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(Nature Q)alents:
Metal, Plant, Water

(Basic p)alents

Deep Nature

When you spend a spell point to make a geomancing ability
last for 1 round per caster level without concentration, it lasts
for 1 minute per caster level instead. When you spend a spell
point to make a (spirit) talent last for 1 minute per caster level
without concentration, it lasts for 10 minutes per caster level
instead.

Mass Pummel (plantlife)

‘When using pummel, you may spend an additional spell point.
If you do, you may affect an additional number of branches
equal to 1 +1 per 5 CL.

Metallord (metal)

‘When you use the recover ore ability, you may create ore 1 size
category larger than you otherwise could due to the maximum
earth required or any CL restriction.

Plantlord (plantlife)

‘When using pummel, you may animate trees or branches one
size category larger than you are normally able. When using
Grow Plants, treat your CL as 5 higher for the purpose of de-
termining the maximum tree size which you can create.

Waterlord (water)

When using freeze, you may affect twice as many equivalent
medium-sized creatures without affecting the thickness of the
1GES

Spellcrafted Spells

‘Hydrate (water, spirit)

Sphere Nature

Cost 2 spell points

Casting Time full-round action
Range personal

Duration instantaneous

Saving Throw Will half; see text Spell Resistance yes; see
text

Prerequisites Life sphere, Nature sphere (water package,
Create Water)

Crafting Time 3 days
Effect This spell allows you to create moisture within the
body of a living creature, healing damage from dehydration.

Hydrate heals 2d8 points + 2 points per caster level of non-
lethal damage from dehydration or environmental heat, and
clears up any lingering effects of environmental heat (such as
fatigue from heatstroke). When cast on a creature of the fire
subtype, hydrate deals damage instead of healing. Such a crea-
ture can apply spell resistance and attempt a Will save to take
half damage.

oree Perch (plant, geomancing)

Sphere Nature

Cost 2 spell points

Casting Time full-round action

Duration Instantaneous

Saving Throw none; Spell Resistance no

Prerequisites Nature sphere (plantlife package, Grow Plants,
Towering Growth)

Crafting Time 3 days




Effect (requires sand or loose dirt): You may spontaneously
create a towering pine-tree. Unlike trees created with Grow
Plants, this tree is a 10 ft. tall Medium-sized sapling tree at CL
1st, a 20 ft. tall Large-sized young tree at CL 2nd, a 4o ft. tall
Huge-sized juvenile tree at CL 4th, an 8o ft. tall Gargantuan-
sized adult tree at CL 8th, and finally a 160 ft. tall Colossal-
sized massive tree at CL 16th. If it encounters a ceiling before it
reaches its maximum height, it stops growing. The branches of
the tree are evenly spaced and perfect for climbing; ascending
the tree requires a successful DC 5 Climb check. Trees, and its
branches created with this spell cannot be magically animated
such as with the pummel or similar sphere talents or abilities,
nor can it be used to fulfill requirements of other plant-related
rituals, sphere talents, or abilities such as tree stride.

Oreats

March of the GYreants (Pual Sphere)

Prerequisites: Enhancement sphere, Nature sphere (plantlife
geomancing).

Benefit: Whenever you cast pummel, you may choose to
spend an additional spell point to enhance the target, allowing
the tree to uproot itself (or break free from the tree if target
ing a branch) and gain a ground movement speed of 10 + 10 ft.
per 5 caster levels for the duration of pummel (or enhance if
you spend an additional spellpoint). On the last round of the
target’s duration, the tree or branch will plant itself (as best
it could upon the space it is located), becoming once again
immobile.

Primal PBlast (Pual Sphere)

Prerequisites: Nature sphere (any geomancing package), at
least one (blast type) talent.

Benefit: When using a blast type from a blast type category
corresponding to a geomancing package you possess, you may
add your casting ability modifier to any attack rolls and damage
rolls of the destructive blast. If you do so, you don’t modify
attack rolls and damage rolls with your destructive blasts with
your Strength modifier, Dexterity modifier, or any other ability
score (if you have an ability that allows you to modify attack
rolls and/or damage rolls with that ability score).

Geomancing Package Blast Type Category

Earth Crystal, Stone

Metal Acid

Water Cold

Other blast types or categories may be used in conjunction
with each geomancing talent as the GM deems appropriate.

oerrain Strider
Prerequisites: Nature sphere.

Benefit: You are much less affected by terrain that has been
enchanted or magically manipulated to impede you, based
upon what geomancing packages you possess. Gain a +4 cir
cumstance bonus to saving throws against any Nature sphere
talents or abilities from a geomancing package you possess.

(Nature Sphere
Prawbacks

JQimited Nature

Whenever you would gain a geomancing package, you gain
only a single base ability of that package. For example, if you
have the plantlife package, you gain only entangle, growth, or
pummel. You cannot take this drawback if you took the Nature
Spirit drawback.
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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: Metal, Plant, Water and all other
Drop Dead Studios product names and their respective logos are trade-
marks 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. (¢) “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

The Enhancer’s Handbook © 2016, Drop Dead Studios; Author:

Marcus Dirr

The Geomancer’s Handbook © 2015, Drop Dead Studios; Author:
Derfael Oliveira

The Illuminator’s Handbook © 2016, Drop Dead Studios; Author:
Amber Underwood




