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SPELL POWER: DEEP SLUMBER 
Presented below are several feats and plot hooks and one nocturnal creature all focused on a specific unifying theme: the sleep and deep 
slumber spells. These spells were first featured in the Pathfinder® Roleplaying Game: Core Rulebook and are 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 feat are harder to identify with the Spellcraft skill. The DC of such a check is increased by +4 for every 
spell feat that modifies the spell. A successful check reveals the names and effects of the spell power feats modifying the identified spell. 
                   
 
DEAD SLUMBER  [SPELL POWER] 
Your sleep spells are particularly potent. 
PREREQUISITES: ability to cast sleep or deep slumber, caster level 4th 
BENEFIT: Your sleep and deep slumber spells may each affect 2 additional Hit Dice of 
creatures, for a total of 6 (for sleep) and 12 (for deep slumber) maximum Hit Dice. 
 

ENCHANTED SLUMBER  [SPELL POWER] 
Your sleep spells precede a magically-amorous aftereffect. 
PREREQUISITES: ability to cast sleep or deep slumber 
BENEFIT: When a creature lulled to sleep by your sleep or deep slumber spell wakes, it 
becomes infatuated with the first creature that it sees, as though affected by an elixir 
of love (no save). If there is no creature in sight upon waking, this effect is negated. 

FITFUL SLUMBER  [SPELL POWER] 
Creatures that awaken from your sleep spells are worse for the wear. 
PREREQUISITES: ability to cast sleep or deep slumber 
BENEFIT: When a creature lulled to sleep for any amount of time by your sleep or deep 
slumber spell awakens, it becomes fatigued for an equal amount of time. 
 

SUSPENDED SLUMBER  [SPELL POWER] 
You can delay the onset of your sleep spells for a short time. 
PREREQUISITES: ability to cast sleep or deep slumber 
BENEFIT: When a creature fails a Will saving throw against your sleep or deep slumber 
spell, you may choose to delay the onset of the sleep effect for up to 1 minute. At any 
time before then, you may will the target to succumb to your spell as a swift action. 

 
 
 

DEEP SLUMBER PLOT HOOKS               
 

The following plot hooks and concepts are intended to inspire you with clever and memorable ways to implement the sleep and deep slumber 
spells into your campaign, or simply to bring to mind new and interesting adventures or story ideas. 
 
 

 A devious trap in an insidious dungeon lulls trespassers into a deep slumber before 
lowering a mirror of opposition directly into the sleeping creature’s field of vision, 
ensuring the very rudest of awakenings. 
 

 A reluctant witch uses sleep magic to shield village children from the knowledge of 
an annual, ritual sacrifice demanded by a repugnant bogeyman (see the Pathfinder® 
Roleplaying Game: Bestiary 3 ™). Once every twelve months, the doomed children of 
the village are put into a deep slumber while the bogeyman chooses his yearly prize. 
 

 

 An ingenious, spellcasting thief is using sleep and modify memory spells to infiltrate 
the homes and vaults of wealthy figures, leaving his victims to believe that they’ve 
simply nodded off. The brilliant burglar steals only valuables and items unlikely to be 
missed right away: important documents, dusty attic heirlooms, and so forth. When 
the targets finally realize something’s missing, the spontaneous nap is long forgotten! 
 

 The entire population of a lakeside village spontaneously enters a magical sleep for 
only a few minutes, with nothing amiss or out of the ordinary upon waking. 
 

http://paizo.com/pathfinderRPG/prd/spells/deepSlumber.html#deep-slumber


THE WUKWUK 

 

Equal parts man and avian, this stooped, vulture-necked, toucan-
beaked creature is covered in downy fur and colorful feathers. 
 

NAME CR 7 
XP 3,200; NE Large monstrous humanoid 
Init +2; Senses darkvision 60 ft., somnolent sight; Perception +13 
DEFENSE 
AC 16, touch 12, flat-footed 13 (+2 Dex, +1 dodge, +4 natural, -1 size) 
hp 65 (10d10+10) 
Fort +5, Ref +9, Will +10 
Immune magical sleep 
Weaknesses light sensitivity 
OFFENSE 
Speed 20 ft., fly 50 ft. (average) 
Melee bite +10 (1d8+1) 
Space 10 ft.; Reach 5 ft. 
Special Attacks feast of dreams, lull 
STATISTICS 
Str 13, Dex 15, Con 11, Int 11, Wis 16, Cha 21 
Base Attack +10; CMB +12; CMD 24 
Feats Dodge, Flyby Attack, Great Fortitude, Mobility, Toughness 
Skills Fly +15, Perception +13, Knowledge (arcana) +5, Knowledge (planes) +5, 
Stealth +5, Survival +16; Racial Perception +2 
Languages Auran, Common 
SQ sound mimicry 
ECOLOGY 
Environment warm forests and mountains 
Organization solitary 
Treasure incidental 
SPECIAL ABILITIES 
 

Feast of Dreams (Su) A wukwuk drains the very hopes and dreams from sleeping 
creatures by folding them into its wings and feeding on the psychic energies of his 
victim. The wukwuk deals 1d3 points of Charisma damage at the end of its turn to 
any sleeping creature that it grapples. 
 

Lull (Su) As a standard action, a wukwuk can emit a supernatural warble able to lull 
living creatures to sleep. Each living creature within 40 ft. of the wukwuk must 
succeed on a Will saving throw or be affected as though by a deep slumber effect 
for up to 1 hour. Sleeping creatures receive no saving throw against this effect, and 
creatures that successfully save are affected by a lullaby effect for 1 hour instead. 
 

Somnolent Sight (Su) Because the wukwuk possesses the sight of dreams, it is 
easier to sneak past a waking wukwuk than it is to escape the dread notice of a 
slumbering one. While sleeping, the wukwuk gains a version of the lifesense special 
ability with a range of 1 mile. This special sight only functions while the wukwuk is 
asleep, though it may choose to awaken when its somnolent sight detects any likely 
prey or potential danger. 
 
 
A wicked and solitary 
creature, the wukwuk 
dwells in deep jungles 
and on mountaintop   
peaks, where it lies in 
wait for suitable prey 
to enter its domain. A 
wukwuk spends much 
of its time in slumber, 
watching the waking 
world through a haze 
of dream-sight. Those 
unfortunate travelers 
who enter the domain 
of a wukwuk are soon 
the subject of the dire 
creature’s attentions. Though irrepressibly evil, a wukwuk’s defining characteristic 
is cowardice. For this reason, the creature prefers to track and trail wanderers until 
it can strike while they sleep. The creature finds its nourishment in the psychic 
energies of sleeping creatures, but is usually content to steal away with a single 
slumbering victim, especially when draining a second creature risks a prolonged 
combat. After draining its victim, the wukwuk leaves the unconscious and helpless 
soul to starve, or to fall prey to more conventional predators. 
   The origins of the wukwuk have long since been lost to time, but most myths and 
theories support the notion that the first wukwuk was formerly a human wizard 
whose cowardice cost him his humanity. After condemning a lover to a tragic death 
in order to avoid putting his own life in peril, his lover’s mother – a mighty witch – 
placed a curse upon the wizard which would transform the arcanist into a carrion 
bird any time that the cowardly mage failed to use his magic to help someone in 
need. Each transformation lasted longer than the last, and the mage’s attempts to 
lift the curse only muddled his human and avian forms. Eventually, the old wizard 
remained so long in his accursed form that his old life had been forgotten. 
   A wukwuk stands over eight feet tall, and weighs only 160 lbs.
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