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Sphere talents and abilities from the air geomancing package 
have difficulty being performed inside areas with windy condi-
tions. If an air package effect is created inside a weather effect 
with a wind severity level greater than 2, you must pass a magic 
skill check against the creator of the weather effect (you auto-
matically succeed in weather conditions you yourself create). 
If the weather effect is naturally occuring (or otherwise lacks a 
magic skill defense), use the following values for the weather’s 
magic skill defense: MSD 12 for Strong, MSD 18 for Severe, 
MSD 25 for Windstorm, MSD 32 for Hurricane, and MSD 39 
for Tornado. Succeeding the magic skill check doesn’t dispel 
the weather effect, but allows the air package to occur in spite 
of it.

Breeze: (concentration, requires air) You create a light wind that 
remains swirling around its target. The breeze grants the target 
a circumstance bonus equal to 2 +1 per 5 caster levels on saves 
against very hot conditions, severe heat, and saves against 
clouds, vapors, and gases (such as cloudkill, stinking cloud, and 
inhaled poisons).

Gust of Wind: (instantaneous, requires air) You may create a 
line-shaped gust of wind emanating out from you, affecting 
all creatures within range. The severity level of the wind is 3 
+ 1 per 5 caster levels (see the Wind category of the Weather 
sphere for more information).

Purify Air: (concentration, requires air, gas, or vaporous sub-
stance) You may convert polluted air, or a non-breathable gas 
or vapor into a cloud of breathable air in a radius of 5 ft. + 5 ft. 
per 5 caster levels radius area centered within range. Creatures 
who are entirely within the area of the cloud are able to breathe 
in sufficient air to sustain them.

Basic Talents
Absorbing Inhalation (air, spirit)
As a concentration effect, you may as a standard action grant 
your lungs inhuman strength and capacity, allowing you to 
harmlessly and completely inhale one gas, fog, smoke, mist, or 
similar cloud-like effect during the duration of the talent. The 
cloud-like effect can have no larger of a radius than 10 ft. + 5 ft. 
per 5 caster levels. If the targeted cloud is a magical effect, you 
must succeed at a magic skill check to inhale it. Inhaling the 

cloud removes it from the area, leaving normal breathable air 
in its place. Gaseous creatures gain a Reflex save to avoid being 
inhaled. This talent can only affect an instantaneous-duration 
cloud (such as a breath weapon) if you ready an action to utilize 
the talent in response.

You may keep the cloud harmlessly contained within you for 
as long as the talent remains active, but you must hold your 
breath do do so (even if you do not normally have to breathe). 
If the cloud has a duration, the time the cloud is contained 
within you counts toward that duration (gaseous creatures are 
immediately and harmlessly exhaled should their gaseous form 
expire). As a standard action, you may release the stored cloud 
as a breath weapon, filling a 60-ft. cone (or the cloud’s original 
area, if smaller). Any creature in the breath’s area is subject to 
its normal effects, making saving throws and spell resistance 
checks as appropriate against the cloud’s original DC. The ex-
haled cloud resumes its duration, if any. Exhaling the stored 
cloud immediately ends the duration of this talent. If you do 
not exhale the cloud before this talent’s duration expires, you 
suffer the cloud’s effects, automatically fail any saving throw 
made to resist it, and exhaling any gaseous creatures inhaled.

Air Ball (air, spirit)
(requires air) As a concentration effect, you may as a standard 
action create a rideable sphere of compressed air, which sup-
ports your weight. While riding the sphere, you ignore difficult 
terrain that is less than 1 foot high, you do not trigger effects 
based on weight (such as a pressure plate), and any creature 
trying to track you through areas you crossed with this spell 
takes a -10 penalty on its Perception or Survival check to do 
so. While riding the air ball, you cannot pass over liquid great-
er than 1 foot deep. In addition, because of the instability of 
the sphere, your speed is reduced by 10 ft. (to a minimum of 5 
ft.) and you take a -4 penalty on Acrobatics, Climb, and Ride 
checks.

Air Geyser (air, geomancing)
(requires air) As an instantaneous effect, you may as a stan-
dard action create a powerful blast of air capable of flinging a 
Medium-sized or smaller target within range upward into the 
air (Reflex negates). If the target fails its Reflex save, the force 
of air hurls the target upward a number of feet equal to 5 x your 
caster level. If a solid object (such as a ceiling) is encountered, 
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the target strikes the object in the same manner as it would 
during a normal fall. After this blast of air ceases, the target 
falls down (unless it was flying), taking falling damage as nor-
mal. The maximum size of the target increases by 1 size cate-
gory every 5 caster levels.

Air Leap (air)
As long as you are surrounded by air or some other gaseous 
substance, you are always considered to have a running start 
when jumping. You add your caster level as a bonus on all 
Acrobatics checks to jump, you jump twice as far or high as the 
results of your check indicate, and you can once per round as 
a free action spend 1 spell point when jumping to double the 
distance you jump again (to a total of four times as far).

Air Support (air, spirit)
(requires air) You may as a standard action spend a spell point 
to increase or decrease your movement speed by 10 ft. + 10 ft. 
per 5 caster levels (applying to all movement modes) for 1 min-
ute per caster level.

Airlord (air)
You no longer need to make magic skill checks to use a Nature 
sphere talent or ability from the air geomancing package in 
areas with weather conditions of wind severity levels of 3 or 
higher.

Buffeting Winds (air, geomancing)
(requires air) As an instantaneous effect, spend a spell point as 
an immediate action to respond to the attack with calculated 
bursts of wind. If responding to a melee attack, gain a deflec-
tion bonus to AC against the attack equal to 1 + 1 per 5 caster 
levels. If responding to a ranged attack, gain a 10% miss chance 
against the attack, increasing by 10% per 5 caster levels. In ad-
dition, during the round in which this talent is used, you gain 
moderate fortification (50% chance to negate a critical hit or 
sneak attack). You must be aware of the attack to use Buffeting 
Winds.

Create Air (air, geomancing)
As an instantaneous effect, you may spend a spell point to 
create a cloud of air anywhere within range. This creates one 
5-ft. cube per 2 caster levels (minimum: 1 cube) of breathable 
air. While this is its own geomancing ability, you may combine 
this effect with another air package geomancing ability as part 
of the same standard action, in which case the second geo-
mancing ability comes into effect immediately. You must pay 
any costs associated with both abilities to combine them in 
this manner. The created cloud of air will immediately displace 
other gases, liquids, and vapors in the area, but will shortly 
thereafter behave as normal air. For example, if this talent is 
used underwater, the created air cloud will form a bubble that 
will begin to ascend to the surface.

Feather Fall (air, spirit)
(requires air) As a concentration effect, you may spend a spell 
point as an immediate action to cause you and your equipment 
to fall slowly, changing the rate at which you fall to a mere 60 ft. 
per round (equivalent to the end of a fall from a few feet), and 
you take no damage upon landing while the talent is in effect. 
When the duration expires, a normal rate of falling resumes.

Steal Breath (air, geomancing)
As a concentration effect, you may as a standard action spend 
a spell point to pull the breath from a living creature’s lungs 
within range, leaving it unable to speak, use breath weapons, 
cast spells with verbal components, or anything else requiring 
breathing (Fortitude negates). Each round, the target has the 
remainder of the duration for which it can hold their breath 
reduced by double the normal amount (a target taking only 
move, swift, or free actions loses 2 rounds of breath each 
round, while a target taking standard or full-round actions los-
es 4 rounds of breath each round). If, during the duration, the 
target moves out of range or line of effect from you, the effect 
immediately ends. For the purpose of this talent, a barrier from 
the Protection sphere breaks line of effect. This talent has no 
effect on creatures that do not need to breathe air.

Wind Blades (air, geomancing)
(requires air) As a concentration effect, you may as a standard 
action create an cloud of harsh winds affecting a 10 ft. + 5 ft. per 
5 caster levels radius area within range. Any creature or object 
moving in the area must make a Fortitude save or take 1d6 
points of slashing damage for the first 5 ft. of movement, plus 
an additional 1d6 points of slashing damage for every addition-
al 10 ft. of movement. Movement that doesn’t pass through 
the air cloud (such as burrowing, swimming, or teleportation) 
doesn’t cause this damage. If cast in an area with wind severity 
level above 2, increase the damage die by 1 size accordingly 
(d8 for strong, d10 severe, 2d6 windstorm, 2d8 hurricane, 3d6 
tornado).

Advanced Talents
Whispering Wind (air, geomancing)
Prerequisite: Nature sphere, caster level 1st or higher.

(requires air) As an instantaneous effect, you may as a standard 
action spend 2 spell points to send a message or sound on the 
wind to a designated spot within 1 mile per caster level. The 
message has 1 hour per caster level to reach its destination. The 
message travels to the destination, provided that the location 
is familiar to you and that it can find a way to the location. 
The message is as gentle and unnoticed as a zephyr until it 
reaches the location. It then delivers its whisper-quiet message 
or other sound to all creatures within 10 ft. + 5 ft. per 5 caster 
levels of the destination. Note that the message is delivered 
regardless of whether anyone is present to hear it. The wind 
then dissipates. 
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At time of casting, you can prepare the effect to bear a message 
of no more than 20 + your caster level words, cause the talent 
to deliver other sounds for 1 round, or merely have the message 
seem to be a faint stirring of the air. You can likewise cause the 
wind carrying the message to move as slowly as 1 mile per hour, 
or as quickly as 1 mile per 10 minutes.

When the message reaches its objective, it swirls and remains 
in place until the message is delivered, at which time the spell 
is discharged. The message cannot speak verbal components, 
use command words, or activate magical effects.
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Nature Sight (spirit)
As a concentration effect, you gain an extraordinary sense de-
pending on geomancing packages you possess. Those with air 
geomancing gain cloudsight, earth geomancers gain earthsight, 
fire geomancers gain firesight, metal geomancers gain metal-
sight, plant geomancers gain plantsight, and water geomancers 
gain watersense, each with a range of close (25 ft. + 5 ft. per 
2 caster levels). Those with the nature spirit drawback may 
choose any singular extraordinary sense listed here each time 
they use this talent.

Below is a summary of each sense granted by the Naturesight talent, 
most of which are modified versions of senses from the universal mon-
ster rules or kineticist utility talents.

Cloudsight (Su) You gain mistsight, except allowing you to 
only see through clouds of fog, mist, and smoke as if they were 
transparent. In addition, you don’t suffer miss chance from 
concealment or total concealment against creatures that are 
flying or have the air subtype provided they are within range 
of your cloudsight.

Earthsight (Su) You gain tremorsense, only allowing you to 
detect anything in contact with the same body of ground as 
you. In addition, you don’t suffer miss chance from conceal-
ment or total concealment against creatures that are under-
ground or have the earth subtype provided they are within 
range of your earthsight.

Firesight (Su) You can see through flames, lava, and smoke 
as if they were transparent. In addition, you don’t suffer miss 
chance from concealment or total concealment against crea-
tures that are on fire or have the fire subtype provided they are 
within range of your firesight.

Metalsight (Su) You gain the scent ability, except only allow-
ing you to detect metal objects (including creatures wearing 
or carrying metal objects). In addition, you don’t suffer miss 
chance from concealment or total concealment against ferrous 
creatures or have the clockwork or robot subtypes provided 
they are within range of your metalsight.

Plantsight (Su) You gain greensight, except only allowing 
you to see through leaves, vines, greenery, undergrowth, and 
living wood as if they were transparent (you still cannot see 
through dead wood). In addition, you don’t suffer miss chance 
from concealment or total concealment against creatures that 
are entangled in plantlife or of the plant creature type provided 
they are within range of your greensight.

Watersense (Su) You gain tremorsense, except only allow-
ing you to detect anything in contact with the same body of 
water as you. In addition, you don’t suffer miss chance from 
concealment or total concealment against creatures that are 
underwater or have the water subtype provided they are within 
range of your watersense.
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Compatibility with the Pathfinder® Roleplaying Game requires the Pathfinder® 
Roleplaying Game from Paizo Publishing, LLC. See http://paizo.com/pathfind-
erRPG 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: Nature Package: Air 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 herein is purely coincidental.
Open Game Content: All material — including but not limited to art, place and 
character names, character and setting descriptions, background, 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. 
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners 
who have contributed Open Game Content; (b)”Derivative Material” means copy-
righted material including derivative works and translations (including into other 
computer languages), potation, modification, correction, addition, extension, up-
grade, 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 display, 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 un-
der copyright law, but specifically 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, likenesses, for-
mats, poses, concepts, themes and graphic, photographic and other visual or audio 
representations; names and descriptions of characters, spells, enchantments, per-
sonalities, teams, personas, likenesses and special abilities; places, locations, envi-
ronments, creatures, equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or registered trademark clear-
ly 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 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 no-
tice 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 ac-
ceptance 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 contributing original mate-
rial as Open Game Content, You represent that Your Contributions are Your orig-
inal 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, in-
dependent Agreement with the owner of each element of that Product Identity. 
You agree not to indicate compatibility 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 re-
tain 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 updated 
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 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 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 termination of this License. 
14. Reformation: If any provision of this License is held to be unenforceable, 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 material 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

Advanced Players Guide copyright 2010, Paizo Publishing, LLC; Author: Jason 
Bulmahn.

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 Race Guide, copyright 2012, Paizo 
Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Jason 
Bulmahn, Adam Daigle, Jim Groves, Tim Hitchcock, Hal MacLean, Jason Nelson, 
Stephen Radney-MacFarland, Owen K.C. Stephens, Todd Stewart, and Russ Taylor.

Pathfinder Roleplaying Game Bestiary 6 © 2017, Paizo Inc.; Authors: Robert 
Brookes, Benjamin Bruck, John Compton, Paris Crenshaw, Adam Daigle, Crystal 
Frasier, James Jacobs, Thurston Hillman, Tim Hitchcock, Brandon Hodge, Jason 
Keeley, Isabelle Lee, Jason Nelson, Tim Nightengale, F. Wesley Schneider, David 
Schwartz, Mark Seifter, Todd Stewart, Josh Vogt, and Linda Zayas-Palmer.

Pathfinder Roleplaying Game Ultimate Magic, copyright 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.

Pathfinder Roleplaying Game Occult Adventures © 2015, Paizo Inc.; 
Authors: John Bennett, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross 
Byers, John Compton, Adam Daigle, Jim Groves, Thurston Hillman, Eric Hindley, 
Brandon Hodge, Ben McFarland, Erik Mona, Jason Nelson, Tom Phillips, Stephen 
Radney-MacFarland, Thomas M. Reid, Alex Riggs, Robert Schwalb, Mark Seifter, 
Russ Taylor, and Steve Townshend.

Giant Water Beetle from Tome of Horrors Complete, copyright 2011, 
Necromancer Games, Inc. published and distributed by Frog God Games; Author 
Scott Greene and Clark Peterson, based on original material by Gary Gygax

Champions of the Spheres © 2017, Drop Dead Studios LLC; Authors: Adam 
Meyers, Andrew Stoeckle, N. Jolly, Michael Sayre

The Destroyer’s Handbook © 2016, Drop Dead Studios; Author: Andrew 
Stoeckle

The Diviner’s Handbook © 2016, Drop Dead Studios; Author: Derfael Oliveira

The Geomancer’s Handbook © 2015, Drop Dead Studios; Author: Derfael 
Oliveira
Spheres Apocrypha: Nature Package: Air © 2018, Drop Dead Studios; 
Author: Derfael Oliveira


