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New Drawbacks
Charged Spells
You must prepare a sphere effect into a charge before you can 
use it yourself. Preparing a charge takes 10 full-round actions 
(without allowing swift or free actions) in a row that provoke 
attacks of opportunity. If you are disrupted before you finish 
your charge, you must start all over to create it, but any spell 
points invested into its creation are not lost.

You must determine spell points that will be used as part of 
the charge as well as the talents, feats, class abilities, any other 
modifiers or variables at the time of casting. Any temporary in-
crease to caster level, ability score or other such modifier must 
be active during the entire creation process in order to benefit 
you when expended.

Expending a charge to use the sphere effect takes up the same 
action as using it regularly, and provokes (or does not provoke) 
attacks of opportunity as would normally happen with the ef-
fect. Spell points invested in a charge are locked and cannot be 
used for any other purpose until expended in the charge.

A charge remains until you rest and regain spell points, but 
can be dismissed prematurely as a free action (this wastes the 
charge). You can maintain a number of charges at once equal to 
your magic skill bonus plus your casting ability modifier.

This drawback counts as 2 drawbacks for the purposes of de-
termining boons. Temporary talents (such as those granted by 
the prodigy’s adaptation ability) cannot be used as part of a 
charge.

Incompatible: Diagram Magic, Prepared Casting

Expensive Locus
Resting to regain your magic requires an increasingly expensive 
locus, requiring you to dedicate more and more of your wealth 
to sustaining your magical power. This locus, and the way you 
gain power from it can take multiple different forms depend-
ing on what is appropriate for the character concept; from set-
ting up expensive runes and talismans to calibrate your astral 
self, requiring an expensive laboratory to process your material 
components, or simply sleeping on a dedicated pile of gold to 
get in touch with your draconic side.

Whenever you rest to regain your spell points, it must be with 
a locus with a cost of 50 gp x your magic skill bonus squared. 
The base cost of the locus increases to 100 gp at a magic skill 
bonus of 10 or higher. This wealth has to be dedicated purely 
towards fulfilling the locus, with no other utility; meaning that 
magic items, or equipment you possess cannot count towards 
this drawback.

Using magic without your locus requires you to make a concen-
tration check (DC 20 + 1/2 the caster level) to produce the de-
sired effect. Failure means time (and any spell points) are spent, 
but no effect happens. If a locus is lost, stolen, or broken, the 
caster must create a new locus by securing the necessary items 
of the requisite monetary value and spending 8 hours bonding 
with it. At the GM’s discretion, however, another caster’s locus 
may be used instead.

Casting Traditions
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Madness Mantra
Your magic fights against you for control. At the end of any 
round in which you spend 1 or more spell points you must suc-
ceed at a Will saving throw with a DC of 10 + 1/2 your magic 
skill bonus or enter into an enraged state at the beginning of 
your next turn. While enraged, you gain the antagonized con-
dition, always treating the creature(s) closest to you as your 
antagonist(s).

The GM may rule that the nature of your power will make you 
focus specifically on your allies, or beings of great importance 
to you (for example power that comes from a demon bound 
inside you may cause you to inflict harm to those you value the 
most before it can be contained).

When you attempt a Sense Motive check to end the antago-
nized condition, the skill check is made against your own mag-
ic skill defense + your casting ability modifier (minimum DC 
15).

Incompatible: Emotional Casting

New Sphere-Focused 
drawbacks

Creation
Down to Earth
Your objects are all rooted to a surface and you cannot create 
objects in mid-air. All your creations must be created on a surface 
large enough to hold them. You gain the Created Momentum 
talent as the bonus talent from this drawback and may still cre-
ate objects with momentum, but this does not allow the object 
to detach itself from a surface in the process of creation (mean-
ing you can only target creatures that are on the surface where 
the created object is going to be).

Incompatible: Limited Creation (create)

New Feats
Bottled Spells (Drawback)
Prerequisites: Charged Spells.

Benefit: You can imbue a consumable item (such as a fluid or 
an easy to break trinket) with a charged sphere ability.

When you create a charge, you also create a small item such as 
a pill, pebble, or a pinch of dust in which to store that charge. 
These items are considered to have negligible cost, and an in-
dividual item can only store a single charge. The consumable 
remains potent until you rest and regain spell points, and pos-
sesses an aura as if it were the original target of the effect. Such 
an item can be dispelled as normal for the effect even in its 
inactive state. Effects with a duration of ‘concentration’ cannot 
be imbued into items.

Any creature, not just yourself, can use the charge by using the 
item (eating the pill, spreading the dust, throwing the pebble, 
etc.) This requires the same action as the sphere effect would 
normally require.

The user is considered the creator of the spell, and can do 
whatever the creator can with the spell, including dismissing it, 
moving it (if it can be moved), or any other effect that can take 
place after the ability has been created. However, the charge 
still uses your caster level, spell DC, casting ability modifier, 
concentration and magical skill bonus (determined at the time 
of the charge’s creation).
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Magic Runes (Drawback)
Prerequisites: Diagram Magic.

Benefit: You may imbue your diagrams with magic that trig-
gers on a later time.

You can imbue a diagram with a magic sphere effect by spend-
ing a spell point (in addition to any spell point costs of the 
sphere effect itself).

The imbuement effect lasts for 1 hour per magic skill bonus or 
until activated by a trigger specified by the caster at the time 
it is created (a diagram can only have one trigger). A diagram 
is considered as intelligent as its caster in relation to detecting 
and following its triggers, and can see and hear as well as a 
humanoid could with regular senses and a bonus to Perception 
equal to your magic skill bonus. The trigger can be one of many 
things, but the diagram runs the risk of being deceived if the 
trigger is too complicated. A diagram knows when it has been 
read, and this information may be used as part of a trigger.

If the spell effect has a target, the diagram must be large 
enough to encompass all of the targets’ area before triggering. 
When activated, the diagram becomes the center point for the 
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effect, and it performs its function, and then the ability ends. 
A diagram can only hold one magic sphere effect and a creature 
can only be affected by 1 imbued effect in a round, regardless of 
the number of diagrams triggered.

You can create a hidden imbued diagram by spending an addi-
tional full-round action to hide it for every 5 feet it occupies. 
A hidden diagram can be seen by effects that detect or sense 
magic, and is detectable as a magical trap. In order for someone 
to spot one of your hidden diagrams it requires a Perception 
Check with a DC equal to 25 + 1/2 your magic skill bonus (min-
imum 1). Disabling the diagram simply requires disrupting it.

Power of Friendship (Drawback)
Prerequisites: Emotional Casting.

Benefit: While negative emotions can hinder your casting, 
positive emotions make you stronger.

When under a magical effect that invokes an emotion (spells 
with the (emotion) descriptor, or charms such as Inspiration 
or Hostility), and the source of the effect is an ally, you may 
choose to roll concentration checks twice and take the higher 
result.



5

Compatibility with the Pathfinder® Roleplaying 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 and all other Drop Dead Studios 
product names and their respective logos are trademarks of Drop Dead 
Studios in the U.S.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. (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, 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, 

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 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. 
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