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Basic Talents
Dragonlung (fire)
Gain a breath weapon. This breath weapon is either a 60-ft 
line or a 30-ft. cone as chosen at the time it is gained. The 
breath weapon deals 1d8 fire damage per 2 caster levels, and al-
lows a Reflex save for half damage. The caster uses this breath 
weapon as a standard action, but must wait at least 1d4 rounds 
between uses. 

Firelord (fire)
When using create fire, you may count your caster level as 5 
higher for the purposes of determining the size category of 
magical fire you can create.

Reflash (fire)
If a non-magical fire within range would become extinguished 
(through magical or mundane means), you may spend a spell 
point as an immediate action cause the fire to relight in a 15 ft. 
radius burst of flame dealing fire damage equal to the largest 
sized fire you can create. This can be used to re-ignite a charac-
ter who has caught on fire and extinguished the flames. A suc-
cessful Reflex save halves the damage and negates catching fire.

Ride the Flames (fire, spirit)
You may use heat waves to push yourself upward, granting a fly 
speed of 15 ft. + 5 ft. per 5 caster levels, with a maneuverability 
of clumsy for as long as you concentrate, or for 1 minute per 
caster level if you spend a spell point. This fly speed only func-
tions on your turn (requiring you to spend separate actions for 

movement). If you are not on a surface that can support you on 
the end of your turn, you glide safely to the ground, at a speed 
of 60 ft. per round, taking no falling damage. Anyone using 
ride the flames cannot use its fly speed to hover.

Smokewalk (fire, spirit)
You may spend a spell point to gain the ability to walk on fire 
or smoke for 1 minute per caster level. Fire and its byproducts 
(such as smoke) become solid to you, allowing you to move 
over it as if it were normal ground. You may always choose to 
sink into the fire or smoke if you so desire, in which case you 
gain concealment (20% miss chance). While under the effects 
of Smokewalk, you gain fire resistance equal to your caster lev-
el, and the ability to see through smoke and breath in smoke 
harmlessly.

Trail Blaze (fire, geomancing)
As an instantaneous effect, you may spend a spell point as a 
standard action create a wave of ash, hot air and smoke in 120-
ft. line which reveals a safe path to traverse, allowing creatures 
to ignore difficult terrain within the affected area for a number 
of rounds equal to 1/2 your caster level (minimum 1). Creatures 
who are caught in the area of effect when first cast must make a 
Fortitude save or become exhausted, creatures that make their 
saves become fatigued instead.

Wreath of Flames (fire, spirit)
When an enemy within your reach targets you with an attack 
or a combat maneuver, you may as an immediate action cause 
flames to erupt from your body toward the triggering enemy, 
causing fire damage equal to your caster level, Reflex save for 
half.

Table: Expanded Fire Size

Minimum CL Fire Size* Damage per Round Space

25th Colossal+ 8d6 50 ft square

30th Colossal++ 9d6 70 ft square

35th Colossal+++ 10d6 100 ft square

Examples*: 2 adjacent Colossal-sized creatures or objects generally fit within a Colossal+ fire; 4 adjacent Colossal-
sized creatures or objects generally fit within a Colossal++ fire; 8 adjacent Colossal-sized creatures or objects gen-
erally fit within a Colossal+++ fire.
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Advanced Talents
Phoenix Resurgence (fire, spirit)
Prerequisites: Nature Sphere, Feed on Flames, Fire Wielder, 
Wreath of Flames, 1st caster level or higher.

In response to gaining the disabled or dying condition, as an 
instantaneous effect, you may as an immediate action spend 
3 spell points to explode into a ball of flame dealing 1d6 fire 
damage per caster level to all creatures within 10 ft. +5 ft. per 5 
caster levels. At the beginning of your next round, you return 
to life with 0 hit points and a number of temporary hit points 
equal to your caster level, which remain for 1 hour.

Wildfire (fire)
Requirements: Nature Sphere, Greater Range x2, 5th Caster 
Level or higher.

When using affect fire, you may spend 3 spell points to send 
forth a burst of heat that targets everything within a radius of 
1000 ft. + 100 ft. per caster level. Creatures and objects caught 
within the radius of effect are dealt fire damage equal to the 
largest fire you can create and catch fire (if they are flammable, 
such as trees or cloth). A successful Reflex save halves the dam-
age and negates catching fire.

Feats
Heat Absorption
Prerequisites: Nature Sphere, Feed on Fire, 1st caster level 
or higher.

Benefit: When using Feed on Fire, whenever you would take 
damage from fire, you are instead healed an amount equal to 
the fire damage dealt, to a maximum amount equal to your 
caster level. Any healing that would put the caster’s hit points 
over your maximum instead become temporary hit points 
which last for 1 hour.

Luminous Flame (Dual Sphere)
Prerequisites: Light sphere, Nature sphere (fire geomancing).

Benefit: Whenever you use the create fire geomancing ability, 
you may also cause the fire to glow. In addition, you may main-
tain concentration of any fire geomancy and the bright light of 
the glow with a single action.

Phoenix Flight
Prerequisites: Nature Sphere, Ride the Flames, 5th caster 
level or higher.

Benefit: When using Ride the Flames, your fly speed increas-
es by 30 ft. and you may maintain your fly speed outside your 
turn. In addition, you may use Ride the Flames to hover, pro-
vided you possess the required feats or abilities or make the 
required skill checks.
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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: Nature Talents: Fire 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.
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
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