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Magic shapes the world, and lets glamorous sorcerers fly and bold 
wizards blast their enemies with fireballs and elemental lightning. 
Magic is the first language of the gods, but it also a convenience for 
the wealthy and the clever. Not every spell is designed for use on 
the battlefield, and the twenty-four new spells below are designed 
for use by farmers, craftsfolk, artists, parents and others. These 
spells form the basis of a magical economy, and a skilled hedge 
wizard or local witch will know many of 
them. 

Age To ADulThooD 
School transmutation Level 
cleric 5, sor/wiz 6 
Casting Time 1 hour ritual 
Component V, S, M (exotic 
tobacco leaves worth at least 
500 gp) 
Range touch 
Duration Instant 
Saving Throw WILL partial 
(see text) Spell Resistance 
Yes 

This spell is used when a kingdom needs a heir to stave off civil war, when a 
parent doesn’t have time for an infant but wants another able teenaged farmhand 
or warrior. A child (anything from a day old infant to a pre-teen) is wrapped in 
tobacco leaves, anointed with strange oil and ensorcelled by strange magic. At the 
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end of the ritual, the child emerges mentally and physically 
transformed. 

The child emerges from the tobacco cocoon at the lower 
end of the Adult age category, considered an older teen 
member of his or her race. The character’s ability scores 
are normal for a Adult of the species, and has a single class 
or NPC level. They have as much abstract and historical 
knowledge as an ordinary young adult of this species and 
social standing would be expected to have, but very little 
real world experience. 

If the cocooned child succeeds at a Will Save, though he or 
is physically transformed to adult hood, their mental ability 
scores are unchanged and they do not gain any levels 
during the transformation. They remain children in an adult 
body. If Remove Curse is cast on the child within 30 days 
of this transformation, it can be reversed. Otherwise, the 
transformation is permanent. 

BArBering 
School transmutation Level druid 0, sor/wiz 0 
Casting Time 1 standard action 
Component V, S
Range touch 
Duration Instant 
Saving Throw Fort Negaes (harmless) Spell Resistance 
Yes (harmless) 

What it takes a skilled barber with a sharp razor and pair 
of scissors several minutes to accomplish, this spell can do 
in seconds. By touching the hair to be cut, this spell slices 
away hair, gives the client as clean and close a shave as the 
caster desires. The spell can style and even slightly altar 
the color of hair. Cut hair vanishes into a puff of glittering 
smoke as it falls away from the client. 

Blessing upon crAfTs 
School enchantment Level cleric 1 
Casting Time 1 standard action 
Component V, S, Divine Focus 
Range Touch 
Duration 1 day / level (see text)  
Saving Throw Will negates (harmless) Spell Resistance 
Yes (harmless) 
This spell places the faint odor of divine incense upon a 
craftsman’s hands and tools. This spell lasts for one day 
per level, or until the particular project it was cast to bless 
is complete, whichever comes first. For the duration of 
the spell, a failed Craft check does not expend or destroy 
resources, merely prevent any further progress on the 
crafting project until the next check. This spell is popular 
among working men of all races, and many faiths hold low 

holy days where craftsmen are allowed to bring their tools 
for a blessing. 

BoDily cleAnsing 
School transmutation Level cleric 0, sorcerer/wizard 0 
Casting Time 1 standard action 
Component V, S, M (a rag soaked in alcohol or clean 
water)
Range Touch
Duration Instant 
Saving Throw Fort Negaes (harmless) Spell Resistance 
Yes (harmless)

A simple touch and bodily wastes from within the body 
of any Medium or smaller creature. This completely and 
painlessly empties the bowels and bladder of the creature 
without leaving a trace of waste or foulness.

cleAr cAmp
School transmutation Level druid 1, ranger 1 
Casting Time 1 standard action 
Component V, S
Range 10 ft x 10 ft area per level 
Duration Instant 
Saving Throw no Spell Resistance no 

This spell returns a campsite to a natural, untouched state. 
Garbage, food and animal waste, camp fire remain and 
similar pollution is buried hundreds of feet below the 
campsite. Trampled and damaged vegetation regenerates 
to the state it was in prior to humanoid intervention. Limbs 
cut or broken for firewood remain damaged, however. 

fArmer’s spell
School conjuration (healing) Level cleric 0, druid 0, 
sorcerer/wizard 0 
Casting Time 1 standard action
Component V, S, M  
Range touch  
Duration instant 
Saving Throw Fort Negaes (harmless) Spell Resistance 
yes (harmless) 

Farmhands with a middling talent for magic or enough 
faith to call upon the gods for everyday miracles use this 
spell to keep their livestock healthy and content. When this 
spell is cast, you restore 1 Hit Point to an animal that must 
have been lost within the last 5 minutes. This spell has no 
effect on older wounds. Additionally, the touched animal 
receives an additional FORT Save to overcome any disease 
or poison currently afflicting it.
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Know BlooDline 
School divination Level cleric 4
Casting Time 1 minute 
Component V, S, M (1d6+1 sheets of expensive 
parchment worth 10 gp apiece) 
Range touch 
Duration Instant 
Saving Throw Will negates Spell Resistance yes 

Often used to prove the parentage of noble children’s 
whose ancestry is in doubt, when this spell is cast, a fiery 
quill appears and etches the bloodline of the touched char-
acter, accurately to up to 30 generations on the provided 
parchments. The spell etches the names of each parent and 
ancestor by the name they are best known, which may be 
an alias or nickname. 

illiTerATes’ TheATer 
School illusion Level bard 2, sor/wiz 2 
Casting Time 1 standard action
Component V, S, M (powdered glass) 
Range touch 
Duration 1 minute / level 
Saving Throw no (harmless) Spell Resistance no (harm-
less) 

By sprinkling a pinch of dust over a non-magical text, this 
spell creates a translucent, pale illusion that acts out what-
ever words or actions are described by the writing. An illu-
sory sage appears to read letters, and illusory actors appear 
to act out a play’s script, work of fiction or a religious 
parable. The illusion speaks and makes audible noises 
described in the text, in the language of the original text. 

invisiBle Torches 
School illusion Level ranger 2, druid 3, sor/wiz 4 
Casting Time 1 standard action 
Component V, S, M (pinch of tar) 
Range 30 ft burst 
Duration 1 hour / level (D) 
Saving Throw Will negates Spell Resistance no 

When this spell is cast, all torches within the spell’s area 
of effect begin burning with a cool purple flame. The light 
from the torch becomes invisible more than 30 ft away, 
unless those viewing approaching torches succeed on a 
Will Save. 

Any creature who willingly burns itself on the purple torch 
flames, suffering at least 1 point of fire damage can see the 
torch light normally without the need for a saving throw.  

mAsTermAson’s KeysTone 
School transmutation Level cleric 4, sor/wiz 3 
Casting Time 1 minute 
Component V, S, M (opals, volcanic obsidian and fire 
agate gems worth 250 gp) 
Range one structure 
Duration Instant 
Saving Throw No Spell Resistance No (harmless) 

One of the quintessential Dwarven spells, this spell is cast 
with great ceremony any time a new structure is built. 
Priests and mastercrafters are called to construction sites 
and great delve, celebrated with music and ale, and then 
cast this spell before an assembled crowd of workers and 
community leaders. If the keystone of the structure is 
laid within 24 hours of the spell’s casting, the Hardness 
of all stonework within the structure is increased by +2, 
and the Hit Points of all stone work within the structure is 
increased by +5. 

pAcKfAsT 
School transmutation Level cleric 0, ranger 1, sor/wiz 0
Casting Time 1 standard action 
Component V, S 
Range 10 ft cone 
Duration Instant 
Saving Throw no Spell Resistance no

This spell gathers up loose items and packs them neatly in 
whatever container or containers the caster provides. No 
real effort is made to conceal an item- instead, the items 
are packed according to the concerns of efficiency and 
space saving. If multiple containers are provided, the spell 
packs them as evenly as possible. This spell will not over 
load any container. 

poison purge 
School conjuration (healing) Level druid 0 
Casting Time 1 standard action 
Component V, S (foul grasses and herbs worth 1 GP) 
Range touch 
Duration Instant 
Saving Throw Fort Negaes (harmless) Spell Resistance 
Yes (harmless) 

This spell purges the body of poisons but at a cost. For 1 
minute after receiving this spell, the patient is nauseated. 
In addition, as the poison leaves the body, it causes painful 
vomiting. The patient suffers 1d4 points of damage from 
internal trauma. 
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polymorphic plAymATe
School transmutation Level bard 1, sorcerer/wizard 1
Casting Time 1 standard action 
Component V, S, M (a small pinch of putty or rubber)
Range touch 
Duration 1 hour/level (D) 
Saving Throw no (harmless) Spell Resistance no (harm-
less) 

This spell is cast to benefit a single child, and as the spell 
is sung, the polymorphic playmate appears in that child’s 
hand. For the duration of the spell, the polymorphic play-
mate is under the complete control of that child. Everyone 
else sees the playmate as a slightly glittering blob of dense 
pinkish mud, but to the child who controls it, the playmate 
is any toy he or she desires. The polymorphic playmate 
can be a puppet, a doll, a toy sword or virtually anything 
else. As a full round action, the magical toy’s owner can 
concentrate and change the polymorphic playmate to virtu-
ally any other toy he or she can imagine. 

ripen AnD renew 
School transmutation Level druid 0
Casting Time 1 standard action 
Component V, S, M (a sprig of mint or pinch of salt) 
Range 20 ft burst 
Duration Instant 
Saving Throw No (harmless) Spell Resistance No (harm-
less) 

A pulse of soft green and gold light bursts from the caster’s 
hands. All unripened (but not seeds) fruits and vegetables 
touched by the light become ripe and edible. Rotted or 
spoilt fruit and vegetables become edible once again. 

spellswAp 
School enchantment Level wiz 6 
Casting Time 1 standard action
Component V, S, M (tourmaline shards worth at least 50 
gp) 
Range personal 
Duration Instant 
Saving Throw No Spell Resistance No 

This spell is as great an asset to traveling spellcasters 
as waterproofed spellbooks are. As the wizard hums the 
words of the spell, a subtle change occurs in her neuro-
logical structure. By casting this spell, the wizard can lose 
any spell of 5th level or lower, replacing it with any other 
known spell of the same or lower level. 

spellswAp, greATer 
School enchantment Level wiz 8 
Casting Time 1 standard action 
Component V, S, M (tourmaline shards worth at least 100 
gp) 
Range personal 
Duration Instant 
Saving Throw no Spell Resistance no 

This spell functions as Spellswap, but the wizard can trade 
out a spell of up to 7th level. 

Timesense 
School divination Level sor/wiz 0 
Casting Time 1 standard action 
Component V, S
Range personal 
Duration 1 hour/level (D) 
Saving Throw no (harmless) Spell Resistance no 

When this spell is cast, you gain a perfect sense of the 
passage of time, down to the second. Your perfect timing 
provides you with a +1 insight bonus on attack rolls 
anytime you Ready An Action to make an attack. 

Tools of The mAsTer 
School transmutation Level sor/wiz 2 
Casting Time 1 standard action 
Component V, S, M (a cloth soaked in a worker’s sweat) 
Range touch 
Duration 1 hour / level (D) 
Saving Throw no Spell Resistance no 

By casting this spell and touching any ordinary quality tool 
or skill kit, the magic transforms that average quality tool 
into a Masterwork quality version of the same device.

un-Don
School transmutation Level cleric 2, druid 3
Casting Time 1 free action 
Component V 
Range personal 
Duration Instant 
Saving Throw No Spell Resistance No (harmless) 

When this spell is cast, it sends out tendrils of magic 
that find every button, clasp and latch on your armor and 
unbinds it. Any armor or shield you are wearing rapidly 
floats off your body, and appears neatly stacked and folded 
in the square adjacent to you. This spell has no affect on 
ordinary clothing. 
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unseen scriBe 
School conjuration (creation) Level bard 1, cleric 1, sor/
wiz 1 
Casting Time 1 standard action 
Component V, S 
Range personal 
Duration 1 hour / level (D) 
Saving Throw no Spell Resistance no 

This spell conjures an unseen  bundle of magical energy 
that moves a pen or stylus you provide across any writing 
surface you provide. For the duration of this spell, this 
magic accurately copies any thing you dictate to it, in any 
language you speak to the spell in. 

useful sunDries 
School conjuration (creation) Level Sorcerer/Wizard 5 
Casting Time 1 standard action
Component V, S, F (a pocket, purse or sack) 
Range Personal   
Duration 1 minute/level (D) 
Saving Throw no Spell Resistance no

As you cast this spell, you plunge your hands into a pocket 
or purse in hopes of finding a useful item. For the spell’s 
duration, you may, as a full round action, search around 
any pocket or purse you are touching, and pull out a useful 
non-magical item of any time, worth up to 10 gp that could 
reasonably fit into the pocket. This object can weigh no 
more than 10 lbs. 

You may use the conjured items as spell components and 
focuses, if necessary, but any spell cast using these compo-
nents causes the spell to be cast at -1 caster level. 

wATerlighT 
School transmutation Level cleric (water) 1, druid 1, 
ranger 1
Casting Time 1 standard action 
Component V, S
Range 30 ft radius 
Duration 1 day (D) 
Saving Throw None Spell Resistance No 

A little under eight and a half pounds. No matter where 
you go in the multiverse a gallon of water weighs the 
same- a little under eight and a half pounds. This spell 
changes that multiversal constant. When the spell is cast, 
all contained water within the spell’s area of effect has 
its weight halved, though no other properties change. 
Contained water refers to water in waterskins, canteens, 
casks, kegs, and other containers. 

weB of pAsT lovers 
School divination Level sor/wiz 2 
Casting Time 1 standard action 
Component V, S, M (multicolored twine worth at least 10 
gp) 
Range personal 
Duration 10 minutes/level (D) 
Saving Throw No Spell Resistance No 

When this spell is cast, your perceptions change. You see 
a glittering colorful line connecting any humanoid you 
view to any other living characters they have had sexual 
or romantic relations with in the past 24 hours. If you use 
this illusory thread to follow a path to a lover, you receive 
a +15 bonus on Survival checks made to find the lover. 
When this spell is cast, you see differently colored threads 
corresponding to each set of lovers. Depending on how 
promiscuous the area you are traveling is, you may see 
hundreds of interlaced glowing threads. 

weTnurse 
School conjuration (creation) Level cleric 0, sorcerer/
wizard 0
Casting Time 1 standard action 
Component V, S, M (a drop of milk and some wax) 
Range touch
Duration Instant
Saving Throw Fort Negaes (harmless)  Spell Resistance 
Yes (harmless) 

When this spell is cast, a humanoid infant or other Tiny or 
smaller lifeform, such as an animal or familiar is provided 
with nourishing milk. The milk floats in an almost breast 
like sphere before the child’s head, and allows the child to 
suckle at the floating liquid. This spell provides nourish-
ment to sustain a Tiny or smaller creature for one day. 

new feAT
Half Caster (General) 
Though untrained, you’ve picked up a smattering of arcane 
knowledge. You can, with some effort, cast a few useful 
minor spells.  

Prerequisites: INT 11+, Knowledge (arcana) 1 rank

Benefit: Select three 0 level spells from the Sorcerer/
Wizard spell list. You can cast any combination of these 
spells up to 3 + your INT modifier times per day, as a first 
level wizard. 
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The uTiliTy spell school
Unlike the great wizards, who focus their intellectual 
and arcane energies on mastery of a single school of 
magic, Utility Mages focus on a single purpose for their 
magic. Often derided as low class ‘wage-mages’ by their 
more educated counterparts, Utility Mages find work as 
spell casters for hire and item crafters. Their selection of 
spells isn’t designed spectacular and fiery wizard’s duels, 
focusing instead on attending the needs of adventurers and 
common folk alike. 

Working Class Wizard (EX): Your breed of magic 
requires common sense, work ethic and discipline more 
than raw intellectual ability and arcane genius. You may 
add your WIS modifier to your INT modifier when deter-
mining bonus spells gained at each level and the highest 
level wizard spells you can cast. 

Mysterious Mending (SP): The useful energies of magic 
well up within you and require an outlet. You may use 
Mending at will, as a spelllike ability requiring only a 
standard action. Your body sparks with brilliant purple and 
blue fire when you mend an object using this talent, and 
blue and purple against tan are the traditional colors of 
your spell guild. 

Creation Ex Nihlo (SP): At 8th level, the Utility Mage 
becomes adept at creating raw matter and masters the 
secrets of chemical alchemy that other wizards are too 
proud to explore. Three times per day, the Utility Mage can 
use Major Creation as a spell-like ability. Using this ability 
is a full round action. 

When using this ability, multiply the duration of the 
created item by a factor of ten. When creating vegetable 
matter or stone, crystal or base metals, the item has no 
duration, and is permanently created. See the Pathfinder 
Roleplaying Game, page 311 for more details on the useful 
life of items created with Major Creation. 

uTiliTy mAgic spell lisT
All sorcerer/wizard spells in this sourcebook are consid-
ered Utility Magic. Other spells on the Utility Mage School 
list are listed below. These spells retain their original type 
when cast by a Utility Mage, but gain a new descriptor that 
matters little to any other spell caster than a trained sell-
spell. 

zero level 
Dancing Lights, Flare, Guidance, Light, Mage Hand, 
Mending, Message, Open/Close, Prestigitation, Purify 
Food & Drink, Read Magic, Resistance 

firsT level 
Alarm, Animate Rope, Detect Secret Doors, Endure 
Elements, Floating Disk, Hold Portal, Jump, Mount 

seconD level 
Arcane Lock, Darkvision, Make Whole, Levitate, Locate 
Object, Rope Trick, Shatter 

ThirD level 
Dispel Magic, Fly, Gentle Repose, Keen Edge, Shrink 
Item, Tiny Hut, Tongues, Waterbreathing 

fourTh level 
Arcane Eye, Detect Scrying, Dimensional Anchor, 
Mnemonic Enhancer, Minor Creation, Remove Curse, 
Resilient Sphere

fifTh level 
Break Enchantment, Fabricate, Mage’s Private Sanctum, 
Major Creation, Overland Flight, Permanency, Sending, 
Telekinesis, Transmute Mud to Rock, Transmute Rock to 
Mud, Wall of Stone

sixTh level 
Analyze Dweomer, Contingency, Control Water, Guards 
and Wards, Legend Lore, Move Earth, Wall of Iron

sevenTh level 
Instant Summons, Limited Wish, Mage’s Magnificent 
Mansion, Sequester

eighTh level
Polymorph Any Object, Screen, Temporal Stasis

ninTh level 
Foresight, Timestop, Wish 

Written by Chris A. Field
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When a soul fouled by anger and fear leaves its 
broken corpse, if it is strong enough, that soul may 
return as a ghost, a wraith or some worse form of 
undead. If it is strong enough…..

Souls lacking the metaphysical vigor to retain their 
own identity after death may also return… as some-
thing else, something lesser, a ghostly presence that 
blurs the line between a magical trap and a true 
undead. This short supplement details 24 new haunts, 
building on the new type of hazard introduced in the 
Pathfinder Game Mastery Guide. 

 ARCANE RIFT (CR 8)  
An arcane rift is not a true Haunt, in that no death 
caused its existence. Rather, an arcane rift is a flaw 
in the underlying structure of the universe, a place 
where the laws of magic and causality twist and 

die. Arcane rifts occur in places where great battles 
occurred, where dozens of warrior-mages unleashed 
their spells, where artifacts were forged, and where 
gods incarnated. 

Places near an arcane rift are marked by odd visual 
distortions. The spectrum of light in this area seems 
shifted towards the red end of the spectrum for 
several meters around the actual site of the rift. Plants 
grow larger and more fruitful here, but their taste and 
smell are cloying and foul. Animals shun arcane rifts, 
and humanoids walking through one notice the hairs 
on the back of their arms rising and crackling with 
static electricity. 

XP 4,800 xp 
Alignment and Area neutral (a spherical area 30 ft 
in diameter) 

HAUNT Page
Arcane Rift (CR 8)   1
Baron Culver’s Balcony (CR 2)  2
Bigot’s Spire (CR 10)  2
Black Taskmaster (CR 2)  3
Boartooth’s Righteous Rampage (CR 8)  3
Butcher’s Hill (CR 5)  3
Camel’s Graveyard (CR 8)  4
Cast Upon the Rocks (CR 13)  4
Devil’s Anvil (CR 7)  4
Donovan’s Kiln (CR 6) 5
Fatfinger’s Last Dance (CR 4) 6
Gremlin’s Hovel (CR 4)  6

HAUNT Page
Grigori Chair (CR 6)  6
Guts’ Revenge (CR 1)  7
Judge Wargrave’s Bench (CR 3) 7
Laughter Freezes (CR 5)  7
Mugglesant’s Endless Anger (CR 8)  8
Old Jonas’ Critique (CR 2)  9
Purple Pig Tavern (CR 8)  9
Rapist’s Mile (CR 5)  9
Scribe Du Rayneil’s Odd Bequest (CR 4)  10
 Stores of Goodwatch Keep (CR 3)  10
 Surbicah the Apostate’s Stone Pyre (CR 6)  10
Thirsting Gorge (CR 7) 11

THINK YOUR  
PLAYERS ARE UP 

TO THE TEST?
FIND OUT!!!
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Traps have been a part of fantasy role playing since 
the beginning of the hobby, and all veteran players 
can tell stories of characters killed by ingenious and 
sadistic machines. Here are two dozen new death-
dealers for the Pathfinder Roleplaying Game, all 
intended to kill adventurers in the most interesting 
and spectacular ways possible. The new traps in this 
short sourcebook are designed to be more interesting 
and interactive, and to challenge even the most jaded 
rogues. 

ACIDIC VINES (CR 8) 
These delicate jungle vines grow everywhere, and 
are filled with dangerously acidic sap, which wards 
off predators. An adventurer blazing a trail through 
an uncharted rainforest can easily run afoul of acidic 
vines, as even brushing against them is enough to rip 

the vines loose and spray acidic sap everywhere. The 
vines must be exactingly moved aside and drained of 
their sap to disable this ‘trap.’

Type: natural hazard; Perception: DC 20; Disable 
Device: DC 28 

Trigger: touch; Duration: instant; Reset: none 

Effects: shower of acid (4d6 acid damage, Reflex 
DC 20 for half damage); multiple targets  (all targets 
in a 10 ft square) 

BARRAGE OF NEEDLES (CR 5) 
Dozens of concealed crossbows hidden behind a thin 
fresco fire in a randomly determined sequence, skew-
ering intruders when they least expect it. 

TRAPS PAGE
Acidic Vines (CR 8)  1
Barrage of Needles (CR 5)  1
The Chainwinder (CR 7)  2
Door Bomb (CR 8)  2
Fight for Life (CR 13)  2
Flying Sandbags (CR 1)  2
The Forge of Hell (CR 15)  2
Hunter’s Snare (CR 1)  3
Log Fall (CR 3)  3
Origami Guillotine (CR 10)  3
Origami Starblade Guillotine (CR  17)  3
Petrifaction Rain (CR 9)  3

TRAPS PAGE
Reverse Gravity Tenderizer (CR 9)  3
Rolling Boulder Trap (CR 15) 3
The Sadist’s Pendulum (CR 8)  4
Sand Fall (CR 11)  4
Sevenfold Scalpels (CR 25)  4
Slow Crusher (CR 13)  4
Stinger Book (CR 9)  4
Swinging Log Trap (CR 2)  5
Teleportal Stone (CR 10)  5
Vanity’s Rainbow (CR 18)  5
Vengeful Chest (CR 11)  5
Well of Sorrows (CR 6)  5
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Smart adventurers boil their drinking water, splash 
alcohol on their battle wounds and check their poten-
tial romantic conquests for boils and sores because 
of hard-taught lessons. No matter how mighty or 
experienced the character, an illness can lay him low. 
Diseases can’t be fought and often can’t be avoided, 
considering the risks that come with the adventuring 
lifestyle. Heroes and villains alike have good reasons 
to fear this collection of two dozen diseases for the 
Pathfinder Roleplaying Game. 

BLACK BOWELS 
Black Bowels is an especially nasty infection caused 
by parasites found in livestock dung. The disease is 
easily spread among herds, and can afflict anyone 
consuming meat or milk from an infected animal. 
Black Bowels gets its name from the dark, bruise-like 

discolorations that spread across the stomach of those 
suffering it 

Type Disease, ingested; Save Fortitude DC 16

Onset 1d3 days; Frequency 1/day  

Effect 1d6 Strength damage. Targets are considered 
sickened until the disease runs its course; Cure 2 
consecutive saves

BLACK LUNG 
A respiratory disease often contracted by miners 
and others who work in closed, sooty environments, 
black lung slowly kills all but the toughest victims. 
For all their strength and vigor, Dwarven cavers often 
succumb to black lung. 

Type Disease, inhalation; Save Fortitude DC 24

DISEASES PAGE
Black Bowels  1
Black Lung  1
Bleaching Rot  2
Brittle Bones 2
Caster’s Bane  2
Catacept  2
Dark Appetite  2
Dysentery  2
Ebola  2
Elfbane Influenza  3
Firefly Warts  3
Fungal Riot  3

DISEASES PAGE
Gravemoss  3
Herpes  3
Ill Thought  3
Infectious Cowardice  4
Kinderfess  4
Lockjaw 4
Rabies  4
Sleep Tremors  5
Stumble Fever  5
Syphilis  5
Tiresias  5
Tuberculosis  5
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The worlds that most heroes explore are hyper-toxic, 
with every ecological and mythological niche filled 
with toxic predators and dangers. The sting of the 
scorpion, the cobra’s bite, the brown recluse’s bite 
that goes unnoticed until it’s too late, a concealed 
hypodermic filled with hemlock and nightshade, the 
impact of a crossbow bolt painted with numbing 
black ichors…all can end a hero’s career with more 
finality than a sword thrust.  

 This short supplement details 24 new poisons, 
including new magical toxins and deadly natural 
venoms for fantasy campaigns. Many of the new 
poisons described here have more complex and inter-
esting effects than those described in the Pathfinder 
Roleplaying Game, and many have effects that are 
only possible in worlds where magic is a real force 
and fantastic beasts prowl the night. 

ANTHRAX
Type inhalation poison
Save Fort DC 16 
Frequency 1/round for 10 rounds 
Initial and Secondary Effect 1d2 Con 
Cure 2 saves 

Anthrax is a well known hazard among farmers and 
peasants. Naturally occurring on tomato vines, skilled 
poisoners can cultivate the white flakes into a far 
deadlier version, though carrying or working with 
anthrax is hazardous. 

Poisoners have a 15% chance of poisoning them-
selves while crafting or using Anthrax, and accidently 
poison themselves on a roll of a natural 1-3 on a 
Craft check. 

POISONS PAGE
Anthrax 1
Basilisk Dung  2
Black Hood’s Oil  2
Brown Recluse Venom 2
Curare  2
Deathcap Mushroom 2
Discordia  2
Dragon Chaser  2
Ferrovore  3
Fool’s Dance 3
Foxglove  3
Gallacin  3

POISONS PAGE
Grain Ergot  3
Hungry Sword 3
Hydra’s Blood  4
Hystarnaq 4
Liquid Inertia  4
Maggot Wine 4
Sin Eater  4
Slave Taker  4
Thief of Memories 5
Troll Root Sap  5
Vermin Dust  5
Witchhammer  5
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Curses are vengeance itself, a cruel and ironic 
punishment placed by an especially clever and cruel 
adversary. Curses rarely kill, unlike poisons. Killing 
would be too easy, too quick, and would not give 
the curse’s victim a chance to truly appreciate their 
fate…. And the cleverness of whatever nemesis engi-
neered it. These two dozen new curses represent 24 
new ways to introduce terror into your Pathfinder 
Roleplaying Game home campaign. 

CANDLEMAKER’S CURSE 
This curse is contracted by the nightfolk- the robbers, 
and night watchmen, pimps and prostitutes, smuggler 
and gamblers who prowl the night. Spending too long 
without seeing the sun can generate this curse sponta-
neously, and elder vampires and liches fear its effects 
as much as they do holy fire. 

Type curse; Save Will DC 22 negates, Will DC 18 
partial 
Effect Anytime the cursed character is in an area of 
dim illumination or worse for more than one round, 
he or she suffers 2d6 points of damage (Will DC 18 
half). 

CLANKING CURSE 
A mild curse that often afflicts soldiers and mili-
tiamen, the Clanking Curse is usually a result of a 
bar brawl or a loss at cards. Hedge wizards will place 
this curse on a client’s rivals for a nominal fee. 

Type curse; Save Will DC 18 negates, no save to 
avoid effect
Effect While so cursed, the armor check penalty of 
any armor worn by the character is tripled! 

DISEASES PAGE
Candlemaker’s Curse  1
Clanking Curse  1
Critical Unluck  2
Curse of the Barren Womb  2
Curse of Conscience  2
Curse of Disease 2
Curse of Forgotten Skills  2
Curse of the Fool’s Sword  2
Curse of Hatred  2
Curse of Predictability  2
Curse of Reverse Aging  3
Curse of Willful Ignorance 3

DISEASES PAGE
Curse of Wounds Unhealing  3
Dragon’s Rancor  3
Fisherfolk’s Curse  3
Fleshslide Curse  3
Fumblefinger’s Curse  3
Goblin’s Clever Curse  4
Greed’s Reward 4
Necromancer’s Lethargy 4
Smithy’s Curse  4
The Vengeance of Tooth and Claw 4
Unforked Tongue Curse 4
Wendigo’s Hunger  4

TWO DOZEN DANGERS 
IS MORE THAN  

ENOUGH TO HAVE  
A TOTAL PARTY KILL. 
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