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CASTING TRAPITIONS 2

NEW DRAWBACKS

Your magic interferes with your natural circulation. If you are
immune to bleed damage, you lose that immunity. If you are
not subject to bleed damage (such as because of your creature
type), you become subject to it. Whenever you take slashing
or piercing damage, as well as bleed damage from any other
source, you suffer 1 point of bleed damage plus an additional
point of bleed damage for every 10 points of your magic skill
bonus; this stacks with all other sources of bleed damage. The
Heal DC to stop yourself from bleeding increases by your mag-
ic skill bonus. Healing from magical sources does not stop you
from bleeding unless the caster succeeds on a magic skill check
against your magic skill defense. If you receive healing from a
non-magical source (including fast healing or regeneration) you
must still receive a Heal check in order to stop the bleeding.

INNATE CURSE

Your magic comes from a source that curses you, or your cursed
condition is a side effect of your casting ability. You suffer the
hindrance of a singular oracle curse, and do not get its benefit,
nor the benefits that come with increased level. Use your magic
skill bonus as your oracle level to determine any penalties from
its hindrance. This curse is permanent and cannot be removed.
Not all curses are appropriate for this drawback, and the GM
is the ultimate arbiter of which oracle curse you suffer from.

Special: If you already possess an oracle’s curse (or gain one
later), then you retain this curse in addition to the other other
curse, but each curse must be a different type of curse and pro-
vide different kinds of benefits (even if you don’t possess the
curse mastery feat).

NEW FEATS

BURST OF CONCENTRATION (PRAWBACK)

Prerequisites: Mental Focus.

Benefits: You can expend your mental focus on any single
concentration check you make to treat your concentration
check as if you rolled a 15. This functions as taking 1o, except
that the number you add to your concentration modifier is 15.

COMBATANT <ASTER (PRAWBACK)

Prerequisites: Galvanized.

Benefit: You have an increased selection of weapons. As long
as you wield any kind of weapon that you are proficient in and
can attack with, it counts towards meeting the requirements

of Galvanized.

For the purposes of unarmed strikes or natural attacks you are
considered wielding your weapons when you are not imped-
ed in using them. Having your arms bound, or wearing heavy
chains on your legs are an example of how an average human
would be considered unarmed with unarmed strikes.

While wielding a weapon appropriate for your drawback, you
gain a +4 bonus on concentration checks while casting defen-
sively, being grappled, or casting a spell while in the area of an
environment that calls for concentration checks to successful-
ly cast a spell such as weather or a battlefield.

Special: This feat counts as Combat Casting for the purpos-
es of meeting other prerequisites that depend on it. This feat
benefits to concentration checks do not stack with Combat
Casting.
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CURSE MASTERY (DRAWBACK)

Prerequisites: Innate Curse.

You gain all the benefits of your oracle curse; both the base
benefit as well as the benefits that come with increasing in lev-
el (treat your magic skill bonus as your oracle level).

Special: If your curse provides you with spells known, instead
of normally granting bonus spells (for example, Haunted), you
do not gain spells or talents. Instead, you gain a bonus spell
point at the levels you would normally gain the spells.

FAST FOCUS (PRAWBACK)

Prerequisites: Mental Focus.
Benefits: You can take a move action to regain mental focus.

Normal: A character without this feat must take a full-round
action to regain mental focus.

HABIT FORMING (PRAWBACK, METAMAGK)

Benefit: Creatures affected by your sphere effects can devel-
op an addiction to receiving your magic. Whenever a creature
fails a saving throw (or accepts an effect willingly) against a
sphere effect that is also affected by this feat, it must make a
Fortitude saving throw (DC is identical to the saving throw
for the sphere effect itself), or develop dependance to your
magic, as if they possessed the Addictive Casting drawback,
except instead of having to make Fortitude saves against ad-
diction whenever they spend a spell point (or do not spend a
spell point), they instead must make Fortitude saves whenever
they are affected by one of your sphere effects that spends one
or more spell points. This dependance may be cured as depen-
dance is cured, the addiction DC resets itself to 10 once more
if they are subjected to this feat again.

Cost: +1 spell point. If you possess this feat as a drawback feat,
the cost is reduced to o as long as it is used with a sphere ability
that requires spending 1 or more spell points.

Special: You may only take this feat as a drawback feat if you
possess the Addictive Casting drawback.

INSTINCTUAL $KITTISHNESS (PRAWBACK)

Prerequisites: Coy Caster.

Benefit: You still do not like having others look at you while
your casting, but you have enough self control to prevent them
from looking. Whenever you use magic that would enable you
to hide from creatures currently observing you either by en-
abling you to make a Stealth check to hide or making you bet-
ter at hiding if the opportunity to hide already exists, you do
not have to make a concentration check to produce the desired
effect. This only prevents you from having to make concen-
tration checks caused by your drawback, not concentration
checks required from other reasons (like casting defensively).

In addition you receive a +2 circumstance bonus to Stealth

checks.
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POWERFLL FOXUS (DRARBACK)
Prerequisites: Mental Focus.

Benefit: You can expend your mental focus as part of casting
a sphere effect to increase the saving throw DC by a +I com-
petence bonus. A sphere effect that does not require a saving
throw to resist or lessen the effect cannot be used with this
feat.

PREPARED DIAGRAM (PRAWBACK)
Prerequisites: Diagram Magic.

Benefit: Choose one sphere of magic. For that sphere of mag-
ic you can prepare a reusable, portable diagram on a wearable
or holdable items (such as a glove, tattoo, ring, or holy symbol)
that you (and only you) can use to cast that sphere of magic
without having to make a larger diagram for it beforehand. If
the diagram is lost, torn, or disrupted, the caster must create
a new diagram by spending 8 hours to jot it down on another
re-usable item. You can instead create the portable diagram in
a minute by making a concentration check (DC 20 + your mag-
ic skill bonus).

When casting spells through your prepared diagram, you re-
ceive a +I competence bonus to saving throw DCs for all abili-
ties from that sphere. The bonus from this feat does not stack
with Sphere Focus, but counts as possessing Sphere Focus with
the selected sphere for the purpose of meeting prerequisites.

Special: You may select this feat multiple times. Each time
you do select another sphere. You may create a separate pre-
pared diagram for that sphere.

RESISTANT VEINS (PRAWBACK)

Prerequisites: Anemic.

Benefit: Your enhanced blood vessels serves as a source of
protection for you, granting you a natural armor of + 1 + I for
every 5 points magic skill bonus you possess.

UNIFIED FOCUS (CHAMPION, DRAWBACK)

Prerequisites: Fast Focus, ability to gain martial focus.

Benefits: You can take a standard action to regain both your
mental focus and your martial focus.
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WITCHWARPED (PRAWBACK)

Benefit: You are infused with the traits of something else oth-
er than just your being.

You gain the Witchmarked general drawback (even if you are
not a spherecaster) unless you already have it, using your Hit
Dice as your caster level to determine its effects (f you are
not a spherecaster a successful Knowledge (arcana) check
successfully identifies the abilities from this feat rather then
your spheres and caster level). You do not gain any bonus spell
points from possessing the drawback gained exclusively from
this feat.

Choose one trait from ‘t.he Blank Form ability of the Alteration
sphere or anothertrait deemed appropriate to your witchmark
by the GM. You may not select a trait that carries an additional
spell point cost. You gain that trait as a permanent supernatu-
ral ability. This trait only functions while your witchmark traits
are not suppressed (such as with the Hidden Heretic feat).
Treat your Hit Dice as your caster level for the purposes of
this effect.

Special: The trait obtained this way counts towards the num-
ber of traits you may possess when under the effects of Blank
Form, but is not considered a polymorph effect.

You may only take this feat as a drawback feat if you already
possess the Witchmarked drawback from your casting tra-
dition. In which case you still gain the extra spell points (or
boon) from the drawback, and substitute your magic skill bo-
nus for your Hit Dice when calculating the abilities of this feat
and may use your casting ability modifier for any effects that
would require one, such as determining saving throw DCs.
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Compatibility with the Pathfinder® Rolepl:ﬂg Game requires the
Pathfinder® Roleplaying Game from Paizo Publishing, LLC. See http://
paizo.com/pathfinderRPG for more information on the Pathfinder®
Roleplaying Game. Paizo, Publishing, LLC does not guarantee compat
ibility, and does not endorse the product.

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the
Pathfinder® Roleplaying Game and the Pathfinder® Roleplaying Game
Compatibility Logo are trademarks of Paizo Publishing, LLC, and are
used under the Pathfinder® Roleplaying Game Compatibility License.
See http://paizo.com/pathfinderRPG/compatibility for more information
on the compatibility license.

Spheres Apocrypha: Casting Traditions 2 and all other Drop Dead Studios
product names and their respective logos are trademarks of Drop Dead
Studios in the US.A. and other countries.

All Drop Dead Studios characters, character names, and the distinctive
likenesses thereof are property of Drop Dead Studios. This material is
protected under the copyright laws of the United States of America. Any
similarity to actual people, organizations, places, or events included here-
in is purely coincidental.

Open Game Content: All material — including but not limited to art,
place and character names, character and setting descriptions, back-
ground, and new class descriptions— is Product Identity. All other con-
tent is considered Open Game Content

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, modifi-
cation, correction, addition, extension, upgrade, improvement, compila-
tion, 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 distrib-
ute; (d)”Open Game Content” means the game mechanic and includes
the methods, procedures, processes and routines to the extent such con-
tent 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 spe-
cifically 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, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of charac-
ters, spells, enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic de-
signs; and any other trademark or registered trademark clearly identified
as Product identity by the owner of the Product Identity, and which spe-
cifically 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 oth-
erwise 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,
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non-exclusive license with‘I the exact terms of this License to Use, the
Open Game Contenta B

5. Representation of Authority to Contribute: If You are contribut-
ing 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-adapt-
ability 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 up-
dated 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 writ-
ten 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 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 termi-
nation of this License.

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

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast,
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on ma-
terial by E. Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing,
LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet,
Monte Cook, and Skip Williams.

Spheres of Power © 2014, Drop Dead Studios; Authors: Adam
Meyers, Tyler Keene, Ryan Ricks, Owen Stephens

Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo
Publishing, LLC; Authors: Jason Bulmahn, Tim Hitchcock, Colin
McComb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland,
Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.



