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CONSCIOUS IMAGE  
[SPELL POWER]

You can distribute your perceptions across 
multiple likenesses with ease.

Prerequisites: ability to cast enter image
Benefit: While under the effects of an enter 

image spell that you cast, the DCs of Perception 
skill checks that you make are only increased 
by 5, (instead of the usual increase of 10). 
Additionally, while your consciousness fully 
inhabits a specific image, you may continue 
to perceive things that happen near other 
likenesses within range. The DCs of Perception 
skill checks that you make while doing so are 
increased by 20.

FEARSOME IMAGE  
[SPELL POWER]

You can menace your opponents through an 
image that you enter.

Prerequisites: ability to cast enter image
Benefit: You gain a +2 bonus on Bluff and 

Intimidate skill checks that you make while 
your consciousness inhabits a likeness under 
the effects on an enter image spell that you 
cast. Furthermore, the DCs of Sense Motive skill 
checks opposing you are increased by 10, as 
you exert near-perfect control over the body 
language and expressions that you portray 
under the effects of the spell.

MASQUERADING IMAGE 
[SPELL POWER]

You can drastically – and even permanently – 
alter any image that you inhabit.

Prerequisites: ability to cast enter image, 
caster level 9th

Benefit: When you animate a painting, 
drawing, or another two-dimensional likeness 
under the effects of an enter image spell that 
you cast, you can alter any aspect of the artwork 
– not merely your own likeness. You can conjure 
dire landscapes, scrawled messages, monsters, 
and even more abstract shapes and sights. You 
can even conjure light which radiates out of the 
depiction, causing the artwork to shed light as 
a candle. You can conjure or dismiss the light as 
a free action.

Additionally, you may choose to end your 
concentration on enter image as a full-round 
action. If you do, the last likeness that you 
inhabited remains in whatever condition you 
left it permanently. If you altered the landscape 
of a portrait or scribbled a crude message 
across its canvas under the effects of the spell, 
these effects become both real and permanent. 
A likeness that you affect in this way does not 
retain any light effect that you conjured, as 
described above.
 

   

   SPELL POWER: ENTER IMAGE
Presented below are several feats and exciting plot hooks centered around a unify-

ing theme: the enter image spell. This spell was first featured in the Pathfinder® Role-
playing Game: Advanced Players Guide and is referenced here for your convenience.  

   SPELL POWER FEATS
Spell power feats interact with specific spells or groups of closely-related spells, modifying 

the way those spells function for characters that possess them. Spells modified by a spell power 
feat are harder to identify with the Spellcraft skill. The DC of such a check is increased by +1 for 
every spell power feat that modifies the spell. A successful check reveals the names and effects 
of each of the spell power feats modifying the identified spell.

http://paizo.com#enter-image-
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SEIZE IMAGE [SPELL POWER]
You can assume control of any image that bears 

your likeness – even an animate or intangible one.
Prerequisites: ability to cast enter image
Benefit: You can use the enter image spell 

to inhabit any image that bears your likeness 
– even an insubstantial effect or spell, such 
as an illusion. You can exert the same control 
over such a likeness that you could over a 
physical object, even if you are not the caster 
or controller of such an effect. For example, you 
could exert control over another spellcaster’s 
silent image spell that bears your likeness, or 
even alter the behavior of a programmed image 
spell.

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of 
the Coast, Inc (“Wizards”). All Rights Reserved.
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. (e) “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, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other 
visual or audio representations; names and descriptions of characters, spells, enchantments, 
personalities, teams, personas, likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark clearly identified as Product 
identity by the owner of the Product Identity, and which specifically excludes the Open Game 
Content; (f ) “Trademark” means the logos, names, mark, sign, motto, designs that are used 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 Game Content. (h) 
“You” or “Your” means the licensee in terms of this agreement.
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 compatibility 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 Identity 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 version 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.
15. COPYRIGHT NOTICE
Open Game License v 1.0a  © 2000, Wizards of the Coast, Inc.
System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, 
Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.
Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; Author: Jason 
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
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EntEr ImagE Plot Hooks

The following plot hooks and concepts 
are intended to inspire you with clever and 
memorable ways to implement the enter 
image spell into your campaign, or simply 
to bring to mind new and interesting ideas 
for adventures and quests. 

 An ancient red dragon swoops into a 
wealthy mining town and demands a great 
sculpture be constructed in her image. In the 
months and years that follow, the dragon 
uses enter image to demand tributes and 
sacrifices – conveying the place and time 
that each offering should be left through 
the sculpted likeness.

 A cursed mirror inflicts a terrible fate 
on those that gaze into it, trapping the 
observer’s consciousness within the effects 
of an enter image spell from which they 
cannot emerge – the “likeness,” in this case, 
being the observer’s own reflection.

 A sorcerous bogeyman crafts small, eerie 
dolls depicting his vaguely jester-esque 
appearance. As the toys find their way into 
the hands of village children, the bogeyman 
uses enter image spells to observe them and 
even interact with them as the toys “come 
to life,” sharing secrets and building rapport 
with the gullible youths.
 

 An eccentric wizard uses enter image 
in conjunction with spells like fabricate and 
stone shape to create permanent outlets for 
his consciousness at will, throughout his 
arcane demesne.


