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Foreword
One of the oldest uses of magic is violence. There is no need for a delicate touch or complex techniques when hurling fire, and it 
is a useful tool for driving away ravenous beasts and deadly monsters. Millennia of refinement and innovation have resulted in 
an array of destructive magics so numerous that I cannot hope to create a list that encompasses them all.

-An excerpt from Scholar Radha’s The Forms of Magic

This is a supplement for Spheres of Power that focuses on providing new basic talents for the Destruction 
Sphere. These talents are designed to expand available options and tactics through unusual blast shapes, shapes 
without spell point costs, and additional talents that can improve any destructive blast, regardless of type or 
shape. 

Blast Shape Talents
Branding Taboo (blast shape)
You may spend a spell point to change your destructive blast 
into a brand of energy that marks a single target within range 
without need for an attack roll. When you create this brand, 
you designate a single class of action that is forbidden, such 
as weapon attacks, spellcasting, or moving in a general direc-
tion. You may choose to forbid a more specific set of actions, 
but any forbidden activity should be easily stated, and no more 
broad than the example categories. The GM is the final arbiter 
of what can be forbidden. At the end of any turn in which the 
target takes a forbidden action they suffer the effects of your 
destructive blast unless they succeed on a Will save. The target 
of a brand automatically knows what actions have been for-
bidden to them. This brand lasts for one round per level. You 
may only place one brand on any given target, and attempting 
to place a brand on an already branded target requires a magic 
skill check, with success replacing the previous brand with the 
newest one.

Destructive Maw (blast shape)
You may spend a spell point as a swift action to shape your 
destructive blast into bite attack. This bite attack functions 
normally in all respects, except instead of dealing damage as 
a weapon, anything struck by it suffers damage and effects as 
normal for your destructive blast. A Destructive Maw lasts for 1 
round per caster level. You only apply (blast type) talents when 
the Destructive Maw is shaped, rather than with each attack.

Energetic Affliction (blast shape)
You may spend a spell point to afflict a target with your mag-
ic, riddling it with destructive energy. This affects one target 
within range without need for an attack roll. At the start of 
each of its turns, the target must succeed on a Fortitude save 

or suffer the damage and effects of your destructive blast. The ef-
fects of an Energetic Affliction last for 1 round per caster level, 
or until the target succeeds on two consecutive Fortitude saves 
against it. Alternately, an afflicted target may attempt to stifle 
the energy with a full-round action, which allows them to make 
a Reflex save with a +4 bonus to end the effect immediately.

Energy Nova (blast shape)
You may channel your destructive blast outwards without aim 
or direction, shaping it into a burst centered on you with a 
radius of 10 ft. + 5 ft. per 5 caster levels. Targets in the area can 
attempt a Reflex save to take half damage. You may choose to 
exclude yourself from the area to avoid the effects the blast.

Energy Rift (blast shape)
You may shape your destructive blast into a deadly edge, creating 
a rift in space that expels its energy. Choose the corner of a 
square, then draw a straight line between that corner and any 
point within 10 ft. + 5 ft. per 5 caster levels of it. The entire-
ty of this line must be inside your range. Everything within a 
square the line passes through is affected by your destructive 
blast. Targets in the area can attempt a Reflex save to take half 
damage.

Mutable Blast (blast shape)
You may give your destructive blast any array of strange shapes, 
as you require. Each time you use Mutable Blast, you create 
any area you desire out of contiguous 5 ft. cubes, up to a max-
imum of 5 cubes + 1 cube per 2 caster levels. At least one of 
these cubes must be in a square adjacent to you. All targets in 
the area are affected by your destructive blast, and can attempt a 
Reflex save to take half damage.
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Other Talents
Damage Control
You may choose to have all damage dealt by a destructive blast 
be nonlethal damage. Damage dealt is calculated as if the de-
structive blast was its original damage type as well as nonlethal 
(for example, an acid blast would still be subject to acid resis-
tance), but the resulting damage is added to the target’s non-
lethal damage total and not subtracted from their hit points. 
When using a (blast type) talent that already deals nonlethal 
damage, your destructive blast damage increases by +1 damage 
per die.

Alternately, you may choose to deal no damage at all, only in-
flicting secondary effects, such as from (blast type) talents, or 
only expressing minor, controlled effects of the damage type 
you would normally deal with your destructive blast. For exam-
ple, you might create a spark with a Fire Blast, drive a nail into 
wood with the bludgeoning force of a standard destructive blast, 
or make an indistinct sound with a Thunder Blast. These ef-
fects should never be powerful, and the GM is the final arbiter 
of what can be accomplished this way.

Demolition
You can tune your destructive blast more towards inanimate ob-
jects than creatures. When you use your destructive blast this 
way, you deal +1 damage per die and deal full damage to ob-
jects, ignoring any reduction that would normally apply from 
being an energy attack, ranged attack, ineffective weapon type, 
or similar effect, though hardness still applies. Anything other 
than an inanimate object struck by this kind of destructive blast 
only takes half damage from it.

Energetic Response
You can make attacks of opportunity with your destructive blast. 
So long as you can use your destructive blast, you threaten all 
squares within 5 ft. + 5 ft. per 10 caster levels of yourself with 
it as either a melee touch attack or ray attack. You may not 
apply a (blast shape) talent to this use of destructive blast, or 
make use of any effects that would increase its casting time. 
Using your destructive blast this way does not provoke an attack 
of opportunity.

Spirit Blast
You can choose to have your destructive blasts affect spiritual 
targets. When used this way, your destructive blasts extend into 
the ethereal plane to affect ethereal targets normally, and does 
not halve damage or suffer a 50% failure chance against incor-
poreal targets.
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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: Destruction Talents 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. 

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.
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LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, 
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