Time 10 minutes 
Components V, S, M (powdered diamond worth 
200 gp) 
Range touch 
Target or Area object touched or up to 5 sq. 
ft./level 
Duration permanent until discharged (D) 
Saving Throw see text; Spell Resistance no 
(object) and yes; see text 

This powerful inscription harms those 
who enter, pass, or open the warded area or 
object. A glyph of warding can guard a bridge or 
passage, ward a portal, trap a chest or box, and 
so on. 

You set all of the conditions of the ward. 
Typically, any creature entering the warded area 
or opening the warded object without speaking a 
password (which you set when casting the spell) 
is subject to the magic it stores. Alternatively or 
in addition to a password trigger, glyphs can be 
set according to physical characteristics (such 
as height or weight) or creature type, subtype, or 
kind. Glyphs can also be set with respect to 
good, evil, law, or chaos, or to pass those of 
your religion. They cannot be set according to 
class, HD, or level. Glyphs respond to invisible 
creatures normally but are not triggered by those 
who travel past them ethereally. Multiple glyphs 
cannot be cast on the same area. However, if a 
cabinet has three different drawers, each can be 
separately warded. 

When casting the spell, you weave a 
tracery of faintly glowing lines around the 
warding sigil. A glyph can be placed to conform 
to any shape up to the limitations of your total 
square footage. When the spell is completed, 
the glyph and tracery become nearly invisible. 

Glyphs cannot be affected or bypassed 
by such means as physical or magical probing, 
though they can be dispelled. Mislead, 
polymorph, and nondetection (and similar 
magical effects) can fool a glyph, though 
nonmagical disguises and the like can’t. Read 
magic allows you to identify a glyph of warding 
with a DC 13 Knowledge (arcana) check. 
Identifying the glyph does not discharge it and 
allows you to know the basic nature of the glyph 
(version, type of damage caused, what spell is 
stored). 

Note: Magic traps such as glyph of 
warding are hard to detect and disable. A 
character with trapfinding can use the 

Perception skill to find the glyph and Disable 
Device to thwart it. The DC in each case is 25 + 
spell level, or 28 for glyph of warding. 

Depending on the version selected, a 
glyph either blasts the intruder or activates a 
spell. 

Blast Glyph: A blast glyph deals 1d8 
points of damage per two caster levels 
(maximum 5d8) to the intruder and to all within 5 
feet of him or her. This damage is acid, cold, 
fire, electricity, or sonic (caster’s choice, made at 
time of casting). Each creature affected can 
attempt a Reflex save to take half damage. Spell 
resistance applies against this effect. 

Spell Glyph: You can store any harmful 
spell of 3rd level or lower that you know. All 
level-dependent features of the spell are based 
on your caster level at the time of casting the 
glyph. If the spell has a target, it targets the 
intruder. If the spell has an area or an 
amorphous effect, the area or effect is centered 
on the intruder. If the spell summons creatures, 
they appear as close as possible to the intruder 
and attack. Saving throws and spell resistance 
operate as normal, except that the DC is based 
on the level of the spell stored in the glyph. 


