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SPELL POWER: HYDAULIC PUSH

Presented below are several feats and exciting plot hooks centered around a unify-
ing theme: the hydraulic push spell. This spell was first featured in the Pathfinder® Ro-
leplaying 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, modify-
ing 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.

HYDRAULIC CURRENT
[SPELL POWER]

Your hydraulic push capitalizes on natural currents.

Prerequisites: ability to cast hydraulic push

Benefit: You gain a +2 bonus on CMB checks
made as a part of a hydraulic push spell targeting a
creature in rough or fast-moving water.

HYDRAULIC SLAM
[SPELL POWER]

Your hydraulic push batters foes with riptide force.

Prerequisites: ability to cast hydraulic push,
caster level 3rd

Benefit: At your option, you may inflict damage
on creatures or objects bull rushed into a wall
or solid surface by a hydraulic push spell that you
cast. Targets battered into such a surface receive
1d4 points of damage for every two caster levels
(minimum 1d4) unless they succeed on a Reflex
saving throw. Alternately, a target battered into
another creature receives half as much damage on
a failed saving throw, and inflicts an equal amount
on the creature they are bull rushed into.

HYDRAULIC UNDERTOW
[SPELL POWER]

Your hydraulic push spell constitutes a drowning
hazard.

Prerequisites: ability to cast hydraulic push,
caster level 3rd

Benefit: At your option, a waterborne creature
moved by your hydraulic push spell is immediately
drawn underwater (or deeper into the body of water

that they occupy) a distance equal to the distance
pushed. Note that if you use a hydraulic push spell to
bull rush such a creature straight down, this ability
effectively doubles that distance.

MIGHTY PUSH
[SPELL POWER]

With a grand sweep of your arms, you add your own
might to that of your hydraulic bull rush.

Prerequisites: Str 13, ability to cast hydraulic push

Benefit: You may add your Strength modifier to
your CMB check when attempting a bull rush with
a hydraulic push spell. If you do, you must include a
somatic component; you may not gain the benefits
of Still Spell when casting hydraulic push in such a
way.

QUENCHING PUSH
[SPELL POWER]

Your hydraulic push soaks the area between yourself
and your foe.

Prerequisites: ability to cast hydraulic push

Benefit: When you target a creature at least
5 feet away from yourself with a hydraulic push
spell, you may choose to extinguish every normal,
non-magical fire between yourself and the target
automatically. Magical fires may be dispelled as
though affected by a dispel magic effect with a
caster level equal to 2 minus the CL of your hydraulic
push spell (minimum 1).
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RUSHING PUSH
[SPELL POWER]

Your combat savvy makes you particularly effective
at bull rushing foes with hydraulic magic.

Prerequisites: ability to cast hydraulic push,
Improved Bull Rush

Benefit: You can apply bonuses granted by the
Improved Bull Rush feat, and those granted by any
feat listing Improved Bull Rush as a prerequisite, to
hydraulic push spells that you cast. In addition to the
numeric CMB bonuses granted by such a feat, you
may apply special effects to a hydraulic push as well
(such as the benefits of the Greater Bull Rush feat,
which cause affected creatures to provoke attacks
of opportunity for movement produced by a bull
rush maneuver).

Hyprauvric Pusa Pror Hooks

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

«  Merfolk raiders climb aboard sailing ships
under cover of night, using wands of
hydraulic push to force sailors overboard,
where tamed sharks wait to devour them.

- A fifteen-foot chasm  overlooking
dangerously sharp rocks and rough rapids
bars the way into a coastal dungeon. A
geyser “trap” produces a hydraulic push
spell at high tide with enough force to lift
lightly-encumbered adventurers across
the chasm. Heroes must brave the geyser
with a minimum of armor and equipment,
or risk falling short of the cliff-side gap.

-« An eccentric artificer works to develop
a waterborne vessel powered by a
hydraulic engine, a wondrous object
of her own design which uses rear-
facing hydraulic push spell effects to
propel the ship forward at great speeds.

« A gauntlet of whirring, spinning, slashing
traps is made all the more difficult to
navigate by the presence of erratically-
firing hydraulic push valves oriented to blast
trespassers straight into the deadly pits and
hazards.

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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