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DEBILITATING TALENTS 2

BLOOD SPHERE

COMPLEX <ONTROL

Creatures affected by your 6lood control may be affected by both
(quicken) and (still) talents at the same time. Additionally, you
may spend a spell point when initiating b/0od control on a crea-
ture (or creatures if using Mass Control/Mass Blood Magic).
Whenever the creature would attempt to end the &lood control
on themselves by using a standard action, the creature must
instead use a mental-only full-round action to end the blood
control.

If you possess Greater Blood Control, you may apply two ef-
fects of either type instead of just one when using the talent.

REDIRECT FLOW (QUIKKEN, $TILL)

You gain the following abilities:

As a (still) effect, whenever the target would move more than
half its movement, it must attempt an Acrobatics check against
your Blood sphere DC or immediately fall prone. Additionally,
the target cannot take 5-foot steps, and suffers a -2 penalty to
its CMD against trip, bull rush and reposition attempts.

As a (quicken) effect, the target gains a +10 feet enhancement
bonus to all movement speeds. This bonus increases by an ad-
ditional § feet every 5 caster levels you possess. Anytime the
target would use this additional movement, it also becomes
fatigued for 1 round.

As a (still) effect, the target takes a -2 penalty on Intelligence
and Wisdom ability checks, concentration checks, and
Intelligence- and Wisdom-based skill checks for the duration
of the blood control. This penalty increases by 1 for every 5 caster
levels you possess.

As a (still) effect, the target takes a -2 penalty to its CMD
against disarm attempts. This penalty increases by 1 for every
4 caster levels you possess. You may spend a spell point to also
force the target to succeed a Fortitude saving throw at the end
of each of its turns or immediately drop one item it is currently
holding. If the target fails this saving throw by § or more, it
instead drops all items it is currently holding.

CREATION $PHERE

CRACK (ALTER)

You may spend a spell point to disrupt the ground around
you. This is an instantaneous effect, and cannot be dispelled
once finished. You can only affect materials you can create
(i.e., you must possess the Expanded Materials talent to work
with materials other than vegetable matter). You cause terrain
in a 10-foot radius to suddenly crack and break, making the
squares difficult terrain. This radius increases by 5 feet per
5 caster levels. A square can be cleared as a standard action,
which provokes an attack of opportunity, or repaired with a
spell or effect such as the Repair ability of the Creation sphere
to no longer be difficult terrain. If a square would be made of
a mineral (stone, metals, gems, etc.), the radius you may affect

is reduced by half.

If you possess Distant Creation, you may center this effect any-
where within range.

DEATH $PHERE

SPECTRAL DISTORTION (GHOST STRIKE)

You may spend a spell point to make a ghost strike that disrupts
the bonds between layered planes. An incorporeal creature hit
by this ghost strike must succeed a Will saving throw or be con-
sidered corporeal for a number of rounds equal to your caster
level (minimum 1). The creature can attempt another saving
throw at the end of their turn to dismiss this effect.

MIND SPHERE

FASCINATE (CHARM)

You distract the target from the world around them.

Lesser Charm: The target suffers a -2 penalty to Perception
checks for 1 round per caster level. This penalty increases by 1
per 5 caster levels you possess (Will negates).

Greater Charm: The target is fascinated for 1 round per cast-
er level (Will negates). The fascinated creature does not
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immediately break from this conditior fthey see an obvious
threat, but instead receives a new saving throw against this ef-
fect. If the creature is damaged while fascinated, the creature
immediately breaks free from this effect.

Powerful Charm: This is the same as the greater charm, except
that the target is instead fascinated for 1 minute per caster lev-
el (Will negates). Additionally, whenever the fascinated crea-
ture would receive a new saving throw due to hostile actions or
threats directed towards them, the saving throw is made at a -4
penalty. If the creature would be damaged while fascinated, the
creature instead receives a new saving throw against this effect.

MENTAL BACKDOOR

If a target would fail their saving throw against one of your
charms, you may spend a spell point to force them to immedi-
ately attempt a second Will saving throw. If they fail this sec-
ond saving throw, a mental weakness is created with the crea-
tures mind, allowing you to bypass the creature’s will easier.
For 1 minute per caster level, the creature takes a -2 penalty
on Will saving throws made against your charms. This penalty
increases by 1 for every 10 caster levels you possess.

PROTECTION $PHERE

REACTIVE BARRIER

When you create a barrier, you may spend a spell point or in-
crease the casting time by one step (usually from a standard
to a full-round action) to allow the darrier to react to damage.
Upon creating a reactive barrier, you may choose one of the
following effects to activate whenever the barrier would be
reduced to o hit points. If you maintain your darrier through
concentration, you may change the effect as part of the action
used to concentrate:

Forceful Rebuke: You may attempt a bull-rush attempt against
all enemies within 5 feet of your barrier, using your caster level
+ your casting ability modifier in place of your CMB. If this
attempt would exceed a creature’s CMD by 5 or more, the
creature must succeed a Reflex saving throw or immediately

fall prone.

Explosive Burst: All enemies within § feet of your barrier suffer
1d6 points of force damage, plus an additional 1d6 damage per
5 caster levels you possess (Reflex halves).

Fortifying Surge: All allies within 10 feet of your barrier gain
DR/- equal to half your caster level for 1 round.

SCOUNDREL $PHERE

SAVAGE TRICKS (TRICK)

Whenever you successfully perform a dirty trick combat ma-
neuver, you may also inflict the battered or fatigued conditions
to a creature when selecting a condition to apply to the affect-
ed creature.

At 5 ranks in Sleight of Hand, you may expend your martial fo-
cus as a free action whénever you successfully perform a dirty
trick combat maneuver against an opponent. If you do, you
may choose to inflict a greater condition than the original con-
dition chosen, lasting for the normal duration.

Flat-footed

Original Condition New Condition

Battered

Entangled Suffers the penalties of being grappled

(but is not actually grappled)

Shaken Frightened

Associated Feat: Dirty Trick Master.

WARLEADER $PHERE

DISPIRITING ROAR (SHOUT)

When you use this shout, all hostile creatures within its radius
must succeed at a Will saving throw or have all morale bonuses
benefiting them reduced by 1 for the shouts duration. This is
a mind-affecting fear effect. For every 4 ranks in Diplomacy
you possess, the creature’s morale bonuses are reduced by an
additional 1.

ADVANCED FATE TALENTS

DECLARE FATE (WORD) [CURSE]

Prerequisites: Fate sphere, caster level 15th.

You may spend two spell points to place a word on a creature
to peer into its near future. Each round, at the end of the crea-
ture’s turn, the creature must succeed at a Will saving throw
or be forced to declare all actions that it will take on its next
turn and be unable to change them. If a declared action would
become impossible to perform (such as casting a spell on a
creature that is no longer within range), that action is lost. You
are aware of what actions an affected creature intends to take.

This effect lasts as long as you concentrate, but you may always
spend a spell point to allow the effect to endure for 1 minute
per caster level without concentration.
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LEGENDARY SCOUNDRECTALENTS

DEVASTATING TRICKS (TRICK)

Prerequisites: Sleight of Hand 10 ranks, Scoundrel sphere
(Savage Tricks (trick)).

‘Whenever you use the Savage Tricks talent to inflict a greater
condition upon a creature, you may choose to inflict an even
more intense condition when expending your martial focus.

Original Condition New Condition

Battered Stunned

Entangled Pinned

Shaken Panicked

CREDITS

Creative Director: Adam Meyers
Author: Brad Whittingham
Editor: fobannes Luber

Layout: Rachel Meyers
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Compatibility with the Pathfinder® Ro-kmying 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 compatibility, 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: Debilitating Talents 2 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 dis-
tinctive 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 herein 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
content 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.

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 trade-
mark owners who have contributed Open Game Content; (b)
“Derivative Material” means copyrighted material including deriva-
tive works and translations (including into other computer languag-
es), 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 dis-
play, 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. () “Product Identity” means product and
product line names, logos and identifying marks including trade dress;
artifacts, creatures, characters, stories, storylines, plots, thematic el-
ements, dialogue, incidents, language, artwork, symbols, designs, de-
pictions, 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, environ-
ments, 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
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create Derivative Materidl of Open Game Content. (h) “You” or
» . i .

“Your” means the lisensee-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 indi-
cate 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, royal-
ty-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 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 li-
censed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compati-
bility 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 pub-
lish updated versions of this License. You may use any authorized ver-
sion 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 regula-
tion 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.
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14. Reformation: If any provision of this Lic®hse is held to be unen-
forceable, such provision shall be reformed only to the extent neces-
sary 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 ma-
terial by E. Gary Gygax and Dave Arneson.

Pathfinder Roleplaying Game Core Rulebook, © 2009, Paizo Inc;
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte
Cook, and Skip Williams.

Pathfinder Roleplaying Game Advanced Class Guide, © 2014, Paizo
Inc.; Authors: Dennis Baker, Ross Byers, Jesse Benner, Savannah
Broadway, Jason Bulmahn, Jim Groves, Tim Hitchcock, Tracy Hurley,
Jonathan H. Keith, Will McCardell, Dale C. McCoy, Jr., Tom Phillips,
Stephen Radney-MacFarland, Thomas M. Reid, Sean K Reynolds,
Tork Shaw, Owen K.C. Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Advanced Player’s Guide, © 2010, Paizo
Publishing, LLC; Author: Jason Bulmahn.

Pathfinder Roleplaying Game Bestiary, © 2009, Paizo Publishing,
LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet,
Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary 2, © 2010, Paizo Publishing,
LLC; Authors: Wolfgang Baur, Jason Bulmahn, Adam Daigle, Graeme
Davis, Crystal Frasier, Joshua J. Frost, Tim Hitchcock, Brandon
Hodge, James Jacobs, Steve Kenson, Hal MacLean, Martin Mason,
Rob McCreary, Erik Mona, Jason Nelson, Patrick Renie, Sean K
Reynolds, F. Wesley Schneider, Owen K.C. Stephens, James L. Sutter,
Russ Taylor, and Greg A. Vaughan, based on material by Jonathan
Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary 3, © 2011, Paizo Publishing,
LLC; Authors: Jesse Benner, Jason Bulmahn, Adam Daigle, James
Jacobs, Michael Kenway, Rob McCreary, Patrick Renie, Chris Sims, F.
Wesley Schneider, James L. Sutter, and Russ Taylor, based on material
by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary 4, © 2013, Paizo Publishing,
LLC; Authors: Dennis Baker, Jesse Benner, Savannah Broadway, Ross
Byers, Adam Daigle, Tim Hitchcock, Tracy Hurley, James Jacobs, Matt
James, Rob McCreary, Jason Nelson, Tom Phillips, Stephen Radney-
MacFarland, Sean K Reynolds, F. Wesley Schneider, Tork Shaw, and
Russ Taylor

Pathfinder Roleplaying Game Bestiary 5, © 2015, Paizo Inc.; Authors:
Dennis Baker, Jesse Benner, John Bennett, Logan Bonner, Creighton
Broadhurst, Robert Brookes, Benjamin Bruck, Jason Bulmahn, Adam
Daigle, Thurston Hillman, Eric Hindley, Joe Homes, James Jacobs,
Amanda Hamon Kunz, Ben McFarland, Jason Nelson, Thom Phillips,
Stephen Radney-MacFarland, Alistair Rigg, Alex Riggs, David N.
Ross, Wes Schneider, David Schwartz, Mark Seifter, Mike Shel, James
L. Sutter, and Linda Zayas-Palmer

Pathfinder Roleplaying Game: Adventurer’s Guide © 2017, Paizo
Inc.; Authors: Benjamin Bruck, John Compton, Crystal Frasier, Tim
Hitchcock, Jenny Jarzabski, Isabelle Lee, Joe Pasini, Jessica Price,
David Schwartz, and Josh Vogt.

Pathfinder Roleplaying Game Ultimate Combat, © 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.
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Pathfinder Roleplaying Game Ultimate Intrigue, © 2016, Paizo Inc,;
Authors: Jesse Benner, Jo};n Bennett, Logan Bonner, Robert Brookes,
Jason Bulmahn, Ross Byers, Robert N. Emerson, Amanda Hamon
Kunz, Steven Helt, Thurston Hillman, Tim Hitchcock, Mikko
Kallio, Rob McCreary, Jason Nelson, Tom Phillips, Stephen Radney-
MacFarland, Thomas M. Reid, Alexander Riggs, David N. Ross,
David Schwartz, Mark Seifter, Linda Zayas-Palmer.

Pathfinder Campaign Setting: Inner Sea Intrigue © 2016, Paizo Inc.;
Authors: David N. Ross with Ross Byers.

Pathfinder Campaign Setting: Inner Sea Taverns © 2018, Paizo Inc;
Authors: Authors: Kate Baker, Eleanor Ferron, Michelle Jones, Jason
Keeley, Luis Loza, Jacob W. Michaels, Joe Pasini, and David N. Ross.

Pathfinder Player Companion: Alchemy Manual, © 2014, Paizo Inc,;
Authors: Jason Nelson, Patrick Renie, and David N. Ross.

Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors:
Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick
Lawinger, and Bill Webb; Based on original content from TSR.

Tome of Horrors Complete, © 2011, Necromancer Games, Inc., pub-
lished and distributed by Frog God Games; Author: Scott Greene,
based on original material by Gary Gygax.

Tome of Horrors Revised, © 2002, Necromancer Games, Inc.; Author:
Scott Greene, based on original material by E. Gary Gygax.

Tome of Horrors I11, © 2005, Necromancer Games, Inc; Author: Scott
Greene, with Casey Christofferson, Erica Balsley, Kevin Baase, Lance
Hawvermale, Travis Hawvermale, Ian S. Johnston, Patrick Lawinger,
Nathan Paul, Clark Peterson, Greg Ragland, Robert Schwalb and Bill
Webb.

Spheres Apocrypha: Debilitating Talents 2 © 2020, Drop Dead
Studios; Author: Brad Whittingham

Designation of Product Identity:

Product Identity: The following items are hereby identified as Product
Identity, as defined in the Open Game License version 1.0a, Section
1(e), and are not Open Content: All trademarks, registered trade-
marks, proper names (characters, deities, etc.), dialogue, plots, sto-
rylines, locations, characters, artwork, and trade dress. (Elements that
have previously been designated as Open Game Content or are in the
public domain are not included in this declaration.) Open Content:
Except for material designated as Product Identity (see above), the
game mechanics of this Drop Dead Studios game product are Open
Game Content, as defined in the Open Game License version 1.0a
Section 1(d). No portion of this work other than the material desig-
nated as Open Game Content may be reproduced in any form with-
out written permission.

All Content is Copyright Drop Dead Studios 2012-2020.



