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llusory Shuffle

You can direct your figments to move with living grace.

PREREQUISITES: Cha 13, Spell Focus (illusion)

BENEFIT: Figments produced by illusion spells that you
cast have an Armor Class equal to 10 + the figment's
size modifier + your Charisma modifier. You may sup-
press this benefit as a free action.

NORMAL: A figment has an Armor Class of 10 + its size
modifier.

Cloaked Spell [metamagicl

You can disguise the spells that you cast.

BENEFIT: You may alter a spell with a casting time of one
round or less so that it is both harder to identify and po-
tentially misleading to observers. The Spellcraft skill DC
to identify a cloaked spell is increased by 5. Addition-
ally, you may choose to present the spell as though it
were another, specific spell. Observers whose Spellcraft
skill check fails to identify the spell by 5 or more instead
mistakenly identify the spell that you specify.

A cloaked spell takes up a spell slot one level
higher than the spell’s actual level.

Deathly Shadows

You can wield shadows as if they were weapons.

PREREQUISITES: Spell Focus (illusion)

BENEFIT: When you cast a spell with the shadow de-
scriptor, all damage dealt by that spell is increased by 2.

Enspelled Stealth

You can wrap yourself in a cloak of illusions.

PREREQUISITES: Spell Focus (illusion)

BENEFIT: Whenever you make a Stealth check to hide
within the area of a figment spell that you cast, you gain
a competence bonus on the check equal to the level of
the spell in which you are attempting to hide.

lllusory Components

Your illusions can perform your somatic and verbal
spell components for you.

PREREQUISITES: Silent Spell, Still Spell

BENEFIT: As long as you are within the area of a figment
or shadow illusion spell that you cast, you can direct an
aspect of that illusion (such as an image of yourself, or
a disembodied hand, or another creature) to perform so-
matic spell components in your place, fulfilling somatic
component requirements for spells that you cast. If the
spell allows for illusory sound capable of duplicating
speech, you may substitute verbal spell components in
the same way.

You can play an illusory shell game with your figment
spells.

PREREQUISITES: Greater Spell Focus (illusion)

BENEFIT: While you use a figment spell to produce an
image designed to look identical to yourself, an unat-
tended object, an ally, or a creature that you summon,
you gain the ability to cause other creatures to confuse
that illusory image with the subject to which it appears
identical. By passing the figment through the space of
the original creature or object, opponents that witness
the action lose any previously-held knowledge of which
is the original, even if they had previously identified the
figment spell as an illusion when you cast it, or disbe-
lieved the illusory image.

NORMAL: After a successful saving throw reveals a fig-
ment to be false, the figment thereafter appears to the
viewer as a translucent outline of itself.

Paradoxical Light

Your figments reflect light as though they were solid
entities.

PREREQUISITES: ability to cast /ight, Spell Focus (illusion)

BENEFIT: You can target some aspect of figment spells
that you cast with the light spell, as though your fig-
ments were solid. For example, you could cast light on
an illusory torch, or cause an illusory lamp to glow.

In addition, you may choose to allow your figments
to cast shadows and reflections as if they were solid;
such shadows and reflections may even extend beyond
the range of the figment spell.

Suppress Spell

You can stifle the effects of certain spells.

PREREQUISITES: caster level 12th

BENEFIT: As a standard action that provokes an attack
of opportunity, you can suppress and effectively dispel
a spell with a duration of “concentration” that you cast
(including spells with a duration of “concentration” plus
a number of rounds). While suppressed, you must con-
tinue to concentrate on the spell normally in order to
maintain it. If you have ceased concentration on a spell,
you may not suppress it in this way. The action of sup-
pressing the spell counts as one round of concentration.

While suppressed, a spell is effectively dispelled

or dismissed — it has no effect. Time spent in this sup-
pressed state still counts against the maximum duration
of the spell.

Skeptic’s Sight

Your analytical eye can pick out errors and inconsisten-
cies in illusory images.

PREREQUISITES: Perception 3 ranks

BENEFIT: You can make a Perception skill check in place
of a Will saving throw when actively attempting to dis-
believe an illusion.
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1. Definitions: (a)”’Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)”Derivative
Material” means copyrighted material including derivative works and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work
may be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d)”Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product Identity. (¢) “Product Identity” means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
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abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic
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by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g)
“Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open
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2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to
or subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibil-
ity or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Iden-
tity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are
Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized ver-
sion of this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open
Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within
30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary
to make it enforceable.
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