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A Foreword by the Compiler of this Tome

The fact that you hold this book in your hands means that you, like myself. are a true
student of the arcane arts. We hold great reverence and awe for the magical powers which, with

great work and study. can allow even the simplest of shepherd's sons to rewrite the very nature of
reality, ifonly on a small scale. Further, we have a deep and inexorable hunger, an insatiable
desire-not for the power that such magic c.ln bring, but instead for knowledge: knowledge of the
cosmos, how it works, and what our places are in it. You, my gentle and inquisit'ive reader, are

always asking questions, always seeking answers beyond the next horizon. If you are anything like
[ am. the most common question you find yourself pursuing is one of "Why?"

It was such a question which led to the creation and compilation of this tome, as well as a
number of the spells it holds. The book you hold in your hand is the effort of decades of
exhaustive research, both of the metamagical variety, experimenting with subtJe alterations in the

methodology of casting certain spells. and of a more direct method, attempting to build on the
works of mages who came before me. In the creation of this tome I have spent countless hours
working in my laboratory anempting to perfect slight mutations on existing spellcraft, I have
pursued dozens of vague rumors-often to remote corners of this plane, as well as others-in
search of other sages who might be able to aid me in my quest for knowledge, and I have delved

deep into archives, digging through tomes like an archaeologist might dig through the ground in
search of the relics of lost civilizations. [do not tell you this to inflate my own image in your eyes,
but rather because I want you, my dear reader, to understand and appreciate that this tome you
hold did not come about overnight. The effort involved in creating it was extensive, and I consider

it among my finest accomplishments as a mage of the Ivory Order. You should value and treasure
it, for its contents were hard-won.'

As I said, this tome is the result of my attempts to answer a question which had been
plaguing me. It is not often that I find a problem profound enough to prompt such extensive
action. so know that, in this humble scribe's opinion, the question at the core of this book is one

that, if properly explored, could rock the very foundation of magic as we know it. It is for this
reason that I have published this work. for I believe that a matter this profound should not rest
with a privileged few, but instead should be made available to all who wish to pursue the great art
of the arcane, Indeed, it is my profound hope that this tome will promote great debate and fun her

study on the issue. bringing about a golden age of enlightenment that will advance the world of
magic in decades what might normally take centuries.

This problem, then, this question. which I believe is fundamental to the very core of magic
as we know it, is insidiously simple on the surface. It is nothing more or less than a matter of,
"What is the true cost ofa spell?" According to the ancient sage Draw7,i of Astocthes. the cost ofa

spell is measured in mental energy, with spells being classified in nine tiers based on the amount
of energy the spell consumes when cast. Though modern sages agree that this method of
envisioning magic is not perfect, it is still widely accepted to this day as the closest working model

, For a ...mpl~ ofth~ trial, I ov~ream~ in th~ ereation of this book. and to g~t a l>ett~r sense of tl>e varie<! soure.,,; ftom
which these spdls are der;,'cd, see Appendix" On the Assembly of this Tome.



of the cost ofa spell on its caster.' It is indeed true that spells require a certain expenditure of
mental energy and willpower in order to cast, but is that the only cost of magic? In recent years

there has been growing evidence for the conservation of magic theory\ and while I am by no
means willing to claim that the ideas espoused therein are true, I find the very fact that the theory
has yet to be properly disproven to be indicative of how very liule we truly understand about the
cosmic force which we so regularly t<1ke for gr<1nted,

For my own p.1n, my desire to examine this matter and question the currently accepted

model of the cost of a spell came from two entirely separate directions. The first is a long-standing
issue [ have had with the Astochthan model of spell nodes'. Ever since [ was an academy student,

[ had been disappointed with the system's inability to cope with the fact that while any
combination of two spells from the lowest tier is clearly far less potent a force, magically, than a

single spell of the ninth tier, <1 mage is supposedly unable to use the mental energy which would
be applied to such a spell to instead power two of these weaker spells. Clearly, if the mailer were
simply one of expended energy, this would not be the case. The answer must be that another
force, one about which we know very liule, is instead the cause for such restrictions.

The other quandary which led me to my question was entirely unrelated to the previous,

and far more practical and mundane in essence. Having watched more than my share of mage's
duels, and been in the unfortunate position to have to use my magic for offensive purposes on one
or two occasions, [ was keenly aware ofthe fact that one of the mage's greatest weaknesses in

practical. "re,ll-world" applications of magic, and combat in particular. is that spells require a
great de<11 more time investment than swinging a sword or firing a bow, A skilled swordsman can,

with training, make several attacks in the time it takes a skilled mage to cast a single spell. With
the use of certain metamagic, a spel1caster can sacrifice a great deal of energy to enhance a spell's
celerity, but even then he is lucky if he can cast spells at half the rate the swordsman can swing
his blade, and he will quickly find himself without any energy left to cast his spells, leaving him
completely defenseless.

In a way, then, time is as much a cost of magic as anything else. Unlike the previous issue
with the Astochthan model, this is a boundary that we have already bent: the aforementioned

metamagic alterations. for one, as well as a small but significant number of spells which have
been designed with speed in mind, such as the c1assic[elllher[01/. [fthis rule can be bent, so too,
perh<1ps, can Drilwzi's principles be bent, worked around. and, perhilps, in time, ilbandoned, That,

dear reader, was my goal in creating this tome: to challenge the currently held perceptions of
what a spell should require of its caster in exchange for the magic it provides.

This tome focuses on challenging these assumptions and breaking these boundaries
primarily in three separate W<1YS, which I will outline here:

• That is, as far as standard .""Us. S""lls ,",,;tl> costly material componems, or wl>ich require otl>cr, l....s tangible
sacrific.... from the caster. a,.., a "'pdrale nlatter emi",ly.
'A the<>ry. prima.ily populari~e<l by the ""holac Roc..:e Drobell. which stat.... that e"ery spell Cast C""ates an equal but
opposite dfect e1scwhece in the muhi"el"$C to compensate. See his wocks On rh. Narure nfUni"f and 1'he Well of
Magid,a for mo.e information.
'Referred to in some cirel.... as s""lI"slots:



The first type of spell is the type of which I am most proud to be able to include in this
book, and which I feel is the most revolutionary of those included here. I have tentatively termed
them, collectively, "fountain" spells, in that they allow you to further draw from your own
metaphorical well of spel1casting ability when you cast them. That is, these spells, when cast,

perform their effect and then restore access to one or more spells you had previously used up for
the day. The exact nature of the recovered spells varies, depending on the spell you are casting.
Note that as of this publishing, I have not been able to find a way to create limitless magic in this

way, as the spell returned is always of a lesser tier than the spell expended, but I am optimistic
that. with further research, sages may one day be able to overcome this obstacle. A subset of the
fountain spells are spells I have referred to as "cascading" spells. as that is what they were referred
to by the only mage [could find who had invented such a spell-I, These spells technicdlly do not

restore any lost magicdl energy, but instead are, to use a bit of metaphoric flare, "tightly packed:
and contain. within a single spell, the effel:ts of multiple, less powerful, spells.

The sel:ond revolutionary type of spell contained in this tome is the "segmented" spell, so
ndmed because it is a spell with such wide-redching effect and except ional magical potency that,
in most Cdses, such spells are beyond the scope of even the most powerful tier of spells. In order

for these spells to be able to be cast, they dre broken down into segments. which, when cast in
succession, act as a single spell of exceptional power.

Finally, this tome contdins a number of spells which are designed to be dble to be cast
swiftly, for mages who find themselves in situations where such things dre necessary. Though this

is hardly the kind of innovation found in the other kinds of spells, note that these spells are modal
in design. That is to say, if you cast such a spell quickly. it will have its effect as normal, and will
take only a moment to cast. If, on the other hand, you take the proper time to fully cast the spell,
it can provide much greater benefits, making these spells highly versatile and useful to a mage

who must operate in the field.
I have. of course, included a number of other spells as well, mostly spells which I

discovered in pursuit of this book's creation, and fell would be of value to anyone who enjoys the
study of magic. Note thaI I have included a number of spells in this book which are not only
offensive in nature, but are downright evil: magic of the blackest sort. I have done so not because

[condone their use, but because I believe that by studying the way in which they work, we can
better deconstruct the problem of the nature of "a spell." Such spells should be viewed as an
academic exercise only, and nO! put to practical use.

It is my belief that. from this point on, it is best to allow the spells which [ have included
to speak for themselves. There is a time for theory, debate, rhetoric, and philosophy, and there is

a time for direct, hands-on experience. I have told you. gentle reader, what to look for as you
examine the rest of this tome. and J encourage you, as you do so, to think. in the back of your
mind, about the nature ofa spell, and what ilstrue cost really is.

, A IlWge named XcI.r. whose works I unro>'ercd with great difficuhy; sec Appendix I; On the Assembly of this Tome.
for more det.il •.



Young MaS", byAlvin Hrw

Sidebar: Segmented Spells

Adv.mcedArcana introduc~sa n~ kind of spdl,
th~ I~gm~n«d5~11. Segrn.,nt~dspdls ....., sp"lls that .....,
SO big, and ha"" df~cts that ar~ so ""..,r-th~-top,th'")'
cannot b., contain.,.) in a sing!., sp"ll slot. Inst.,ad . .,ach
,;.,gm~nt.,.) sp"ll is split into a numrn,r of parts, call~d
,;.,gm~nts.Each s~gm.,nt.,d sp"ll has a ·s"l!ffi.,nt.,.)"
numrn,r, which lists th~ numrn,r of ""l!ffi.,nts which must
rn, combin"') in or<!.". to cast th., sp"ll. This numrn,r is
list.,.) n.,n to th., sp"ll's casting tim.,.

In ord.". to Ca5t a s~gm=t~d sp~ll, th~ cast~r (or
cast.".,;) must ·cast" th., ""quisit~ numb.,,- of ,;.,gm~ntsof
that sp"ll. Casting a s~gm=t is id.,ntical to casting a
normalsp"ll, ~xc~pt that th~ individual ""l!ffi.,nt do.,,; not
ha,.., any df~ct: it is only wh~nmultipl., s~gm=ts ....., cast
in succ.,ssion that th., magic lak..,; hold. Th~ casting tim~.

mat.,rial compon.,nts, and sp"lll.",.,llist~dfor a
,;.,gm~nt..d sp"ll ar~ for a single ,;.,gm~nt, m.,aning that
n~mat"";"l compon~ntswill n.,.,d 10 rn, provid..d for
.,ach ,;.,gm~ntofth~ sp"ll, and ~"'ry,",gm.,nt~dsp"ll will

""'lui..., at I.,ast two sp"ll slots in ord~r to ha"" any
df""t. Not., that th., sp"U's df~ct only happ~onc."
""8ardl..,;s of th~ numrn,r of,;.,gm~nts (th~ targrt
mak~sonly a sing!~ saving throw, only th~ list~d

damag., is appli~d, .,tc.).
Onc.,you b~gin casting a ,;.,gm~nt..d spdl, you

hoi"" a limit~d amount of tim., to cast all of th~
,;.,gm~ntsrn,for~ th., ~norrgi..,;of th., sp"ll dissipat."
r=d~ring any ~xp=d~d,;.,gm~ntsimpot~nt.Th.,
amount of tim., in qu~sliond~p~ndson how long it
tak~s to cast th~ sp"ll: if you allow twic~ th~ casting
tim., ofa singl., s"l!ffi.,nt to pass withoul casting a
nnv ,;.,gm.,nt, th~ sp"ll ~n~rgydissipat..,;. For
.,xampl." if you a..., casting dread summons, which
has a casting tim~ of 6 rounds, and you allow 12
rounds 10 pass without continuing th., s""ll's casting,
th~ sp~ll fails and any ,;.,gm~nlsalr.,ady inv..,;t~d in
th~ casting a...,wast~d, including spdlslots and
mat.,rial compon.,nts.

Alex
Sticky Note
Rejected set by Alex

http://garygill.deviantart.com/


• Sp"lls from Adv.mct'd Arcana ..r~ r..",r imd
mo,.., difficult 10 find. PUJ'<:hasing .. scroll or .. copy of
such spdls to copy into your sp"llbook costs '.5 tim~s

..s much ..s .. nonn..l spell. U"" this incr~....,d pric~

wh=dd~nniningif .. town'sgp limit is high =ough
forth~ sp"ll to~ ..v..il..ble. For 25,000 gp," wiurd
c..n buy .. copy of Advanct'd Arcana in-g..me. TIlls
gr..nts acc~ss to all th~ spells in this book, ..nd the
wiz..rd n~~d not deciphaor tr..nscri~ th~m: th~

book is d~signM for wizards to~ ..ble 10 c..st directly
from it.

• In ord~r10 le..rn .. sp"ll from Advanced
AJ"("i1n....s p..rt of l~lingup,,, sp"llc..st~r musl
SUCC~M on .. Spellcr..ft check (DC '0 + twic~ the
sp~ll's l~."l), repr~..,nting th~ difficult ..re..ne study
requi,..,d 10 cre..te thespdl. Ifh~ f..ils, h~ must
inst~..d choo.., .. sp"ll from on~ of th~ sourc~sof
'common" spdls.

• A derics ..ccess tosp"lls from Advanct'd
AJ"("i1n.. is restrict~d by his d~ity (Ihat is to Sdy, OMs
dcc:idewhich sp"lls th~ deric does ..nd do~sn'tgd).

• Th~ Sp~llcr..ft DC to id=tify .. spell from
Adv.mct'd Arcana ..s it is ~ing c..sl, orwltile it is in
effect, is incre..sed by 5.

It is possibl~ formultipl~ c..stas to compld~d~for~ th~ n~xt on~ Cim~ St..rtM, ~."n if
coop"r..m."lyc..st .. singl~ s~grn~nt~d sp"ll, ~..ch th~r~ ..", multipl~c..st~n involYM. In th~ c...., of
c..st~r pooling on~ or mor~ ""8ffi~ntsinto th~ sp"ll. sp"llswhO'S<' CilSting tim~ is .. singl~ round or l~ss,

This works ..s norIIlili for c..sting ""8ffi~nt~dsp"lls, this is ..s simpl~ ..s h.w:ing th~ c..stas r~..dy ..ctions to
nc~pt that wh~n th~ sp"ll'sdf~cloccurs tha~ ..,.., c..st th~ir"'grn~nl ..s soon ..s th~ prnoiousc..sta is
som~ sp"cial rul~s. Firstly, which~rc..skrc..sts th~ finish~d, but in th~ c...., of~llswhos~ "'gm~nls'
fillill ""llJII~nt of th~ ""grn~nt~dspdl is in control of c..sting tim~ is """r .. round, ch.1r..ctas c..nnot try to
th~ sp"ll, ..nd Inilk~s..ny d~cisions, such ..s Ih~ 1""8"t, 'ch~..t th~ dock' by bqfinning .. ..,cond ""8JII~nt

modal decisions ..bout th~ sp"ll's function, or ..ny_ b~fo,.., th~ first is compl~lnI.
thing ofth~ sort. ~condly, sp"ll df~clswhich;m, M~t..m..gic f~..ts imd simil..r df~cts c..n b~

bas~d on th~ c..sl~r's l~l or rd=..nt ..bilitysco", u.., ..pplinllo s~gm=t~dsp"lls, but th~must ~
th~ l~..st £a\'Or..bl~ from ..mong th~ c..st~n who ..pplinl lo~..ch "'gm~nl ofth~ sp"ll s~par..tdyin
contribut~dto Ib~ sp"ll. For ~Llmpl~, two ord~rtoh",." imY dfect. MddIllilgic which is ..ppli~d
sp"lk..st~I'S, R.1~ Oal~ ..nd Shabaz Jock, ;m, c..sting to only som~ of th~ ""gm~ntsof .. gMn s~grn~nt~d

dTl'i1d Summons. Rax~n h..s .. c..st~r l~."l of,S, ..nd sp~ll is w..slfil. Th~ o:cqttion to this rnl~ is
Sbabaz has .. c..sl~r l~."l of ,6, sowh~n Ihe sp"ll is m~t..m..gic df~cts such ..s Quicken Sp"ll, Sil~nt Spell.
c..st, is u..,s Raxcn's l~s""r v..lu~ of '5. Th~ sp~ll docs or Still Sp"ll. which c..n still modify the c..sting of
not ..llow .. Sdving throw, bul ifit did, the s.wing that individu..l"'grn~nt. bul h""" no impact on the
throw would~ bas~d on Sh..baz's t8 Intdligcnc~, effect ofthecompl~tMspdl.
r..thathan Raxen's 20 Charisma. Bec..u.., both Th~ "'grn~ntsor..~n"'grn~ntMspdl ..r~
c..st~rs ha...., Sp"ll Focus (Conjur..tion), thory c..n id=tic..l to ~..ch other, ..nd ..re pr~par~d th~ Sdm~ ..s
..pply th..t f~..t to Ihe sp"ll, but b~c..u.., only Shahaz ..ny olha sp"ll (or, in the c...., ofspoot..n~ous
has Grc..t~r Sp"ll Focus (Conjur..tion) hec..nnol c..st~I'S, ..r~ alw..ys av,ula.ble for c..sting). ScgmentM
..pply its ~nefits to this sp~ll. sp"lls do not t..ke up any mo", room in .. sp"ll book

Due to th~ n..ture of s~gm=t~dsp~lls, th~ than imY otha sp~ll of th~ Sdm~ l~l. bcc..u"" th~

m..gic only works if the ""8JIIents ;m, don~ o:tr.. m..gic..l power comes from th~ repetition of Ihe
sequentially, me..ning that .. gn.."n "'gm~nl musl ~ sp"ll ""grn=l.

-------------...¥..~?~---------­
Sidebar: Adding Uncommon Spells to your Game:

Many OMs ..r~ hesitimt to ..llow .. wid~ vari~ty

of new sp"lls to the g..me. Thae ..,.., numerous
r~..sons for this, from g..me balimce concerns
(sd~ctingthe best sp"lls from e..ch of .. large variety
ofbooks, or ..,lecting .. wid~ v..ri~ty of .. c~rt.1in kind
of sp~ll, such ..s icc sp"lls, 10 t..h ..dvimt..ge of f~..ls
or d ..ss f~..tures which r~wMdyou for using that kind
ofspell, for o:ample), to fla.vor concerns (for inst..nce,
pla.ycm having ~xt~nsM..ccess to r..r~ ..nd unusu..l
spells, whil~ most of the NPC popul..tion w..s lik~ly

designed without, ..s OMs l'iIrdy h""." th~ time to
s<:oursoul'C~books..s much ..s pla.yas do). Oth~r
OMs..,." happy to usc new sp"lls. but wish th..t there
w..s som~ in-gilIll~, mechanic..l way ofm..k:ing it de..r
that th~.., sp"lls ..r~ uncommon ..nd not-so-",."ll­
known.

IndudM h~r~;m,.. num~r of ~ntirclyoption..l
rnl~s which WI' l'CCOmm=d to hdp ..ddress on~ or
mo,.., of the"" problems, ifyou f~d that th~y..re of
concan. F~d fr~~ to usc th~ ones you likc ..nd ignore
th~ rest, or modify ..ny or all of th~m to suit your
needs. It"syourg..me, after ..ll!



Chapter 1: Spell Lists
Th"." lists summariz" th" .pdl. describffi in

Chapter 2. An M or F app""ring at th" "nd of" .pdr.
nam" in th" spdllis! d"not~a costly mat"ri..l
compon"nt or focus. rtspectivdy. A Q at th" "nd ofa
spdr. nam" indicatn a "quick" spell, on" that can k cast
at two differ=t sp""ds with som~hatdiff"",nt dfn:ts.
Finally, an Sg at th" "nd ofa spd!'. nam" indicat".a
,;e,gm"nt...! .pd!. s.,,, Sid"bar: ~gm"nted Spelb at th"
b"ginning of this book for rno", information about
segm"ntffi spdl•.

Alchemist Spells
2nd-level Alchemist Spells ==----­
Swift Swim: Gain a ~im speed equal to twice your

land speed.

4th-level Alchemist Spells
Ardesalfs Insightful Cunning: Subjcct g<lins +6

Int for I mio./level. and ~covers a used spell.

Bard Spells
o-Level Bard Spells(Ciln~t~n~·p~,~)---­
Magic Instrument: Enchant an instrument to

perform ben",.
Minor Glamer: M~ke cosmelic ch~nges 10 your

~ppe~r~nce.

1st-level Bard Spells
Ardesalfs Gr~cefulStep: Hover ~bove thc ground

inSle~d ofw~lking.

Defensive Tr~nce: One ~lly gai ns bonuses to

defenses. penalty 10 al tacks.
Deled Construct: Reve~lsconstructs within 60 ft.
Empower Ally: Coneentr~te to give ~lIy eomb~t

bonuses.
Ineite Person: C~use person to think ill of .rome­

one else.

2nd-level Bard Spells
De~fening Horn: I(noo::k over, de~fen, ~nd

possibly h~rm foes with sonic blast.
Skill of the Eleph~nt:T~rgel g~ins ~ bonus on

Conslitulion checks.
Skill of the Parrot: Target gains a bonus on

Intelligence-based skills.

Skill of the Pe~cock:T~rgcl g~iru; ~ bonus on
Charism~-basedskills_

Skill of the Ser~nt:T~rgel g~ins ~ bonus on
Dexterity-based skills.

Skill of lhe- Tiger: Target gains d bonus on
Strength-based skills.

Skill of the Tortoise: Target g~ins ~ bonus on
Wisdom-based skills.

Swift Swim: G~in ~ swim speed equ~1 10 lwice your

land speed.

3rd-level Bard Spells
Incite Monster: C~use monster to think ill of

someone else.

4th-level Bard Spells
loc~te Treasure: Cre~te m~gie~l tre~Sure map.
Subvert Spell: Counter a spell, ~nd regain ~ uS<.-d

spell.
Underwater Movemenl: Allows normal movement

underwater.

Cleric Spells
1st-level Cleric Spells(Orc"cococ,,)---­
Ardesalfs Gr~cefulStep: Hover ~bove the ground

inSle~d ofw~lking.

Defensive Tr~nce: One ~lly gai ns bonuses lO
defenses, pen~lly 10 ~lIacks.

Divine Conviction: Targel is w~rded against
hostile arc~ne spells.

Empower Ally: Concemr~te to give ~lIy combal

bonuses.

2nd-level Cleric Spells
Skill of the Elepb~nt:T~rgd g~ins ~ bonus on

Constitution cheeks.
Skill of the P~rrot:T~rgC{ gains ~ bonus on

Intelligence-based skills.

Skill of!he Peacock: Target gains a bonus on
Ch,uisma·based skills.

Skill of the Serpent: Target g~ins ~ bonus on
Dexterity-b~sedskills.

Skill of the Tiger: Target g~ins a bonus on
Strength-based skills.

Skill of the Tortoise: Target gains a bonus on



Wisdom-based skills.
Swift Swim: Gain a swim speed equal to twice your

land speed.

4th-Level Cleric Spells
Subvert Spell: Counter a spell, and regain a used

spell.

Xelar's Inferno's: Call down a rain offire from
the heavens, burning everything in large area.

5th-level Cleric Spells
Quick ResistanceQ: Grant resistance to energy

and armor bonus to AC.

Revitalize's: Return a rce"mly slain character to
life.

Underwater Movement: Allows normal movement
unde......·dter.

6th-level Cleric Spells
Create SanctumM: Create zone where your magic

is more powerful.
Create Skeletal MinionM.Q: Create a skeletal

minion, either for l min./level or permanently.

"Dread Summons' : Summon a random demon
which may serve you faithfully.

7th-level Cleric Spells
Arde<salfs Safer Contact: Ask questions of spirits,

refill empty spell-slot.

True Disjunction'": Permanently prevent larget
from casting spells or using spell-like abilities.

8th-level Cleric Spells
Holy !'resence""!ilI: Designates area as especially

holy.
Rejuvenate: Target is healed. refreshed, and

regains some used spell slots.

Unholy Plesence""·: Designates area as especially
unholy.

9th-level Cleric Spells
Fate Spin: AfTect the outcome of dice rolls, or

grant bonuses or pendhies to creatures.

Druid Sp~el~ls,-- _

1st-level Druid Spells
Defensive Trance: One ally gains bonu""s to

defenses, penalty to attacks.
Divine Conviction: T<lrgel is warded dgainst

hostile drcane spells.
Empow"r Ally: Concentrate to give ally combat

bonuses.

wd-level Druid Spells
Skill of the Elephant: Target gilins a bonus on

Constitution checks.
Skill of the Parrot: Target gilins a bonus on

Intelligence-based skills.
Skill of the P"acock: Target gains a bonus on

Charisma-based skills.
Skill of the Serpent: Target gains a bonus on

DeXl<!rity-based skills.
Skill of the Tiger: TJtget gains a bonus on

Strength-based skills.
Skill ofth" Tortois,,: Target gains a bonus On

Wisdom-based skills.
Swift Swim: Gain a swim specod equai to twice your

land speed.

5th-level Druid Spells
Quick ResistanceQ

: Grant resistance to energy
and armor bonus to AC.

Subvert Spell: Counter a spell, and regain a used
spell.

Under....ater Movement: Allows nonnal movement
underwater.

6th-level Druid Spells
Create Sanctum"': Create zone where your magic

is more powerful.
Elemental Servitor: Sacrifice spell slots to summon

one or more e1ementals for ~ hours.

7th-level Druid Spells
Ardesalfs Safer Contact: Ask questions of spirits.

refill empty spell-slot.

8th-level Druid Spells
Holy !'resence"" '": Designates ar"a as especially

holy.

Unholy Presence""": Designates area as especially
unholy.

Wisdom-based skills.
Swift Swim: Gain a swim speed equal to twice your

land speed.

4th-Level Cleric Spells
Subvert Spell: Counter a spell, and regain a used

spell.

Xelar's Inferno's: Call down a rain offire from
the heavens, burning everything in large area.

5th-level Cleric Spells
Quick ResistanceQ: Grant resistance to energy

and armor bonus to AC.

Revitalize's: Return a rce"mly slain character to
life.

Underwater Movement: Allows normal movement
unde......·dter.

6th-level Cleric Spells
Create SanctumM: Create zone where your magic

is more powerful.
Create Skeletal MinionM.Q: Create a skeletal

minion, either for l min./level or permanently.

"Dread Summons' : Summon a random demon
which may serve you faithfully.

7th-level Cleric Spells
Arde<salfs Safer Contact: Ask questions of spirits,

refill empty spell-slot.

True Disjunction'": Permanently prevent larget
from casting spells or using spell-like abilities.

8th-level Cleric Spells
Holy !'resence"',!ilI: Designates area as especially

holy.
Rejuvenate: Target is healed. refreshed, and

regains some used spell slots.

Unholy Plesence""·: Designates area as especially
unholy.

9th-level Cleric Spells
Fate Spin: AfTect the outcome of dice rolls, or

grant bonuses or pendhies to creatures.

Druid Sp~el~ls,-- _

1st-level Druid Spells
Defensive Trance: One ally gains bonu""s to

defenses, penalty to attacks.
Divine Conviction: T<lrgel is warded dgainst

hostile drcane spells.
Empow"r Ally: Concentrate to give ally combat

bonuses.

wd-level Druid Spells
Skill of the Elephant: Target gilins a bonus on

Constitution checks.
Skill of the Parrot: Target gilins a bonus on

Intelligence-based skills.
Skill of the P"acock: Target gains a bonus on

Charisma-based skills.
Skill of the Serpent: Target gains a bonus on

DeXl<!rity-based skills.
Skill of the Tiger: TJtget gains a bonus on

Strength-based skills.
Skill ofth" Tortois,,: Target gains a bonus On

Wisdom-based skills.
Swift Swim: Gain a swim specod equai to twice your

land speed.

5th-level Druid Spells
Quick ResistanceQ

: Grant resistance to energy
and armor bonus to AC.

Subvert Spell: Counter a spell, and regain a used
spell.

Under....ater Movement: Allows nonnal movement
underwater.

6th-level Druid Spells
Create Sanctum"': Create zone where your magic

is more powerful.
Elemental Servitor: Sacrifice spell slots to summon

one or more e1ementals for ~ hours.

7th-level Druid Spells
Ardesalfs Safer Contact: Ask questions of spirits.

refill empty spell-slot.

8th-level Druid Spells
Holy !'resence"" '": Designates ar"a as especially

holy.

Unholy Presence""": Designates area as especially
unholy.

Wisdom-based skills.
Swift Swim: Gain a swim speed equal to twice your

land speed.

4th-Level Cleric Spells
Subvert Spell: Counter a spell, and regain a used

spell.

Xelar's Inferno's: Call down a rain offire from
the heavens, burning everything in large area.

5th-level Cleric Spells
Quick ResistanceQ: Grant resistance to energy

and armor bonus to AC.

Revitalize's: Return a rce"mly slain character to
life.

Underwater Movement: Allows normal movement
unde......·dter.

6th-level Cleric Spells
Create SanctumM: Create zone where your magic

is more powerful.
Create Skeletal MinionM.Q: Create a skeletal

minion, either for l min./level or permanently.

"Dread Summons' : Summon a random demon
which may serve you faithfully.

7th-level Cleric Spells
Arde<salfs Safer Contact: Ask questions of spirits,

refill empty spell-slot.

True Disjunction'": Permanently prevent larget
from casting spells or using spell-like abilities.

8th-level Cleric Spells
Holy !'resence"',!ilI: Designates area as especially

holy.
Rejuvenate: Target is healed. refreshed, and

regains some used spell slots.

Unholy Plesence""·: Designates area as especially
unholy.

9th-level Cleric Spells
Fate Spin: AfTect the outcome of dice rolls, or

grant bonuses or pendhies to creatures.

Druid Sp~el~ls,-- _

1st-level Druid Spells
Defensive Trance: One ally gains bonu""s to

defenses, penalty to attacks.
Divine Conviction: T<lrgel is warded dgainst

hostile drcane spells.
Empow"r Ally: Concentrate to give ally combat

bonuses.

wd-level Druid Spells
Skill of the Elephant: Target gilins a bonus on

Constitution checks.
Skill of the Parrot: Target gilins a bonus on

Intelligence-based skills.
Skill of the P"acock: Target gains a bonus on

Charisma-based skills.
Skill of the Serpent: Target gains a bonus on

DeXl<!rity-based skills.
Skill of the Tiger: TJtget gains a bonus on

Strength-based skills.
Skill ofth" Tortois,,: Target gains a bonus On

Wisdom-based skills.
Swift Swim: Gain a swim specod equai to twice your

land speed.

5th-level Druid Spells
Quick ResistanceQ

: Grant resistance to energy
and armor bonus to AC.

Subvert Spell: Counter a spell, and regain a used
spell.

Under....ater Movement: Allows nonnal movement
underwater.

6th-level Druid Spells
Create Sanctum"': Create zone where your magic

is more powerful.
Elemental Servitor: Sacrifice spell slots to summon

one or more e1ementals for ~ hours.

7th-level Druid Spells
Ardesalfs Safer Contact: Ask questions of spirits.

refill empty spell-slot.

8th-level Druid Spells
Holy !'resence"" '": Designates ar"a as especially

holy.

Unholy Presence""": Designates area as especially
unholy.

Wisdom-based skills.
Swift Swim: Gain a swim speed equal to twice your

land speed.

4th-Level Cleric Spells
Subvert Spell: Counter a spell, and regain a used

spell.

Xelar's Inferno's: Call down a rain offire from
the heavens, burning everything in large area.

5th-level Cleric Spells
Quick ResistanceQ: Grant resistance to energy

and armor bonus to AC.

Revitalize's: Return a rce"mly slain character to
life.

Underwater Movement: Allows normal movement
unde......·dter.

6th-level Cleric Spells
Create SanctumM: Create zone where your magic
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_~,..,.-'I,-"nquisitor Sp",eJ",Js'----__
Ist-levellnquistor Spells
Divine (onviclion: Target is ...uded a~inst

hosli~ un....., spells.
lndle P~rson:Cau"",, per",," 10 think ill ofsom~

alleebE'.

4th-levellnquistor Spells
SUb...·rt Spell, Counter a sprIl. ..nd reg.lin a USoed

spelL

6th-level Inquisitor Spells
True OisjunctionSol: Permanrntly ~nll.rsel

from casting spells or using spell-like abilil~.

Paladin Sp~e~lJ2-s _
1st-level Paladin Spells
Oivin", Conviction: T,lrget is warded against

hostile arcane sp"lls.
Empower Ally: Concentrate 10 give aUy combat

bonuSl'S.

RangerSp~e~lJs~ _
1st-level Ranger Spells
Empower Ally: Concentrate to give ally CQfIlb.J1

bonu~.

2nd-level Ranger Spells
Swift Swim: Gil;" a swim spe«I equal to ho"i<:e your

w.nd spero.

4th-level Ranger Spells
Unde......,uer Mon,,,,,,,,!, AlImo-s nornwl mo'I~1

underwucr.

Sorcerer/Wizard Spo;e:;cJl"s~~
o-Ievel Sorcerer/Wizard Spells (Cantrips)
Illusion

Minor Clam",,: Makecosmcl:ic<;lungcs to your
appe.u..n",',

1st-level Sorcerer/Wizard Spells
Divination

OCtCft Consl rud: R""ea15 <.:onSlfUCts within
60 fl,

Enchantmenl
Oefensi,'e Tr;onft>: One ally gains bonuses 10

defenses. pelUlly 10 .Il1.acks,
lneil" P"rson: Cause pt'I'SOn to think ill of

JiOmeon" else.
Evocation

Ey"light: Your "f"'$ glow lib a lorch.
N«romancy

Vicious Ray: You 6~ poo..·ff'ful ~ys "'hieh
also harm )'UU.

Tr.a.nsmutation
Ardo:s;olh Cr;o<;"ful Step: /lO\"r ;obm." the

ground instead of...alklng.
Empo..·"r Ally: Concentrate to gi"" ally wrnbill

bo"~

2nd-level Sorcerer/Wizard Spells
Transmutation

Ski II of t he Eleph;ont: Targt't gains a bonus
on COn5t:itUlion checks.

Skill of the Purot: Targclgains.l bonus On
[nteJligence-biIS1.:d skills.

Skill of th" P"aco<;k: Targclg.lins a bonus On
Charisma-biISl'<l skills.

Skill of Ih" Serpenl: Target gains a bonus on
OeXlerity·based skills.

Skill of the Till"r: T..rgel gains a bonus on
Strenglh-b.lIsed skills.

Skill oflh" Tortoise: Targct gains a bonus on
Wisdom-b.ued skills.

S,..;ft 5"';010: win a s"im speed equal 10 ",1<.:0:
your "'nd speed.

lrd-Ievel Sorcerer/Wizard Spells
Abjuration

Qui<.:k Shi"JdQ
, Force shicld gr.lnu +(i bonus

10 Ac. and protects .ag.ain$l mi»ile .Il1acks.
Divination

Quick AimQ: win .'0 or • .w on roe,;t attack.
d~ndingon how you <.:.1st 1M spdL

E"ocation
Lightning lash: Creale .. lightning whip

...hich dam.Jgt'S and stuns foes,
Malanis' ~sserMissil" Darr;OIl": Release

a cone of rn.lllic missiles .II enemies.

X"lar's Inf"rn05l, C"II down a rain offire from
the heavens, burning l'Verylhing in large area,
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N«romancy

Mind Siphon f
: Touch damages target's mind,

yOll regain a used spell.
Transmutation

Vermin Shape I: Transform into Small Or
Medium vermin.

4th-level Sorcerer/Wizard Spells
Abjuration

Subvert Spell: Counter a spell, <lnd regain a
used spell.

Conjuration

Quick GateQ
: Create two gale-like portals,

which protect yOll from attacks.
Divination

Locale Treasure, Create magical treasure map.

Quick DetectionQ, Dd~'ct invisible creatures,
or sec magical auras.

Enchantment
Indte MOllster: Cause monster to think ill of

someone else.
Transmutation

Ardesalfs Insightful Cunning: Subj~-ct gains
+6 1m for 1 min./level, and recovers a used
spell.

Vern.in Shape II: Transform into Tiny or
Large vermin.

5th-level Sorcerer/Wizard Spells
Abjuration

Quick ResistanceQ
: Gram resistance to energy

and armor bonliS 10 AC.
Conjuration

Kaba1.'s Dreary VaporsQ
: Creatures become

fatigued or faU asleep, based on HD.
Enchantment

Kaba1.'s Rev;la Ii1.i ng ReSI: 15 HD ofcreatures
fall dsleep; <l....ake feeli ng revitalized.

Illusion

Quick ConcealmentQ
: Ik-come invisible for

long or short amount of time.

QuickshadeQ
: Creatures have 80% miss chance

to hit you, yOll may have 80% miss chance
also.

Transmutation
Underwater MO"ement: Allo....s nonnal

movememunderwater.

Vermin Shape III: Transfonn into Diminutive
or Huge vermin.

6th-level Sorcerer/Wizard Spells
Conjuration

Dread Summons".: Summon a random
demon. which may serve you faithfully.

Elemental Servitor: Sacrifice spell slols to

SummOn one or more elementals for 24 hours,
Evocation

Create SanctumM: Create zone where your
magic is more po....erfuL

Lightning Shield: Magic harms those .... ho
hit you and protects you from e1ectidty.

Malanis' Missile Barrage: Release a bUTSt
of magic missiles that is hard to control.

Neuomancy

Life Siphon f
: Touch damages target, and you

regai n used spells.

7th-level Sorcerer/Wizard Spells
Abjuration

True Disjunction.: Pennanemly prevent
target from casting spells or lIsing spell-like
abilities.

Divination
Ardesalfs Safer Contact: Ask questions of

spirits, refill empty spell-slot,

Illusion
Shadow Tr,I1lsmut,uion: Mimics transmutat ion

of up to 6th levet but only 60% real.
Necromancy

Create Skeletal Minion''',Q: Create a skeldal
minion, either for I min./lcvd or permanently

Spirit Twin: Creales illusory double of target,
which either serves or attacks yOll,

TransmUlation
Ardesa Ifs Spell Shufne: Saerifice a nu mber of

spells to regain a number of used spells,

8th-level Sorcerer/Wizard Spells
Conjuration

Cascading Summons: Summon an elemental
....hich CTeates more elementals ....hen slain.

Enchantment
Mind Extraction: Render tdrget permanently

insane. and prepare one spell th'Y had.
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Evocation

Xelar's Prism,lIk Caseadll: Produ.:." a torrent
of 1lO,,·..rful effects over SI'\'en turns.

Illusion
Shadowfriends: CrNte illusory duplicates of

yourselfwhieh fight for you,

9th-level Sorcerer/Wizard Spells
Abjuration

C.ascadi ng I nvul nerability: Multiple layers: of
magie protect )'OU from spells.

Divination
Fate Spin: Affect the outrome ofdi~ rolls. or

gr.ant bonU5<'Sor pelWhie to creatull5.
EnKation

Ma.la.nis' Missile Shield: Magic missiles provick
force a.nnor, ca.n be hurled a.t foes.

N«romancy

Crute Replie.ant·' '''If.: Cre<ates done of ta.rgeI
tha.t h.is a.n inodq)eodent mind and soul.

Soul Siphon': lruta.ndy kills one target a.nd
uses thcir soul 10 ~in lost spells.

Transmutation

Cre.aterTr.ansforma.tion": You ga.in a ¥ar1ety
ofcombat bonUSl'$.

Summoner Spells
1St-level Summoner Spells ==--­
o..fensi~·"Tra.nce: One a.Uy ga.ins bonU5<'S to

defenses. penalty toaltKb.
Empo"'u Ally,Coocentr.ate to gi"e aUy rombilt

bonuses.

4th-level Summoner Spells
Ardesalfs hlSightful Cunning: Subject gains +6

Int fur, min./lev('l, and recovers a us«! spell.

6th-level Summoner Spells
Drea.d SummonS"5Il: Summon a. random demon

which nwy serve you faithfully.

Witch Spells
1st-level Witch Spells """-----­
Eyelight: Your eyes glow like <llordl.
Vicious Ray: You fir.. powerful rays which

also harm you.

3rd-level Witch Spells
Mind Siphon': Touch damag~'S target's mind,

you regain a used spell.

5th-level Witch Spells
Kab.u's Drea.ry Val)()rSQ: Creatures become

fatigued or fall .!.§Ieep. ba,;ed on 110.
K.abaz's Re"ita!izing Rest: '5 110 ofCre,ltures

fall asleep: awake reeling revitaliU'd.

6th-level Witch Spells
Create 5.anclUm lO

: Cre.ate 7.onl' "'here your
magic is more P'O"·erful.

Dread Swnmons"'" Summon a r:llndom
demon, which may SoerVe you r.ithtUlly.

Life Siphon': Touch d.o~ largel,.and you
~n used spells.

7th~level Witch Spells
Ardes.alh s..rer Contut: Ask questions of

spirilS. refill empty spell-sIoI:.

9th-level Witch Spells
Soul Siphon f

: Insta.ntly kills one '.rgel and
uws 'heir soul to regain loA spetls.
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Chapter 2: Spell Descriptions
,\RllESAlfS(,l{lIlHI'1 SIB'

School Ir...n~mUI"'ljon: I.e"e.l b.lrd I, clerk I,
iOrc~er/wiurd I

C...51;08 Time, stand.lrd ,lClion
Components V
Rang.. prr$O:m,,1
Targel you

OU'.lloo 10 min.flt"\'el

For Ihe dUr;lrion of Ihe spe:U, )'OIl hO\'U ttLrn. inchn
offof the ground. You mO\'e ..1your nornWs~.~

do nor nttd (0 rrw.ke fly checb in ordn- to mo.'e. '{oo
GllIIl)( m......, more Ihln Ihrff inchn ,...'1 &om the
ground, MId if the ground below you soddmly\~tbo
(~ to .. pil mop opening ~ne"lh you. or 8o;oting ""....
thr: mgt of.. difI), Ihm)'Oll imme<!ytdy un until )'OIl

~I:hrttin<:hn..oo..'etbeground~ You tmr..n
~ u I>Of1lWl for this WI (bIlls« below). This "P"ll
don not ;o]Jow you 10 Ro., O\'er .....In. but do.s alIow)'Oll
to ........, ........wIy I!'\= ..-ben bound (.II Ions loS you UftI.'t

t~ to 50methinS immobile).
Fortbe dunltion ofthisspe:U. ifyou \<l'OUkI tlu WI

d;mwgr, In.., thaI doUNgr loS lhough you fell 10 lftt ku
th;m~udid.

School. mlll$mUl,llion; '-evel ..khmllst"..
~/wiQrd... summonn 4

C~ljn8 Time' SI.and.lrd aclion
Componenls V, S. M (.Iloc:k ofhalr from ..
po••,erfuJ llUoge)

Range rOOKh
T..rg'" C"",uu.., IOUChed

Duurian I min./lC'\ocl
Saving Throw Will negalt'S (harmless); Spell

Resisl,lI'Cl' yes (harmte$$)

The urget becomn ImiIrter. The Sf>C'1l grants. +6
enhancement bonU510 InleLligence, .dding Ihe usu.l
btnefirs ro Intelligence-b..ed skill checks and other usn
of the Intelligence modifier, though this spell d06 not
granl utr. skill r..nl<s. Wiurds (.and olher spellc..ters
who rdyon Intelligence) ..ffected by thisspell imp~
the...".., DCs for spells theyc..t white undUlhis spell's
influence, but do not g.. in ..dditional bonus spells for the
mC...,Astd Intelligence,

Instud, they m..y inunedi.. tely prcp..re ..ny One
sptll of ~nd level or lower th.. t they h..ve used during the
LIsl 24 hours. The spell must Iulve been ..ctu..Uyc..t

during m...t period. The rn05l'n spell is stored in the
t.uger's mind ... though pre....red in Ihe nonml
fMhion.lfthe rrc:;r]Jed spell ...,quirts rnaterill
compnnents. the Sf>C'llcaSler mUJl still pto'llide Ihem
in ord.... to c.st the spell. The recovered Sf>C'1l
tem<1in.s p...,p.ored as long as the spelkaSler continun
10 btnefil from this Sf>C'll, and ifil is DOl C41J1 by lhe
time this sptll ends. the tNO\..,~ spell is w"led.

'1ROfSUn SUf R l 0\:1 All

School divin,"ion; ~.·",I cleric 7, druid 7.

...~",iz.ud7, witch 7

CaslingTime 10 minutes

Componor:nlS V. M (incense, ~<ed.s. tea.lld
consumed)

R..ng",~1

T;orgetyou
Duralion collC'l'fllration

You open }'OW" mind to the inBuence orYVious
brlpful spirits.and similM entitits, caIIine: upnn wm
for thm me...inl.ge ..... am-n. The 5pt:II speciJic.lly
invokes hdpful spirits, in ord.... to droow Ihem 10 )'ou.
but du.t dOl':Sll't pm..,..1 more m.oI.icious or mischie­
,""'s spirirs from .rnving as wdl. For e.ch question
}'VU .uk, there is an 80% dwnce Uwt you recei>.., •
true ~..,r, • 's"o dwna 11..1}'VU .,.., uIWble to find
• spirit with the ;onswn 10 }'VUrquestion. and • s"o
dwnc:edwl thranswn}'VU r=e;".., isa lie,

The spirils speak dirtctIy inlO your mind••nd
}'VU ...., w"}'S able to understand them, but they
lend to ;ms\O>..,r ...-lth either "Y"'So" 'til;}: "nuybe:
"nn..,.; or "indevM.I: or some otha on~word
answn. In~mecases Ihey h.ve b«n known to
answer with • cryptic phrase or riddle instead, but
thes<e uses..., eKeptionally r;tl'e.

You mustconcenttAleon rnainl.ining the spell
(A st;md;url action) morderto <151.: questions.t a r..te
ofone question per Mund. A question is .ns~red by
the spirits in the same round it is .sked. You may ..k
one question for every two casler levels.

Opening your mind to spirits in this r.shion
Allows them to do mo..., th.1.nans~r questions. and
sometimes ..ddition..l side_eff«ts occur. For each
question th.:tt is Answered with .. lie, you t..ke I point
ofAbility score d..rnage to the ..bility score tied to
your spellc...ting (Intelligence ror winrds, Clulrisma
for sorcerer., etc.).
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don not ;o]Jow you 10 Ro., O\'er .....In. but do.s alIow)'Oll
to ........, ........wIy I!'\= ..-ben bound (.II Ions loS you UftI.'t

t~ to 50methinS immobile).
Fortbe dunltion ofthisspe:U. ifyou \<l'OUkI tlu WI

d;mwgr, In.., thaI doUNgr loS lhough you fell 10 lftt ku
th;m~udid.

School. mlll$mUl,llion; '-evel ..khmllst"..
~/wiQrd... summonn 4

C~ljn8 Time' SI.and.lrd aclion
Componenls V, S. M (.Iloc:k ofhalr from ..
po••,erfuJ llUoge)

Range rOOKh
T..rg'" C"",uu.., IOUChed

Duurian I min./lC'\ocl
Saving Throw Will negalt'S (harmless); Spell

Resisl,lI'Cl' yes (harmte$$)

The urget becomn ImiIrter. The Sf>C'1l grants. +6
enhancement bonU510 InleLligence, .dding Ihe usu.l
btnefirs ro Intelligence-b..ed skill checks and other usn
of the Intelligence modifier, though this spell d06 not
granl utr. skill r..nl<s. Wiurds (.and olher spellc..ters
who rdyon Intelligence) ..ffected by thisspell imp~
the...".., DCs for spells theyc..t white undUlhis spell's
influence, but do not g.. in ..dditional bonus spells for the
mC...,Astd Intelligence,

Instud, they m..y inunedi.. tely prcp..re ..ny One
sptll of ~nd level or lower th.. t they h..ve used during the
LIsl 24 hours. The spell must Iulve been ..ctu..Uyc..t

during m...t period. The rn05l'n spell is stored in the
t.uger's mind ... though pre....red in Ihe nonml
fMhion.lfthe rrc:;r]Jed spell ...,quirts rnaterill
compnnents. the Sf>C'llcaSler mUJl still pto'llide Ihem
in ord.... to c.st the spell. The recovered Sf>C'1l
tem<1in.s p...,p.ored as long as the spelkaSler continun
10 btnefil from this Sf>C'll, and ifil is DOl C41J1 by lhe
time this sptll ends. the tNO\..,~ spell is w"led.

'1ROfSUn SUf R l 0\:1 All

School divin,"ion; ~.·",I cleric 7, druid 7.

...~",iz.ud7, witch 7

CaslingTime 10 minutes

Componor:nlS V. M (incense, ~<ed.s. tea.lld
consumed)

R..ng",~1

T;orgetyou
Duralion collC'l'fllration

You open }'OW" mind to the inBuence orYVious
brlpful spirits.and similM entitits, caIIine: upnn wm
for thm me...inl.ge ..... am-n. The 5pt:II speciJic.lly
invokes hdpful spirits, in ord.... to droow Ihem 10 )'ou.
but du.t dOl':Sll't pm..,..1 more m.oI.icious or mischie­
,""'s spirirs from .rnving as wdl. For e.ch question
}'VU .uk, there is an 80% dwnce Uwt you recei>.., •
true ~..,r, • 's"o dwna 11..1}'VU .,.., uIWble to find
• spirit with the ;onswn 10 }'VUrquestion. and • s"o
dwnc:edwl thranswn}'VU r=e;".., isa lie,

The spirils speak dirtctIy inlO your mind••nd
}'VU ...., w"}'S able to understand them, but they
lend to ;ms\O>..,r ...-lth either "Y"'So" 'til;}: "nuybe:
"nn..,.; or "indevM.I: or some otha on~word
answn. In~mecases Ihey h.ve b«n known to
answer with • cryptic phrase or riddle instead, but
thes<e uses..., eKeptionally r;tl'e.

You mustconcenttAleon rnainl.ining the spell
(A st;md;url action) morderto <151.: questions.t a r..te
ofone question per Mund. A question is .ns~red by
the spirits in the same round it is .sked. You may ..k
one question for every two casler levels.

Opening your mind to spirits in this r.shion
Allows them to do mo..., th.1.nans~r questions. and
sometimes ..ddition..l side_eff«ts occur. For each
question th.:tt is Answered with .. lie, you t..ke I point
ofAbility score d..rnage to the ..bility score tied to
your spellc...ting (Intelligence ror winrds, Clulrisma
for sorcerer., etc.).

Chapter 2: Spell Descriptions
,\RllESAlfS(,l{lIlHI'1 SIB'

School Ir...n~mUI"'ljon: I.e"e.l b.lrd I, clerk I,
iOrc~er/wiurd I

C...51;08 Time, stand.lrd ,lClion
Components V
Rang.. prr$O:m,,1
Targel you

OU'.lloo 10 min.flt"\'el

For Ihe dUr;lrion of Ihe spe:U, )'OIl hO\'U ttLrn. inchn
offof the ground. You mO\'e ..1your nornWs~.~

do nor nttd (0 rrw.ke fly checb in ordn- to mo.'e. '{oo
GllIIl)( m......, more Ihln Ihrff inchn ,...'1 &om the
ground, MId if the ground below you soddmly\~tbo
(~ to .. pil mop opening ~ne"lh you. or 8o;oting ""....
thr: mgt of.. difI), Ihm)'Oll imme<!ytdy un until )'OIl

~I:hrttin<:hn..oo..'etbeground~ You tmr..n
~ u I>Of1lWl for this WI (bIlls« below). This "P"ll
don not ;o]Jow you 10 Ro., O\'er .....In. but do.s alIow)'Oll
to ........, ........wIy I!'\= ..-ben bound (.II Ions loS you UftI.'t

t~ to 50methinS immobile).
Fortbe dunltion ofthisspe:U. ifyou \<l'OUkI tlu WI

d;mwgr, In.., thaI doUNgr loS lhough you fell 10 lftt ku
th;m~udid.

School. mlll$mUl,llion; '-evel ..khmllst"..
~/wiQrd... summonn 4

C~ljn8 Time' SI.and.lrd aclion
Componenls V, S. M (.Iloc:k ofhalr from ..
po••,erfuJ llUoge)

Range rOOKh
T..rg'" C"",uu.., IOUChed

Duurian I min./lC'\ocl
Saving Throw Will negalt'S (harmless); Spell

Resisl,lI'Cl' yes (harmte$$)

The urget becomn ImiIrter. The Sf>C'1l grants. +6
enhancement bonU510 InleLligence, .dding Ihe usu.l
btnefirs ro Intelligence-b..ed skill checks and other usn
of the Intelligence modifier, though this spell d06 not
granl utr. skill r..nl<s. Wiurds (.and olher spellc..ters
who rdyon Intelligence) ..ffected by thisspell imp~
the...".., DCs for spells theyc..t white undUlhis spell's
influence, but do not g.. in ..dditional bonus spells for the
mC...,Astd Intelligence,

Instud, they m..y inunedi.. tely prcp..re ..ny One
sptll of ~nd level or lower th.. t they h..ve used during the
LIsl 24 hours. The spell must Iulve been ..ctu..Uyc..t

during m...t period. The rn05l'n spell is stored in the
t.uger's mind ... though pre....red in Ihe nonml
fMhion.lfthe rrc:;r]Jed spell ...,quirts rnaterill
compnnents. the Sf>C'llcaSler mUJl still pto'llide Ihem
in ord.... to c.st the spell. The recovered Sf>C'1l
tem<1in.s p...,p.ored as long as the spelkaSler continun
10 btnefil from this Sf>C'll, and ifil is DOl C41J1 by lhe
time this sptll ends. the tNO\..,~ spell is w"led.

'1ROfSUn SUf R l 0\:1 All

School divin,"ion; ~.·",I cleric 7, druid 7.

...~",iz.ud7, witch 7

CaslingTime 10 minutes

Componor:nlS V. M (incense, ~<ed.s. tea.lld
consumed)

R..ng",~1

T;orgetyou
Duralion collC'l'fllration

You open }'OW" mind to the inBuence orYVious
brlpful spirits.and similM entitits, caIIine: upnn wm
for thm me...inl.ge ..... am-n. The 5pt:II speciJic.lly
invokes hdpful spirits, in ord.... to droow Ihem 10 )'ou.
but du.t dOl':Sll't pm..,..1 more m.oI.icious or mischie­
,""'s spirirs from .rnving as wdl. For e.ch question
}'VU .uk, there is an 80% dwnce Uwt you recei>.., •
true ~..,r, • 's"o dwna 11..1}'VU .,.., uIWble to find
• spirit with the ;onswn 10 }'VUrquestion. and • s"o
dwnc:edwl thranswn}'VU r=e;".., isa lie,

The spirils speak dirtctIy inlO your mind••nd
}'VU ...., w"}'S able to understand them, but they
lend to ;ms\O>..,r ...-lth either "Y"'So" 'til;}: "nuybe:
"nn..,.; or "indevM.I: or some otha on~word
answn. In~mecases Ihey h.ve b«n known to
answer with • cryptic phrase or riddle instead, but
thes<e uses..., eKeptionally r;tl'e.

You mustconcenttAleon rnainl.ining the spell
(A st;md;url action) morderto <151.: questions.t a r..te
ofone question per Mund. A question is .ns~red by
the spirits in the same round it is .sked. You may ..k
one question for every two casler levels.

Opening your mind to spirits in this r.shion
Allows them to do mo..., th.1.nans~r questions. and
sometimes ..ddition..l side_eff«ts occur. For each
question th.:tt is Answered with .. lie, you t..ke I point
ofAbility score d..rnage to the ..bility score tied to
your spellc...ting (Intelligence ror winrds, Clulrisma
for sorcerer., etc.).



If non~ ofth~ qu~tions ~aMWf'rw with
li~., and at IU5l On~ qu~.tionwa. an.w,,~wilh a
tm~ altS\<",r, th~ spirits II1iI)' implant a "P"ll in your
mind asArd<-sdlr$$oIkrCOllc.oct~d.. As Ions a.you
~ ast at J.e.iil 011" spdI of 5£b In",1 or '-",r wilhin
l-l hours bdore castingArd~.5af~conlaet,)'ou
immwiat~1ypu-~ a .prll in~ of th~aprndw
spell. This n"" spdI is of th" """""' !nod a. th~
aprndw .prll. and is~ by tM spirit in
q~n. no! by you: 'fOU nttd. DDt """" know 'M
spell, and in rareG1l56~ spdl IIW)'DDt nom be on
~clawiliR. Thccbo5rn spdI is 5Iond in your
mind as thoughp~ in thr: nonn.tl. fashion. 1h~
spdl is 5riU prq»M ........, ifyou are a"P"n~
spdlG1lSt~r, m~anins thallhr .........."'~ spell 5101 can
only beapr~On 1Mrna..,., sprll (though 01M!"
spell MoIsan 1lIUl'Ifft~). Ifth~ implantw spell
""'I.uiU'S mat~rial compoIl"nts, you still mUSI provid~

thtm in ordu to cut~ spdl. Thr implantw "P"U
u-mains prq»~until th" =xt tim,,)'Ou ....t and
rKO\",r opells, and if it ham't!>ttn cast by the ~nd of
that time, it iswast~.

AIUUSAII S \I'H I SHUFFLE
!khooltral1smlltation; level sorcerer/wizard 7

Casting Time I full round
Componenls V. S
R.1nge pl.'rsonal
Targel )'ou
DuratIon instant;meous

By ~xprnding a numhu ofadditional sprlls you
G1lfI instantly~ a numhu of r:sprnd~spell..
When you caR thil sprll, you IIW)' sac:rifi,"" any
numberofpu-pand sprlls (orspdl dot. ifyou an a
spontaneous G1lStfi), and instantly ..,co...... olDY
number of expendm sprlls (or sprll ..Iou ifyou an a
spontaneous cast~r)"i>osr totallevds do no! 0Cftd
halfdie" tou.l !nods of~ sacr:ific....d sprUs. For
aampk,)'Ou could rttalo..... a singk 8th_In",1 spdI (a
total ofeight spell In"'ls) by ....crificing mr..m toul
\n..,1s in spe:lls (lOur .¢l'In...!. spdls. or ","'0 Sth-\n..,1
sprll.. or two -tth-1n-d sprUs,1:hrtt llld-In",1 spell..
and two 1St-ln",1 spells, or olDY othn comhination
whose total spell Inods "'I"a.ls sWttn or more).

1h~ chosm spells are RoM in your mind as
though prepa..,d in the nonn.al f:.shion. Ifyou an a
spontaneous G1lst~r.}"Iu instead "'8ain u~ of that
many sprll slots of the <:hosen 1.......1... If the ...callm
spell ~uirnmaterial compon"nt5, you still must
provide them in orde. to cast the .prll. The~U'd
spells remain ptepared (0', in the ca.., of sponlan~­
ous ca5l~rs, th~ spell slot "'mains available) until the
next time you "''' and r""m= spell., and if they

"""",n't httn cast by the mil oftnat time.th"Yare
,,·aRed.

!khoolahjuration; Le,·~15OfU..,.,'..iz.ard 9
Casling lime I RancUrd action

Compon~ntliV. S. F (a ....;t of miniature silver
armor)

ltang" IJ"'I'SOfWl
Targft you
Duration 10 min./le>-el or unlit ~xpended

You sheathe yourself in a shi~ring field of
cradding and pulsating magical ~nergies.blocking
harmful magic from reaching )'Ou. CoI$CoIdillS
illvullltrabilicy has th",~ layus of magical deknses,
and .......n as magical e1f""u ilripawaythe outennoS!
deknses, th"Y muS! still defeat all thrtt l")",rs before
the sprll is completely expendw.

While the first layer ofdefens~ is in effect. the
area or effect ofany spell, spell-lik~ ability, or
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spdl-lik~ df~cts from it~msd~ not includ~you.
and such sp"Us fail to aff~ct you in anyway,~n if
you ar~ th~ ta'"8"l. This d""s nolpr~tyou from
casting sp"lh. h"",~r. ~."n on YOllf'S"If. This
prot~ction ..,mains until c..scading illVlJlncrabi/ify
has prot~ctedyou from th~ df~cts of Id6+4 sp"11
1~ls.

Th~ sn:ond la~rofdd~n~ is identical to the
first, ucq>t that it only blocks sp"lls or df«tsof 6th
I~."I or I",,·~r. and this lil)'fi of d~f~nse is shatk..,.)
aft~r protecting you from Id4+4 sp"IlI~ls.

Th~ third la}."rofdd~n~ is idenlical to the first
two. ~xc~pt that il only blocks sp"lIs or .,If.,.,t. of }rd
I~."I or low~r. and this lil)'fi of def~n~ is shatk..,.)
afi~r protecting you from ') sp"lIl~ls.

'Nh~n coscodin9 invu/n"l1lbi/ity "'"<Iuld prot.,.,t
you from a spdl of higher 1.",.,,1 than the amount of
..,maining prol«tion your curr~nt lil)'fi of d~f~n~
would stop. that sp~1l is partially blockfil. Subtract
th~ r~mainingnumb.,,- of sp"IlI~lsof prot~ction
from th~ 1~1 ofth~ incoming spd!. If the spdl could
~ block~d by th~ nut ~rof prot~ction.subtract
th~ diff.,..,nce from Ihe sp"IlI.",."ls the nut l""."r has
availabk If not. then divid~ th~ ",suit by th~ sp~1l

1.",.,,1 of Ihe incoming sp~1l to~whal fraction of th.,
df~ct gtlS through. Fordamaging sp~lls, }"ou take
that fraction ofth~ damage. For non-damaging
sp"lls. you h""." that % chanc~ of b~ing alf.,.,t~d.

D;sp"1 mogic and similar sp"lls, ifsucce.sful.
immfiliat~lyd~stroy th., out~rmostla~r of
prot~ction(m~aning that thrN castings of disp"/
m09ic would ~nd this sp"Il). !>fog"'s disjunction. if
succ~ssful.destroys all...,maining la~rs of
prot~ction.

lASt:l\DING Sll~lMONS

School conjuration (summoning); Level
wrccrcr/wizard 8

Casting Time 1 round

Components V, S. FIDF (a set of nesting dolis,
each attuned to one of the elements)
Range dose (~') ft. + ') ft.{} levels)

Effect one summoned elemental
Duration I min.flevcl
Saving Throw none; Spell Resistan<:e no

This sp"l1 functions Ii\,:., summon monster /,
ucept that it always summons a single gr~at~r

d~m~ntal (you can chl>OS<' wh~ther thedml~ntal in
qu~stion is an air. earth. fi..." or wat~rdem~nlal).

Ifth~ summon~dd~mentalis slain bd'o", th~
end of the sp"ll's duration, it splits, forming two
~parat~ hug~ d~mentalsof the same tr!>". Th.,..,

d~m~ntals...., at full health. and continue 10 s~""'"

you as th~ original did. If ~ith~rofth.,.., d~mentals
Me slain, it splits inlo two lilI"8" dementals of th~
same tr!>". also at full h~alth. Th~~d,"",~ntals do
not split furth~r.At Ihe ~nd of the sp"Il's duration,
any and all dem~ntals Cl'l'ated by this sp"11 vanish.

CREATE REPLlCi\NT
School necromancy; Level sorcerer/wizard 9
Casting Time 10 minutes; Segmented 3 castings
Components V, S, M (laboratory supplies wonb

1.000 gp), F (special laboratory equipment costing
5.ooo gp)
Range 0 ft.
Effect one replicant
Duration inSlantan<-'Ous
Saving Throw none; Spell Resistance no

This sp"ll makes a rcplicant. a fully-functioning
copy of a Cl'l'atur~. Th~ r~plicant looks identical to

th~ cr~aturc it isa copy of. down to the last detail,
and cannol ~ disc~rned from the original by th~

naked eye.
To e...,ale the rcplicant. you must have a pi.,.,e of

flesh (nol hair. nails, scales. or Ihe li\':") with a
volum~ of at I~ast 1 cubic inch that was rahn from
th~ original Cl'l'ature's living body. The pi~c~ of flesh
nttd not b~ fresh. but it must b~ kq>t from rotting.
Once the sp"11 is cast, th~ r~plicantmust b~ grown in
a laboratory for zd4 months.

'Nh~n the ",plicant is completed, it
automatically awahns. It has a p~rsonality similar to
th~ original's. and has th~ same sorts of
predispositions. bul d""s not posse.s any of the
original's m~mori~s. nor d""s it inhe..,ntly know that
it is a ...,plicant. II d""s not pos~ssany inhe..,nt
loyalty to you, and you have no sP'""ial means of
comp"lIing il toobcyyou. This sp"ll duplicates th~

original's body and. toa I~s~rcxt=t.its mind. but
not its equipmenl, which is not alf~cted in any way.

Th~ r~plicant has ability sco...,. identical to th~

original's at th~ time the sample was taken. nol
indudingany bonuses from magic items (and also
not including inherent bonu""s from manuals and
tomes). Th~ rcplicant d""s not initially know any
languages. but I~arnsone languag~p"r ...."ek.
~ginning with Common, until it knows one
language pcrpoint of [nldligcnc~bonus it pos""s~•.
If th~ original had levels in one or mo.., cla"""s, th~
rcplicant begins play with one 1.",.,,1 in the favo...,d
class of th~ original. and gains 1 l~\"d per ",."ek until il
has a numberoflevels ~qual to 'h the number of
levels Ihe original pos~.scd al the tim~ th~ sampl~

was tak~n. rounded down.



Th~s~ 1~1s must ~ tak~n from classn th~

original had 1"",,1s in, and th~ ...,plicant can'l gain
mo..., l~..,ls in any gn...,n dass in this way than th~

original poS5<'ssed at th~ tim~ th~ sampl~was tak=.
During this p"riod of rapid d~..,lopm~ttt.th~

cq>licant can only tak~ skills, f~ats. and class f~atur~s

(such as a sorc,"",r's bloodlin~ or a rogu~'s rogu~

lal~ts) which th~ original had tak~n .II th~ tim~ Ih~

sampl~ was tak~n. If th~ ...,plicant is a spontan~ous

cast~, ilcan only sd~cl sp"IIs known which th~

original had sd~ct~d, but ifth~ cq>licanl p""par~s
sp"lls. it may cho"",, diff~r~nl sp"11s to l~arn. Onc~

Ihis p~riod of rapid d"""lopm~ntis complet~, th~

rq>licant gains ~"P"ri~nc~and 1~ls up nonnally.

CREAl E SANCTUM
School e~ocation;Le~el cleric 6, druid 6.
sorccrcr/wizard 6. wilch 6
Casting Time 24 hours
ComponenlS V, S. M (spe.;ial, see text). OF/F (a
stone or wooden wand at least zo yeMs old)

RanSe touch
Area 40-ft. radius emanaling from the touch~"Il

point
Duration I year and 1day
Saving Throw Will negates (hannless); Spell
ResiSlance yes (ham,less)

This sp"ll c...,at~san area wh~r~magical
en~rgi~s flow more f'rffIy, making spdls you cast
Ih~r~ mo..., pot=l. All ~11s casl within thear~aof
Ih~ sanctum <lR' tr~at~d as though Iheir casler's I~..,I

,...,..., two I~,-ds higher than il actually is forlh~

pUlp"""s of I,"""I-based ~lf.,cls (such as duration,
damage dice. etc.). Additionally, any sp"ll cast within
Ih~ sanctum gains a +2 ~nhanc~ment bonus 10 the
DC 10 resisl its df...,ls. Finally, wh~n you cast creace
sancrum, you maychoo.., a singl~ m~tamagic feal
from th~ following list: Emp""'a Sp"Il, Enlarge Sp"Il,
Ext~nd Sp"Il, Height~n Sp"II. SiI~nt Sp"ll, Still Spell,
Wid~n Sp"ll). If you do, all sp"IIs cast wilhin the ar~a

oflh~ sancruma..., aUlomatically aff~cted as though
bylhat metamagic f~al. Ifth~ m~lamagicf~ald""sn'l

apply 10 a gi",n sp"lI. that sp~ll is simply unaff~clfil

(though it continues 10 gain Ih~ olh~r \>o,ndits of the
sancrum).

\Vb~n you cast cutlte sanctum, you chl>OS<'
wheth~r the aJ>ov., \>o,ndils apply 10 all creatures, 10
creatures who sha..., your alignment, to c...,alUres
affiliatfil with a sp...,ific organization you designal~ .II
Ih~ lime ofcasting, or only to you. Once mad~, this
choic~ cannol b~ chang<'d.

In order to cast Ih~ sp"lI, you must e"P"nd
5.000 gp worth of magical h~rbs, oils. and incen..,.

Additionally, ifyou cho.., to include a m~lamagic f~al

in the sanclUm's ~ffects, you must inlay p""..,rful,
mystic runes mad~ of precious m~tals (such as gold.
platinum, and mithral) O\"a th~ aff...,lfiI ar~a, which
costs an additional ',500 gp for each additional sp"ll
I~..,I th~ m~tamagic feat costs (for ex.ampl~, a
sanctum which automatically Empow~rn1all sp"lIs
cast within would cosl 8,000 gp: 5,000 gp for the
herbs, oils. and inc~..,and 3,000 gp for Ih~ run~s

n...,essat')' 10 Empower th~ sp"lls).
Create slmaum can also \>0, cast in em~r8"nci~s,

though it is far mo..., crud~ wh= done in this
fashion. Casl in this way. creare sanctum has a
casting tim~ of , full round, lasls fort round p"r
cast~I~I (10 a maximum of 20 rounds at 20th
I~..,I). d""s not requi..., a focus, and u,",sa small
portion of blood from a sp"lkast~ as its only
material compon~nt.Such "quick and dirty"versions
of Ih~ sp~1I aUlomatically apply to all creatures
within the .1...,.1 (rather Ihan allowing you 10 choo..,
who il affects), and ar~ not capable ofaUlomatically
applying metamagic feats to spells cast within the
area.

An ar~a can only r~cei\..,Ih~ ~ndil of one
create sanaum at a tim~. C...,ate sancrum counl~rs

but d""s nol disp"1 anrimagic field.

CREATE SI\ELETAL MIN ION
School n~..,romancy [evil]; Le~,,1 cleric 6,

sorcerer/wizard 7
Casting Tim" I full round
Componenls V, S, M (a pinch ofgrave dirt from
the burial site of .. priest or priestess)

Range touch
Target corpse toucht"ll
Duration I round/level
Saving Throw none; Spell Res;"ance no

By channding dark energies, you animal~a
p""..,rful skcl~lon to do your bidding. \Vben you cast
Ihis sp"ll you caus~ th~ cr~ature touched to ri.., as an
advanced skd~tonwhich sct\..,s you loyally, obeying
your spok= commands. You can order this skdetal
minion to follow you or to guard an area, attacking
any cr~alUr~ (or a sp"cific typ~ ofcr~alure, sp"cified
byyou). Byd~fault,your skdetal minion hasa
num\>o,r of hil dice ~ual to your casl~r 1"",,1, buI you
can chl>OS<' at the tim~ of the casling 10 cr~al~ a
skd~tal minion with f",,'a hil dice.

Skd~tal minions cr~at~d in this way do not
count againsl the num~rof HD ofund~adyou can
controL eith~wilh animate d""d and similar sp"lls,
or with Command Undead or similar df~cts, but you



can only control a total numb~rof HD of skd~tal
minions ~qual to twic~ your cast~r l~l. If th~
c",atu"" had class l~."lsor 'p"cial abiliti5 in lif~,

th~"" do not slll"ffi,." th~ transfonnation to skd~tal

minion, nor do;my m~ori5th~ """atu"" IIldy ha....,
pos""sstd.

This sp"ll can alt~mat;""'lyII;, cast a.a '4-hour
ritual, in which Col"" th~ skddal minion continu..,; to
"""." you until slain. Ifcast in this fashion, additioOilI
IIldtmal compon~nts,in th~ fonn of paint. u""d to
draw IIldgiCal rnn5 on th~ corp""'s bonn, M~
""]ui""d, costing 50 gp p"r HD th~ shldal minion
pos""s""s.

\'Ih~n casting th~ long~n."rsionof this spdl,
you may ""critic" a captu""d soul (such as tho""
captured by soul bind or trap the .oul) to in<:I'l'as~th~

p""",r ofyour .kd~talminion. Th~ soul is ""P"nded
in th" procn. (m"aning that th~ c",atur" it bdon8"d
to cannot k r~tumed to lif~ without first II;,nditting
from a wish or mirae/I! spdl to rdum thm soul from
oblivion), but th" contain"r or g~m is not. Sacrificing
a soul with 'S or ff'W~r hit dic" allows you to apply th~

giant cr~atu""t~plat~ to th~ skd~tal minion.
Sacrificing a soul with bdv.=n 16 and 20 hit dic"
allows you to apply th~ fi~ndishc",atUf" t"mplat" to
your skd~tal minion. Sacrificing a soul with 21 or
mo"" hit dic~ allows you to apply th~ half-fi=d
t~mplat"toyourskd~talminion.

DEAFENING HORN
School cvocation {sonic]; Level bard 2

Casting Time I standard action
Components S. F (a brass trompet or simil,,,
insttumetll worlh al least 2S gp, blown during

casling)
Rang.. 30 ft.
Ar..a cone-shapt-'<I burst

Duration instantaneous
Saving Throw Forritude parrial; SJ>"1l Resistance

y~

This sp"ll producn a p"""rful sonic blast
which d"af~ns targds dIld knocks th"m off thm f""t.
Milk" a combat IllilIl"U''fi chttk. using your cast.".
l~l as your bas~ attack bonus dIld your Charisma
modifi~rinst~adof St",ngth or D~xt~rity, against
"ach targd in th" ar"a. Ifyou succ,,~d, th~ tar8"t is
knochd pron~. Additionally. dIly """atur~ caught in
th~ blast must succ~~don a Forritud~ sa,." or k
d"af"n~d for 2d4 minut~s.

\'Ih~nyou cast this spdl you llliIy chl>OS<' to
""P"nd on~ ofyour bardic music us~s to mah a
P~rfonn (wind instrum~nts)ch"ck (DC IS). Ifyou

succttd, "ach targ"t also takn 2d4 points ofsonic
ddIllilg", and th~ DC to resist king d~a&ned

iner"a",," by 2.

IlFFEKSIVF TRANCE
School enchantment (compulsion) [mind­

affecting]; level bard I, cleric I, droid I,

sorcerer/wiurd I, summoner 1

CaSling Time I standard action
Compon..nts V. S, F (a gold coin on.l chain or
mini,Hure pendulum)

Range dose (15 ft. + 5 ft./2Ie\"<'Is)
Target one living creature
Duration concentration plus I round/level
Saving Throw Will negat"" (harmless); SJ>"II
Resistance yes (harmless)

\'Ih~n you cast this spdl, th" targ~t "nt"rs a
deJensivt t",nct,l!"'atly inc",asing his or h"r
prot"cm." abiliti"s, whil" compromising his or h~r
off~nsi,,,on~s. Th~ subj~tgains th~ following
kndits: +4 dodg~ bonus toAC, +2 r~sistdIlc"bonus
to all saving throws, and a +2 compd~nc~ bonus to
CMD (not" that th~ dod8" bonus will also apply to
yourCMD. m~aning that th~ total bonus to CMD is
+6). Whil" in a d~f~ns;"" tranc", th~ ta'8"t"s off=s;""
abiliti~sar~som=hat compromistd, and h~ or sh~
takrs a -4 p=alty to all attack and daIIld8" rolls for
th~ sp~ll'sduration. If th~ targd is a spdkast~r. h" or
sh" must succ""d on a Conc~nlration ch~k (DC 10 +
twic" th~ 1~,,1 ofth~ sp"ll to b~ cast) in ord~r to cast
any sp"lls. De!en,;w: Cranc" count~rs but d""s not
dispd "'9".

DETECT COi"iSTRUCT
School divination; level bard I, sorcerer/wizard I
CaSling Time I standard aClion
Components V, S

Range 60ft.
Area cone-shapt-'<i emanation
Duration concentration, up to 10 min./level
Saving Throw non,,; Spell Resistance no

This sp"ll functionslik dl!tut undnId, ~xc~pt
that it dd~cts cr~atu"'s ofth~ construct trP" inst~ad

ofth~ und"ad typ~.

mVINF CONVICTION

School abjuration; l"v,,1 cleric I, druid I, inquisitor
I, paladin 1
Casting Time I st·andard ~ction

Components V, S, DF



Range touch
Target crealure touched
Duration' round/kovel
Saving Throw Will negates (harmless); S~1l
Resistance res (h-umless)

'Nben you cast this spell, you allow the subject
to draw energy from th", spdlcasting efforts of th",
faithl",ss. 'Nben""""r the subject is damaged by, or is
forced to make a saving throw against, a non-divin",
spell, he orsh", gains an enhancem",nt bonus to
attack and dama~equal to Y, th", l....d of the sp",ll
forthe duration of divine conviction.

Additionally, the subject l'«",iveosa +l bonus on
all saving throwsvs. non-divine spells. This
protection comes as a trade-off, how""""r, as h", or she
suff",," a -, penalty on saving throwsvs. divine spells.

IIREAD SlIMMO;.JS

School conjuration (summoning) [chaotic, evilJ;
Level cleric 6, sorcerer/wizard 6, summoner 6,
,,~tch 6
Casting Time 6 rounds; Segmented 6 castings
Components V, S, DF/F (a balors tooth, worth at
least ,.ooogp)

Range close (25 ft. + 5 ft./2 kovels)
Efrecl one summoned demon
Duration '0 min./level
Saving Throw none; Spell Resistance no

This spell summons one or mo"," demons to
se"", the casta. E"""'pl for th", differences printM
h",,..,, this spell functions identically to the sp",ll
summon monster I. Todetermine the type of d",mon
summonM, roll a d% and consult the lable b..low.
adding the lowest caster level among th", spell's
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School transmutation; Level bard I, cleric" druid I,
p.lladin I, ranger I, sorcerer/wizard I, summoner 1
Casting Time I Slandard action

ComPOnenlS V. S
Range close (zs ft. + 5 ft./z levels)
Target one ally
Duration con"entration, up to, round{k-vel
Saving Throw Willnegales (harmless); Spell
Resistance yes (harmless)

[\1POWER ALLY

and a ;rth-l~vd s!",ll. but you 'WOuld only gain th~

b~nditsof sacrificing four 6th-I.",.,,1 s!",lls). Th"
pow~rof th" dem~ntalsummoned dq>l'nds on th~

1.",.,,1 of s!",lls sacrificed. [fyou choo"" to sacrific"
6th-I"",,1 sp~lls. you summon a hu8" d~m"ntal. If
you chon,;., to sacrific~7th-I.",.,,1 sp"lls, you summon
a 8"'ater d~m.,.,tal. [fyou choos~ 8th-I~1s!",lls.
you summon an dder d~m"ntal. Finally, ifyou
choo"" to sacrific~ 9th-I,",-.,,1 s!",lls. you summon four
dd~r d"m~ntals.

Th~ summon~d d~m"ntals are of th" type of
your choic" (air, "arth, fire, or wat~r) and ';"rYe you
forth~ s!",ll'sduration, as though summon"d by
summon mOllst"r I. [fth" d"m~ntal is slain, its body
f"'fonnsaft~rldlO minut~s, returning it to full h~alth.
Your d~m"ntal servant can rdorm in this way a total
number oftim"'''qual to th" number of sp"ll slots
you sacrificed wh"n d~m~ntalservitor was cast.

Nalfeshnee or ,dz hezrou

Marilith or z abrew
Balor or ,dz mariliths
,dz balors or ldHI mariliths

H.llor lord or uni ue demon

Resuh
Shadow demon or 2<16 dretches
Succubus or zd6 uasits
Vrock or Idz nabassu
Hezrou or z succubi
Gl.lbrezu or ld vrocks

Table: Dread Summons

d%
0' - z
z6 - 0

,-
96 - 100

lot - UO

III - 116

"7+

,- 0

" 8
86-

cast'"l'S to th~ ~ult roll~d (for nampl~, if th" I"",."st
caster l~l amongst th~ cast'"l'S was 11, and you roll~d

53, you 'WOuld tr~atyonr !nult as a 64).
'Nh~n th~ cr~atl1,," is summo~, th"cast"r

must succ"ed on a cast~r I~I ch~ck (.d= + cast"r
I~I)with th" DC "qual to th" summoned cr"atu",'s
CR (in th" Col';" of multipl~summon~dcr~atuf"'s. th"
DC is ~ual to '.5 tim.,. th~ CRof on" ofth"cf"'a­
rures). !fyou succ.,.,d, th" cr~atu", ,,"ffiilinS under
your control. as!"'r summon monst"r 1. Ifyou fail th"
chn:k th~ cr~atur" is uncontrolled. and can act as it
pl"as.,., induding attacking you. Sununoned d"mons
who"" CR is 8"'at~r than or ~qual to your cast~r1"",,1
do not automatically rrturn at th~ "nd ofth~ sp~ll,

and ar~ fr~" to do as thq pl"a"" wh"n th" s!",ll's
duration ~nds.

ELn.1 ENTAL SERVITOR
School conjuration (summoning); LeH,1 druid 6,
sorcerer/wizard (,

Casling Time I minute

Components V. S, MIDF (a p.lge tom from a
wizard's spellbook)

Range close (zs ft. + 5 ft.{z k..-e1s)
Effect One or more summoned creatures
Duration :1.4 hours
Saving Throw none; Spell Resistance no

By sacrificing som~ of your s!",llcasting ability,
you conju", a p"""'rful d~m~ntalcompanion to hdp
you in combat. 'Nh~n you cast this spdl. you must
choo"" 6th-. 71h-, 8th-, or 9th-I.",.,,1 s!",lls. You must
sacrific~ four or more p""P"",d spdls of th~ chos~n
I~I (or four unUI"'nd"d s!"'ll slots ofth~ sam"
I~l. if you "'" a spontan=us caster), or th~ sp"ll has
no dfn:t. You maychoo"" to sacrific" sp~lls of a
higherI~I than th~ cho,;.,n on~, but this conf"rs no
additional ben"fit (for ~xampl~, ifyou sdn:ted 6th­
I~I s!",lls. you could sacrific~ thre~ 6th-I~1sp~lls

You pour your will into aiding your ally,
bolst~ring his or h~r smngth and will to fight. Th~
subjn:1 gains a +z "nhancement bonus to St",ngth
and Constitution forth~duration ofth~ s!",ll.

EHLlGHf
School evocation [Iightl; Level sorcerer/wizard I,
witch,

Casting Time I standard action
Components V, S, M {oil from the essence of

fireflies, spread On your eyelids}
Range personal
Target you
Duration, min./le\"el

This sl"'ll cau""s your~ to glow lik~ a torch.
shedding nonnallight in a 30-ft. con~, and
increasing th~ light 1"",,1 for an additional 30 ft. by
on~ sl"p, up to normal light (darknrss becom.,. dim
light, and dim light b~com"snOlTllilllight). [n an
ar"a of nolTllill or brighllight, this s!",ll's only aff~ct

is to si"" your~ an .,.,ri~glow.



At th~ ~nd ofth~ s~U'sdurarionyour~ flash
brilli,mdy, ilfid you ar~ blinded for I round. At th~
rnd of that round, you milY instantly p~p.t~anyOn~
1SI-1~..,1 "Pdl you h",,", used during th~ last 14 houI'S.
1b~ s~ll must~ b«n actually cast during that
~riod.1b~~hosen~U is Rored in your mind as
though prq>aml in rh~ normal fashion. Ifyou ar" a
spontannlus caSI~r,you instud ngain use ofa singl~

w-l~'t1 ~II dOl which has b«n used in Ih~ put 14
hours.. Ifth~ I'rCalled s~ll mjuirn material
romponrnl$, you still must provitk them in ordttto
cast the Sl"'ll. Th~ t«O\..,m1 spoe:ll rmWnsp~
(or, in th~ase ofspontannlUs cast"rs, Ih" Sl"'ll slot
rmWns ;n'ilih.bl,,) foroM hour,.and if it lusn\ b«n
as!: by th" fend of tbal tim", the s~1I is wastN.

fo\H SI'I"
School divirwtion; Lev"l clmc 9. soKfl"'r/wiurd 9
CUling TIm", full round ilol'I:ion
Compon"nts V, S. MfDF (" Ih~"dof",",nt:" silk)
R.J.ng" pt:nONll

T·rx'" you
Our.lion 1 minJ",,-"f:! or until "x~1'llkd

Fot" spin allowsyou 10 manipulat" cbana. to
achin.., r},., O\lteomn you Winl. \Vbm you cast this
spdI you gain thrft £It,, cbafB"o As 1ong;os}'OU tw...,
ill \taR on" £01" dw.rgoe rmuining. you m;oy cast othrr
insunc:n offat" spin ;OS a mO'"t .Ktion (provided you
can c.R r},., spdl.gMn). inc~asil18your {f:maining
duIgn to~. For" spin CilIl IIf:'oti il1CJf:."" u..,
numMr of UI" cbusn you Iwo.'r to mo~ !han~.
You m;oy sprnd f.I" dw.rgf:s 10 ll"~,",I" r},., fOlIowina:
tfftcrs, .1 r},., rat" indic.lt:d.

As. R.md;ord <>CIion. by o:pt:nding OMc~,
you m;oy granl ilIly C{f:.tur" within clooK 1ilIlB" (15
fttl + 5 !ttl ~r:l k-...,ls)yourchoic" of rithna +1

f.I" bonus ou -a £01" ~n.alty to alt.Jck tolls. AC and
saving Ihmws. This bonus lans unlillh" fend of Ih"
Sl"'1I's dUr,llion, .nd fOr ilIl .dditiorwl t round ptt

caR.". 1"""I.ft.".tb.at. Tht:", bonusn and pe:naltin
.Itt cumulati\.." m"aning tbal muitipl" inslancnwill
slack. Tht: la"!"l c.n I'f:Sisl thi",fftct with a sueer5&­
ful Will save, and s~U rniSlarKf: applits to this put
oflh~ s~lI.

As a .tilIldard action, by Uj>"nding two ehaI'g"'S.
you mayafftcl 1Cf<ature ~r .. caster 1~15 (to a
m.uimum of 5 crutults al10th 1('Vf:1) within dose
rang<' (15 feet + 5 f~"1 per 1 caster l~..,ls) with the
first ability. Each target can Itsist the "fftct with a
succtssful Will save, and spell r",iSlanCe appliu to
this paM ofth~ spell.

As ilII immediat~ action, by e1<pending thl"""
chargn. you maychoose th~ die f<sult ofa single
attack roll, skill ch..,k, or caSler 1~1 chtck (but not
saving throw) mad~ by .ny crurure within dose
rang~ (15 feet + 5!ttt ptt:l c.<rtt l('Vf:ls). Rules for
automatic su"",...nd £oillll'l' do nOI apply 10 rolls
.tfn:lt:d in thi..,"iI)'.

GREATER TRi\'~fORM,\ 110)1;
Schoollraru;mul.iltion; I.e'·elsorccl""r{"iurd 9
C....ling TIme' immroi,lle <>CIion
Con'ponenlS V, S. M (a .....nd oreilher b..lrs
strertgth or bear's eoo.. rorK'e with al lust 10

cha.rges, snapped wMn 1M spdl i5 c.st)
Range p<"nOndl

T.ll\et you
Dur.lion , round/le>'e1

Wbrn you cast lhit; ....,11 you tlOdf: your m.gK
fOr pIrrsica.I prmons;ond combal intuition. le...ing
somrof)'DUf""lfMhind 10 tmbraayow innet"
...'UriOL You gain. +8enh.m~tbonus 10 yow
choice of Str=gth, Denmty, or Constitution, • +'6
~b.alKM!'!ttU bonus loone ofyourothet"two
ph)"'Sical.biliry scores., and • +i enbancemml bonus
to~ third. Your bast.tud: bonus is increilKd to
your characta I.,.,..,) (..itich m;oy sJve you mulliple
.ttKks), aD)' na.IlmIi.o.rmorbonulYOU possess is
incrr.o.sN by + 8, ;ond you gain a +\0 compttena.
bon"" 10 your Fortirud" ......, for lhe Sl"'ll's dunrion.
finally, you~mr proficient with all simple.and
martia.I .....,.pons..and gain th" benefits of Ihe
W~.pon focus and W".pon Speci;oIiution "'.IS wilh
u.., ....,..pon ofyour choice:.

Whik Ir.msformed. you lose any s~llcas!ing

ability)"1>U prmoudyhad, including the ability 10
"""~ll compktion or Sl"'ll trigger items, as Ihough
lhe s~1Is had~t:d from your~U lisl, When
cast, this sptll also inffiet:s Id.. points ofability score
damag<' 10 u.., .bility sco"' which determines your
bonus s~lIsptt day (Int~llill"nc('for ...iurds.
Charisma fOr sorcerttS, ~tc.). Each time Ibis s~ll is
c.st, th.".., is a s% ch..mc" thaI the effn:15 are
p"nnilIl~nt. ilIId can only M revened by a wish or
mir..d" sp~lI.

Ifyou casl 9rNr"r trans[ormarion .s a
standard action, rathtt lhan an immediate action,
th~ duration incr~a..,s from 1tound ~r caster l~l
to 1minut~ ~r c.sl~r l,"""l. Additionally, the chance
that th~ ~ff~cr is ~nnan~nt is rwuced from 5% to
.%.

At th~ ~nd ofth~ s~U'sdurarionyour~ flash
brilli,mdy, ilfid you ar~ blinded for I round. At th~
rnd of that round, you milY instantly p~p.t~anyOn~
1SI-1~..,1 "Pdl you h",,", used during th~ last 14 houI'S.
1b~ s~ll must~ b«n actually cast during that
~riod.1b~~hosen~U is Rored in your mind as
though prq>aml in rh~ normal fashion. Ifyou ar" a
spontannlus caSI~r,you instud ngain use ofa singl~

w-l~'t1 ~II dOl which has b«n used in Ih~ put 14
hours.. Ifth~ I'rCalled s~ll mjuirn material
romponrnl$, you still must provitk them in ordttto
cast the Sl"'ll. Th~ t«O\..,m1 spoe:ll rmWnsp~
(or, in th~ase ofspontannlUs cast"rs, Ih" Sl"'ll slot
rmWns ;n'ilih.bl,,) foroM hour,.and if it lusn\ b«n
as!: by th" fend of tbal tim", the s~1I is wastN.

fo\H SI'I"
School divirwtion; Lev"l clmc 9. soKfl"'r/wiurd 9
CUling TIm", full round ilol'I:ion
Compon"nts V, S. MfDF (" Ih~"dof",",nt:" silk)
R.J.ng" pt:nONll

T·rx'" you
Our.lion 1 minJ",,-"f:! or until "x~1'llkd

Fot" spin allowsyou 10 manipulat" cbana. to
achin.., r},., O\lteomn you Winl. \Vbm you cast this
spdI you gain thrft £It,, cbafB"o As 1ong;os}'OU tw...,
ill \taR on" £01" dw.rgoe rmuining. you m;oy cast othrr
insunc:n offat" spin ;OS a mO'"t .Ktion (provided you
can c.R r},., spdl.gMn). inc~asil18your {f:maining
duIgn to~. For" spin CilIl IIf:'oti il1CJf:."" u..,
numMr of UI" cbusn you Iwo.'r to mo~ !han~.
You m;oy sprnd f.I" dw.rgf:s 10 ll"~,",I" r},., fOlIowina:
tfftcrs, .1 r},., rat" indic.lt:d.

As. R.md;ord <>CIion. by o:pt:nding OMc~,
you m;oy granl ilIly C{f:.tur" within clooK 1ilIlB" (15
fttl + 5 !ttl ~r:l k-...,ls)yourchoic" of rithna +1

f.I" bonus ou -a £01" ~n.alty to alt.Jck tolls. AC and
saving Ihmws. This bonus lans unlillh" fend of Ih"
Sl"'1I's dUr,llion, .nd fOr ilIl .dditiorwl t round ptt

caR.". 1"""I.ft.".tb.at. Tht:", bonusn and pe:naltin
.Itt cumulati\.." m"aning tbal muitipl" inslancnwill
slack. Tht: la"!"l c.n I'f:Sisl thi",fftct with a sueer5&­
ful Will save, and s~U rniSlarKf: applits to this put
oflh~ s~lI.

As a .tilIldard action, by Uj>"nding two ehaI'g"'S.
you mayafftcl 1Cf<ature ~r .. caster 1~15 (to a
m.uimum of 5 crutults al10th 1('Vf:1) within dose
rang<' (15 feet + 5 f~"1 per 1 caster l~..,ls) with the
first ability. Each target can Itsist the "fftct with a
succtssful Will save, and spell r",iSlanCe appliu to
this paM ofth~ spell.

As ilII immediat~ action, by e1<pending thl"""
chargn. you maychoose th~ die f<sult ofa single
attack roll, skill ch..,k, or caSler 1~1 chtck (but not
saving throw) mad~ by .ny crurure within dose
rang~ (15 feet + 5!ttt ptt:l c.<rtt l('Vf:ls). Rules for
automatic su"",...nd £oillll'l' do nOI apply 10 rolls
.tfn:lt:d in thi..,"iI)'.

GREATER TRi\'~fORM,\ 110)1;
Schoollraru;mul.iltion; I.e'·elsorccl""r{"iurd 9
C....ling TIme' immroi,lle <>CIion
Con'ponenlS V, S. M (a .....nd oreilher b..lrs
strertgth or bear's eoo.. rorK'e with al lust 10

cha.rges, snapped wMn 1M spdl i5 c.st)
Range p<"nOndl

T.ll\et you
Dur.lion , round/le>'e1

Wbrn you cast lhit; ....,11 you tlOdf: your m.gK
fOr pIrrsica.I prmons;ond combal intuition. le...ing
somrof)'DUf""lfMhind 10 tmbraayow innet"
...'UriOL You gain. +8enh.m~tbonus 10 yow
choice of Str=gth, Denmty, or Constitution, • +'6
~b.alKM!'!ttU bonus loone ofyourothet"two
ph)"'Sical.biliry scores., and • +i enbancemml bonus
to~ third. Your bast.tud: bonus is increilKd to
your characta I.,.,..,) (..itich m;oy sJve you mulliple
.ttKks), aD)' na.IlmIi.o.rmorbonulYOU possess is
incrr.o.sN by + 8, ;ond you gain a +\0 compttena.
bon"" 10 your Fortirud" ......, for lhe Sl"'ll's dunrion.
finally, you~mr proficient with all simple.and
martia.I .....,.pons..and gain th" benefits of Ihe
W~.pon focus and W".pon Speci;oIiution "'.IS wilh
u.., ....,..pon ofyour choice:.

Whik Ir.msformed. you lose any s~llcas!ing

ability)"1>U prmoudyhad, including the ability 10
"""~ll compktion or Sl"'ll trigger items, as Ihough
lhe s~1Is had~t:d from your~U lisl, When
cast, this sptll also inffiet:s Id.. points ofability score
damag<' 10 u.., .bility sco"' which determines your
bonus s~lIsptt day (Int~llill"nc('for ...iurds.
Charisma fOr sorcerttS, ~tc.). Each time Ibis s~ll is
c.st, th.".., is a s% ch..mc" thaI the effn:15 are
p"nnilIl~nt. ilIId can only M revened by a wish or
mir..d" sp~lI.

Ifyou casl 9rNr"r trans[ormarion .s a
standard action, rathtt lhan an immediate action,
th~ duration incr~a..,s from 1tound ~r caster l~l
to 1minut~ ~r c.sl~r l,"""l. Additionally, the chance
that th~ ~ff~cr is ~nnan~nt is rwuced from 5% to
.%.

At th~ ~nd ofth~ s~U'sdurarionyour~ flash
brilli,mdy, ilfid you ar~ blinded for I round. At th~
rnd of that round, you milY instantly p~p.t~anyOn~

1SI-1~..,1 "Pdl you h",,", used during th~ last 14 houI'S.
1b~ s~ll must~ b«n actually cast during that
~riod.1b~~hosen~U is Rored in your mind as
though prq>aml in rh~ normal fashion. Ifyou ar" a
spontannlus caSI~r,you instud ngain use ofa singl~

w-l~'t1 ~II dOl which has b«n used in Ih~ put 14
hours.. Ifth~ I'rCalled s~ll mjuirn material
romponrnl$, you still must provitk them in ordttto
cast the Sl"'ll. Th~ t«O\..,m1 spoe:U rmWnsp~
(or, in th~ase ofspontannlUs cast"rs, Ih" Sl"'ll slot
rmWns ;n'ilih.bl,,) foroM hour,.and if it lusn\ b«n
as!: by th" fend of tbal tim", the s~1I is wastN.

fo\H SI'I"
School divirwtion; Lev"l clmc 9. soKfl"'r/wiurd 9
CUling TIm", full round ilol'I:ion
Compon"nts V, S. MfDF (" Ih~"dof",",nt:" silk)
R.J.nS" pt:nONll

T·rx'" you
Our.lion 1 minJ""-"t:! or until "x~1'llkd

Fot" spin allowsyou 10 manipulat" cbana. to
achin.., r},., O\lteomn you Winl. \Vbm you cast this
spdI you gain thrft £It,, cbafB"o As 1ong;os}'OU tw...,
ill \taR on" £01" dw.rgoe rmuining. you m;oy cast othrr
insunc:n offat" spin ;OS a mO'"t .Ktion (provided you
can c.R r},., spdl.gMn). inc~asil18your {f:maining
duIgn to~. For" spin CilIl IIf:'oti il1CJf:."" u..,
numMr of f.o.l" cbusn you Iwo.'r to mo~ !han~.
You m;oy sprnd f.I" dw.rgf:s 10 ll"~,",I" r},., fOlIowina:
tfftcrs, .1 r},., rat" indic.lt:d.

As. R.md;ord <>CIion. by o:pt:nding OMc~,
you m;oy granl ilIly C{f:.tur" within clooK 1ilIlB" (15
fttl + 5 !ttl ~r:l k-...,ls)yourchoic" of rithna +1

f.I" bonus ou -a £01" ~n.alty to alt.Jck tolls. AC and
saving Ihmws. This bonus lans unlillh" fend of Ih"
Sl"'1I's dUr,llion, .nd fOr ilIl .dditiorwl t round ptt

caR.". 1"""I.ft.".tb.at. Tht:", bonusn and pe:naltin
.Itt cumulati\.." m"aning tbal muitipl" inslancnwill
slack. Tht: la"!"l c.n I'f:Sisl thiSf:fftct with a sueer5&­
ful Will save, and s~U rniSlarKf: applits to this put
oflh~ s~lI.

As a .tilIldard action, by Uj>"nding two ehaI'g"'S.
you mayafftcl 1Cf<ature ~r .. caster 1~15 (to a
m.uimum of 5 crutults al10th 1('Vf:1) within dose
rang<' (15 feet + 5 f~"1 per 1 caster l~..,ls) with the
first ability. Each target can Itsist the "fftct with a
succtssful Will save, and spell r",iSlanCe appliu to
this paM ofth~ spell.

As ilII immediat~ action, by e1<pending thl"""
chargn. you maychoose th~ die f<sult ofa single
attack roll, skill ch..,k, or caSler 1~1 chtck (but not
saving throw) mad~ by .ny crurure within dose
rang~ (15 feet + 5!ttt ptt:l c.<rtt l('Vf:ls). Rules for
automatic su"",...nd £oillll'l' do nOI apply 10 rolls
.tfn:lt:d in thi..,"iI)'.

GREATER TRi\'~fORM,\ 110)1;
Schoollraru;mul.iltion; I.e'·elsorccl""r{"iurd 9
C....ling TIme, immroi,lle <>CIion
Con'ponenlS V, S. M (a .....nd oreilher b..lrs
strertgth or bear's eoo.. rorK'e with al lust 10

cha.rges, snapped wMn 1M spdl i5 c.st)
Range p<"nOndl

T.ll\et you
Dur.lion , round/le>'e1

Wbrn you cast lhit; ....,11 you tlOdf: your m.gK
fOr pIrrsica.I prmons;ond combal intuition. le...ing
somrof)'DUf""lfMhind 10 tmbraayow inntt
...'UriOL You gain. +8enh.m~tbonus 10 yow
choice of Str=gth, Denmty, or Constitution, • +'6
~b.alKM!'!ttU bonus loone OfyourothttTWo
ph)"'Sical.biliry scores., and • +i enbancemml bonus
to~ third. Your bast.tud: bonus is increilKd to
your characta I.,.,..,) (..itich m;oy sJve you mulliple
.ttKks), aD)' na.IlmIi.o.rmorbonusyou possess is
incrr.o.sN by + 8, ;ond you gain a +\0 compttena.
bonus 10 your Fortirud" ......, for lhe Sl"'ll's dunrion.
finally, you~mr proficient with all simple.and
martia.I .....,.pons..and gain th" benefits of Ihe
W~.pon focus and W".pon Speci;oIiution "'.IS wilh
u.., ....,..pon ofyour choice:.

Whik Ir.msformed. you lose any s~llcas!ing

ability)"1>U prmoudyhad, including the ability 10
"""~ll compktion or Sl"'ll trigger items, as Ihough
lhe s~1Is had~t:d from your~U lisl, When
cast, this sptll also inffiet:s Id.. points ofability score
damag<' 10 u.., .bility sco"' which determines your
bonus s~lIsptt day (Int~llill"nc('for ...iurds.
Charisma fOr sorcerttS, ~tc.). Each time Ibis s~ll is
c.st, th.".., is a s% ch..mc" thaI the effn:15 are
p"nnilIl~nt. ilIId can only M revened by a wish or
mir..d" sp~lI.

Ifyou casl 9rNr"r transformarion .s a
standard action, rathtt lhan an immediate action,
th~ duration incr~a..,s from 1tound ~r caster l~l
to 1minut~ ~r c.sl~r l,"""l. Additionally, the chance
that th~ ~ff~cr is ~nnan~nt is rwuced from 5% to
.%.

At th~ ~nd ofth~ s~U'sdurarionyour~ flash
brilli,mdy, ilfid you ar~ blinded for I round. At th~
rnd of that round, you milY instantly p~p.t~anyOn~
1SI-1~..,1 "Pdl you h",,", used during th~ last 14 houI'S.
1b~ s~ll must~ b«n actually cast during that
~riod.1b~~hosen~U is Rored in your mind as
though prq>aml in rh~ normal fashion. Ifyou ar" a
spontannlus caSI~r,you instud ngain use ofa singl~

w-l~'t1 ~II dOl which has b«n used in Ih~ put 14
hours.. Ifth~ I'rCalled s~ll mjuirn material
romponrnl$, you still must provitk them in ordttto
cast the Sl"'ll. Th~ t«O\..,m1 spoe:ll rmWnsp~
(or, in th~ase ofspontannlUs cast"rs, Ih" Sl"'ll slot
rmWns ;n'ilih.bl,,) foroM hour,.and if it lusn\ b«n
as!: by th" fend of tbal tim", the s~1I is wastN.

fo\H SI'I"
School divirwtion; Lev"l clmc 9. soKfl"'r/wiurd 9
CUling TIm", full round ilol'I:ion
Compon"nts V, S. MfDF (" Ih~"dof",",nt:" silk)
R.J.ng" pt:nONll

T·rx'" you
Our.lion 1 minJ",,-"f:! or until "x~1'llkd

Fot" spin allowsyou 10 manipulat" cbana. to
achin.., r},., O\lteomn you Winl. \Vbm you cast this
spdI you gain thrft £It,, cbafB"o As 1ong;os}'OU tw...,
ill \taR on" £01" dw.rgoe rmuining. you m;oy cast othrr
insunc:n offat" spin ;OS a mO'"t .Ktion (provided you
can c.R r},., spdl.gMn). inc~asil18your {f:maining
duIgn to~. For" spin CilIl IIf:'oti il1CJf:."" u..,
numMr of UI" cbusn you Iwo.'r to mo~ !han~.
You m;oy sprnd f.I" dw.rgf:s 10 ll"~,",I" r},., fOlIowina:
tfftcrs, .1 r},., rat" indic.lt:d.

As. R.md;ord <>CIion. by o:pt:nding OMc~,
you m;oy granl ilIly C{f:.tur" within clooK 1ilIlB" (15
fttl + 5 !ttl ~r:l k-...,ls)yourchoic" of rithna +1

f.I" bonus ou -a £01" ~n.alty to alt.Jck tolls. AC and
saving Ihmws. This bonus lans unlillh" fend of Ih"
Sl"'1I's dUr,llion, .nd fOr ilIl .dditiorwl t round ptt

caR.". 1"""I.ft.".tb.at. Tht:", bonusn and pe:naltin
.Itt cumulati\.." m"aning tbal muitipl" inslancnwill
slack. Tht: la"!"l c.n I'f:Sisl thi",fftct with a sueer5&­
ful Will save, and s~U rniSlarKf: applits to this put
oflh~ s~lI.

As a .tilIldard action, by Uj>"nding two ehaI'g"'S.
you mayafftcl 1Cf<ature ~r .. caster 1~15 (to a
m.uimum of 5 crutults al10th 1('Vf:1) within dose
rang<' (15 feet + 5 f~"1 per 1 caster l~..,ls) with the
first ability. Each target can Itsist the "fftct with a
succtssful Will save, and spell r",iSlanCe appliu to
this paM ofth~ spell.

As ilII immediat~ action, by e1<pending thl"""
chargn. you maychoose th~ die f<sult ofa single
attack roll, skill ch..,k, or caSler 1~1 chtck (but not
saving throw) mad~ by .ny crurure within dose
rang~ (15 feet + 5!ttt ptt:l c.<rtt l('Vf:ls). Rules for
automatic su"",...nd £oillll'l' do nOI apply 10 rolls
.tfn:lt:d in thi..,"iI)'.

GREATER TRi\'~fORM,\ 110)1;
Schoollraru;mul.iltion; I.e'·elsorccl""r{"iurd 9
C....ling TIme' immroi,lle <>CIion
Con'ponenlS V, S. M (a .....nd oreilher b..lrs
strertgth or bear's eoo.. rorK'e with al lust 10

cha.rges, snapped wMn 1M spdl i5 c.st)
Range p<"nOndl

T.ll\et you
Dur.lion , round/le>'e1

Wbrn you cast lhit; ....,11 you tlOdf: your m.gK
fOr pIrrsica.I prmons;ond combal intuition. le...ing
somrof)'DUf""lfMhind 10 tmbraayow innet"
...'UriOL You gain. +8enh.m~tbonus 10 yow
choice of Str=gth, Denmty, or Constitution, • +'6
~b.alKM!'!ttU bonus loone ofyourothet"two
ph)"'Sical.biliry scores., and • +i enbancemml bonus
to~ third. Your bast.tud: bonus is increilKd to
your characta I.,.,..,) (..itich m;oy sJve you mulliple
.ttKks), aD)' na.IlmIi.o.rmorbonulYOU possess is
incrr.o.sN by + 8, ;ond you gain a +\0 compttena.
bon"" 10 your Fortirud" ......, for lhe Sl"'ll's dunrion.
finally, you~mr proficient with all simple.and
martia.I .....,.pons..and gain th" benefits of Ihe
W~.pon focus and W".pon Speci;oIiution "'.IS wilh
u.., ....,..pon ofyour choice:.

Whik Ir.msformed. you lose any s~llcas!ing

ability)"1>U prmoudyhad, including the ability 10
"""~ll compktion or Sl"'ll trigger items, as Ihough
lhe s~1Is had~t:d from your~U lisl, When
cast, this sptll also inffiet:s Id.. points ofability score
damag<' 10 u.., .bility sco"' which determines your
bonus s~lIsptt day (Int~llill"nc('for ...iurds.
Charisma fOr sorcerttS, ~tc.). Each time Ibis s~ll is
c.st, th.".., is a s% ch..mc" thaI the effn:15 are
p"nnilIl~nt. ilIId can only M revened by a wish or
mir..d" sp~lI.

Ifyou casl 9rNr"r trans[ormarion .s a
standard action, rathtt lhan an immediate action,
th~ duration incr~a..,s from 1tound ~r caster l~l
to 1minut~ ~r c.sl~r l,"""l. Additionally, the chance
that th~ ~ff~cr is ~nnan~nt is rwuced from 5% to
.%.



S<:hool ~ocalion [good]: leVl'I cleric 8, druid 8
Casting Time 4 hours; Sl:gmenled 6 caSlings
ComponenlS V, S. M (herbs, oils, and incmse wOrlh
al leasl 1.500 gp). OF
Rangt.' touch
Area one sit.,. building, or Slruetuo: up to a lQO-It.

radius
Duration inSlanlanrous
Saving Throw K"fIlext; Spt'll RKistancc see text

Holy~rl«nW:eu panicuLu site, buildintl
orotructure a ho/y site. This has In.., major eff«l$.

fin!, the sil" is warded by a holy (Iura effect.
Se<:ond. the DC to ~S1 positj,..., channeled

energy ,,~thin this area sains a +6 SKft'd bonus and
the DC to resist negativeencrgy isredoced by6.
Additionally. aII)'Orle attemptms to channd negative
Irn"'SY must succ.,.w on a DC 10 Charisma check or
rise they are un.ahk to channel th., energy, and their
use of that ability is wasted. Spell rnist~ce don nor
appJy to this .&JJeet. lhii provision don not apply to
the druid >.......ron of the spell.

Third•.wyde~ bodywhkh spendsat least l4
COm«1ltr,.., boun in a site affected by holy pre5"ftC"

cannot th"",aft6 be turned into an und""d ~ture.
11m dfeet On the corpse is permanent, but an be
rn'eIVd with a wish Ot mirock spell.

Fourth, any wattt sources within the spell's
area, and any wal6 ..iUch stays in the spell'urea for
al least ~ consecutive houn. is .&JJected as though by
the bless wat.". spell. Additionally, any_apons
"iUCh st.y in the spell's area for .II lust ~ consecu·
tr,.., houn are .&JJected ill though by the bless ",",pon
spell. In both cases.. iftakenoutsid., the spell'sare..,
the dfect Wts for one .._k before f~ng.

Finally. you C.lll choose up to Sut of the
fono...ina: spell dfects to be affixed to the ..ffected
sit". These spell effects remain ..slong ill the holy
~ o:mains in effect...nd functions throughout
the entire site. regardless of the oomW duration ..nd
area ofeffect. fot ""ch spell effect, you m.oy designate
whrther Ihe effect applies to ..11 creatures, cre..lUres
who duo: your faith or allgnment, or creatures who
adh"re 10 another faith oraHgnment.

Spell "ffects that you can choose for this effeet
include: aid, oon", bl"56, colm "malians, cous" fear,
darkness. daylight, dtGth ward, deeper darkness.
detect IIM1, detect mogic, d"tect poison, dimensional
anchor. discern /i"s, dispel evil, dispel mllgic, endure
elements, fr£edom ofmllWm"nt, invisibility purge,
neutralize poislln, protection from "n"'gy, remove
frIIr, resist energy. sil"nct!, tongues, woter breathing,

and zont! oftruth. Saving throwsand spell resislanee
mighr apply to Ihn.c:: spells' ~ffects..

An ar~a can only rec"ive One holy pres"ne"
effect at on~ time. Ifan area is affected by both holy
presf!nC" and hollow. the hal/ow is suppressed within
th~ area of the holy pres.me". Holy Presf!nce counters,
but does not dispc:l. unholy preurr«:.

S<:hool .....ct...nlmenl (ehann) [mind.affectingl;

len" bard J., sorcerer/wizard 4
T"'lIeI one living crealurc
Dur.. tion I day/level

11m spell functions like incitt! person, except
that the dfect is DOl rnlricted bycn:alUR type,

"CITE PERSO,"
School enchantment (chann) [mind-alfl.'C'tingl;
Ln'",1 bard I, inquisitor I, sor<:eTW/wizard 1

CaSI ing TI""" 1 stilnd.1rd .letion
ComponenlS V. S
Range dose (lS ft.• S ft-!1 levels)
T"'lId one hUm.llnoid creatu~

nur"lion I hour/leve:l
Saving Throw Will negates; Spell R<'$isl ..nC"')"'5

11m charm tII.Ilr= .. hllllWloid cn:ature regard
you, or.anotbc::r c:rNture ofyour choice that the urge!
bon at least pauing knawl.edge or. as a haled and
unDum."Orthy Irn..my (treal the UrgCt's attitude ill

bostik). Ifth~~I cutTfttt/y has positive Jnlings
Il..."at'tis that cn::ature (..ttitude of friendly or better)
il gets a +'j bonus on ils saving throw.

Th~ spc:ll does 001 automaticllUy cause lhe
target to attack you (or the cn::ature ofyour choia),
but it does perc:eio.T your ..'Ortis and .Koons (or those
of the cn::..ture ofyour choice) in the least fil\'Orlible
"'ay. Deplrnding on th~ larget'S nalU~. and the
nature of th" other co:ature, the target m.oy simply
;n'Oid the other cn::alUo:. it mar""'rbally lISsaUlt the
e~ature, it may attempl to hano th... crellture with­
oUl directlyconfronting it (such liS by st"aling from il
orspr~ading malicious rumOR 1boul it), or it may
attack it in a murderous fa!"'. Exceptionaillets of
kindness t""'atds th" target by the crelilUre "nd th.,
spell immediately.

"'AOAZ S DREAR' VAI'OR~
S<:hool conjuration (creation); ~vel bard S'
sorcerer/wizard S' witch S
Casting Time I immediate actiOI1



ComponenlS V, S, F ('In OTTO'" ofsleep or a pl~ie's

slt<'p arrow)
Range medium (woo ft ... 10 ft./level)
A~a ;w.ft. radius burst
Duralion 1 round

SavinS Throw Will p.:arti.1I,~ I(!XI; Spell
Resisl.:lnc~ no

1G2bcrz's drHry Wlp<NS <:J'<'atn a bank oflhin,
wispy, sky-blue ""po" This "'por don DOl

signifiandy impeod.. vision; bO'lO~,~ <:J'<'ature
aushl ..-ilrnn the ''''por ..no is M ..1hins is .:affected
ino~ oJ K\'e~I ...~"S bHcd. on irs bit d~.

Any breathina <:J'<'..ture ..ith 3 or fcweT HD
immedi.l~1ybllsaskcp (no,...,;"g throw). Crearnrn
..-itb of to 6 HD must RK:«'ftl on .. Will W\'e orb11
ilSkep. E\'en if they sucecnl on m., ,...,.." lhey
immedi.ltely becom.. f..tigued. Cre..rurn ..-ith more
Ihln 6 HD must succ~on .. Will......., or become
f..tisued. Creatures ",ho rem.oin in the cloud for
mulliple rounds (~below)must m.ake .. new wvi"ll
throw each round. If .. "",ature is~..dyexhauS!ed
",hen Kaooz's drfllry Wlp<Jrs would make him or her
fatigued, tnal "",ature immediately falls asleep.

Ifyou C.:lSI Kobaz's duo,"! wpors as a Slandard
aclion, rather than an immediate action, the cloud
lasrs for I minute pucuter l~l. The cloud mo\<e5at
a raIl' of 10 feet per round. Bydefault, the cloud
movn direcdy away from you, bul you can spend a
m~ aClion to direcl the cloud', mavnnent forth.ol
round.

.Because lbe vapon are be<rVier than air, Ihey
sink 10 Ihe l""tiI le\'eI. of !he land, r\'l'n pouring
down den or sinkhole openings (!hough you an
pm'ent lhis by directins the cloud's IDO\'nDenl, as
..1>0\'1'). II annal penelr..le Iiquid5, nor an it be caA
undeno...ter.

"\B""" Rf \ IH1171'G RFST
School cnch.lnl~nt(compulsion) [mind-

..ffecting]; weJ tword 50 SOKft"et"/wiz;rrd 50 ..-itch S
Caslins lim.. , round
Compon~nlSV, S. M (00.."11 feathers from" cooall,
a sip ofsheep's milk. or a pinch ofsleeping powder)
Rang.. close (15 ft •• S fl./I Ievcls)
T ..rllels one or mOre li"ing creatures "'ithin a Io-ft,

radius burst

Duralion 5 min./level (5eC rext)
s..vlng Throw Will ncg<ires: Spell Resistance yes

This spell causeSa JlliIgical slumber to com~
upon up to I) HD ofcreatures. Creatures with the
fewest HD are affected first. Amoug creatures with

the same number of HD, those cloie'St to the spell's
point oforigin are affected first, HD thlt are not
suflicienllo ~ect .. cre.ture are ..·uted. Sleq>ing
""aturn Me helplns. Slapping Ot ....:MInding
.....l:=s;on ~ecled<:J'<'ature, bul noise don not.

A..~ a <:J'<'ature is a SI.&ndan:l. Ktion (;on
..ppliGllion of the .KI ,)flod~raction). Kaba.z's rm­
ra/izin9 nsf does nor l.arset unconscious """..turn,
COJI5tnK:[s, or llIldf,ad. Willing sub;«u do not counl
apintt the HD limir of !he ip'lI, meaninB tlwt this
5pdI c;on ~ect ~ number ofwilling~ in
addition to 15 HD ofunwilling targets.

Cre.rnrn who are,zUowed 10 res! peacdiilly for
the eulirrtyof!he spdI's duralion "wUcn refrnhed,
lwving reo:J\..,red IdS bit poinlS per 1 c<lt5ler le\'ek (to
• mnimum of sd8 at lOIh Inti), SpeUC...ten....ho
res! in this r..shionare, upon ...·akening. ..ble to
immed.i.1tely pttp.lJT any one spell of znd In'el or
10000..,r they h.Jo,.., II5ed. during Ihe JaSl: 10tb~ The
spell 10 be r«oYered must na\'e been .KIually ","st
during thai period. The chosen spell is stored in the
spellc••ter's mind a.lhough prepared in th~ nannal
fashion. If he or she is • spontaneous c••ler, he or she
in.lead regains use of a singl~ 1St 01' lnd-I~1 spell
slot which has been us~d in the pUI10t hours. If the
recalled spell requires mat~rialcomponents, the
spellcaster .till must provide them in order tocaSI
the spell. The I'«OWred spell remains prepared (or,
in th~ case of spontaneous castten, th~ spell slot
remains .......i1thle) for one houul1er lhe .pdtc."er
.",mns,;md ifit hasn't been cast by the end oftlwt
time, it is wiISled.

InE~IPHO'

School necromancy; te"elsotcf:rer/wiLJrd 6, ..~tch,
C"sling nm~ I sundard K1ion
Components V. S. F ("n engr.,'ed platinum rod
"'onh at!east).ooo@.p)
ltang~ tooch
Ta~~1 living "",..mA:' touched
Dur..tion insuntolneous (Ke 161)
SavinI; Throw Fortitude negale; Spc.1I RP5ist..n~

l~

Wi!h • rouch, you drain yout 1.1JE"'f's life
essoence, dam.oging hisor hter spirit .nd using lhe
energy to further~ryour m.agic. Your successfu.l
melee touch arr..ck d~.ls Id6 poinl1 ofd.una8" per 2
caster l~ls (maximum 15d6),

For~ry '0 points of damage inflicted in this
way, you instantly pr~par~anyone 1St-I~15pellthat
you h"".., used during th~ last 10t hours.



The spdb must h~'-e b«n ~etu~Jlycast during th~t

p"'riod. The chO&f:n sJ>"lls al'e stored in your mind ~s

rhough pl'epal'ed in the norm~1 f~shion. Ifyou ~re ~

spont~n""us c~ster, you inste~d l'e8~in use. orthal
manylst~levdsJ>"U slots which Iud b«n u",d in the
past '4 hours. If the 1"K~J1ed SP"1ls require mUeri.Jl
compon=ts.~ still mUSI pl'O\ide them in ordttto
c~st that spdI. The 1"«O\'eI'ed sp"'lIs remain pr"Pol=d
(or. in the case. ofspont~n~s casten, the 5p"'U slOls
r=Wn .....w.hle) foroM hOUT, and if they h.r.-en't
bttn US[ by rhe end ofthat lime, Ihq' llre wast""".

L1GHI'\I'''L I.A..H
School evoation [electricity]: 1A"el
SOI"CC'I'eI/wiZilrd J
C~Slinfl TIme' standard action
Components V. S, M (a ...hip. de$uO'!"f/'d in tho,>
erelltion of the ligltlninglaslt )
R.;r,nge 0 It
[fflKl one liglunins whip
Duution I round/l~

Soo,-ing Throw FO[litudC' partial: Spco,ll RKisl~nc",,..
This spdI cn~1na magieal ..i1ip~e of

lighmiDgwhich IOnns in your hane!' You canall.Kk
..ith the whip~~ "-eapon. Trealsuch allxks as
touch ~[Ixkswith lO-foot reach. Each sucCflSfuI hil
dem 2<4 points ofdect.ricity damall'l' ptr fi,.-., castn
lewlsyou pos.sns (IO~ maximum of8d.t al 20th
!n-ell. ;md the~ mUSI mCCftd on a Fortitude
Q\-., or be stunned for I round. The whip deals double
d..un.o.gr on a critical hil and onJy tmat<ms on a
IUtural20. Treat the lightning hlsh as a ..+.ip for the
purposn ofd.,r:nmining wh.,r:htt or not you are
pmfic>=t with il.

Ifyou cast ~ s«ond lightning lash while Ihe fin!
is stiD in effecl, the KCOnd lightning Iosh
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l.uhes count ;lS one-handed weapons for the
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liGHTNING SHiEl ()
School evoc~tion lcle<:tricity]; Level
sorcerer/wizard 6

Cuting Time 1 standard action
Componenls V. S, M (a chunk ofpure copper 01\')

Range personal
Target Y<.lU
Dur~ti<.ln I round/level (0)
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b.or>dheld ""'~pon deals r><>rmaI damage, but allhe
WIIlt' time the ~[Iackrrrn:c. )<16 points ofelectricity
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deer, you gm. dectricity mlisuna equal 10~ yow
GSler \nod (toa mu;mum of .10 at 20th Jeo.-el).

Finally, as a standard ..roon any time before tlte
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10(,\H TRL\Sl'R£

School divination; IA""I b.1rd 4, SO/"Cerer'...iZilrd"
Casting Time I standard ""ion
Components V, S. F (one coin. at least JOO yelll'$
old)
Range touch
Tnget lI1iIp touched
Duration in~lam~neous

S<iving Throw none; Spell Resi~tance no

At your touch, ~ pl'e.rnsting mop shimmen, as
a number of l'ed ·X·s m~gically~ppear in various
places ~cross ils surface, marking the locations of
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an ~re~. The m~p must he I'e~son~blyaccurate, and
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automatically fails.
Th~ map can b",;e,t to any scal~> but th~ larg~r

th~ s<:al~, th~ I~ss pr«i,;e,1y it will.how th~ location
of any ~al~dt...,asur~. Foro:ampl~,a map of a
dungeon mighl show th~ rooma =asur~ is in, or
~nwhich part of th~ room, if th~ tr~asur~ is hidd~
b~hind a part of th~wall. or somdhing simila~whil~

a map of a contin~t will b~ unIikdy to b" any mo...,
pr~ci.., than which county or mountain rang~ Ih~

t...,asur~ is locat~d in.
This s~ll don not r~al any infonnation

about any guardians or oth~r obstad~stowards
tN~gth~ t...,asu..." nordo~s it r~al th~ o:acl
naru..., of th~ tr~asur~. It doe;, ho",,~vfi, ...",..,al th~
relati"" valu~ of th~ tr~asu",s: th~ mo.., a I..,asu...,
hord~ is worth, th~~rth~ ·X· mark on th~ map.
D~~ndingon th~ s<:al~ ofth~ map, =asu.., hordes
of a c~rtain valu~ or less may not show up on th~

map: a p"asant"sstash of 40 cp might showup on th~

map ofa sl~~py fishing villag~> but wouldn~ show
up on th~ map ofa whol~ country.

MIIGIC INSTRUMENT
School transmutation; Level hard 0
Casting Time I standard action
Components V, 5

Apprenuce, by IknG

Ra.ng" touch
Targ"l musical inslrument louch~-d
Duration I min./level
Saving Throw Will n~-gatcs (harmless, objccr);
Spell Resistance yes (harmless. obje<:t)

Mugic instrument gives an instrument a +l
enhancem~nt bonus, which is added to any P"rfonn
chn:ks mad~ using that instrum~nl.l1risbonus
stacks with any bonus from a masterwork
instrum~nl.

MlllANIS LESSER MISSILE BARRAGE
School evocation [force]: Level sorcercrlwiz.ard 3
CaSling Time I Slandard aClion

Compon"nls V. S
Range 30 ft.
Area One or more creatures within a 3o-ft. mile
Duration inSlantaneous
Saving Throw none; Spell Resislance yes

A numb"r of halls of cond~,;e,dmagical ~ergy
fly forth from your oulstr~lchedhand, slamming into
th~irtargetswith lethal forc~.This spell c...,ales one
such missile p"r casler I~I (to a maximum of '0
missil~sat 10th I~d) which can b" divided among
any numb"r of targets in what~configuration th~

casta likes, as long as thry are all within th~ spell's
area. Each missil~ strikes its target un~rringly,so long
as the tar8"1 has less than total cov~ror conc~alm~nt,
dealing ,d4+l poinls offorce dama8'" Specific parts
of a targ~t cannot b" singl~dout, and th~ sp"ll does
not dama8" objects.

Molonis'lesser missile barrage counts as mugic
missile for the purposes of sp"lls or eff~ctswhich
enhance or prot~clagainst magic missile.

MAlAN IS MISSIl.E BARRAGE
School evocation [force]: Level sorccrcrfwiz.ard 6
CaSling Time I slandard aClion
Componenls y, S

Ra.nge 60 fl.
Area Olle Or more creatures within a 6o-ft. burst

Duration instantaneous
Saving Throw none; Spell Res;slance yes
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dungeon mighl show th~ rooma =asur~ is in, or
~nwhich part of th~ room, if th~ tr~asur~ is hidd~
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Ra.ng" touch
Targ"l musical inslrument louch~-d
Duration I min./level
Saving Throw Will n~-gatcs (harmless, objccr);
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instrum~nl.

MlllANIS LESSER MISSILE BARRAGE
School evocation [force]: Level sorcercrlwiz.ard 3
CaSling Time I Slandard aClion

Compon"nls V. S
Range 30 ft.
Area One or more creatures within a 3o-ft. mile
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of a targ~t cannot b" singl~dout, and th~ sp"ll does
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MAlAN IS MISSIl.E BARRAGE
School evocation [force]: Level sorccrcrfwiz.ard 6
CaSling Time I slandard aClion
Componenls y, S

Ra.nge 60 fl.
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enhancem~nt bonus, which is added to any P"rfonn
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stacks with any bonus from a masterwork
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MlllANIS LESSER MISSILE BARRAGE
School evocation [force]: Level sorcercrlwiz.ard 3
CaSling Time I Slandard aClion

Compon"nls V. S
Range 30 ft.
Area One or more creatures within a 3o-ft. mile
Duration inSlantaneous
Saving Throw none; Spell Resislance yes

A numb"r of halls of cond~,;e,dmagical ~ergy
fly forth from your oulstr~lchedhand, slamming into
th~irtargetswith lethal forc~.This spell c...,ales one
such missile p"r casler I~I (to a maximum of '0
missil~sat 10th I~d) which can b" divided among
any numb"r of targets in what~configuration th~

casta likes, as long as thry are all within th~ spell's
area. Each missil~ strikes its target un~rringly,so long
as the tar8"1 has less than total cov~ror conc~alm~nt,
dealing ,d4+l poinls offorce dama8'" Specific parts
of a targ~t cannot b" singl~dout, and th~ sp"ll does
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any numkr oft~ts in what~configurationth~
caster Ilk..,;, as long as thry....., all within th~ sp~ll's

area. Each missil~ strim its targd un~rringly,so long
as th~ targ<'t has less than total co,,~ror conc~alm~nt,
dealing Id4+I points offorce damag<'. Sp.,.,ific parts
of a targ~t cannot he singl~dout, and th~ spdl d""s
not damag<' hdd oratt=d~dobja-ts (though unat­
t~ndfil obj~ctscan k targ~tfil and damagfil nor­
mally).

Controlling that many missil..,;at onc~ is
incrnlibly taxing m=tally, h~r,and you must
mak~ a concentration ch.,.,k (Idzo + caster I~vd +
rd~ant ability sco,.., modifi~r) top=nt missil~s

from going astray. Of the missiln creat~d by th~

sp"ll, you can control a number "'Ilial to your con­
c=tration ch~ck - zo (for"""mple, a conc~ntration

chn:k of 35 would allow you to control '5 missil~.).

Any mis.il~s not succ..,;sfully controll~d fly about
randomly and find thruown t~ts: for ~ach .uch
mi.sil~, the OM dffid~. ona n~ targd (~ith~r

randomly or byfiat). Such targd. can includ~your
alli~., or.",."n you.

Molonis'missil., barro9" counts as m09ic missil"
for th~ purpos..,; of sp"lls or ~ffa-tswhich ~nhanc~or
prot~ctagainst m09ic missil".

MilUlNIS MISSILESHIELD
School evocation [forc~]: Level sorcerer/wizard 9
Casting Time I round
Components V. S
Range personal
Target you
Duration I min./level or until expended

You create a numkr of balls of magical ~n~rgy,

which kgin circling you, prot~ctingyou from hann.
This sp"ll creat~s two such missiln p~r cast~r 1.",.,,1
(toa maximum of 40 missil..,;at lOth le"d). You gain
a ddl~ction bonus toAC "'Iual to 1/5th th~ numkr
of missiln you cr~ate, rounded down (so ifyou
creatfil34 missiln. you would gain a +6 ddl~ction

bonus toAC). This bonus don not stack with other
ddla-tion bonuses, including ddl.,.,tion bonu..,.
from oth~r instances of this 'p"ll.

As part ofth~ action ofcasting the sp"ll, and in
subsequent rounds asa standard action, you may
rd~a.., up to 5 of the sp"ll's missiles, hurling th~m at
oppon~ntswith lethal forc~. You maydivid~ th~se

missil~s amongst any numb~rof targ~tsyou can s~e,

in wha=rconfiguration you 11k~. Each missile
stril;.,s its target un~rringly,so long as th~ targd has
I~ss than total covaorconcealm=t, d~aling Id4+1
points of forc~ damag<'. Sp.,.,ific parts ofa ta"8"t
cannot be singl~dout. and th~ sp"ll d"". not damage

held or att~nd~d obj.,.,ts (though IllLiIttendfil obj.,.,ts
can k target~d and damaged nonnally). Spell ,..,sis­
tanc~ appli..,; to this dfa-t.

Missil~s",I~ased in this wayreduc~the
ddla-tion bonus provid~d byth~ sp"ll accordingly
(for """mpl~, if you C,..,atfil34 missil~s, and u..,d 4 of
th~m, reducing th~ numberofr~mainingmissiln to
30, your ddl.,.,tion bonus ",..,uld still k +6, but ifyou
used 5 ofth~, r~ducing the numkrof,..,maining
missil~s to 19, it",..,uld drop to +5. If, in the following
round, )..,u released 3 more, r~ducing th~ numkrof
remaining missiles to z6, th~ bonus would stay at +5,
but ifyou rd~ased 5 inst~ad, reducing the numkr of
remaining missiles to 24, th~ bonus ",..,uld further
d.,.,reas~ to +4.)

Malon;.' m;.sil~ shi"ld counts as m09ic m;ss;l"
for th~ purposn of sp"lls or ~ffa-tswhich ~nhanc~or
prot~ctagainst m09ic missil".

MIND EXTRACTION
School enchantment [mind-affecting]; Lev,,1
wizard 8
Casting Time Istandard action
Components V, S

Rilnge close (IS ft. + S ft,fllevels)
Target one creature
Duration instantanCQus (sec text)
Saving Throw Will negates: Spell Res;stance yes

Th~ aff.,.,tfil creatur~ gains the confused
condition perman~ntly.This elfa-t cannot b~
rem"""d by rcmoyccurse, but can k remo,,~d by
grc"ter restar"t;on, hc"l. lim;ted wish, miracle, wish,
or similarly pov...,rful sp"lls.

Additionally, if th~ targd is a sp"lkaster, you
may choose a singl~ sp"ll h~ or she had pr~par~dof
7th 1"",,1 or I""..,r. The targ~t imm~diatelyloses that
sp"ll as though he or she had cast it, and you
instantly pr~par~ it in a spell slot that you ha...., usfil
during th~ last 24 hours, and which can hold a sp"ll
of that k ....,l. Th~ chosen sp~ll is sto,..,d in your mind
as though pr~pared in the nonnal fashion. If the
m~morizfilsp"ll requir~s material compon~nts,you
still must provide th~m in order to cast the sp"ll. The
recoverfil sp"11 ,..,mains preparfil for a numkr of
rounds ~qual to your [ntdlig=ce modifier, and ifit
hasn't been cast byth~ ~nd of that tim~, th~ sp"ll is
wastfil.

MIND SIPHON
School necromancy [mind-affecting]; L"v,,1
sorcerer/wiurd 3. witch 3
Casting Time I standard action
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ddla-tion bonuses, including ddl.,.,tion bonu..,.
from oth~r instances of this 'p"ll.

As part ofth~ action ofcasting the sp"ll, and in
subsequent rounds asa standard action, you may
rd~a.., up to 5 of the sp"ll's missiles, hurling th~m at
oppon~ntswith lethal forc~. You maydivid~ th~se

missil~s amongst any numb~rof targ~tsyou can s~e,

in wha=rconfiguration you 11k~. Each missile
stril;.,s its target un~rringly,so long as th~ targd has
I~ss than total covaorconcealm=t, d~aling Id4+1
points of forc~ damag<'. Sp.,.,ific parts ofa ta"8"t
cannot be singl~dout. and th~ sp"ll d"". not damage

held or att~nd~d obj.,.,ts (though IllLiIttendfil obj.,.,ts
can k target~d and damaged nonnally). Spell ,..,sis­
tanc~ appli..,; to this dfa-t.

Missil~s",I~ased in this wayreduc~the
ddla-tion bonus provid~d byth~ sp"ll accordingly
(for """mpl~, if you C,..,atfil34 missil~s, and u..,d 4 of
th~m, reducing th~ numberofr~mainingmissiln to
30, your ddl.,.,tion bonus ",..,uld still k +6, but ifyou
used 5 ofth~, r~ducing the numkrof,..,maining
missil~s to 19, it",..,uld drop to +5. If, in the following
round, )..,u released 3 more, r~ducing th~ numkrof
remaining missiles to z6, th~ bonus would stay at +5,
but ifyou rd~ased 5 inst~ad, reducing the numkr of
remaining missiles to 24, th~ bonus ",..,uld further
d.,.,reas~ to +4.)

Malon;.' m;.sil~ shi"ld counts as m09ic m;ss;l"
for th~ purposn of sp"lls or ~ffa-tswhich ~nhanc~or
prot~ctagainst m09ic missil".

MIND EXTRACTION
School enchantment [mind-affecting]; Lev,,1
wizard 8
Casting Time Istandard action
Components V, S

Rilnge close (IS ft. + S ft,fllevels)
Target one creature
Duration instantanCQus (sec text)
Saving Throw Will negates: Spell Res;stance yes

Th~ aff.,.,tfil creatur~ gains the confused
condition perman~ntly.This elfa-t cannot b~
rem"""d by rcmoyccurse, but can k remo,,~d by
grc"ter restar"t;on, hc"l. lim;ted wish, miracle, wish,
or similarly pov...,rful sp"lls.

Additionally, if th~ targd is a sp"lkaster, you
may choose a singl~ sp"ll h~ or she had pr~par~dof
7th 1"",,1 or I""..,r. The targ~t imm~diatelyloses that
sp"ll as though he or she had cast it, and you
instantly pr~par~ it in a spell slot that you ha...., usfil
during th~ last 24 hours, and which can hold a sp"ll
of that k ....,l. Th~ chosen sp~ll is sto,..,d in your mind
as though pr~pared in the nonnal fashion. If the
m~morizfilsp"ll requir~s material compon~nts,you
still must provide th~m in order to cast the sp"ll. The
recoverfil sp"11 ,..,mains preparfil for a numkr of
rounds ~qual to your [ntdlig=ce modifier, and ifit
hasn't been cast byth~ ~nd of that tim~, th~ sp"ll is
wastfil.

MIND SIPHON
School necromancy [mind-affecting]; L"v,,1
sorcerer/wiurd 3. witch 3
Casting Time I standard action

any numkr oft~ts in what~configurationth~
caster Ilk..,;, as long as thry....., all within th~ sp~ll's

area. Each missil~ strim its targd un~rringly,so long
as th~ targ<'t has less than total co,,~ror conc~alm~nt,
dealing Id4+I points offorce damag<'. Sp.,.,ific parts
of a targ~t cannot he singl~dout, and th~ spdl d""s
not damag<' hdd oratt=d~dobja-ts (though unat­
t~ndfil obj~ctscan k targ~tfil and damagfil nor­
mally).

Controlling that many missil..,;at onc~ is
incrnlibly taxing m=tally, h~r,and you must
mak~ a concentration ch.,.,k (Idzo + caster I~vd +
rd~ant ability sco,.., modifi~r) top=nt missil~s

from going astray. Of the missiln creat~d by th~

sp"ll, you can control a number "'Ilial to your con­
c=tration ch~ck - zo (for"""mple, a conc~ntration

chn:k of 35 would allow you to control '5 missil~.).

Any mis.il~s not succ..,;sfully controll~d fly about
randomly and find thruown t~ts: for ~ach .uch
mi.sil~, the OM dffid~. ona n~ targd (~ith~r

randomly or byfiat). Such targd. can includ~your
alli~., or.",."n you.

Molonis'missil., barro9" counts as m09ic missil"
for th~ purpos..,; of sp"lls or ~ffa-tswhich ~nhanc~or
prot~ctagainst m09ic missil".

MilUlNIS MISSILESHIELD
School evocation [forc~]: Level sorcerer/wizard 9
Casting Time I round
Components V. S
Range personal
Target you
Duration I min./level or until expended

You create a numkr of balls of magical ~n~rgy,

which kgin circling you, prot~ctingyou from hann.
This sp"ll creat~s two such missiln p~r cast~r 1.",.,,1
(toa maximum of 40 missil..,;at lOth le"d). You gain
a ddl~ction bonus toAC "'Iual to 1/5th th~ numkr
of missiln you cr~ate, rounded down (so ifyou
creatfil34 missiln. you would gain a +6 ddl~ction

bonus toAC). This bonus don not stack with other
ddla-tion bonuses, including ddl.,.,tion bonu..,.
from oth~r instances of this 'p"ll.

As part ofth~ action ofcasting the sp"ll, and in
subsequent rounds asa standard action, you may
rd~a.., up to 5 of the sp"ll's missiles, hurling th~m at
oppon~ntswith lethal forc~. You maydivid~ th~se

missil~s amongst any numb~rof targ~tsyou can s~e,

in wha=rconfiguration you 11k~. Each missile
stril;.,s its target un~rringly,so long as th~ targd has
I~ss than total covaorconcealm=t, d~aling Id4+1
points of forc~ damag<'. Sp.,.,ific parts ofa ta"8"t
cannot be singl~dout. and th~ sp"ll d"". not damage

held or att~nd~d obj.,.,ts (though IllLiIttendfil obj.,.,ts
can k target~d and damaged nonnally). Spell ,..,sis­
tanc~ appli..,; to this dfa-t.

Missil~s",I~ased in this wayreduc~the
ddla-tion bonus provid~d byth~ sp"ll accordingly
(for """mpl~, if you C,..,atfil34 missil~s, and u..,d 4 of
th~m, reducing th~ numberofr~mainingmissiln to
30, your ddl.,.,tion bonus ",..,uld still k +6, but ifyou
used 5 ofth~, r~ducing the numkrof,..,maining
missil~s to 19, it",..,uld drop to +5. If, in the following
round, )..,u released 3 more, r~ducing th~ numkrof
remaining missiles to z6, th~ bonus would stay at +5,
but ifyou rd~ased 5 inst~ad, reducing the numkr of
remaining missiles to 24, th~ bonus ",..,uld further
d.,.,reas~ to +4.)

Malon;.' m;.sil~ shi"ld counts as m09ic m;ss;l"
for th~ purposn of sp"lls or ~ffa-tswhich ~nhanc~or
prot~ctagainst m09ic missil".

MIND EXTRACTION
School enchantment [mind-affecting]; Lev,,1
wizard 8
Casting Time Istandard action
Components V, S

Rilnge close (IS ft. + S ft,fllevels)
Target one creature
Duration instantanCQus (sec text)
Saving Throw Will negates: Spell Res;stance yes

Th~ aff.,.,tfil creatur~ gains the confused
condition perman~ntly.This elfa-t cannot b~
rem"""d by rcmoyccurse, but can k remo,,~d by
grc"ter restar"t;on, hc"l. lim;ted wish, miracle, wish,
or similarly pov...,rful sp"lls.

Additionally, if th~ targd is a sp"lkaster, you
may choose a singl~ sp"ll h~ or she had pr~par~dof
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sp"ll as though he or she had cast it, and you
instantly pr~par~ it in a spell slot that you ha...., usfil
during th~ last 24 hours, and which can hold a sp"ll
of that k ....,l. Th~ chosen sp~ll is sto,..,d in your mind
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m~morizfilsp"ll requir~s material compon~nts,you
still must provide th~m in order to cast the sp"ll. The
recoverfil sp"11 ,..,mains preparfil for a numkr of
rounds ~qual to your [ntdlig=ce modifier, and ifit
hasn't been cast byth~ ~nd of that tim~, th~ sp"ll is
wastfil.
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as th~ targ<'t has less than total co,,~ror conc~alm~nt,
dealing Id4+I points offorce damag<'. Sp.,.,ific parts
of a targ~t cannot he singl~dout, and th~ spdl d""s
not damag<' hdd oratt=d~dobja-ts (though unat­
t~ndfil obj~ctscan k targ~tfil and damagfil nor­
mally).

Controlling that many missil..,;at onc~ is
incrnlibly taxing m=tally, h~r,and you must
mak~ a concentration ch.,.,k (Id20 + caster I~vd +
rd~ant ability sco,.., modifi~r) top=nt missil~s

from going astray. Of the missiln creat~d by th~

sp"ll, you can control a number "'Ilial to your con­
c=tration ch~ck - 20 (for"""mple, a conc~ntration

chn:k of 35 would allow you to control '5 missil~.).

Any mis.il~s not succ..,;sfully controll~d fly about
randomly and find thruown t~ts: for ~ach .uch
mi.sil~, the OM dffid~. ona n~ targd (~ith~r

randomly or byfiat). Such targd. can includ~your
alli~., or.",."n you.

Molonis'missil., barro9" counts as m09ic missil"
for th~ purpos..,; of sp"lls or ~ffa-tswhich ~nhanc~or
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MilUlNIS MISSILESHIELD
School evocation [forc~]: Level sorcerer/wizard 9
Casting Time I round
Components V. S
Range personal
Target you
Duration I min./level or until expended

You create a numkr of balls of magical ~n~rgy,

which kgin circling you, prot~ctingyou from hann.
This sp"ll creat~s two such missiln p~r cast~r 1.",.,,1
(toa maximum of 40 missil..,;at lOth le"d). You gain
a ddl~ction bonus toAC "'Iual to 1/5th th~ numkr
of missiln you cr~ate, rounded down (so ifyou
creatfil34 missiln. you would gain a +6 ddl~ction

bonus toAC). This bonus don not stack with other
ddla-tion bonuses, including ddl.,.,tion bonu..,.
from oth~r instances of this 'p"ll.

As part ofth~ action ofcasting the sp"ll, and in
subsequent rounds asa standard action, you may
rd~a.., up to 5 of the sp"ll's missiles, hurling th~m at
oppon~ntswith lethal forc~. You maydivid~ th~se

missil~s amongst any numb~rof targ~tsyou can s~e,

in wha=rconfiguration you 11k~. Each missile
stril;.,s its target un~rringly,so long as th~ targd has
I~ss than total covaorconcealm=t, d~aling Id4+1
points of forc~ damag<'. Sp.,.,ific parts ofa ta"8"t
cannot be singl~dout. and th~ sp"ll d"". not damage

held or att~nd~d obj.,.,ts (though IllLiIttendfil obj.,.,ts
can k target~d and damaged nonnally). Spell ,..,sis­
tanc~ appli..,; to this dfa-t.

Missil~s",I~ased in this wayreduc~the
ddla-tion bonus provid~d byth~ sp"ll accordingly
(for """mpl~, if you C,..,atfil34 missil~s, and u..,d 4 of
th~m, reducing th~ numberofr~mainingmissiln to
30, your ddl.,.,tion bonus ",..,uld still k +6, but ifyou
used 5 ofth~, r~ducing the numkrof,..,maining
missil~s to 19, it",..,uld drop to +5. If, in the following
round, )..,u released 3 more, r~ducing th~ numkrof
remaining missiles to 26, th~ bonus would stay at +5,
but ifyou rd~ased 5 inst~ad, reducing the numkr of
remaining missiles to 24, th~ bonus ",..,uld further
d.,.,reas~ to +4.)

Malon;.' m;.sil~ shi"ld counts as m09ic m;ss;l"
for th~ purposn of sp"lls or ~ffa-tswhich ~nhanc~or
prot~ctagainst m09ic missil".

MIND EXTRACTION
School enchantment [mind-affecting]; Lev,,1
wizard 8
Casting Time Istandard action
Components V, S

Rilnge close (IS ft. + S ft,fllevels)
Target one creature
Duration instantanCQus (sec text)
Saving Throw Will negates: Spell Res;stance yes

Th~ aff.,.,tfil creatur~ gains the confused
condition perman~ntly.This elfa-t cannot b~
rem"""d by rcmoyccurse, but can k remo,,~d by
grc"ter restar"t;on, he"l. lim;ted wish, miracle, wish,
or similarly pov...,rful sp"lls.

Additionally, if th~ targd is a sp"lkaster, you
may choose a singl~ sp"ll h~ or she had pr~par~dof
7th 1"",,1 or I""..,r. The targ~t imm~diatelyloses that
sp"ll as though he or she had cast it, and you
instantly pr~par~ it in a spell slot that you ha...., usfil
during th~ last 24 hours, and which can hold a sp"ll
of that k ....,l. Th~ chosen sp~ll is sto,..,d in your mind
as though pr~pared in the nonnal fashion. If the
m~morizfilsp"ll requir~s material compon~nts,you
still must provide th~m in order to cast the sp"ll. The
recoverfil sp"11 ,..,mains preparfil for a numkr of
rounds ~qual to your [ntdlig=ce modifier, and ifit
hasn't been cast byth~ ~nd of that tim~, th~ sp"ll is
wastfil.

MIND SIPHON
School necromancy [mind-affecting]; L"v,,1
sorcerer/wiurd 3. witch 3
Casting Time I standard action



Components V, S. F (~!l engr~ved silver rod worth
at ledst 1,000 gp)
Rang.. touch
T;o "K"t living crl.'dturc touchw
Duration inst.lnt.lncous (sec tut)
5.1ving Throw Will r1C8olte5: SJIt'll Resistance yes

With • touch. you dr~in some of the t~rget's

mind. ,...eilining his or her mental faculties and
using t/w,m to further J>O"'!'ryour magic, Your
oucressful melee touch anKk deals Id'4 poinrs of
lnt~1Ke'~ (or ",'hichever ~bility KOre is
used to ddermine your bonus spells; for eumple, a
5O~wuukI instud dul Ctwrisma di.mooge) to m.,..,...

If the t~tWen at le~ one point ofability
Kim' .wna~ from this speu. )'OU inst..ntlyp~
;my 0... 1SI-k\..,1 spell you tw.,.., used during the I.ut
~ hours. The spell must tw.,.., been .KlWily CoUl
during tiwt period. The chosen speu is Rored in your
mind as though ptep.1lml in the nonn.il fashion. If
you Me a opont~ cutn, )'OU inste.d repin uw
of~ Angle lSI-!oe>..,( spdl slot which tws been used in
t/w, post ~ hours.. If the reaUed speD requires
matm..! componmts, )'OU stiD must pl'O'ide them in
order to cast the spdI. The l«O\",red speU~~
prep.ornl (01". in t/w, use ofsponuneous usten, tbe
speu dot rem.lins .....aa.b1e) for .. numbnofrounds
equ.ol to tJw, ..bility lCOre.um..ge the speD dult, .uxI
ifit twsD't been c..st bythund ofth<lt rime. tfw speD
is w;osl:ed.

\"'OR (.L'I\lf R
School illusion (gl.lmer): I~...·.l bird 0,

~/wiurdo

C..sting TIme I st..nd.>rd .Kt;on
Components V, S
R.lngt' personal
T.. rgt'l you
Our~tion, hour (D)

You change the colot ofyour eyes ~nd/or h<lir to
the color oryour choice. The new colors need not be
n~tural foryour r"ce. You Coln ~lso change the length
~d style ofyour h.iir, olnd you c~n make minor
adjustments 10 the color ofyour &kin. The new skin
color must be reolson~blyclose to your n~tur~l color
(foruample, ol draw could not use this spell to pass
ao ~ rrurf~ce elf).

This spell makes ~ poor disguise, ~nd ~nyone
who 8"u ~ clear look ~t your face c~n immedi~tely

recognize you for who you ~re, ~ssuming they've seen
you I><.fore.

QUICK ,'1M
Sl:hool divin~tion: Level50rcerer/w;zard 3
Casting Tim" , imm~..Jiate ~ction

ComJ'Onents V, 5

R~nge close (~5 fl. + 5 ft./1.I,""ds)
T~ rget one living creawre
Dur.. t;on see lext

The target of the opdl~ a lUsh of iluight
inlo th~ immediate futu~, .illo¥.'ing the.m to pl.lce ..
singl~ att~<:k in just the. right pl.lce. Thel,u!"t's next
single att;ock roll (if il is made before the end of his or
her nat tUIn)~~ ...0 insight bonus.
Additionally, thott ~lt;tek is not drcled by the miss
chance tiwt ~pp~to ~1t;t<:kttSIr}'ing 10 strike ~

rnDCCaird Lugd.
If quick aim is ust ~ .. standolrd <lCIion. tuht'T

th.u1;m immrdi.ole..ctioo. t/w, bonus increun to

Ql'IC" CO'CF ·\1 \1E'1
School i1IU5ion (glar=r); It'vt'l b.lrd 5.

JOIce'ee/wiUlrd 5
c...sting TIme 1 immedi"le.Ktion
Components V. 5
R.lng~ persoo.al
T...rgel )·ou
Dur.. tion I round/le...~l

This speu functions like the speD ill"isibiliry,
rzcrpt thott m. spell does nul end wb.... you ..lUCk.
lnsle.d, ifyou ~n;od;:.you become Kmi-~;sible:you
...pp"..... ;OS ~ Iwzy. Kmi-tnnslucenlou~...nd
though you cart be Ioc:ated "ilhoul the use of magic.
you lYo,.., tot;d COIKe'..Imc.nt from .illolnacks, snntins
you 'jO% mi5sch.o.nce. You Me DOl considered to M'"
concr<tlmrnt~ .".,..Iurft who un see invisible=.-

Ifyou ust quick rnnavlmf'nl <IS .. S1..ndard
~ction, inste...d of~ immed"te olctian. the speD's
dur~tion isrnrnded to I minute per ~l. inilud of
1 round per 1~1.

QlIll" DETECTION
School divination: Lr,'"j sorcerer/....iz.ard"
C;osling TIm" 1 immediale .lclian
ComJ'Onenls V, 5, M (a pair ofspcrtades)
kange pcrson~1

Target you
Durat;on, round/level

This spell functions like the spell st~·

invisibi/iry, acept ~s noted h~re.

Ifyou cast quick detection as a standard aclion,
instead of an immediate action. the duration increnes
to 10 minutes a l",,'el, and you abo gain the ben~fitsof
the spell arcan~ sight.



Amone Electric Shield, by Julian Nobile

QUICK GIITE
School conjuration (creation); Level

wrcerer!wiurd 4
Casting Time I immediale aClion
ComponenlS V, S, M (a piece ofsilk cloth,

punclured as part ofcasting)
Range 0 ft.
Effecl two portals
Duration I round
Saving Throw Reflex partial (sec lexl); Spell
Resistance no

You ~at", a pair of portals that can prot"",t you
from lin", attacks and cone attacks. Each portal is a
6-foot didm""er cirel", which app"'ars on one edge of
the squa.... (or squa....s, ifyou M'" large) you occupy.

You choo"" which edg"" th", portals app"'ar on, but
they cannot sbar", th", sam", edg"'. Th",,,,, portals
function like the spell9ate, in that anything which
enters one portal aits the oth"r portal. The portals
do not allow ac,,",ss to other plan"s. Additionally, th"
portals Me one-sided, meaning that anything
attoempting 10 ent..,.your squat'<' through an ed8"
containing a portal instead ""its your square through
the ed8" containing the olher portal, but you at'<' able
to exit your squa.... through any edg'" unimp"'ded.
Passing through th", portals don n01 tak", up
additional movement.

Lin"attacks and cone attacks which would pass
through your square can b" redirected in this
ffiilnner, as can ranged attacks, including rays. [n th"
case of con"", if the r",dir",cled section of a cone eff"'ct
hits a c....alUre which is already in the M"a of eff...ct of
the rest of th" con"'. that cr"atu.... takes a -5 p"'nalty
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on any Rdlex Sil'''' against the cone.
A ray or otherrangN attack rcdir.,.,ted in this

manner continues in its new di",ction until it hits a
c",ature or object, or until it has travdlnl its
tttilXimum range. or until it has travdled one full
range increment after exiting the portal, which.",..,r of
the three comes first. Ifit docs find a target, it takes a
-5 pCIlillty on its att.1ck roll.

Mdee attacks made through the portal miss
you, but can't hit creamres on the oth.,.. side of the
portal. The exception to this is that a creature who is
charging, bull rushing, or """rrunning must succoecd
on a ~f1ex Sil'''' or m""" through the portal,
continuing an addition.ll 5 feet for """'ry 2. points by
which it failnl its Reflex ""'''', to a tttilXimum of the
distance it could norrrtil1ly m""".

If you cast qukksale asa standard action
instead ofan immnliate action, the portills persist
for a number of rounds ",,!uill to your caster levd.
Thqdo not m""" with you.

QUICK RfSISTANCE

School abjuration; Level clcric 5, druid 5,
sorcerer/wi7.ilrd 5
Casting Time I immediate action
Components V, S, OF

Range touch
Target crcature touched
Duration, round/level or until expend~'<i

Saving Throw Fortitude negales (harmless); Spell
Resistance yes (harmless)

This s~ll functions as protection from ene1"tf'!, except
that it also grant. a +6 armor bonus, SimilM to that
provided by mtlge armor.

If quick resistance is cast as a standard action,
rather than an immnliate action, the spell's duration
is increased to '0 minutes per 1",..,1 instead of 1 round
~r 1.",..,1

QUICK SHIH [)

School abjuration [force[; u,vel sorcerer/wizard 3
Casting Time 1 immediate action
Components V, S
Range personal
Target you
Dura, ion I round/level (D)

You create a disc of force in front ofyou,
granting a +6 shidd bonus toAC. Because this isa
foree dfect, this bonus applies to incorporeal touch

attacks made against you as well. This shidd
automaticillly negates any magic missile attacks
directed at you.

Ifquick shield is cast as a standard action,
instead ofan immnliate action, its dnration
increases to 1 minute ~r caster 1",..,1 rath.,.. than,
round ~r caster level.

QUICKSHADE
School illusion (shadow); Level bard 5,
sorcerer/wizard 5
Casting Time I round
Components V, S. M (a l·inch sqwre of black

sackcloth)
Range personal
Target you
Dura,ion, round/level (D special, see text)

\Vben you cast this spell, your body bttomes
partially illusory and only quasi-rcal. This grants you
an 80% miss chance against all effects, including
md.,., and ranged attack. area-of--cffect spells,
targeted spells, hostile terrain, and similM, and
applies both to hostile and friendly elf.,.,ts.
Additionally, it applies an 80% miss chance to any
action you tilke to affect the wodd, including any
attacks you make or spells you cast for the duration
of the spell. Because this effect is caused by you
being only quasi-real, ratherthan beeauseyou arc
diffirult to sec, Blind-Fight and similar eff.,.,ts do not
apply to these miss chance rolls.

Ifyou cast qu;c/cshtlde as a standard action,
rather than an immediate action, you mil}" choose to
dismiss it at any time. Additionally, the miss chance
to your attacks, spells, etc. docs not apply: others still
have an 80% miss chance to alf.,.,t you, but yon do
not have an 80% miss chance to atr.,.,t them.

REILIVENtlT[

School conjuration (healing); l.evel cleric 8
Casting Time J full rounds
Components V, S. OF
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Duration instantaneous (see text)

Saving Throw Fortitudc ncgales (harmless); Spell
Resistance yes (harmless)
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exhaustion and fatigue, and diminatesall nonlethal
ddtJlilge the subj.,.,t has taken. It has no effect on

on any Rdlex Sil'''' against the cone.
A ray or otherrangN attack rcdir.,.,ted in this

manner continues in its new di",ction until it hits a
c",ature or object, or until it has travdlnl its
tttilXimum range. or until it has travdled one full
range increment after exiting the portal, which.",..,r of
the three comes first. Ifit docs find a target, it takes a
-5 pCIlillty on its att.1ck roll.

Mdee attacks made through the portal miss
you, but can't hit creamres on the oth.,.. side of the
portal. The exception to this is that a creature who is
charging, bull rushing, or """rrunning must succoecd
on a ~f1ex Sil'''' or m""" through the portal,
continuing an addition.ll 5 feet for """'ry 2. points by
which it failnl its Reflex ""'''', to a tttilXimum of the
distance it could norrrtil1ly m""".

If you cast qukksale asa standard action
instead ofan immnliate action, the portills persist
for a number of rounds ",,!uill to your caster levd.
Thqdo not m""" with you.

QUICK RfSISTANCE

School abjuration; Level clcric 5, druid 5,
sorcerer/wi7.ilrd 5
Casting Time I immediate action
Components V, S, OF

Range touch
Target crcature touched
Duration, round/level or until expend~'<i

Saving Throw Fortitude negales (harmless); Spell
Resistance yes (harmless)

This s~ll functions as protection from ene1"tf'!, except
that it also grant. a +6 armor bonus, SimilM to that
provided by mtlge armor.

If quick resistance is cast as a standard action,
rather than an immnliate action, the spell's duration
is increased to '0 minutes per 1",..,1 instead of 1 round
~r 1.",..,1

QUICK SHIH [)

School abjuration [force[; u,vel sorcerer/wizard 3
Casting Time 1 immediate action
Components V, S
Range personal
Target you
Dura, ion I round/level (D)

You create a disc of force in front ofyou,
granting a +6 shidd bonus toAC. Because this isa
foree dfect, this bonus applies to incorporeal touch

attacks made against you as well. This shidd
automaticillly negates any magic missile attacks
directed at you.

Ifquick shield is cast as a standard action,
instead ofan immnliate action, its dnration
increases to 1 minute ~r caster 1",..,1 rath.,.. than,
round ~r caster level.

QUICKSHADE
School illusion (shadow); Level bard 5,
sorcerer/wizard 5
Casting Time I round
Components V, S. M (a l·inch sqwre of black

sackcloth)
Range personal
Target you
Dura,ion, round/level (D special, see text)

\Vben you cast this spell, your body bttomes
partially illusory and only quasi-rcal. This grants you
an 80% miss chance against all effects, including
md.,., and ranged attack. area-of--cffect spells,
targeted spells, hostile terrain, and similM, and
applies both to hostile and friendly elf.,.,ts.
Additionally, it applies an 80% miss chance to any
action you tilke to affect the wodd, including any
attacks you make or spells you cast for the duration
of the spell. Because this effect is caused by you
being only quasi-real, ratherthan beeauseyou arc
diffirult to sec, Blind-Fight and similar eff.,.,ts do not
apply to these miss chance rolls.

Ifyou cast qu;c/cshtlde as a standard action,
rather than an immediate action, you mil}" choose to
dismiss it at any time. Additionally, the miss chance
to your attacks, spells, etc. docs not apply: others still
have an 80% miss chance to alf.,.,t you, but yon do
not have an 80% miss chance to atr.,.,t them.

REILIVENtlT[

School conjuration (healing); l.evel cleric 8
Casting Time J full rounds
Components V, S. OF

Range touch
Target living creature touched
Duration instantaneous (see text)

Saving Throw Fortitudc ncgales (harmless); Spell
Resistance yes (harmless)

This s~ll rures 4d8 points of damage + 1point
per caster 1",..,1 (milXimum 20), rids the subject of
exhaustion and fatigue, and diminatesall nonlethal
ddtJlilge the subj.,.,t has taken. It has no effect on

on any Rdlex Sil'''' against the cone.
A ray or otherrangN attack rcdir.,.,ted in this

manner continues in its new di",ction until it hits a
c",ature or object, or until it has travdlnl its
tttilXimum range. or until it has travdled one full
range increment after exiting the portal, which.",..,r of
the three comes first. Ifit docs find a target, it takes a
-5 pCIlillty on its att.1ck roll.

Mdee attacks made through the portal miss
you, but can't hit creamres on the oth.,.. side of the
portal. The exception to this is that a creature who is
charging, bull rushing, or """rrunning must succoecd
on a ~f1ex Sil'''' or m""" through the portal,
continuing an addition.ll 5 feet for """'ry 2. points by
which it failnl its Reflex ""'''', to a tttilXimum of the
distance it could norrrtil1ly m""".

If you cast qukksale asa standard action
instead ofan immnliate action, the portills persist
for a number of rounds ",,!uill to your caster levd.
Thqdo not m""" with you.

QUICK RfSISTANCE

School abjuration; Level clcric 5, druid 5,
sorcerer/wi7.ilrd 5
Casting Time I immediate action
Components V, S, OF

Range touch
Target crcature touched
Duration, round/level or until expend~'<i

Saving Throw Fortitude negales (harmless); Spell
Resistance yes (harmless)

This s~ll functions as protection from ene1"tf'!, except
that it also grant. a +6 armor bonus, SimilM to that
provided by mtlge armor.

If quick resistance is cast as a standard action,
rather than an immnliate action, the spell's duration
is increased to '0 minutes per 1",..,1 instead of 1 round
~r 1.",..,1

QUICK SHIH [)

School abjuration [force[; u,vel sorcerer/wizard 3
Casting Time 1 immediate action
Components V, S
Range personal
Target you
Dura, ion I round/level (D)

You create a disc of force in front ofyou,
granting a +6 shidd bonus toAC. Because this isa
foree dfect, this bonus applies to incorporeal touch

attacks made against you as well. This shidd
automaticillly negates any magic missile attacks
directed at you.

Ifquick shield is cast as a standard action,
instead ofan immnliate action, its dnration
increases to 1 minute ~r caster 1",..,1 rath.,.. than,
round ~r caster level.

QUICKSHADE
School illusion (shadow); Level bard 5,
sorcerer/wizard 5
Casting Time I round
Components V, S. M (a l·inch sqwre of black

sackcloth)
Range personal
Target you
Dura,ion, round/level (D special, see text)

\Vben you cast this spell, your body bttomes
partially illusory and only quasi-rcal. This grants you
an 80% miss chance against all effects, including
md.,., and ranged attack. area-of--cffect spells,
targeted spells, hostile terrain, and similM, and
applies both to hostile and friendly elf.,.,ts.
Additionally, it applies an 80% miss chance to any
action you tilke to affect the wodd, including any
attacks you make or spells you cast for the duration
of the spell. Because this effect is caused by you
being only quasi-real, ratherthan beeauseyou arc
diffirult to sec, Blind-Fight and similar eff.,.,ts do not
apply to these miss chance rolls.

Ifyou cast qu;c/cshtlde as a standard action,
rather than an immediate action, you mil}" choose to
dismiss it at any time. Additionally, the miss chance
to your attacks, spells, etc. docs not apply: others still
have an 80% miss chance to alf.,.,t you, but yon do
not have an 80% miss chance to atr.,.,t them.

REILIVENtlT[

School conjuration (healing); l.evel cleric 8
Casting Time J full rounds
Components V, S. OF

Range touch
Target living creature touched
Duration instantaneous (see text)

Saving Throw Fortitudc ncgales (harmless); Spell
Resistance yes (harmless)

This s~ll rures 4d8 points of damage + 1point
per caster 1",..,1 (milXimum 20), rids the subject of
exhaustion and fatigue, and diminatesall nonlethal
ddtJlilge the subj.,.,t has taken. It has no effect on

on any Rdlex Sil'''' against the cone.
A ray or otherrangN attack rcdir.,.,ted in this

manner continues in its new di",ction until it hits a
c",ature or object, or until it has travdlnl its
tttilXimum range. or until it has travdled one full
range increment after exiting the portal, which.",..,r of
the three comes first. Ifit docs find a target, it takes a
-5 pCIlillty on its att.1ck roll.

Mdee attacks made through the portal miss
you, but can't hit creamres on the oth.,.. side of the
portal. The exception to this is that a creature who is
charging, bull rushing, or """rrunning must succoecd
on a ~f1ex Sil'''' or m""" through the portal,
continuing an addition.ll 5 feet for """'ry 2. points by
which it failnl its Reflex ""'''', to a tttilXimum of the
distance it could norrrtil1ly m""".

If you cast qukksale asa standard action
instead ofan immnliate action, the portills persist
for a number of rounds ",,!uill to your caster levd.
Thqdo not m""" with you.

QUICK RfSISTANCE

School abjuration; Level clcric 5, druid 5,
sorcerer/wi7.ilrd 5
Casting Time I immediate action
Components V, S, OF

Range touch
Target crcature touched
Duration, round/level or until expend~'<i

Saving Throw Fortitude negales (harmless); Spell
Resistance yes (harmless)

This s~ll functions as protection from ene1"tf'!, except
that it also grant. a +6 armor bonus, SimilM to that
provided by mtlge armor.

If quick resistance is cast as a standard action,
rather than an immnliate action, the spell's duration
is increased to '0 minutes per 1",..,1 instead of 1 round
~r 1.",..,1

QUICK SHIH [)

School abjuration [force[; u,vel sorcerer/wizard 3
Casting Time 1 immediate action
Components V, S
Range personal
Target you
Dura, ion I round/level (D)

You create a disc of force in front ofyou,
granting a +6 shidd bonus toAC. Because this isa
foree dfect, this bonus applies to incorporeal touch

attacks made against you as well. This shidd
automaticillly negates any magic missile attacks
directed at you.

Ifquick shield is cast as a standard action,
instead ofan immnliate action, its dnration
increases to 1 minute ~r caster 1",..,1 rath.,.. than,
round ~r caster level.

QUICKSHADE
School illusion (shadow); Level bard 5,
sorcerer/wizard 5
Casting Time I round
Components V, S. M (a l·inch sqwre of black

sackcloth)
Range personal
Target you
Dura,ion, round/level (D special, see text)

\Vben you cast this spell, your body bttomes
partially illusory and only quasi-rcal. This grants you
an 80% miss chance against all effects, including
md.,., and ranged attack. area-of--cffect spells,
targeted spells, hostile terrain, and similM, and
applies both to hostile and friendly elf.,.,ts.
Additionally, it applies an 80% miss chance to any
action you tilke to affect the wodd, including any
attacks you make or spells you cast for the duration
of the spell. Because this effect is caused by you
being only quasi-real, ratherthan beeauseyou arc
diffirult to sec, Blind-Fight and similar eff.,.,ts do not
apply to these miss chance rolls.

Ifyou cast qu;c/cshtlde as a standard action,
rather than an immediate action, you mil}" choose to
dismiss it at any time. Additionally, the miss chance
to your attacks, spells, etc. docs not apply: others still
have an 80% miss chance to alf.,.,t you, but yon do
not have an 80% miss chance to atr.,.,t them.

REILIVENtlT[

School conjuration (healing); l.evel cleric 8
Casting Time J full rounds
Components V, S. OF

Range touch
Target living creature touched
Duration instantaneous (see text)

Saving Throw Fortitudc ncgales (harmless); Spell
Resistance yes (harmless)

This s~ll rures 4d8 points of damage + 1point
per caster 1",..,1 (milXimum 20), rids the subject of
exhaustion and fatigue, and diminatesall nonlethal
ddtJlilge the subj.,.,t has taken. It has no effect on



nonliving c~.lturn.

In .lddition, if Ihe subj«t is.l spellc.lstu. he Or
she immedi.ltely ~g.lins Id6+11~lsofp~p.1rl."d

spells. Thes<' spells 1t'\~lsC.ln be reco'''erl."d in.lfl)'
combin.1lion (fore:umple, a character who rolle'll a:>.
would Itaw 51~1sof spells 10 l'«O\~r, and could
rtClI'\= one 5th lC'\"e1 spell. or m.~ 1st l~l spells., Or a
:>.nd l~l spell and a}l'd It'\~l spell. etc.).l«gardlns
of lhe configuration chOs<'n. spellcasten can only
rtCO'I= spells lhat theyM~ usW during the last 2'f
bonn. The spells must M'e ~n aetu.lUy cast durinB
m.1 pniod, and no spell can be l'«O\~rI."dmo~

limn Wn il w,u cast durin! lhal rime. The chOs<'n
Sf"'llsnor storl."d in Ibe subj«l"s mind as though
P~ in 1M nomW £ashion, lfhe orw iu
spontannms casln, he or w inste.ad tqlains use of
m.1 m.my spdl slots of tM .lppropri.lIte It'\'el (or
tn..,k), which tu...,~n usoI."d in 1M p.1st 2'l boon.
SpellcntttS~ spelk in Ihis fulUon cannot
tqliin spdI sk>I$ they nt'\= had. If the rtC.a1lN spells
nquitt m.lIteri.l1 components' IMSUb;«t sti1l must
pr'lI'I'ide thtm in order to as! that Sf"'U. The
rrcavcrcd spc11s ranmtP~ (or. in tM C.He of
spontaneous c.asttn, r.M spdl docs re:main .i\·aiLoble)
forOnt hour, and iftlley tu.'m~ bo!om cast by theeDd
of m.1 time. they nor wasted.

I(l\ IHUn

Schoo! conjuration (huling): ~cl cleric '5
C.ulin~ Time 10 minutes; Scgmenlcd '5 C<lstings
Components Y, S, M (di.lmond "'onh 5.000 gp)
Range dosc (15 ft_ • 5 ft_/lle\'~S)

Targel one corpse
Duradon instilnl:ancous
SavinJil Throw none, H'f' It'llt: SpeJI Rl"$istancc no

You rntore life 10 a dcaasW c\'eature. 'lou can
raise a creature: m.t has bo!om de~ for no longer Wn
I clay per c.asttt Ic\~l. In .addition, Ihe subjKt's soul
must Mr.-and willing 10 ret:urn, If1M subj«fs
soul is nOl willing to return, tM spell d06 nOI work.

Upon completion of lhe spe:1l. the creature is
immI."dialdy rntorl."d 10 full hil points, vigor, and
health. If the subtcc;r poss<'ssal ability score d.lmage
whcn heor .he dil."d, tbat d.lmage i. nmll'l'N.
Nonnal poioon and nonnal dis<'.ls<' are curl."d in the
process of raising the subfect, but magical diseases
and curses a~ nOlundone. While the spell dOSC'S
mortal wounds and rCJMirs lethal damagcof most
kinds, the body of the creature to be raiscd must M
wbole. If the subject is a spellciiter, there is a 75%
cbance per unused spell (or spell slot, in the ca~ of
spont.lneou$C.lSlers) th.lt they l'et.lin the spell.
otherwise any pl'epared spells are lost. The subjecl

don not suffer any negative 1C\~ls or Constitution
damageasa ~sultofbeing brought bold: in this way.

You can return to life oomeone killl."d by.l death
dfect or someone who bas been turned into an
undead crcatu\'eand Ihend~.You cannot
rdum to life someone ,,-ho Ius died of old aSt'.
Constnlcrs, demnttals, oursidC'n. and undead
creatuln c.an\ M~ to life.

SHA[)O\\ TIt.."'SMlIr4.TlO'l:

School illusion (sharlow); k'-el SOf'CC't'Crfwil.in:l1
Casting Tim", I srand.1rd ..er;an
Compon",nts Y, S
Range see text
T;o:I):n SC'C tcxr
Du ration SC'C tCX!
Saving Throw Will disbclief(ifinlcr<KtOO wilh):
~ies; see len: SJI'C'\1 R""i.slanc:c yes; wc!en

Using matni.ol fmm the p4rw of dwdow, you
cre..te qu;osi-\'eal tnnsfonnarions in crcaturn or
objnU. Shadow rransmurarion can rcplic.ate.lOY
transmuurion spdI of 6lh IC\'d or 1lI'Io'cr from 1M
5Orccrtt/1toizard list. bur the multing
tnnsformations nor only 60% \'eal. Creaturn who
Mlit'\.., in the tra.nsfonnarions nor fully ..trectl."d by
tI=n. bul rbosoc ..'ho~disbd.it'\~a\'e only
..trectnl by 60% of the dfC'Cl. AIry crcatu\'e which
intcrKts ..-jth the shadow rrall$mul<triot! COlD maJte.l
Will wo..., 10 rteagniu ils ttue ....tu\'e.

Shodaw rransmulalions which S"OIDt .l crcatul'e
a ....rural ..1Uck (such;os !INS! shape 1) fullClion
nonnalI)-. bur ..gainsr any cre.ltul'e ..·hicto disbc:Iit'\'I!'S
r.M dfKt, such .ltracb deal only 60% damagC'. 10 the
c.a5C' of shadow transmmatinnswhich enhimce 1M
damage of msring attacks (weh as magicftmg or
mogic WNpon), a cre..tu\'e whi.ch SUoCCCSSfuUy
disbcli~ tahs~ danuge from rhe att;tck
ilsclf, but t.lhs only 60% of thc bonus dam.,
rounded dll'Wll (for o:ample, a Iongsword whKh was
shadow rransmutnl with magic WCdpon would deal
no additional damage, but 0"" which W.lS shadow
rransmutnl with grnJt« magic WCdpon for .llo!al
bonus of +i would sti1l de.ll an utra +l d.lmagc), In
eithaca.." ifthc c~aturcmaking Ihe attack
disMIi~ the eff«r for oome l'e.lOOn, anYClcature
thC')' atlack amomaticaUy counts;os disbelieving the
effect.

Shfldow rransmutations which hosrilely modify
a t....get witbout damaging il (snch as~uuperson
or bol~fulpolymorph) function normally unlns the
targC'l disMlieves, in which ca.., the effect h.ls a 60%
cbance ofworking propC'lIy, .lnd a iO% chance of
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Range see text
T;o:I):n SC'C tcxr
Du ration SC'C tCX!
Saving Throw Will disbclief(ifinlcr<KtOO wilh):
~ies; see len: SJI'C'\1 R""i.slanc:c yes; wc!en

Using matni.ol fmm the p4rw of dwdow, you
cre..te qu;osi-\'eal tnnsfonnarions in crcaturn or
objnU. Shadow rransmurarion can rcplic.ate.lOY
transmuurion spdI of 6lh IC\'d or 1lI'Io'cr from 1M
5Orccrtt/1toizard list. bur the multing
tnnsformations nor only 60% \'eal. Creaturn who
Mlit'\.., in the tra.nsfonnarions nor fully ..trectl."d by
tI=n. bul rbosoc ..'ho~disbd.it'\~a\'e only
..trectnl by 60% of the dfC'Cl. AIry crcatu\'e which
intcrKts ..-jth the shadow rrall$mul<triot! COlD maJte.l
Will wo..., 10 rteagniu ils ttue ....tu\'e.

Shodaw rransmulalions which S"OIDt .l crcatul'e
a ....rural ..1Uck (such;os !INS! shape 1) fullClion
nonnalI)-. bur ..gainsr any cre.ltul'e ..·hicto disbc:Iit'\'I!'S
r.M dfKt, such .ltracb deal only 60% damagC'. 10 the
c.a5C' of shadow transmmatinnswhich enhimce 1M
damage of msring attacks (weh as magicftmg or
mogic WNpon), a cre..tu\'e whi.ch SUoCCCSSfuUy
disbcli~ tahs~ danuge from rhe att;tck
ilsclf, but t.lhs only 60% of thc bonus dam.,
rounded dll'Wll (for o:ample, a Iongsword whKh was
shadow rransmutnl with magic WCdpon would deal
no additional damage, but 0"" which W.lS shadow
rransmutnl with grnJt« magic WCdpon for .llo!al
bonus of +i would sti1l de.ll an utra +l d.lmagc), In
eithaca.." ifthc c~aturcmaking Ihe attack
disMIi~ the eff«r for oome l'e.lOOn, anYClcature
thC')' atlack amomaticaUy counts;os disbelieving the
effect.

Shfldow rransmutations which hosrilely modify
a t....get witbout damaging il (snch as~uuperson
or bol~fulpolymorph) function normally unlns the
targC'l disMlieves, in which ca.., the effect h.ls a 60%
cbance ofworking propC'lIy, .lnd a iO% chance of

nonliving c~.lturn.

In .lddition, if Ihe subj«t is.l spellc.lstu. he Or
she immedi.ltely ~g.lins Id6+11~lsofp~p.1rl."d

spells. Thes<' spells 1t'\~lsC.ln be reco'''erl."d in.lfl)'
combin.1lion (fore:umple, a character who rolle'll a:>.
would Itaw 51~1sof spells 10 l'«O\~r, and could
rtClI'\= one 5th lC'\"e1 spell. or m.~ 1st l~l spells., Or a
:>.nd l~l spell and a}l'd It'\~l spell. etc.).l«gardlns
of lhe configuration chOs<'n. spellcasten can only
rtCO'I= spells lhat theyM~ usW during the last 2'f
bonn. The spells must M'e ~n aetu.lUy cast durinB
m.1 pniod, and no spell can be l'«O\~rI."dmo~

limn Wn il w,u cast durin! lhal rime. The chOs<'n
Sf"'llsnor storl."d in Ibe subj«l"s mind as though
p~ in 1M nomW £ashion, lfhe orw iu
spontannms casln, he or w inste.ad tqlains use of
m.1 m.my spdl slots of tM .lppropri.lIte It'\'el (or
tn..,k), which tu...,~n usoI."d in 1M p.1st 2'l boon.
SpellcntttS~ spelk in Ihis fulUon cannot
tqliin spdI sk>I$ they nt'\= had. If the rtC.a1lN spells
nquitt m.lIteri.l1 components' IMSUb;«t sti1l must
pr'lI'I'ide thtm in order to as! that Sf"'U. The
rrcavcrcd spc11s ranmtp~ (or. in tM C.He of
spontaneous c.asttn, r.M spdl docs re:main .i\·aiLoble)
forOnt hour, and iftlley tu.'m~ bo!om cast by theeDd
of m.1 time. they nor wasted.

I(l\ IHUn

Schoo! conjuration (huling): ~cl cleric '5
C.ulin~ Time 10 minutes; Scgmenlcd '5 C<lstings
Components Y, S, M (di.lmond "'onh 5.000 gp)
Range dosc (15 ft_ • 5 ft_/lle\'~S)

Targel one corpse
Duradon instilnl:ancous
SavinJil Throw none, H'f' It'llt: SpeJI Rl"$istancc no

You rntore life 10 a dcaasW c\'eature. 'lou can
raise a creature: m.t has bo!om de~ for no longer Wn
I clay per c.asttt Ic\~l. In .addition, Ihe subjKt's soul
must Mr.-and willing 10 ret:urn, If1M subj«fs
soul is nOl willing to return, tM spell d06 nOI work.

Upon completion of lhe spe:1l. the creature is
immI."dialdy rntorl."d 10 full hil points, vigor, and
health. If the subtcc;r poss<'ssal ability score d.lmage
whcn heor .he dil."d, tbat d.lmage i. nmll'l'N.
Nonnal poioon and nonnal dis<'.ls<' are curl."d in the
process of raising the subfect, but magical diseases
and curses a~ nOlundone. While the spell dOSC'S
mortal wounds and rCJMirs lethal damagcof most
kinds, the body of the creature to be raiscd must M
wbole. If the subject is a spellciiter, there is a 75%
cbance per unused spell (or spell slot, in the ca~ of
spont.lneou$C.lSlers) th.lt they l'et.lin the spell.
otherwise any pl'epared spells are lost. The subjecl

don not suffer any negative 1C\~ls or Constitution
damageasa ~sultofbeing brought bold: in this way.

You can return to life oomeone killl."d by.l death
dfect or someone who bas been turned into an
undead crcatu\'eand Ihend~.You cannot
rdum to life someone ,,-ho Ius died of old aSt'.
Constnlcrs, demnttals, oursidC'n. and undead
creatuln c.an\ M~ to life.

SHA[)O\\ TIt.."'SMlIr4.TlO'l:

School illusion (sharlow); k'-el SOf'CC't'Crfwil.in:l1
Casting Tim", I srand.1rd ..er;an
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Range see text
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failing.
Ittgardl~s. ofwhdh~rth~ spdl is disbdi~ or

not, th~ subj~ct is ~ntitled to any saving throw that
would ~ allow~d byth~ sp~ll b6ng duplicat~d,

nl:<'I't that this saving throw is calculated using
shadow transmutations .pdll~",d,rath~rthanthat
of th~ original .pd!. All s~lls cast with shadow
transmutation off~r s~ll ",sistanc~~."n if th~
original s~ll did not.

SHAUOWFRIFNUS
School illusion (shadow); ....",el bard 6,
sorcerer/wizard 8

Casling Tin'e I round
Components V, S, M (modeling clay, mixed with

your blood and sculpted into a doll)
Range personal
Target you
Duration I min./level

This s~ll c",at~sa numkr of illusory doubl...
of you, called shadowduplicants. Th...., doubl~. taJa,
up th~ir own squ....~., act indq>~nd~ntlyofyou,and
.....,70%r~a!.

'Nh~n shadowfriends is cast, it c",at~s 'd4+3
shadow duplicants of you, which ap~ar in
unoccuI'i~d squa,..,s adjac..nt to you. !fth..,.., ar~n't
..nough adjac..nt squa,..,s, th~ aI'~"" in th~ n..ar~st
unoccuI'i~d squa= inst..ad. At th.. tim~ ofth..
casting, and only at th~ tim.. of th.. casting, you may
choo,", to switch plac... with on.. of th~ shadow
duplicants in th.. confusion, pr"""'nting ~n~mi~s

from t~lling you and yourduplicants apart.
Though ..ach duplicant aI'p~an; to b.. a copy of

you down to th~ last d~tail, including your g..ar, th"')'
h""", th~ following stati.tics, ""gardl~ssofwhat your
g~""or class f..atur~s includ~. Each duplicant has a
numkr of hit points ..qual to 4 x your cast~r 1~.,,1 (to
a maximum of 80 hit points at ,oth 1""",1), can mak..
a singl.. attack ..ach round at a bonus ""Iual to 'Y. your
cast"", 1""",1 (to a maximum of +15 at ,oth 1""",1) and
d~al ,d8 + your primary s~llcastingability seo,..,
modifi~r damag~ with ..ach succ~ssfulhit. Th~irAC,
CMB, CMD, mo=~nt 'f"""'d, and sa...... a", all ~qual
to your own, ncluding any t..mporary modifi~rs.

Th~ir skill and ability scor~ bonus... a,.., ""Iual to your
bonus for th~ rd.....ant skill or ability ch~ck -,. Th~
duplicants cannot cast s~lls, but, at your discrdion,
can mimic s~llca.tingwords and motions.

Th~ duplicants act on your initiatw.., and ,",rvl'

you instincti.....ly, knowing how you would want th~m
to act and doing so without instruction. Th~
duplicants a", onlY70% r~al, and any c,..,atur~who
int~ractswith th..m and succ~son a Will SiI.....

disb..li""",. that in particular duplicant, and can
disc..rn that duplicant from th.. oth~r duplicants
(and from you) wh~n d~t..rmining who to attack.
Additionally, any duplicant d~als only 70% dallLil~

against a cr~atllf"" that ,..,cogniz... it as a shadow
" ..atu,..,.

SKULOFTHF ELEPHANT
School transmutation; ....",el bard 2, cleric 2, druid
2, sorcerer/wizard 2
Casting Time Istandard action

Components V, S, MIDF (an oun"e of ivory)
Range tou"h
Target creature touched
Duration I min./level
Saving Throw Will negates (hannlcss); Spell
Resistance yes (harmless)

Th~ subj~ctgains a +3 ~nhanc..m..nt bonus to
Constitution "hn:ks mad~ to hold his or h"", br~ath,
"ontinu~ running, and ,..,si.t nonl~thal damag~ such
a. from a forced maKh, d..hydration, or similar.

'Nh~n you cast this s~ll, you maycho",", to
Silcrific~a p"'pared sp..ll (or unused s~ll slot, if you
...... a spontan~ous cast"",) ofJrd I~.....I or high..r. Ifyou
do, th~ ..m.anc..m~nt bonus is inst~ad ""Iual to 3 plus
th~ 1""",1 ofth.. sacrificed s~ll. Fornampl~, if you
Silcrific~da 9th-I~.,,1 s~11. skill ofthe elephonr would
grant a +I, ..nhanc..m~nt bonus to th~ atf~ted

chms.

SKilL OF TH E PARROT
School transmutation; ....vel bard 2, eleric 2, druid
2, sorcerer/wizard 2
Casting Time t standard action
Components V, S, M/OF (a handful of parrot
feathers)

Range tou"h
Target creature touched
Duration I min./level
Saving Throw Will negates (hannless); Spell
Resistance yes (harmless)

Th~ subj~ctgains a +3 ~nhanc~m ..nt bonus to
alllntdli~nc~-based.kill ch~ks for th.. duration of
th~ sp~ll.

'Nh~n you cast this s~ll, you maychl>OSl' to
Silcrific~a I'''''pared sp~ll (or unused sI'dl slot, if you
....., a spontan~ous ca.t"",) ofJrd I~.....I or high..... If you
do, th~ ..rn.anc..m~nt bonus is inst~ad ""Iual to 3 plus
th~ I~.....I of th.. sacrificed spdl.



For rx.ample, ifyou sacrificed a 9th-levd sprU, skill of
th" parrot would grant a +12 rnhancement bonus to
InteUigrnce-hasrd skill chrcks.

SKILL OF THE I'[ACOCK
School transmutation; LeH,1 bard 2, cleric 2, druid

2, sorcerer/wizard 2
Casting Tim" Istandard action
Components V, S. MIDI' (a peacock feather)

Rangelouch
Target creaturetuuched
Duration I min./level
Saving Throw Willncgates (hannless); Spell

Resist""ce yes (harmless)

The subject gains a +3 enhancem~t bonus to
all Charisma-based skiU checks for the duration of
the speU.

\Vhen you cast this spell. you maychoosr to
sacrifice a prepared spell (or unused sprll slot, if you
are a spontaneous caster) of}f'd le....,l or higher. Ifyou
do, the enhancement bonus is instead equal to 3 plus
the levd of the sacrificed sprll. for example, ifyou
sacrificed a 9th-levd sprll, skill ofthe r-'cock would
grant a +12 ~hancement bonus to Charisma-basrd
skill checks.

SKll L OFTHE SERPENT
School transmutation; Level bard 2, cleric 2, druid
2, soreerer/wizard 2
Casting Time Istandard action
Components V> S, MIDI' (a snake's shed skin)

Range touch
Target creature touched
Duration, min./level
Saving Throw Will negates (hannless); Spell
Resistance yes (harmless)

The subject gains a +3 enhancement bonus to
all Da.terity-based skill checks for the duration of
the sprll.

\Vhen you cast this spell, you maychoosr to
sacrifice a p"'pared spell (or unusrd spell slot, if you
are a spontaneous caster) of}f'd le....,l or higher. Ifyou
do, the rnhancement bonus is instead equal to 3 plus
the 1.",.,1 of the sacrificed sprll. for example. ifyou
sacrificed a 9th-levd sprll, skill ofthe serpe"t would
grant a +12 enhancement bonus to Drxterity-basrd
skill checks.

SKllLOfTHETIGfR
School transmutation; Level hard 2, cleric 2, druid
2, sorcerer/wizard 2
Casting Time Istandard action

Components V. S. M/DF (a pinch of tiger fur)
Range touch
Target creature touched
Duration I min./level
Saving Throw Will negates (harmless); Spell
Resistance yes (hrmless)

The subject gains a +3 enhancement bonus to
all Strength-based skill checks for the duration of the
sprll.

\Vhen you cast this spell, you maychoosr to
sacrifice a p"'pared spell (or unusrd spell slot, if you
are a spontaneous caster) of}f'd le....,1 or higher. Ifyou
do, the rnhancement bonus is instead equal to 3 plus
the level of the sacrificed sprll. For example, ifyou
sacrificed a 9th-l.",.,1 spell. skill ofth" tiger would
grant a +12 enhancement bonus to St",ngth-basrd
skill checks.

SKILL OF THE TORTOISE
School transmutation; Level bard 2, cleric 2, druid
2, soreerer/wizard 2
Casting Time Istandard action
Components V, S. MIDI' (a ball of wax)

Range touch
Target creature touched
Duration, min./level
Saving Throw Will negates (harmless); Spell
Resistance yes (h,,,mless)

The subject gains a +3 enhancement bonus to
all Wisdom-basrd skill checks for the duration of the
sprll.

\Vhen you cast this spell, you may choose to
sacrifice a prepared spell (or unusrd spdl slot, if you
are a spontaneous caster) of}f'd le....,1 or higher. [fyou
do, the ~hancementbonus is instead equal to 3 plus
the level of the sacrificed sprll. for example, ifyou
sacrificed a 9th-levd sprll. skill of the rortoisewould
grant a +12 enhancement bonus to Wisdom-hasrd
skill checks.

SOULSIPHO[\;
School necromancy (death, evil]; Level
sorcerer/wizard 9, witch 9
CaSt ing Time Istandard action
ComponenlS V. S, F (an engraved mithral rod



worth at least 6,000 Sp)
Range touch
Target hing creatun: touchl-d
Duration instantaneous (see text)
S,;o.ving Throw Fortitude partial; Spell Resistance
y~

Your louch inslantly delivu's 10 points of
damage per casta level u you allempt to rip the
victim', soul from hisor ha bodyand use it to pawn
funher magic. If the larget's saving throw sUCCffdl,
be or she irul:rad takn )(16 poino ofdamage + •

poinl ptr caSln In.el.
Ifthespell s1a~'S if:1i target. you immediately

l'qlain .d61n'Cis of ptepaffii spell.. lbese spelll~1s
can be I'KO\~ inanycombination (fora.ample, a
char.oaer who rolled a 't ,,'OUld M ... 't 1",'Cis ofspells
to ILcowr, and coukl R'CO'I.... one 'tth-Ievd spell, Or
fourw~IC\'d spells., or ""'0 md-I....'d spell.. etc.).
~cu of 1M configurat),)n chosen, you can only
1'K1ll\'n spdIs thai you M used during the Wt 1't
boun. The spdls must hr. hem .Kttially cast during
thaI period. and no spell can be 1'K1ll\~ m~

timn than it....-s c.ast duritis that time, The chosen
spdls aI'C stored in your mind as though prepared in
the norm.aI £ashioJl.. Ifyou aI'C a sponta~s casta.
you inste~ regain use of that many spell slots of the
appropriate Ievd (or 1",...Is). which M ... been used in
the paS( '4 hours. You cannot regain spell slots you
nC\'Cl" hH. If lbe recalled spells mJuin malerial
components, you stiIlmUSl provide them in on:ln to
~ thaI spell. The~ spells temain prepared
(or, in the caseohpontancouscasten, the spell slots
remain ava.iIable) forone hour. and ifthty M ...n't
bftn caS( by the end of that time, they aI'C wasted.

If the crealUte is Ialer resurrected. be 01 she
gains a number ofpermanenl negative lC\...1s equal to
the number ofspell 1~1s you rKO\...red,~
ncgalM Icvtb are in ~dition to any 1~llosscaused
by the rnurrection method,

~I'IRI r n\ I~
School n«romancy; Level sorcerer,...iuro 7
Casting Time l round
Compone.. ts V. S, M (a pil'(e of hair from a
member of the urge!'s sp«ies or race)
Range dose (15 ft .• 5 ft./1Ievels)
Target one living creature
Duration I min,IIe",,1
Saving Throw Will parti,,1 (sc.'C text): Spell
Resistarlre yes

This spell usn the urget's JPirit to 'lute a
done ofhim 01" bcr"ilichaidsyou incomb.at. The
done appean in an unoccupied square ";thin rmge.
lis a~ar.mce,Sl.atistics, and gear aI'C identical to
those of theI~.The do..., lasts for tbe dur~t),)nof
the spell. or until sWn., al "itich point its body and
geM toties info mist. The done aeu immediately .aftel
your IUn1, snning the round you US! spirit twin.

The DC\OiyCte~led done immediately makn a
Will wving thraw (the DC is equal to spirit twin's
DC). If it sucrceds. it is~ to 1M caster ~nd his
or her allies. possibly le~min& up ";Ih any Glher
ettaluIn bosriIe 10 the casler. If il £ails. it inste~
scrvn the caster £aithfully for the duration of the
'pdl. Certain uniquecte~tuteS,suchn the
tarrasquc and most deities, aI'C immune to Ihis spell,

~lIR\"ERT 5PFll
S<:hool abjuration; lll'vel b;lrd 4. cleric 4, druid 5.
inquisilor 4, :;orcercrlwizard 4
Casting Tin'e l S1Jlldard action
Components V. S
Range medium (LOO ft. +-10 (1.ll.,.el)
Target One spelkaster
Duration instantaneous (!iCC text)
Saving Throw none; SI)('II ResiSlance no

You rip apart another cailer's ipdl, itealing

worth at least 6,000 Sp)
Range touch
Target hing creatun: touchl-d
Duration instantaneous (see text)
S,;o.ving Throw Fortitude partial; Spell Resistance
y~

Your louch inslantly delivu's 10 points of
damage per casta level u you allempt to rip the
victim', soul from hisor ha bodyand use it to pawn
funher magic. If the larget's saving throw sUCCffdl,
be or she irul:rad takn )(16 poino ofdamage + •

poinl ptr caSln In.el.
Ifthespell s1a~'S if:1i target. you immediately

l'qlain .d61n'Cis of ptepaffii spell.. lbese spelll~1s
can be I'KO\~ inanycombination (fora.ample, a
char.oaer who rolled a 't ,,'OUld M ... 't 1",'Cis ofspells
to ILcowr, and coukl R'CO'I.... one 'tth-Ievd spell, Or
fourw~IC\'d spells., or ""'0 md-I....'d spell.. etc.).
~cu of 1M configurat),)n chosen, you can only
1'K1ll\'n spdIs thai you M used during the Wt 1't
boun. The spdls must hr. hem .Kttially cast during
thaI period. and no spell can be 1'K1ll\~ m~
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nC\'Cl" hH. If lbe recalled spells mJuin malerial
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nC\'Cl" hH. If lbe recalled spells mJuin malerial
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member of the urge!'s sp«ies or race)
Range dose (15 ft .• 5 ft./1Ievels)
Target one living creature
Duration I min,IIe",,1
Saving Throw Will parti,,1 (sc.'C text): Spell
Resistarlre yes

This spell usn the urget's JPirit to 'lute a
done ofhim 01" bcr"ilichaidsyou incomb.at. The
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remain ava.iIable) forone hour. and ifthty M ...n't
bftn caS( by the end of that time, they aI'C wasted.
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the number ofspell 1~1s you rKO\...red,~
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by the rnurrection method,
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Range dose (15 ft .• 5 ft./1Ievels)
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your IUn1, snning the round you US! spirit twin.
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some of its magical energi~ for yourKlf. In order to
u,;., this .peD. you must ready an action to counter
another speDcaster's speD. or Iu~ lOme other means
ofcasting this speD on anothercharaetell turn. As
that character casts his or her spell, you casr your
own, countering the original and p~ntingir from
tiling ohape.

In ord.... to succKSfully counter the speU, you
mu'" make a dispel chC'Ck (ldIO" your caster lewl)
and comPM'" that to the tMget'.c.a"'er 1.,..~1 (DC n-+

the speir. c.a"'et lewl). If the spell you ne rrying 10

counter is 6th·'"",,1 or higher. you take .. _.. penalty
OD thischeck; otherwise. you g.. in .. -+l bonu.. lfthe
dispd check issuccessful. thespeU is counte~.

Ifyou successfully COWltet .. speU with subwrr
speD. you instantlyp~~ <ltI)' one spell whose lewI
is less than or equ.alto ~ the lewl of the COWlle~
spdl (rounded down. minimum I5t·I.,....,{), ..nd that
you lw\~ usN durins the WI l.oit boon. The spdl to
be reccJ\-ned must Iu\'e been aetl.l<l1ly CUI during:
that period. The chOSoCn spell is ItOrN in)"OUr mind
<lS though prepared in the nornul fasmaD. If)"OU~
.. sponWteous caster. you insteMi rqilin use of..
sin&k "P"ll dot of the ..pptoprUte ""~I, ..iUCh b.u
bern uSoed in the past l.oit boon. If the realled spdl
requirn matuial components' you still must provide
them in order to c.aS!: tbe spell. The 1'eCO\'Ued Sl"'1I
~ prepared (or. in the use of sponuneow
c.asten. tbe spdI slot~ ""....ilIble) for .. number
of toIlIlds equ.aI to the ""'el of the COWlteKd "P"ll.
-.I if it Iwsn~ bern C<lSl: by the end of tMt time, il i:s
..-uted.

~\\ln~\\I\I

School transmutation: Le'·el ..1chemiSl I, b<lrd:l.,
deric:z., druid :l., ranser l.sor<:ert" .....iuord:l.
C..Sling Time 1 standlrd .letion
Components S. M (.. pioch of$C'aweed. consumed
4S pa,t of Ihe spell)
Rang., touch
Target ~atu,c touched
Duration, hour/le-'cl
Saving Throw Will negates (h..rmlcS5): Spell
Resista no.:e yes (lurmie")

The affffted ~atu~gainsa swim speW equal
to twice its land speed forthe durarion of the speD.
Like a c~atu~ with a natural swim speed, Ihis means
that the affected creatu~ gains a ..8 racial bonus to
Swim checks. and can choose to take 10 on Swim
checl<s forthe duration of the spell. Swift swim does
not confer the ability to b~atheunderwarer.

1 RUE D1SIU\JCTIO\J
School abjuration: Level deric 7. inquisitor 6.
sorcerer/wizard 7

C.uting Time' Slandard action: Segmented I)

castings
Components Y. S
Range close bs ft ... S ft./1.levcls)
T;orgn one creatu,,"
Duration instantaneous
Saving Throw Will ncg.ares: Spell Resistance yes

The target i5 completely ilDd irrcvoc.ably cut oK
from magic:. He or.he can no longer cast spcIIs Or u,;.,
spdl-Iikr abilities. The t;orgn reUins the ability touse
eDr.K>rdin.uyor supenutw;d abilities.~.He
orshe mqstill use magic items. but no longercounrs
as pouessing <ltI)' "P"Ucuting I.,..-ds for the purposes
of spdl completion or Sl"'11 trigger items (10 a wiurd
affC'Cred by !his spdl will be WloilbM. to u~KroUs 0'
w;onds without the Use Magic: Oe\icc skill, and his
robe ofdw ormm<J9i ..VII.'t grant him any spccW
benefits. but be can still wield ;0 -+1. qU<lrte1'St<lfJ).

This effect i5 permanent. but can be R'\~rscd by
a wish or miracle spell

t 'DER\\ 0\ TE R \10\ F\lF'T
Sc:hool rransmuLuion: I.e,.-",I b<lrd 4, cleric So druid
So ranger 4. ~""'UardS
Curing Tim", 1 §Uondard <lCtion
Compon",ntsS. M (fish sc..1n. or simil;o,)
Range close (1.S ft... S ft./1.leveIs)
Targnso.... creatu~ po« ","'0 levels
OU.....tion 1 hourfl.,......
Saving Throw Will negates (h.armless); Spell
Resistance yes (harmless)

The affected ~aturnmq aet normally
und."..."terwithout incurring penalties. This benefit
applies 10 atrack and dama~ roUs tn.lde ",ith
sLuhing and bludgeoninjj ....,apons, attack rolls m;ode
with missile "'eapons. and c;osting spells with '~tb;ol

components. Unclc...... ter ~lJl<"ntdocs not confer
the ability to b~athcunde....·at.,., not does it provide
any ability to swim proficiently.

UNHOLYPRESENCF
School e...ocation [evil]; Lcvel cleric 8. druid 8
Casting Time 4 hours: Segmented 6 castings
Components V, S. M (herbs. oils, and incense wort II
at least ,.soo gp), DF



R.onge tOUCh
A~;o ~ site, building. Of structure up tO.l IOQ-ft.
r<Jdius
Dur;ation inSl:.Int;ane<>U§
Saving Throw see tot; Spell RKist.lIKe see text

Unholy p~senCf!m;okes;o puticular site.
building or structure an unholy Sile. This has four
lTh1jor eff~ts.

First, the site is ",..rded by an unholy oura
dreer.

Second. the IX to mist: neg'lIi-..., dwnneled
meTgywith.iD lhisare.. g;oinsa ~ prof..ne bonus aDd
the DC to~ positio..., energy isredu~ by 6.
AddiriorWly, anyoDe ..rtemptins to dwnnd positi-...,
energy must sue«ed on .. IX 10 ChMism;o ch«k or
dill: theyare unable to ch..mnellhe energy, and their
use of thaI ability is "'asled. Spell resistance dOfi not
apply to this affecl. This provision does nol apply to
the druid version of the spell.

lhird. any ",..ter sources within the area of Ihe
unholy preKnce, .md ;ony " ..ta whichst~ in the
are" for;at least ~ consecuti-..., hOUB, is dected as
lhough by the CUI"$e war,.,. spell. AdditiorWly. .any
ae;otures which sur in the .affected are;o for .at least
2.4 consecutr..., llouB are Uf«ted as though by the
urt<lefn:rublf: olignmenc spdI (see the Pathfindn
Adv;onced Player's Guide). In both C<lSO,;oftu lumg
Ihe spell's area, the effect lasts for one "...,.,1: before
fading.

Finally. you can choose up 10 six of the
foU.....ing spell effeers to be .affixed to the site. Thesor
spell effects relTh1in as long .IS Ihe unholy pr<!Sence .
remoins in effeer, ;000 function t.hn:mghoul the entIre
site, reg;ordIrvoflhe DOrm.l1 dunnon;ond .are.a of
eff«t. For e.ICh spell effect. you nwy designate
wbffher tbr dfeer ;lpplies to..n ae;otures. ae.atures
..-bo Wre your f.a.ith or ;o!ignmmt. or cre;oturtl ..-bo
.adhere to ;mothn faith or ;o1ignment.

Spell effeers that you ,.an choose for this effeer
include: oid. bane, bless, calm emotions. cause fear,
darkness, doylighl, death word. deeperdorknns,
defect evil. dern:r mogic, ddn:r poison, dimensional
anchol", disum lin. dispel evil. dispel m<lgie, endure
mmenrs. Jrftdom ofmow.. ,enr. invis.ibility purge,
net.!lraliu poison, protn:tion from m#:ftJY, rerJlOyt
frar, rnist"MfJ)'. sileRn'o tongues. water brNthing.
.and ze.... oftruth. ~ing throws;ond spdI resist.ana
might appJy to lhese spdh' dfeers.

An area c.an only recriI..., one unht.>lypl'f'5('~

.11;0 time. If.an are;o isaffeered byboth unholy
prescnCl"and unhallow, the ullhallow is suppressed
within th~areaoflh~ unholy prcscnce. Unholy pres'
C/let' counters, but d...,s not dispel, holyp~Rn'.

School tl"ilnsmutation (polymorph); le.-~I

SCMCbC.!wiZilrd )

Casting TIme. pandard oKtion
Components V, S. M (.a f'ece of the creature "'hosoe
(orm you plan to a5sum~

Range personal
Targel you
Duration, min./lcvel (O)

When you caSl: tbis spell. you can aMume the
form of ;ony Small or Medium aeature of th" •..,nnin
t)l"" If the form you ;ossum" bu any of the fol1owing
.abilities, you gain the liued ability: climb JO feet, fly
)0 feel (~gt' man""......bility). swim 3D fe.l:L
d.arkvWon 60 feet, low-light .ision,;md scent.
SmaU vermin: Iflhe form you t.ak" is th." of;o Small
.'tImin, you g.ain a -u size bonus loyour Ikxterity
.and a +l natural.armor bonus.
Medium ""rmin: [flhe form you take is that of.a
Medium .",nnin, you gain a -u size bonus to your
Slrength;md.a +1 nalur;o1 .armor bonus.

Sch.ool transmut.uion (po/}'i1lOfPh); Lev,,1

sorrerer/wiZilrd 4

l'bis spell functions;as wrmin s/tope I. acepl
tNI it;o1so;allows you 10 assume the form of .a Tiny or
large creature of Ih" vermin type. If Ihe fonn~
.assume has .any of the following abilitin, you gaiD
the listed ability: climb 60 f"el. fly 60 fret (good
maneuverability), swim 60 {e"t, c.larkvision 60 fret,
low.light vision, scent. and gr.ab. You;olsa gilin a +4
bonus on Will .....'tS ;lg.a.inst mind-affrcting effeers.
Tiny vermin: If the form }"VU tili is Wt of;a Tiny
.-ermin, you g.ain.a +'4 siH bonus 10your Doatenty• .a
-2 prn;oIty to your Strength.;ond a +1 natur.li .armor
bon~

LlJtge vermin: If the form you lake is WI of;o t..arge
vermin. you g.ain a +4 .iz~ bonus 10yourSlrength,;o
-2 penaltytoyour Dexterity. .and a +'4 natural armor
bonus

HM.MIN SHi\I'~ III
School transmutation (polymorph); level

sorcete'f"/wiZilrd 5
1'bis spell functions as vermin shape II,

exapt wt it ;o1so.a.Jl<..,"5}"VU 10a~ tbr
form of;o Diminuti\.., or Huge cre.ature of the
.-ermin t)l"" Ifth" form you .lSsum" has any of
the following .abilifies, you yin Ih" lisled
ability. hu......... 30 frel, climb 90 feel, fly 90 fret
(good maneuverability), swim go fert,
blindsight 30 feel, darkvision 60 feel. low-light



vision, 5<:=t, constrict, filam~nt,gmb, mandibl.,s,
poison, pull, and "",b. You also gain a +5 bonus on
'Nill sa"". against mind-aff.,.,ting .,ff~cts.

Diminut~W'rmin: Ifth~ fonn you tak., is that of a
Diminuti~." ,."nnin, you gain a +6 siz~ bonus to your
D~rt~rity. a -4 p"nalty to your Str~ngth,and a +l

natural armor bonus.
Hug" W'rmin: Ifth~ form you tak., is that of a Hug~
""rmin, you gain a +6 siz~ bonus to your Smngtb, a
-4 pntalty to your Dat~rity,and a +6 natural armor
bonus.

VICIOUS (t.\Y
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Die Verwandlllns, by
Ger>tIdiJu, Harris
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He unconscious oroth~~inc~pabl"of conrinuing
th" prismatic Ctl5Ctlde. th~ "P"ll imm~di~tdyends
(mough any ongoingdf~ from me spd!, such u
poison, will contin"").

On the round th.l.t you cast Xl'lars prismatic
«I$£'ddt, as pan of m" action of usting it, your tye5

""'sin to g10w a d«p rrd. and you o.hoot forth a itt of
lWne from your hands in a J<>-foot lin". ~alUres
Gught in the bUst taU 8d6!itt d.un.o.g<' (~On: W\~

for tulf). Spell t6isl:.&11« ~pplirs to this dl'eet.
On the wcooo round of 1M spdl, your tye5
~ their g10w to bright onngt. and you spit ~ uy
of ~cid from yout mouth. This is ~ ungm touch
~n.a tfut deals .,.:16 points of~ d.un.o.g<'. plus I
point of.ad damag<' p"" c6tfi kYd (to a m..uUnum
of ... 10 atlO1h ~). Spell rrsisuna does not apply
to this effeet.

On tM third round of tIK "P"1I. your tyn g1__
bright yellow and crack!" with ddriteh en"rgy, and
y<:lu I", 1005" a blast of dn:tricity. This i, a lo-foot­
I'iIdius burst unterm on y<:lu, and all CI"'AlUm in th"
burst (includlngyou) taR ,')d6 d""tricitydama~

(~flex laV" for halO. Spdl ""istAnC" ~pplirs to this
df""t.

On th" fourth round of th~ spdl, y<mt tyn glow
"mer~ld g~"n, ~nd y<:lU can make a mdee touch
~tt~ck to d"li~ra deadly poison. You m"Ycltoo~ not
to m<tk" thee m"lee touch attack if there ~~ no tarS"t,
within ""ach that you .....~nt to poison. [fyou do 1I0t
mak" thee touch utack bytM ""d of me round, th15
part of the: 'pell is wutO'<!. C~~turrs toucltw by this
~lUckau lmmwiat,,1y poisonm with~rn
poIson.

On the: fifth round of~ spd!, yourerngklwA
midnight blu", and~CI"'~1UrrDe:Mrst toyou that
you can see mU51 immWi.otdy""~on A fonitude
w\'" or be petrifiw. Spell~~ppli" to this
df~.

On m" sixth round of 1M spdl, your tyn glow a
hright indiso. you "" out ~ ..-Idnling~k, and all
O'e:~nllft within a 6o-foot con" mU51 immwiatdy
succ«d on a Will_" lW be: d"""w as though by the:
illSolfliry spdl. Spdl rrs;ist.mce: ~pplirs to this "Keet.

On the 5e:'\-mth .ADd fin.oJ. round of m" "P"IL
your ern glow a majtstic royal purple:, ~nd you
_~ m" boundll'irs bmo,,,.,., this plan" and the:
ne:n. Eachcnature: within ~ 'jO-f'oot:-radius burst
unter'W on y<:lu (including y<:lu) must suc«w on a
Will w\" or be: ..,nt to ~nother plan" ofexistenc",
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Appendix 1: On the Assembly of this Tome

As I expldined in my foreword, the spells found in this book were hdrd-won, dnd I went to
gredt lengths in order to OIcquire them. I feel the need to repedt thOlt I stress the difficulty of their
dcquisition not out ofany sense of self-aggrandizement, but only because I want to ensure that
you, the reader, truly understand the value and cost of the knowledge you hold in your hands.

This is not some simple book of cantrips and training spells. Indeed, many of the spells found in
this tome Cdnnot be found dnywhere else.

Even thOlt, however, is not the redson why I OIm writing this in-depth discussion of how I
acquired the spells included herein. As a scholar, a scribe, OInd a compiler of lore', I have a greOlt
understanding of the importance of knowing the source for a particular piece of knowledge. A
fact, theory, or statement can only truly be understood if the circumstances which created it are

properly known and considered. To this end, I believe that it may be of some use to future arcane
scholdrs who hope to expand on the work presented herein if they are mOlde aware of the pldces
thOlt some of these spells Cdme from. Though I will not be detOliling the source of eOlch and every
spell found within this tome, I will be providing you with the stories of my deOllings with the three
mages who contributed the most to this book in the terms of raw spellcraft knowledge and actual,

whole spells donated.

By far the least perilous of my various adventures in the credtion of this tome involved the
first of these mages, a man by the nOlme of Xelar, known in his early days as Xelar the Red, and
nearer to his death as Xelar the Mad. It is only by chance that I came to know of the man, for he

lived quite some time ago', and is long dead. I was first introduced to the man during my days as
Head Librarian at Sirribellion, when a young dcademy student came to me asking for help with a
research assignment he had been given, which involved creating a thorough history of an artifact
known as Xe!ur's Rud u!WrUlh. It is my belief to this day thOlt this student had somehow angered
his professor. for the artifact is exceptionally obscure, and until the publishing of this tome, was

probably the only real legacy that Xelar left after his death.
Whatever the reason, it proved exceptionally fortuitous, because after some extensive

research, r was able to find some historical reports from that periodJ which mentioned Xelar.
When he was mentioned, it was often in passing, so there W<lS very little information to work
with, but assuming these sources are 10 be believed, I mOlnaged to piece together a very simplistic
biography of the man: a sorcerer who drew his power from one of the elements (most likely fire),

'M~ tenure as Head Ubrarian at Sirribellion lasted until the unfortunate incidents ;nvol.ing Archmagister Terrek and
the exile of the Ivory Order from the dty at the order of EmJl<'ror August Ikltov IV.

, M~ best estimates place hhn as being born sometime betwL'en OR 78~ and OR 788. and his death roughly thr....
hundred years aBO at OR 8~7.

'See The Yeoro/Fire. by Jeremy Pevis. Rejltc'ions On the R~gn ofRhKmnon Tolmior II. by Lord Gardanis ofHelmOlh.
and The Book o/Ivory BR 70" -7,50.
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he had a troubled childhood before rising from poverty and obscurity to join the ranks of the
Ivory Order, ,lpparently sponsored by a wandering member who happened to be in the boy's

village when he nearly burned it to the ground with his poorly-controlled magical ability. He
studied at Voldaniarus, the academy in Tolmirra, where he apparently had some disciplinary
issues, reportedly at one point setting fire to the royal gardens of Queen Rhiannon Tolmiar [I. He

seems to have "cooled off' at some point prior to his graduation to a full mage, at which point he
seems to have proven quite valuable in a war that broke out between Tolmir and the djinni i .

He never seems to have mentally recovered from the war, for some reason or another5,

and afterwards became exceptionally reclusive. Reports from apprentices and journeymen who
were tasked with delivering messages to him or attempting to rouse him out of his broodings,

indicate that he became exceptionally erratic, and was most likely not entirely sane. He eventually
seems to have dedded to continue the war on his own, departing to the elemental plane of air,
after which he was never heard from again.

One particular passage, from The Year ofFire, struck me as particularly intriguing, and was
what caused me to remember Xelar years later, when I began the creation of this tome:

"The djinni had two dear targets that day: the queen's castle and Valdaniarus, no

doubt attempting to destroy the two centers ofleadership in To/mirra. At the castle they
were turned back by the queen 's armies, but we were left practically to defend ourselves. We
should have fallen ifnot for Ihe efforts ofa few mages, such as Selonor, who filled the air

with fierce storms, to prevent the djinnifrom ovenvhelming us in the air, and Xelar the Red,
whose mastery ofprismatic attacks allowed him hold offthe djinni long after many other
mages hod run OUI ofspel/s,for he could cast seven for every one oftheirs... •

At the time, [assumed that the attestation was merely the aggrandizement which such

tollles often hold. But, as I said, years later, when I began to truly question the nature of spells and
began the research which would eventually lead to the compilation of this tome, [ began to

wonder ifperhaps there was more to the matter than r had originally believed. I travelled to the
location of his tower on the edges ofHelmoth, only to find that it was long gone, such that no one
in the area was aware that there had ever even been a tower there at all. Disheartened, but still

hopeful. [ headed to Voldaniarus, where [ began to dig through the archives for any mention of
Xelar or the means by which he had practiced his spellcraft.

At first [ had great difficulty finding anything of note. As I said, Xelar seems to have been a
sorcerer, and, further, he seemed to have no great interest in the theories or philosophy of
spel1craft, interested instead on its day-to-day use, especially in battle. As such, he didn't keep
much in the way of records, and certainly didn't have any old spell books lying around. Still, [

• KnoWTl as Lord t>akshar's War, il raged for nearly \WCnly years before finally concluding with the signing oflhe

Helmuth acrords by Ihe diinn lord t>akshar and t>rince Leon Tolmiar I. Queen Rhiannon had diedlwo ye.trs prior, but
Leon refu,..,.j to acrepl a corona\ion until aller Ihe war was concluded.

'Thcre i~ somc evidcnce Ihat he may ha"c bo:.>(:n romantically im'olvt'd wilh Queen Rhiannon. but Ihi~ is nearly
impossible 10 confirm. TI,e facllhal her son had him exiled as soon as \he war was over, howe\'er, "",rlai"ly incll'ase$ ilS
likelihood in mI' '"Slimalion.
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persevered, hoping that somewhere in the Grand Library6 ] would find what I needed to learn

more of this Xelar and his apparently miraculous ability to cast so many spells.
[owe my eventual success to the works ofa man named Uriel Hortisem, a wizard, scholar,

and conte-mporary of Xe-lar's. Though the- two we-re- not e-spe-cially close, he conducted a series of
interviews with Xe-lar about his exceptional "prismatic cascade: a spell which. for all intents and
purposes, is oloctually seven different spells compressed into one. Uriel, like myself, was foloscinated

with this spell, and spent a great deal of time attempting to deconstruct how Xelar had managed
it, for Xelar himself didn't seem to have much of an idea-or, rather, he wasn't accomplished
enough in formal spellcraft to be oloble to put the mololler into words. Unfortunately, Uriel was

never able to properly finish his work, as he lost his life in the war with the djinni. and so his
notes and journal were lell, largely forgotten, until] finally stumbled upon them centuries later,

entirely by accide-nl.
The book, which did not have any kind of title or other clue to its origins on the outside.

was left in a pile of books I was intending to go through by a careless student7 , and so eventually

made its way to me. I initiaJly assumed it was entirely unrelated. and would have likely never
discovered its importance if not for my advancing years. No longer the student lance was, I found

myself having difficulty digging through books for twelve or thirteen hours at a time, and so
occasionally granted myself a break to explore more simple and leisurely reading. During one
such break I decided to take a closer look olot this nameless book, only to discover to my joy that it

was precisely what I had bee-n looking for this entire time.
From there it was simply a matter of completing Uriel's research, a mailer which required

some- minor expenme-ntation. Luckily, Archmagister Wrester was willing to grant me the use of
some top-grade laboratories, as well as the aid of a pair of bright young students, which allowed
me, over the course of two yeilrs. to complete the reseilrch and replicate the spell, as well as 01

couple of variations which Uriel had been trying to work out. Included in the-se notes was also
information on another spell of Xelar's, wherein he apparently drew on the milgicill energies of
two allied spellcasters in order to creilte an exceptionally potent fire spell. When I eventually
learned the secret of segmented spells, [was i1ble to make a variant of this spelL included in this

tome as Xelar's inferno.

The most important mage I borrowed from in the creation of this book is a sage by the
name of Ardesa!f. His contribution is not merely that he directly contributed the largest number

of completed spells to this tome. but also Decause it was through him that I was introduced to the
fountain speJls~, which I believe are by far the most important part of this work 9 . He was also very

• For reade", who haven't had the pleasure ofvisiting Voldaniarus, its library truly hes up to its"" me. Its three-story

building tak"" up nearly a "l""re mile. plus e"en.i"" ealilcombs beneath (and around) the structure, which contain
still funher reading.

, Or SO I assume. I obviously was not present at the tinle, but [""nainly did not put the book there myself.

• While it is true that cascading spells .....ere originally pion""rcd by Xclar. and I do consider the"" a special subset of
fountain spells. the \"ariants have linle 10 do with one another besides creating a net gain in spells one can cast.
Cascading spell. a", simply tightly ""eked, allowing a single spell to open up a ·cascade· of lesser spell efT""ts. Fountain
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helpful in helping me track down a number of the segmented spells included in this book"', and

helped me to include a wider variety of spells for non-arcane casters.
I first heard of Ardesa!f in a minor village in the shadow of the Ontipputa mountain range,

which was too small to have a ptoper name. [ was traveling through the region looking for any
mages who might be willing to share their lore, insights, or spells with the world through this very

tome. The owner of the local tavern was kind enough to treat me to a local legend, which told of a
small shrine at the top ofMt. Garagus, the taUest mountain in the region. which was devoted to a

minor deity of knowledge and spellcraft. and that pilgrims who visited the shrine, and who this
god favored, would be granted an audience and taught great and powerful secrets, including the
creation of the philosopher's stone or the secret of eternal life.

I was skepticill, but could hardly ignore such a potentially helpful source for this book, so I

decided to take a detour up Ml. Garagus to see the shrine for myself. Thankfully, Garagus isn't
neilrly as dilngerous a mountilin as its name implies": il is home to a large number of goblins, as
well as il few unruly grizzlies, but is relatively stilble, ilnd isn't prone 10 eruptions or eanhquakes.
The trip wasn't entirely without troubles, however, and the indigenous goblin population gave me

more than il smilll amount of trouble, further proof for my belief that one should not
underestimate the so-called "little people"'-

On my way up the mountain I was met by a patrol ofgobHns who stopped me and
demanded to know my business. Not wanting to offend the creatures while passing through their
homeland, I explained that I was on a quest for knowledge, and that I sought the shrine at the top
of their mOU11lain, One enterprising young goblin, who, despite the usual prejudices about their

race, clearly appreciated the value of knowledge, declared that since I was ·smart one." I would be
taken to the goblins' chief as a gift. I attempted to explain that I was on a schedule, but they were
quite insistent, ilnd J was hesitant to simply put them to sleep and leave, as I was afraid that while

they were helpless some wandering creature might do them ill, so [ reluclantly agreed to follow
them, hoping that their chieftain would prove more reasonable.

I was taken into the goblins' stronghold, which WilS quite expansive and complex, with
e.>;tensive tunnels which interconnected and seemed to go on for some ways, and which even

spells, by contrast, function nonnally. and then allow Ihe castcr to further draw on his 'well" of mcntal energy,

restoring the use ofa previously expended spell.

"Though t do not by any means intend to devalue the other var;"nts On normal magic that this tome pmvid~'S. I fcct
that, by far. fountain spelts provide the mo.t ;nnoYati"e breaklhrough. and have Ihe gTCatO'St potential 10 rC'o'olutionize

the world "fmagic.

'" Nearly all of the segmented spells were actually found in obscure rilual teXiS, and most of their authors believed that
they were something other than true "spells· entirely. tmnkaUy, this powerful magical practke seems 10 have spent the
last rIVe or six hundred yea.. exelusively in the hands of hedg.....wizards and backwoods ,,'itches.

n"Garagus- m"""" 'Fiery D<:alh- in the diatC\.'t of the ancient In~uti .

.. By this [mean commoners and othe.. who do nOl posseS'S exceptional magkaltalem or martial skill, rather than
creatures of sITIiIII statu,"", though the Sdme is also true for them, t suppose.
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contained a large. underground lake'}. [n what I assume was the central chamber. I was brought

before the goblins'leader. named Garg the Great. who. once he had been informed of who I was
and why I was on the mountain, infomled me quite matter-of-faclly that [would be giving him
"magk powersLl ." No amount of explanation seemed able to convince the Garg that I could not

simply grant him such power, whether through magic or by revealing some simple secret, but that
instead it took years of study and research, Unfortunately, I am much bener at reading and

writing goblin than r am at speaking it, and so r fear he didn't really grasp what I was trying to
communicate, After extensive discussion, Garg agreed [0 release me if I provided him and his clan
with enough magically-created food to last them a year,

Out of gratitude for the food. the goblins also provided me with location ofa secret tunnel
which led to the top ofthe mountain, and would allow me to bypass any of the mountain's other

dangers, including angry grizzlies and the occasional ogre, on my trip to the mysterious shrine,
Unfortunately. the goblins were apparently not aware that this section of the tunnel had come to
be inhabited by an ancient silver dragon, who did not take kindly to my passing through its lair,

At first it mistook me for one of the goblins. and from the appearance of its eyes I believe it may
have been blind, Once I introduced myself and explained that I was not after its treasure, but
simply sought knowledge, he opened up, introducing himself as Sorinalthrixarius's, and invited

me to stay awhile to talk with him.
As a dragon, Sorin was naturally gifted in spel1craft. and was curious to hear more about

my theories involving the nature of spell energy and the potential for mortals to push the
boundaries of what a spell truly costs, When he found out that I intended to publiSh my findings
to the world at large, he shared with me some of his own accumulated spell knowledge, which

would later prove quite useful in the perfection of the segmented spell, He also donated the spell
fate spin'6, a spell of extreme versatility ami no little power, Eventually, however, the dragon and I

parted ways, for I had to complete my research, and his age and blindness prevented him from
being able to travel with me,

When I eventually reached the summit, I was surprised to discover that, indeed, a shrine
did exist. Shrine, in fact, may have been an understatement, as the structure was truly more ofa

small temple than a shrine, I entered, expeding to find a handful ofleamed monks, who no doubt
through time evolved in local legend into a minor deity, Instead, I found the temple deserted'7,

"It is my prof<>ssional opinion thatlhe topic ofgoblin archilecture and society d<.>es not receive nearly as much
attention as it deserv<>s, and thaI what we don't know aboul these noble creatur<>s' rich culture could no doubt fill

volum<>s. It is among the topics that I would like to e.plore in a future book,

"Again. if this is not prooflhal goblins appreciate the value of magic and knowledge. I don't know ""hat is. Th"",

5<hola'" who claim thai goblins have more in common with monkeys than with the ""mient races need only look this

far for ~'Vidence to the contrary.

"Hereaner referred to as 'SoTin: the name h" took when he traveled in human guise as a youth.

,.; Originally ""lied Sorinallhrixarius' lwisr affale, Sorin was kind enough to allow me 10 adiust the name to something

slightly easier to put into print.

"Though prisline. In fact, the ceremonial fires were all slilllit, which, in retrospect, is somewhal surprising.
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Discouraged, [searched the building in case there was any clue that would help solve the riddle of
this temple. In doing so, I stumbled across a single door which appeared as though it would lead

outside. but instead entered into what appeared to be a small shop, selling magical sundries.
Within the shop, I was surprise<! to find Ardesalf, a very eccentric scholar who. it turns

out, was the "deity· mentioned in the myth, A man of advanced years, he had the most unnerving

habit of floating several inches above the ground. I was quite pleasantly surprised to learn that.
like myself, he was of a scholarly bent, and had spent a great deal of time on the study of magic
himself, though he had not spent much time on the specific topic which [ was endeavoring to

study. He is apparently extraplanar in origin, claiming to come from the elemental plane of air<ll,
and his discovery of the se<:ret ofeternallife'9 had given him much time to delve into the se<:rets

of magical lore. When he learned of the nature of my research and endeavors, he was all too
happy to aid me in the matter, and together we poured over his massive collection of tomes,

searching for the answer to the problem. [t was, in fact, Ardesalfwho first managed to overcome

the Astocthan barrier, inspired by one of the numerous spirit creatures he regularly consults when
he finds himself unable to find the knowledge he seeks. [t was. in fact. contacting the creatures
in this manner which allowed Ardesalfto create the spell Ardesalfs safer contact,

A great sage and compiler of lore, he also proved invaluable in helping me compile a good
deal of the knowledge and spells contained in this tome. As I said, he possessed a very impressive

library"'. and from that we were able to draw on a great number of spells and rituals, many of
which we modified or improved upon before putting them in this book. This was also the source
of many of the darker spells in this book (which, I must remind you, are intended to be used only

academically, never to cause harm), as those who typically learn and practice such spells are
rarely willing to freely share their knowledge with the world.

The third and final mage who contributed significantly to the creation of this book is a
sorcerer named Malanis . Though the only spells in this book which bear his name are the
advanced versions of the elementary moyie missile spell. he did demonstrate to me the te<:hnique
which I would eventually use in the creation of the various "quick" spells, allowing them to be cast

at two different speeds. Not the most trusting of mages, he shared little personal information with

me, but I gather that his experience with magic is primarily that of the battlemage, as his interest

.. Though he is insistent that he is nOI, in fact, from lhat plane, I know of no other plane "'hich can be described as
including a number of islands which magically float Ihrough the air.

.. This pan of Ihe legend "'as. apparently. true, After much discu.sion. Ardesalf convinced me that il "'ould be unwise
to reprint the spell he use<l1O allain immonality in such. "ide-spread book, Though the spell has g",at polential. he
and I both understand that death i. a natural pan of life, and that ifimmortahty became Ihe nonn too many problems
would d",,,,lop.

"'11,ough it is a far smaller library than the one at Sirribellion, il rontainsa great number of rare books, and I believe
that, for those in search of particularly obscure knowledge, it may be ofgreater value,



in magic did not seem to extend far beyond its practical use, which is no doubt why he created
the "quick" technique,

[ first heard of Malanis from the journals of a planeswalking wizard named Richard the
Resilient, who recorded that Malanis was a powerful, if somewhat amoral, and highly chaotic,
sorcerer. Other than mentioning that Malanis was exceptional with the use of force magic, he

provided little information. except for an odd notation that the sorcerer apparently had a quite
varied bloodline, and some speculation as to the possibility that this mixed heritage might have
somehow increased his spellcasting ability. It wasn't until much, much later, during the latter part

of this book's creation, that [ came ,lcross more information about Malanis, this time from a
hedge-witch who, for some religious or superstitious reason r didn't quite understand, only

performed her services for barter. She told me that she was familiar with the mage in question,
but would only agree to tell me his location if I agreed to visit him. J, of course, agreed. since it

was my goal to speak wit h him, and she informed me that the young man in question was dead,
and could be found in lhe 482.... layer of the Abyss.

[wasn't happy at being tricked, and certainly had little desire to traverse the Abyss or

interview any creature whose final resting place was on that plane, but J do strive to keep my
word, and it is certainly true that I wanted to consull with him. so, once I had ensured th,ll

secondary copies of my work were in place to be sent to some of my contemporaries who 1felt
likely to finish my work in the case of my demise, I did indeed set OUl for the Abyss.

My trip through that unple,lsant pl,lce is best left unexamined as much as possible. I did

not relish my time there. as often the only thing fouler than the landscape was the company. I was
forced into combat on numerous occasions, and am not proud to s.J.y that several demons lost
their lives as a result. That said. r did evenll.lally arrive on the 482001 layer", where I was, after a
good deal of work. able to track the sorcerer down. For those unfamiliar with the '18200 layer

(known to the locals, I would later learn, as Ornaxxis), it is an ocean of what appears to be
blood'l. dotted by occasional islands of bone. many of which bear morbid shapes. such as skulls
or cl,lws.

[t took a good deal of energy to track the sorcerer down, as [had lillIe in the way of
directions besides the fact that he was somewhere on the layer. [was forced to bribe a number of

the layer's inh,lbitants'" in exchange for rumors ,lnd information, and after many false leads ,lnd
dead ends, [was eventually able to find Malanis, who had apparently claimed a small island of his

... Manyone experienced in interplanar tra",,1 ;sli~e1y a"'·are.1 did not aClually traverse 48' layeTSofthe Abyss in order

to arrive Ihere. Such a liIS~ "'ould ta~e lifetim.... and ,..ould probably nOl be accomplished in any ""em. considering
ho,..lethallhat dread realm is. Bycarefully ploUing my trip in advance and utilizing a variely ofgat.... I "'as able 10
make the emire trip in a liltle under three days. and needed only to traverse four layers oflhe Abyss.

>' I attempted to g,ather ",me of the substance imo a vial to "'Search later. but it evaporated as S<IOn as Ileftlhe plane.
Though a morbid 10pic, I believe that one should al,..ays allempl to acquire ~no,..ledge ,..henever possible. bccallS<' one
never ~no,... ,..hen il might be valuable.

'"' Typically after .ulxluing them, as Ihe ereatures of the Abyss seem 10 be particularly opposed to rea",nable and polile
discourse, ma~ing conversing ,..ilh them a difficult proposition.
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own, driving all the demons and other ilk away. He was initially not very happy to receive a
visitor, but when I explained my purpose he calmed down enough to talk, which is more than I
could say for most of the plane's inhabitants.

I was able to convince him to grant me an interview, though in exchange I had to offer
him travel ofT the plane's. [n an extensive discussion, he showed me some force-related spells,
which 1have included in this tome, and explained the method by which I later produced most of
the various "quickP spells found in this tome. After this, he declared that his end of the bargain
had been fulfilled, and though I certainly wanted to press him for more, he was quite insistent
and he certainly had a point. Besides, I'm not entirely certain he had any more information to
give. I brought him with me back to the material plane, and then we parted ways.

ThL'St', of course, are only the most memorable and important mages to aid me in the
creat ion of this book. There were also innumerilble other spellCilsters who aided me in finding the
spells for this tome. Some of them are members of the Ivory Order, while others belong to no
organization, practicing their magic quietly in the rural towns and villages ofthe land. Some of
them are upstanding bastions ofvinue, using their magic to bring light to the world and aid those
around them, and others are less so. Some of them are exceptionally powerful, able to travel the
planes and summon powerful outsiders, and others aren't even able to cast spells, but instead are
simply masters ofarcane theory.

This book is a collection of lore from a great number of sources, all in an attempt to

answer the fundamental question, "What is the cost of a spell?" Though the question may have
been mine, the answer comes from all these varied sources, for it is only with illl of their
knowledge and resources pooled together that I believe r was finally able to find an answer.
Though I may have compiled the book, and I may have written the foreword, as well as this
se<:tion detailing my efforts in creating it, 1am nOlthis book's author. This book has a great
number of authors, and comes from the great number of mages who were generous enough to

contribute their work, and from those who came before us, building up magical theory and
understanding like a tower, upon whose ramparts we now stand. l.et us continue their work,
gentle reader, and build the tower further still, The advances made by this book are staggering,
but the implications it presents are more staggering still. Now is not the time to rest, but instead
the time to investigate further! l.et us advance magic to new realms, the likes of which our
forebears could only dream. It is my challenge to you to expand even further upon this work: to
challenge our assumptions about the nature of magic, to test them, and to find their true limits.
Not for me, but for those who came before us. Together, let us finish their work.

., Obviously this is nOi a decision I enter«l into lightly. [ gave the matter a good deal of thought, and it ;,; my belief that

Malanis wa., perhaps due to his bloodline, ineolTfftly deJXl"itl.'d in the Abyss, "'here he did not, in fact. belong.
Balancing this against the potential good of the knowledge which he donated, [belie'.., that [made the right choice.
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which 1have included in this tome, and explained the method by which I later produced most of
the various "quickP spells found in this tome. After this, he declared that his end of the bargain
had been fulfilled, and though I certainly wanted to press him for more, he was quite insistent
and he certainly had a point. Besides, I'm not entirely certain he had any more information to
give. I brought him with me back to the material plane, and then we parted ways.

ThL'St', of course, are only the most memorable and important mages to aid me in the
creat ion of this book. There were also innumerilble other spellCi\sters who aided me in finding the
spells for this tome. Some of them are members of the Ivory Order, while others belong to no
organization, practicing their magic quietly in the rural towns and villages ofthe land. Some of
them are upstanding bastions ofvinue, using their magic to bring light to the world and aid those
around them, and others are less so. Some of them are exceptionally powerful, able to travel the
planes and summon powerful outsiders, and others aren't even able to cast spells, but instead are
simply masters ofarcane theory.

This book is a collection of lore from a great number of sources, all in an attempt to

answer the fundamental question, "What is the cost of a spell?" Though the question may have
been mine, the answer comes from all these varied sources, for it is only with illl of their
knowledge and resources pooled together that I believe r was finally able to find an answer.
Though I may have compiled the book, and I may have written the foreword, as well as this
sc<:tion detailing my e!Torts in creating it, 1am nOlthis book's author. This book has a great
number of authors, and comes from the great number of mages who were generous enough to

contribute their work, and from those who came before us, building up magical theory and
understanding like a tower, upon whose ramparts we now stand. l.et us continue their work,
gentle reader, and build the tower further still, The advances made by this book are staggering,
but the implications it presents are more staggering still. Now is not the time to rest, but instead
the time to investigate further! l.et us advance magic to new realms, the likes of which our
forebears could only dream. It is my challenge to you to expand even further upon this work: to
challenge our assumptions about the nature of magic, to test them, and to find their true limits.
Not for me, but for those who came before us. Together, let us finish their work.

., Obviously this is nOi a decision I enter«l into lightly. [ gave the matter a good deal of thought, and it ;,; my belief that

Malanis wa., perhaps due to his bloodline, ineolTfftly deJXl"itl.'d in the Abyss, "'here he did not, in fact. belong.
Balancing this against the potential good of the knowledge which he donated, [belie'.., that [made the right choice.



Appendix 2: New Cleric Domains
The following ue .. num~r ofn~domains

--.ilable loelma.. ll.,;ome<! ohh.,m from a varidy
of SOUr=$, Ardn;>1fchid among them, but also ..
numbrr ofwmans, orad«. and hedg.e-wiurds who
dabbled in ..~..~ m.Jgic. Not iI ~ligiOU5min 1IlfSC'1f.
I can say link ;os to which deitin grant x«ss to any
oflhrw dom.o.ins" but my undenlanding is WI
clerics who ....onhip specific philCKOphies should
h.n.., little t..rring them from making Uloe oft~
donWns. Spdu rnarked ..ith iOU ~msk (oJ M'tt~

found in this tome, ..iUle ~Usd,mOled "APe" nwy
br found in rm Alh'i.nced Pb)..,r's Guide.

Consumption Domain
Gr~ted Powe:n: You an drain the life for« of

<>lMn ",'ilh .. touch. AdditiorWly, you UO grant mid
pmlrction ..gmur the consumpth.., nugic ofothus.

~lhtouch(541): You un deU.~<II touch "tt«k
~~.liviJ18Cft.ture u .. SUlndM'd Ktion,de~
Wi + 'h~dtss~<d points of n~.til.'rmegy
obm.Igr, MId hcmng.n~ .mount. You Can ute
this .biliry.. numbn" of rim" pa.uy ~u.tl to ) +
your WISdom modifin

De.lIh..."ttI (5411: At Slh k1.<ri. you Can g..'r il

crt;orurr)'Uu touch immunity to ibilill' KOre cLm'gr,
.bilirydnin, .nd ~ngydrain. This df«t Iuts ..
numbrr ofJ'OOnds eqlLillo 'h your elmc ki."d. You
un.- thisabiliryona pttlUyilt 8th kl.'d.md m
iddiJion.ill tim~ per dory for e\-~ four Ie\-'ds bq<ond-Doaun S~u.: lSt-vicioos rq·. md-o....th
IcncIJ, jI'd-mind siphon·, "lh-~rion.
')th-blight, 6th_lilio siphon·, 7Ih-lin~rofd~..th
8th~mind~}ltriKfion',9th-soul siphon'

Creation Domain
Glill1ted Powua: You cilncn.at~ minor

mundan~itrmsar a whim, and asyou advilncr in
skill, you cn.atr a small d~miplanrofYOUt own.

SpomalJCOtls Creation (~):Asilltilndard
ilerion, you eiln e~ill~ illingl~ mundanr item whose.
Villur in gp don not ~J«<rd twice your class l~l.
This itrm eiln be ilnything you like, ill long ill it is
mUlli"'n~ilnd don nor exeer<! lhe maximum villur
Intriction. Oner etUlrd, lhe item remilinl in
ai5trner inddinitdy. You rnay use lhisilbilityoncr
ptr <iily, iIIId ilt nth I~l you may use it iln additional
tim~ ~ilch dilY.

Seed Dcmipldnl.' (5u): Beginning ilt 8th l~'el,

you ct'<'iltr your own mini.J.!Utr plane. At first it is very

sm..ill.. not ro.'=.ilblr to hold lif~. At thil time it
functioIlSil5i1 bdg ofhoJding fype I/, except that the
optning i5 iI!w~ in Oil<' ofyour pocktts, tegilrdlnl
of",hilt y.,u·~ "'rilling. At nth \e\-..,i, ir upilnd..
growing to the sir~ of iI po<Tdbl~hoJ~. Ar this "i1gr:,
you can open or clost thr tIltrilD« ro your demipune
is iI stimdard iICIion, i1nd it opens on iln unoccupied
stretchofground within)O f«t. You cilnnat open up
thr portal. to your dcmip1ilnc undC1TlCillh iI creiltu~'1

kct to use it ill iI trilp.
At >6rh Ie\-'Ci, it upiIIIds furthtt Rill, ilnd is now

iI proper reilim.. Ir hils iI radit15 of 1 mile per cleric 1.,.,..,1
you p<>55C55o iIfld is of the tcrnin type or types ofyour
cboosing. It hils rudirrw:nlM)' plintlife, ifyou dnin,
but DO Dim.., ilnimilllifc. With on~ we-ek of
mcd.iI:;orion, you can ""just tIw tanin iIDd clirnate of
~ drmipWnr. As i11LU><!i1J'd ,lC(>on, "ilile on the
IDiIlcriiII. pliInc, you CMI open iI gdte to~ demi­
pbnr. iIfld ,,'hiIe on~dcmipLan~you Ciln open iI

8"t~ to tbr kx:iItion of tbr Wt 8ilr~you opened on
tbr m"J1crii1! pIiInc.

FiDilly. ill 20th kvd, )VUf tkmipLane c:cpiInds
still furthrr, to iI ndius of 100 mil.,.. You Ciln now
CICiltr limpk Slnleturn in~ dcmipLane, luch u
t_'CIS or Cil5lks, but noduD8l00 cWboril~.This
p~ukn 1 hour per squ.o.rc mil~ ofoUeil to be
dectcd. You can ibo control the _i1thtt in YOUl
drmiplilnc, ill will, ilS though COll5undy under 1M
effecb of iI ronrrol_"t~spc:1LYou can also bir
cruturcs from cntcrinfl~d~miplane" forcing
rhcm to CCftd on 01 Will~ (DC 10 + Y:i yourckric
k\..,1 + ) WlSdom score) or be IlnoJbk to min.

Dom.oin Spells: w_good~ny, znd-wood
~1w".., yd~crt"<lt~iO<xI ;lnd "'i1t~, 4th-minor
crr;l/ion, 'jth~t:tbric;lt(', 6th_miljot'c~;ltion,
7Ih~spirittwin·, 81h-sh.Jdowfrknds·, 9lh-CR'",r~
~plicilnr'

Force Domain
Grill1ted Powers: You C;ln rnarupuute force

enrrgy, ercilting shimmering birrien to Pfor«t
youndf, or turning it into i1we"'pon to use ag"'inst
your fan.

FolCf;' Annor (SpJ: You c~",te mimmering
armor of force which prottcll you "'8"insl normal
"u"eks "swell "s incorporr",1 touch ",uack5. C~"'ling
this armor i5 '" 5/"'nd"'rd "'ction, and it lasts fOf a
numbrr of rounds cqu",ltoyourWisdom modifief. It
gmnt5you ",n armor bonus toAC rqual to Y:i your
cuss levd, roundrd down. You can use lhililbililya



numkr of times~r dil)' .,qual to 3 + your Wisdom
modifin

Force J...,"O' (Sp): As a standard action, you
dd~r a foredul thrust at your opponomt. This attack
automatically hits, as long as the tarS"t d.",sn't h"""
full c"""r or con""alment, and deals }d6 + your
Wisdom modifier points ofdamaS". Additionally,
you can us., th., fore., lanc., to ddi""r a trip or bull
rush man""""r, using your deric I~..,I + Wisdom
modifier in place ofyour CMB. You can u.., this
ability once p"" dil)' at 8th 1"",,1, and an additional
tim., I"'r dil)' for """ry four b..,ls kyond 8th.

Domain Spdil: lSt-magi<;- missile,
md-sharrer, yd-Malanis" lesser missile barrage',
4th-resilient sphere, 5th-wall afforce,
6th-Malanis" missile barrage', 7th-forcecage,
8th-denched fist, 9th-Malanis' missileshi.,ld'

Prophecy Domain
Grankd Powen: You"", able to s.,., brid

flashes of the future, occasionally allowing you to act
b.,[or., thq.",..,n occur. Additionally, you gain the
rogue's uncanny dodge class f.,ature.

Sagacious Initiative (Su);You add your Wisdom
modifier, in addition to your Datmty modifi.,r, to
any initiati\-., rolls you mah.

Preparations (Su); Onc., I""" dil)', bdo,",
initiati"" is rolled, you mil)' d.,.,lare that you fo,",...",
this battl., and ha""am,ady kgun to act. You
automatically act in the surpri.., round (and mil)' k
the only c,..,aTure acting during the surpri,;., round},
and maytah a full round'sworth ofactions during
that surpri"'" round.

Domain Spell" lSt-detensi...... tranO",
md-augury, }td-speak"'ith dead, 4th-disarn
lies, 5th-commUn." 6th-find the path.
7th-Ardesalrs sater rontact', 8th-disarn location,
9th-fatespin'

Radiance Domain
Grankd Powen: You can manipulate light,

driving back th., darknns and dazzling your f.",s
with your glory. You shffi light like a torch, "xcqlt
that you can chiltlS" the color of this light to suit your
mood.

Bedazzle (Sp); As a standard action, you Ciltl
att""'pt to blind a single cream,.., who can ..,e you.
That "",atu,.., must succ.,.,d on a Fortitude sa"" (DC
10 + ¥z yourderic 1"",,1 + your Wisdom modifier) or
be blindffi for a numkr ofrounds .,qual to your
Charisma modifi.,... You can u"'" this a numkr of
tim"" p"r day equal to J + your Wisdom score.

Greater Sunlight (Sp): As a stand...d action, you
can call forth a brilliantly bright light to combat th.,

force. of darkness. This light rai""" th., light 1.",..,1
within 60 feet to bright, e,..,n if th., area is
.,nshroudffi by deeper darkness or simil... df.,.,ts, and
lasts for a numb.,,- of rounds equal to ¥z your d.,ric
1.",..,1. Furth.,.., any c,..,atu..,. with darkvision "'"
blindffi ",hi!., within th., a,..,a of this dfect unless
thqsucc.,w. on a Fortitud., """'" (DC 10 + ¥z your
dericI~ + your Wisdom modifier). Creaturnwith
the..,., in darkness sp.,cial ability automatically fail
their saving throw, and c,..,atures who arc sp.,.,ifically
harmed by sunlight ar., d.,stl"O}-.,d on a failed sa""
(creatu..,. who a,.., harmed by sunlight iItId ha"" th.,
..,e in darkness sl"'cial ability a,.., automatically
blindffi, but still rna!<., a sa"" to avoid b..mg
desttoyl'd). You can u.., this ability onc., I"'r dayat
8th 1"",,1. <md iItI additional time I""" dil)' for.",..,ry
four 1"""ls kyond 8th.

Domain Spelb: lSt-eyelight', 2nd-hypnotic
pateern, yd-daylight, 4th-rainbow partern,
sth-f1amestrike, 6th-true seeing, 7th-prismaric
spray, 8th-sunburst, 9th-Xe/ars prismatic
cascade'

Shadow Domain
Grankd Powen: You can manipulate sh.ldow­

stuff, the en.,rgy and material from the plan., of
shadow which powers quasi-,..,al illusions.

Unreal Body(Sp); As a stiltldard action, you
cau,;., your fonn to twist and writhe il5 you kcom.,
..,mi-illusory. You gain a miss chance equal to 4 times
your d.,ric 1"",,1 (to a maximum of 80% at 20th 1"",,1),
which lasts for a number of rounds equal to your
Charisma modifi.,r. You can u"'" this ability a numkr
of tim""l"'r day equal to J + your Wisdom modifi.,r.

frouble-Take (Su): At 8th le""1. you can forc., a
tarS"t to ,..,-roll a Will sa"" to disbeli""" an illusion
you ."..,atffi. You can u"'" this ability onc., I"'r dil)' at
8th le""1. plus an additional time per day for e""'Y
four 1"""ls kyond 8th.

Domain Spell., lSt-disguiS(' self. md-mirror
image, }td-major image, 4th-shadowronjuration,
5th-shadowe\'OCation, 6th-shadow walk,
7th-shadow transmutation', 8th-shadow!i-iends',
9 th-shades

Sleep Domain
Grankd Powen: You no 10nS"r n.,.,d to .I.,.,p,

iItId can ~towsleep forc.,fully upon oth.,rs.
Sleepless (Er):You no 10nS"r n.,.,d to sl.,.,p. You

must still tah tim., each day to prepare your sl"'lls,
and cannot ,..,gain spells more than once .,ach dil)'.
You a,.., immune to sl.,.,p clf.,.,ts.

Consign to Dream (Sp); As a stand...d action
which provok." attacks ofopportunity, you attempt



to for« .. singl~ c~atur~ within 60 f~tt to faU asl~.

[[th~ C~atut~'i hit dic~ rxcttd yourclmc 1e>~I ..
your WISdom modifier. this abilitya.utomatially
fa.ils. It must su«ttd On a. Will 5aVr (DC.o .. Y.. your
clo:ric Ie><d .. your Wisdom modifit:r) or fAll asJ~ for
a. number of rounds o:qua.l to)'OW" Cha.rism.> modifitt.
You u.n UK dlis ability OIK'l!: pud~ at 8th le><d, <lind
.on additional tim~ pt:td~ for n=y four I~ls..........

Dom.a.iD Spda:ut~~>nd-cUu lIMHlStft",

yd-~slum~, ¢t-nigho-ll', 51h-K./wzi
~r..lizi"8Ift1·. 6tb-K..b.azi dre;uy."poo'S·,
'7d>-......'fS 01ahaustion, 8th---t"",poral Sfasis,
grh-olStul proi«tion

Vermin Domain
CfiLDtrd P<:rwu1;: You b.n~ a. natunl. affinity for

wrmin, ..nd they~ you as a. tnmrd frimd or
.ny.

Venninrri~nd (Ex): Vrnnin Cf<'..tufl!:$ will not
an..ck you unl~ you attack thl!:IIl first, or unlus rhq­
a.~ magicallycomp"U~dto do so (n..,n then, thq­
fl!:Cf:i~a new savinll throw to fl!:Sist tho: eff~d if
ordered to attack you).

Command V...rmin (Sp): At 8th It'\"CI, you un
compd '~rmin to fight on your rn,half. This functions
a.s dominat... monst...,. ncq>t it works on ~rmin (and
only\'ennin), the duration i. 24 hours, and Ih~ DC
forth~ s.wing Ibrowis '0 .. y, your cleric l~l .. your
Wisdom modifier. nusabilitydOl!:S not conslitute
attacking Ih~ ,~rmin for the purpost:s ofyour ''CfIllin­
friend abilif)\ You rMy U5l!: this ability onco: p"r day al

8th 1e>~L ..nd an additiona..l time pt:t day for e>'eI')'
four 1c\~ls beyond 8Ih..

Dom.aia Spda: lSI-..,.....k ..ilh ..nirrwls
(wnnin only), J.Ild-sumID(lfl no.rm, yd-'"f'rmin
sJw~ ,., ..th-''el'I1lin sIw~W, 'jth----l'el'IllinsIw~
Ill', 6tb-SM...rm skin-. Jlh----~ngdoom,
&h-..ninwl slwp6 (rq>l.occ beastsIw~ IIJ with
''el'I1lmsIw~ ft/). 9th-S)'I'lIparhy



Appendix 3: New Sorcerer Bloodlines
Included h~r~in ar~ four n~w strains of,orccre.

bloodlin.-s, each hrarhning back to onc of the rae..,;
oflh. ~nirs: the daD, djinni, rfr=ti, and the marids,
each of thrm powerful and mystical inhabitants of
onr of th" prilllilry .,)"mrntal planes. I ["arned about
the typical symptoms of such a bloodline during my
tra""I" wh"n [ rncountr...,d a scholar who spn:ializoNl
in the demental planes and their sp"cial brand of
IlliIgiC. I ha"" included his nolrs on the matter ~low.
for anyone who makes a study of genics, sorcrra
bloodlines, or would othrrwi~find it usd'ul. Spells
IlliIrkrd with an asterisk (oJ ilTl' those found in this
tome, whi]" spdlsdrnotrd "APG' may rn, found in
the Advanced Plajlfi's Guide.

DdO Bloodline
Dao gl'nirs hail from the drmental plane of

earth. wheR their riches. ......,alth, and opul=cc out­
shine tho,", of "".,,0 the other grnic rders. The dao at'<'

also known for th~ir crudty. th~ir g",~d, ilIId th~ir

p~nchilllt for gathmng massive num~f'Sofsl~.
Som~ ofth~ blood ofth~ dao runs in yourv~ins. th"
soure~of your magical p"""'f'S.

Cbss Skill: Knowl~dg"(th~ pLm",)
BOllus Sp~lls: alarm (yd), SQttcn earth and

stone (sth). stone shape (7th: th~ druid ""rsion. cast
as a3rd-I"",,1 spdl), locate lreasure' (9th). passwall
(nth), elemental semtor" (13th: "arth d~m"ntals

only), pla"eshi(t (15th), iron body (17th). greater
fransformalion" (19th)

BOllus Feats: Combat Rdlo~s.Craft Rod.
Empow~r Sp.,]l. Forg~ Ring, Gr~at Fortitud",
Imprtnted G",at Fortitud~, ImprtlV"d lnitiati"", Skill
Focus (Appraise), Toughn~ss

Bloodlin"~:\'Ih~n~you cast a
trilllsmutation spdl, you may gain at"mporary
"nhan("m~ntbonus to your Smngth scor~ ~ual to
lOt th~ sp"ll's I~"l. rounded up.1bis bonus lasts for a
num~r of rounds njualto your Charisma modifi~r.

Bloodlin" Powell: Th~ p"""'r ofth~ dao
infuses """ry asp«t ofyour magic, and you ha"" a
num~r of P"""fiS ",Iat~d to your mystic ilIIC~StOrs.

Earthy Grasp (SpJ:At lSt 1"",,1, you Cilll will th~
ground ~n~athyouroppon~nt'sf~~t to ",ach upand
"ntangl~him,locking MOund his I~gs ilIId pr"""nting
him from moving. H~ must succttd on a Jttflex !HI""
(DC 10 + lOt your sorc~",rI~I + your Charisma
modifi~r)or~ hdd fast, ullilbl~ to mm" out of his
sqUil"" H~ can still attack. cast sp"lls, or tilk" Oth~f

actions. but CilIUlot I~""" th~ squal<' (without th~ aid

oftd~portationor similar). This df..ct lasts until th~
~ginningofyour not turn. You may us~ this ability
a num~r of tim~s p"f d"Y njUillto 3 + your Charisma
modifin

Slone Soul (Ex): At yd I"""t you gain dectricity
r",istilllc" S, and darkvision to a ranS" of 60 f~~t.

Additionally, your skin tough~ns,granting you a +I

natural ilfIllor bonus to AC TIlls bonus in"""as", by 1
at 9th 1"",,1, and again at Isth.

Earth Milste'Y (Ex); At 9th I~I, you gain a +2

bonus to attack and damal!" rolls as long as both you
ilIId youroppon~nt ar~ touching th" ground.

Petrifying Touch (Su); At Isth 1"",,1, your touch
can P"trify living cr~aturn.This is a standard action
which provok~sattacks ofopportunity. ilIId ""luir"s a
mdtt touch attack. On a succ~ssful hit. your tilf'8"t
must succ"ed on a Fortitud~!HI"" (DC 10 + lOt your
sore""", 1"",,1 + your Charisma bonus) or~ p"trifi~d

p~rmilll~ntly.You can u.., this ability a num~r of
tim", p"r day ~qual to lis your SOfc~r~rI~l.
round~d down.

Taskmasterofthc Dismal Del,." (Ex); At 20th
I~"I. your dao h"ritag~ is so und~abl~, that th" dao
acc~ptyou as on~ of th"ir own. Your dfi1:ricity
r",istilllc" incr"as~s to immunity, and you gain a
burrow sp"~d ~qual to your base mm"m~ntspttd.
Additionally, you gain th" ~arthglid"ability, m~aning
that you pass through ston~, dirt, or almost any oth~r

sort of ~arth except m~tal as "asily as a fish swims
through wat"r. If prot~ctedagainst fir" damag", you
can """n glid~ through lava. Your burrowing I~a""s

~hind no tunnd or hol~, nor do~s it c",at"any
rippl~or oth~r sign ofyour p",s~nc~.Finally, you can
cast wish as a sp"ll-lih ability one" p"r w~~kwithout
paying its costly mat"rial compon~nts.

Djinn Bloodline
H~avilyassociat~dwith th" d"m=tal plan~of

air, th~ djinn at'<' supposedly mad" of doud-stuff.
Thry se~ th~mseh,."sas th~ mast~rsof th" mul~rse,
both lit~rallyand fignram"ly above ~"ryon"d..,.
h"n on th~ IIliI.t~ria.1pLm~, far from th~ir flying sky
eitadds, th~ magical prow"ss of th" djinn is "",ll
known and r~sp«t"d amongst th" mortal rac",. On~
ofth~se spirits was your ilIIc~stor. and som" of his Of
h~r magical p""'"r flows through your ,~ns.

CIa.. Skill: Knowl~dg~(th~ pLm",)
BOllus Sp~lls: Ardcsalrsgrilccful step' (yd),

whispering wind (sth). fly (7th), c1emenCilI body
(9th; aird~m~ntalonly), quick COlK'l'almenr" (11th),



pl''''iJr binding (IJth; g=i~s only), pliJneshi!t (15th).
CiJlil;iJding wmmons' (.yth); air d~m=talsonly), lilte
spin' (19th)

BOllut F~;tu: Acrobatic. Combdt Rdl~s,Craft
Wondrous It~m. Dodg~, lmprovffi Initiati"",
Lightning RdI~""s, lightning Stanc~. Mobility, Wind
Stanc~

Bloodlin~ArccmcI:\'Ih~n~youcast a
conjuration (cr~ation)spdl, its duration is
automatically doublffi.

Bloodlin~Powell: Th~~rof th~ djinn
infu..,s ~ryasp«t ofyour magic. and you ha"" a
numkr of~csrdat~d to your mystic aru:~stors.

Wind Burst (Sp): At 1st I~l. as a standard
action, you can shoot a blast of wind at a singl~

oppon~nt within JO r.,~, art~mpting to knock it off
its fttt. You mah a singl~ trip combat man=""r,
using your sorC~Kr1~",,1 + your Charisma moditi~r in
plac~ ofyour normal CMB. You can us~ this pow~r a
numkr oftim~s~rday~qualto J + your Charisma
modili~r.

ereiJre Food and Wine (Sp):At yd I~."I, you
can cr~at~ sumptuous f~asts up to thrtt tim~sp~
day. This functions as th~ spdlcrearc food and wacer.
~xc~pt that th~ food cKat~d isalwaysddicious. and
th~ wat~r is r~plac~d with win~. Additionally, th~
food d~cays at th~ normal rat~, inst~adof aft~f 24
hours.

Air M;utery (Su):At 9th I~I. airborn~

cr.,atUIn ha"" difficulty hitting you. taking a ~nalty

on attack and damag~ rolls against you ~qual to your
Charisma bonus.

Genie Flight (Su): At 15th l~""l, your mast.,ry of
th~ aircom~sto th~ for~, and you gain a 60 ft. fly
spttd (;."."ral:" man~u""rability).

Lord ofche Endless Skies (Ex): At 20th I~I,

yourdjinni h~ritag~ is so und=iabl~, that th., djinn
acr"pt you as on., of th.,ir own. Th., man~u""rability
of your fly sp.,~d in"""as.,,; to ~mct. and you
b~com., immun~ to acid damag~. Finally. you may
cast wish asa spdl-lih ability onc., ~rw~~kwithout
paying its costly mat.,rial compon~nts.

Efreet Bloodline
Proud and haughty, th., d'rttt ..,.,th~m..,,,,,,"as

mast.,cs of ~rything.TItqvi~th~ircapital,th.,
City of Brass, as th., gl""at.,,;t m~tropolis in all th~
plan.,s and th~ c.,nt.,r of th~ mulm."rs~,and ifs
cmainly among fu., most impr.,,;s;""'. Th., Ii~ry blood
of th~s., hot-h.,ad.,d g~ni.,,; roars in your ""ins, and
you may""rywdl k d~sc~nd~d from a grand sultan
or malik in th~ City of Brass itodf.

Clclat Skill: Knowl~dg" (th~ plan.".)
BOliut S~Ut: buming hands (yd), scorching

raylsth), saseous form (yth). fire shield (9th; warm
""fsiononly), domindte perwn (lith), elementiJl
servitor' (IJth; Ii", d.,m~ntalsonly). plane shili
(15th). inc:endi"'ydoud (17th). metrorswarm (19th)

BOliut Fe;tu: AKan~Strih, Combat RdIn~s,
Combat Casting, Craft Magic Anns and Annor,
Dcr~itful. Dod8". Improvffi Initiat;".", Martial
W~apon Prolici~ncy (falchion), Quick= Spdl

Bloodlinll' Arc;trnl: \'Ih~n~you cast a s~ll

with th~ fiK dll'Scriptor. you may ha"" it cr~at., a
thick, oily smok., which hits your lar8"t and clings 10
him. H., must sucrttd on a Fortitud., sa"" (DC 10 +
th~ s~ll's I~I +your Charisma modili~r)or k
sick~n~d for on~ round.

Bloodlinll' Powen: Th~ powa of th~ efrttt
infu..,s ~ryasp«t ofyour magic. and you ha"" a
numkr of f""'o"'I'S rdat~d 10 your mystic aru:~stors.

Fiery Wedpon (Sp): At 1st I~."I. you can wtII'ath.,
a ",."apon you hold in flames, causing il to deal mor~
damag., tocKatur~syou sttik.,. TheWll'apon d~als an
.,xtra Id6 points oflir~ dama8'" plus 1point ~r J
SOK.,= 1~lsyou pos"'''. You can KSUm., or .,nd
this df~ctas a rr.,~ action, and can h""." it actn." for a
numkr of rounds .,ach day lI'<jual to J + your
Charisma moditi.,r.

Firebred (Ex): At Jtd 1~I, you gain fir.,
r.".islan"" 5, and MIl' immun., to th~ dfcrts of smok.,.
..,~ing through ilunimpffiffi and abl., to bKath~ il as
though it was fr.,sh air.

Fiery Body (Su):At 9th I~."l. you can wtII'ath.,
your own body in flam.".. harming thos~who would
dMll' to touch you. You d~al.d6 points of Ii", damag~
~r point of Charisma bonus you POSSll'SS .,ach tim.,
you ar~ hit in mdtt. and .,ach round in which you ar.,
grappling. You can activat~orsuppKsS this ability as
a swift action. You can us.,thisabiliry for a numbaof
rounds ~achday lI'<juai to your class I~l. TIt.,..,
rounds nttd not b~ conSII'CUt;".". Th~ flam.". do not
harm you.

Mancie SiSh1 (Sp): At 15th l~l, th., .,frttt's
ability 10 ..,., magical auras maIliJi,sts in you,
int~nsitiffi byyour own magical study. This functions
as th~ s~ll grearerarcane sight, II'XC"PI that it is
p~rman~nt.

Masterofrhe Fiery Sed (Ex): At 20th I~I, your
.,frttti h.,rita8" is so und=iabl~, that th., d'rttt
acc"pt you as on~ of th.,ir own. You b«om~ immun~

to lir." can u.., giam form Ion youcsdfat will, and
can cast wish as a spdl-lik., ability onc~ pa wttk
without paying its costly mat~rial compon.,nts.

Marid Bloodline
Th~ marid ilK n~arly as tr~ach.,rousand

t~m~stuousasth~ d~m=tal..,asthq inhabit. Thq
a", wdl known both for th~ir capric.,. and whimsy.



but <lCC' also regard..d as imp=sn,.., artists and
p"rformers, with wild and chaotic souls. One of these
watery spirits was your ancestor, and you've inherited
some of their power.

CIa... SkiU: Knowledge (the planes)
Bonut Spellt: obscuring mist (yd), swift swim'

(5th), water breathing (7th). I;Ont'Ol ""'ter (9th),
underwater mo,·ement' (nth), element..1body III
('3th: water elementals only), pl..neshift ('5th).
c..scading summons' (.J1:h; water elementals only),
rsunami-('9 th)

Bonut Featl: Brew Potion, Comhat Casting,
Combat Reflexes, Dodge. Great Fortitude, Improved
Great Fortitude, Impl'OVCd Initiatn,.." Self-Sufficient,
Stealthy

Bloodlinll' Arcana: VVhenevCI" you cast a sp"ll
which offers a saving throw, you may subtract 10 from
that spell's DC, instead adding the result of a d20 roll
(for example, ifyour normal DC was '7, you could
subtract '0, making it 7, and then roll a dzo, getting a
12 asa result, and making your new result '9).

Bloodlinll' PowIl'rt; The powa of the marids
infuses every aspect ofyour magic. and you ha"" a
number of powers related to your mystic ancestors.

Watel)' BI..st (Sp): At 1St leve\, as a standard
action. you can fire a torrent of water at an opponent
within 30 feet. This blast deals ul.4 bludgeoning
damage, and the target rakes a -, p"naltyon attack
and damage rolls until the beginning ofyour next
turn. You may use this ability a number of times p"r
day equal to 3 + your Charisma modifier.

Waterborne (Ex): At 3rd level, you can breathe
water as though it were air. and gain a swim sp"ed
equal to your land speed.

Water Mastel)' (Su): At 9th level, you gain a
bonus to attack and damage rolls equal toyour
Charisma modifier if both you and your tatgCt <lCC' in
contact with a body ofwater.

Vonex (SuJ: At '5th level, as a standard action,
you can transform yourself into a swirling vortex
while underwater. This ability functions identically to
the whirlwind ability (sec the Pathfinder Bestiary for
more infonnation on whirlwind), except that you can
only use it while und'"fWater, and cannot lea"" the
water while in vortex form. The maximum height of
your vortex is equal to '0 feet per point of Charisma
bonus you possess, and your vortex deals a number of
d6 equal to Yo yoursorccrcr level. The DC to rcr;ist
your vortex is equal to '0 + Yo your sorcerer level +
your Charisma modifier. You can use this ability once
p"r day, and maintain vortex form fora number of
rounds equal to your sorcerer level.

Ru/erofthe Bocromless Depths (Ex): At 20th
level, your marid heritage is so undeniable, that the

marids accept you as one of their own. You arc so at
home and in your element while und'"fWater that you
become immune to a number of the difficulties of
navigating that realm. You ignore anyarmorchcck
p"nalty to Swim chccksyou make, and can act
underwater normally. as though under thedfects of
the underwater movement sp"ll. Additionally, you
can sec currents. undertows, and similar underwater
phenomena dearly, as though they glowed brightly,
allowing you to identify the strength and direction of
such things at adistance. Finally, you can cast wish as
a sp"ll-like ability once p"r week without paying its
costly material components.



Appendix 4: Focused Wizard Schools
Some ...iurds chOO5l' to furthu thrir focus in

aruneuudi6e'\'m ID<>r'l' opnificallyI~"Nngk
ochool of moogk. bK'orninB"~ "I .. pmKuLM
kind of~.ilfLSuch wiurds rft.J.iD wir boous
~lb&om I~ir Kbool U>d mUSl:sd~ two

prohibited Kbools .as 1lOmW. but tbr focused Khool
•.lIen one or mon of tbr p""'ft'S thftr school gr..nu..
Su<::b .. focuH'CI wiurd mUSl ukt ;ill 1M <'qIl.Iamenl
~n.mel~_ "mi:I;md IIWtCh."O~ ..
focused unne school is chosnl. if c=nol I.uer be..........
Protection School

Aaaoci.Itrd Sc..bool; Abjur.lrion
R.eplKemcnt Powu.: The following school

pown f~t.CK the enrrgy absorption POW"! of the
"bjur.lion s.:hool.

force Bubbl<: (Sp): At 6th l~l. il$ a st.ml.artl
acrion, you un coniun: a dome offorce around one
or rno,.., CreaIUl'6. This dome is 10 fttl tall ...nd has a
lO·ft.•"dius, II functions asa wall afforce. ucept
that it C<ln be negated by dispt'l magic. Cu"tuTn who
would be caught in the a,..,,, of the dome (;11\ nuke a
Reflex uve (DC 10 + Y, your wizard 1<"\'0'1 + your
Intdli~nccmodifiu) to nca~, and ,,",drum
adj.ant 10 the dome (;on make th., oame Rella ""..,
to get inside bodou it linishn fonning. You Can
dWniss 1M domeu.I frtt ..ction. You eM! M'e this
dome 0Kri\'e a numbu of rounds prr~ equal to
your ...iurd le'o'el.

Summoning School
ASiociated School: Conjuntion
Replacement Powus: l'hr: folIlI'Wint!: Kbool

I'O""'en repbce the acid dart .uxI. dimensional Reps
I'O""'en of the conjuration school..

Su..mmOD EkJDmtaJ (Sp): AI nul ~I. all a full
round action. you C.AIl summon a single mmenta!
whose hit dice do not acttd~ ....iurd ko'el. This
otherwise functions as UlmffiOlJ IJJOIlSler I, excq>l
lha.t it is not affectnl by}'OW summon,..'"s cha.rm
cbss knure. You can dismiss~ mmtrllal asa ftu
action, and can h.n'e lhe mmenlal mmmonni for a
100ai numbel of rounds each day equal to your wizard
level.

AdVll.Deed Swnmons (Su): At 8th It;\'el.
....henever you cast a conjuration (summoning) spell.
the summoned creatUIeautoDlatically gains the
advanced creature template.

Foretelling School
Associated School: Di1.'ination
R.ep1acement Powa-.: The following Khool

I'O"""Cn rq>Wcr the dnmer's forttule and the KI'}-tng
adq>t I'O"""Cn of the dn"ination school.

Arca.ne Prophecy (Sp): Oncepn-~,whik
prepcing spells, you an mediute 00 a speci1ic
question,~ a flash of insighl into the matter.
This functions as the spell commUM. acq>t thaI you
nwyask onIyone such question each dq'. ·Unmu· is
still an~bleanswa, but should be bnftI on
whether a~ deity would be likely to know the
arlS"'"CI to~ question, despile the !.let thaI no deity
is~ in....,1wd in this process.. TIle aIlS'o'o'en
contain no special bias.

Fo"&« (Su): AI 8th le'o'el. you gain~ ability
to peer moments into the future, and determine
whclheror not a sprll you cast wiUsu«enI. Befo"
casting a sprll which allows fot a saving throw, you
mayd~larethat you are using this ability, naming
the sprll you are intending to use, and the creamre
you intend to cast it on. The OM then ~tly rolls
that C"amre'S saving throw and declares ·.....,al· or
'w",,; indicating ....hether it would be a good usc of
your sprll to Ihe best ofhisability. Ifyou choose to
cnt that 5pdl on tha.I creature. it uses lhis saving
thraw. If not, the s;ning throw iswastnl and you take
a dilf~nt action insl:ead.

Idiocy School
Associated School: Enchantment
R.ep1acemmt 1'owlI:rs: The following school

I'O"""Cn rq>Iacr !he enchanl1n5 smile md allR of
d~po'\""Cn of the enchantment school..

Mmul Fortitude (Su): You~ immune to
lntd1ign>ce damage.uxl. drm, as ",..,11 as to !he
df~bof me kd>kmirxf spell.

lnwDity BUst (Sp): AI 8th b'd. you can fin, a
boltof~. rnDCtntrated thought wtOCh
"'"CI'oIoitclms~ opponent's mental dcfcnscs. This is
a ranged touchan~On a succ65ful hit, the Llrgct

must succenl on a Will s.wc or uke an amount of
Inte1ligence dam.oV equal to ld6 + your Int~nc:e
modifier. If this CaUIleS the tatVt'1 lntellignu:e
damaV roexcenl his Intelligence Kore, he is affeclnl
a. though by the s~ll ;nuuity, in addition to the
normal effect. ofba"';ng that much Intellivnce
damage. You can use this ability once per day at 8th
level, plus an additional time ~r day at 16th 1""",1.



Vulnerability School
Auoci.akd Scbool: Evoc;otion
Repbttmmt Powu.: Th., following school

po.....,r repbces the mmornt;o] wall p<I'\'>'n of Ihe
..,,'OC;otion school.

lrresiatible E¥l;>Ution (Su): A181h .......,1.
wher><"\'n you C.lSl .&11 evoc.Ition "P"ll which de.1s
Mid. ook!. e1«lricity..... fired;mwgr. you 1lW)'c'­
to ......., hiolfoflhedamagr dull beuntypr'd damage.
Arlditionally. you g.UD a +z bonus on c.Hter 1.."..,1
cMcb to O\'ttCOme spdI rni¢oncr ..ilb JUCh spdb.

Shadow School
Auoci.ll1rd Scbool: IlJusion
hpbttmrnr~The followiDg school

JlO""er repl.lces the imisibiliry fidd p"""Y1" ofIbe
illusion school..

Ruliatie lliu,iou {Su):At 81b level. when..,,'n
you ust i spell ....1Uch is qu;os.;-re;o] (such., shddow
C'VOC';orion). if Ihe spell is disbdieves, the effect is
more re.l than it would norIllillly be. Incre.se rhe
percen'ige of such 5pd1Stry an .mounr equ.l 10 your
class level (for exampl.,. a .hddf!5 spell casr try. lOlh
1.."..,1 wiurd would slill be 100% real).

Rea.nimation School
A..ocialed School: NecrolILimcy
Repbummr Powen: Th., following school

powers replace lhe grave touch .nd lif., sighl p"""'nI

of the illusion school.
Sh.Idow Swum (Su): Dna: puday. it 4th

1.."..,1••• i full-roW>claction ...-hich p.......,," alt.cbof
opportunity. you lUIIlmon • number of lh.>d_..
equal [0 one +one per ho.. wizard levels lwyond
founh. These shadoln !leI"'" you Io)-.lly. CMUlOI
en.le~ .nd last for;o number of rounds equ.l
to your class .......,\.

Cruter bUm...ru (Su): AI 8th .....'d.lbe
number of hil dice of und.,id }'OU can control with
aninwte deid .nd similar spdIs is doubled. This does
DOl Mfect your p""'U O\'U undrid .biliry.

Telekinesis School
Auoci.ll1rd School; Transmuution
hpLuml<:nt Powe...: The fol1awing school

powers rep1Ke the physical enhancemenl .nd change
.....pe powers of Ih., transmutation school.

Telt:lri.Detie Locomotioll (Sp): Au swift
.ction, you telekinetically pr01"'1 yours.rlf forw;ord.
improving youubilityto run and jump. Vou g;oin.
bonus toyour base mo..-.:m.,nt speed equal to 5 rttl
per point ofintelligenc., boous you possess. Addi­
tionally. you giin a bonus to all Acrobatics. Climb.
Fly, ;lnd Swim checla equal to Y.. yuur wiz.rd level.

These bonusn LUI for one round. You Can use this
;lbility a number of rim" per day equal to 3 + your
Inldli8"nc~modifier.

Arlimite Objm (Sp): At 8th 1<"\1:1, you can
instill motion in an object ..ith a touch. aninwting i[
Mld alIawing il 10 1"" fonn simple insI:ructions you
ml:Ilt..Jly p.....oo., to it. A[ 8th .......,\. as ..~
..ction. you u.n aninw'e. medium object. and for
ewry "".. I.."..,(s lwyond 8th the muimum siu
utegory ofobjtct:s you an aninwte inenasn by L

Additionally. at 8th l..,,'d you can instiIIlhe object
wilb up to z consnuction poinu "'Orth of.bilities.
lb.is number inc::re.StS.1 • rale of00<' per Iwo wizard
ko.-.:ls you possess. You un use this .bility for ..
number of rounds per ohy equ.1 your wizard Ie.-.:i.
Vou c;maninwl~ multiple objtct:u'. time. but doing
socosls I round puobject .nimaled (so fourobjo:cu
"'Ould use up four rounds wonh ofaninwtion each
round).

Vulnerability School
Auoci.akd Scbool: Evoc;otion
Repbttmmt Powu.: Th., following school

po.....,r repbces the mmornt;o] wall p<I'\'>'n of Ihe
..,,'OC;otion school.

lrresiatible E¥l;>Ution (Su): A181h .......,1.
wher><"\'n you C.lSl .&11 evoc.Ition "P"ll which de.1s
Mid. ook!. e1«lricity..... fired;mwgr. you 1lW)'c'­
to ......., hiolfoflhedamagr dull beuntypr'd damage.
Arlditionally. you g.UD a +z bonus on c.Hter 1.."..,1
cMcb to O\'ttCOme spdI rni¢oncr ..ilb JUCh spdb.

Shadow School
Auoci.ll1rd Scbool: IlJusion
hpbttmrnr~The followiDg school

JlO""er repl.lces the imisibiliry fidd p"""Y1" ofIbe
illusion school..

Ruliatie lliu,iou {Su):At 81b level. when..,,'n
you ust i spell ....1Uch is qu;os.;-re;o] (such., shddow
C'VOC';orion). if Ihe spell is disbdieves, the effect is
more re.l than it would norIllillly be. Incre.se rhe
percen'ige of such 5pd1Stry an .mounr equ.l 10 your
class level (for exampl.,. a .hddf!5 spell casr try. lOlh
1.."..,1 wiurd would slill be 100% real).

Rea.nimation School
A..ocialed School: NecrolILimcy
Repbummr Powen: Th., following school

powers replace lhe grave touch .nd lif., sighl p"""'nI

of the illusion school.
Sh.Idow Swum (Su): Dna: puday. it 4th

1.."..,1••• i full-roW>claction ...-hich p.......,," alt.cbof
opportunity. you lUIIlmon • number of lh.>d_..
equal [0 one +one per ho.. wizard levels lwyond
founh. These shadoln !leI"'" you Io)-.lly. CMUlOI
en.le~ .nd last for;o number of rounds equ.l
to your class .......,\.

Cruter bUm...ru (Su): AI 8th .....'d.lbe
number of hil dice of und.,id }'OU can control with
aninwte deid .nd similar spdIs is doubled. This does
DOl Mfect your p""'U O\'U undrid .biliry.

Telekinesis School
Auoci.ll1rd School; Transmuution
hpLuml<:nt Powe...: The fol1awing school

powers rep1Ke the physical enhancemenl .nd change
.....pe powers of Ih., transmutation school.

Telt:lri.Detie Locomotioll (Sp): Au swift
.ction, you telekinetically pr01"'1 yours.rlf forw;ord.
improving youubilityto run and jump. Vou g;oin.
bonus toyour base mo..-.:m.,nt speed equal to 5 rttl
per point ofintelligenc., boous you possess. Addi­
tionally. you giin a bonus to all Acrobatics. Climb.
Fly, ;lnd Swim checla equal to Y.. yuur wiz.rd level.

These bonusn LUI for one round. You Can use this
;lbility a number of rim" per day equal to 3 + your
Inldli8"nc~modifier.

Arlimite Objm (Sp): At 8th 1<"\1:1, you can
instill motion in an object ..ith a touch. aninwting i[
Mld alIawing il 10 1"" fonn simple insI:ructions you
ml:Ilt..Jly p.....oo., to it. A[ 8th .......,\. as ..~
..ction. you u.n aninw'e. medium object. and for
ewry "".. I.."..,(s lwyond 8th the muimum siu
utegory ofobjtct:s you an aninwte inenasn by L

Additionally. at 8th l..,,'d you can instiIIlhe object
wilb up to z consnuction poinu "'Orth of.bilities.
lb.is number inc::re.StS.1 • rale of00<' per Iwo wizard
ko.-.:ls you possess. You un use this .bility for ..
number of rounds per ohy equ.1 your wizard Ie.-.:i.
Vou c;maninwl~ multiple objtct:u'. time. but doing
socosls I round puobject .nimaled (so fourobjo:cu
"'Ould use up four rounds wonh ofaninwtion each
round).



Appendix 5: New Familiars
On~ final discovtrywhich I m~d~ in my travd.

whil~ compiling this tom",was that th~ isa much
wid"" varirty of familiars than on., is expoSfilto if
one simply slays at the arean", academy aU of his
d¥. Prcsentnl her",,,J'<' a number ofth., rna,", int.,c­
.,sting familiars [ disctlV"r"d, primarily in the =>ploy
ofwitches, hed~-wil.ilrds.and other such unsanc­
rion"':! spdkastas. To the ~st of my knowledg",
"aeh should J>., i1Vailabl" to anyone who is capabl" of
acquiring a n~ familiar, as long as h" or she choo"".
for the familiar to tilk" one of th" following fonn•.

Animated Object Familiar
Statistics: An animated obj~1 familiaru"".

stats for a Tiny animated object. and has I
construction point.

Benefit: Due to your bond with this animated
object. you "I'<' mor" proficient at crafting, and gain a
+3 bonus on the Craft skill ofyourchoice,

Dncription: The'" tiny animated obj...:ts may
rn, almost anything of suitabl~siz~, from a
canddabra to a favorit~ cook pot or what~..,rstrik~sa
mag~'s fancy. and such familiars h"".., found gr~at

popularity among many mag~swho ..,~ th~ arcan~

bond with an anirnat~d it~m as a symbol ofth~irown
magical prowns. As familiars. animated obj~ctswill
always follow th~ir mast~r's commands to ldt~r. and
ar~ typically found to rn, both ~a~rand loyal.
Animat~d obj~ct familiars' p~rsonalitinvary wid~ly,

and with no d~arpart~m, but n~arlyall ar~ ~cc~ntric

and pron~ to pick upa good d~al of~rsonality

quirks as tim~ g""'s on. Pow~rfulanimated obj~ct

familiars ..,., th~m..,l"....as a ma8"'s rn,st fri~nd and
olt~n council their mast~rswith advic~ in accordanc~

with th~ir individual ~rsonalitin.
Wh~n an animated objn:t familiar s~akswith

its mast~ror oth~rsof its kind (that is. non-animat~d
objn:ts of a similar natu",,), it don so tdq>athically.
as it most likdy has no mouth and cannot sp~ak
,..,rbally.

Bonsai Tree Familiar
Stilti.tia: A bonsai t",,~ familiar has an AC oh,

a hardn~ssof z. is irnmobil~ (though n~..,r

consid~ffiihdpl~ss).cannot mak~ attack•• and
pos..,s..,s all plant traits. Bonsai tr~~ familiars ar~
tiny.

B~n~fit: You may p""p"'" an additional s~1l
~ach day. This spdl's 1~1 must rn, at l~ast on~ In.
than th~ high~st l~..,l sp~ll you can cast. A

spontaneous cast~rwith this ability must p""pa"" this
s~ll as though h~"..,,,,a wizard, though h~ still casts
his oth~r .~lIs nonnally.

Dncription: Th~ first bonsai familiar was
appar~ntlyahappy accid~nt,as a s=ingly
familiarl~sswizard disc"""",d that sh~ had forg~dan
arcan~bond with h~r bonsai. Many mag~swho opt to
tak~ a bonsai as a familiar r~port a powerful..,n.., of
calm and zen ~nlight=rn~nt,which t~ds to subtly
color th~irworld vi~. [n ord~r to get th~ most out of
an arcan~bond with a bonsai, th~ mag~must s~nd a
good d~a1 oftim~caring for th~ plant. As tim~
pro~.s~s,a bonsai b~gins to communicat~withits
own~r, off~ringup tips about futu", d~a1ings. Th~..,
tips a", usually highly rd=ant, but far too cryptic to
rn, abl~ tod~~don th~m.

Bonsai familiars that can communicat~with
th~irmast~rdoso tdq>athically. Although th~

mast~rdIM" not gain th~ ability to td~pathically

","pond. th~ bonsai can und~rstandcommon. Bonsai
familiars that can communicat~with oth~rsof th~ir
kind ar~ abl~ to td~pathicallycommunicat~with

oth~r plant•. though th~s~ plants may or may not rn,
willing to sha'" any u..,ful information.

Hedgehog Familiar
Stati,tia; A h~d8"hog familiaru""" th~

statistics for a rat, Ul:~pt that it gain. +I natural
armor. and it. attacks a"" r~placed by a bit~ which
d~a1s ,dz + St""ngth modifi~rdamag~.

Benefit: Whil~ grappling, th~ hairs on your
bodyfonn small but .harp spik~s. d~a1ing ,d6 points
ofpi~n:ingdamag~~ach round to any c""a1Ur~you
ar~ grappling.

Dncription: Th~s~adorabl~littl~ cr~atu"".ar~

probably rn,st known for th~ir pot~nt dd~ns~

m~chanism. and a"" a favorit~ familiar for magn who
Jm, n~ar th~woodlands wh~",th~ typically mak~
th~ir hom~s.As familiars, h~d8"hogsa"" stalwart and
trn~, cautiously following th~ir masters' commands
to th~ rn,st of th~ir abiliti~s.Though th~ t=d to ba,..,
inquisitw.. p~rsonaliti~.and a fondn~ss for
in....,.tigating n~ things. thq n~rnnoffon th~ir

own to do so. P""",rful h~dg~hog familiars ofkn
council th~ir mast~rsagainst taking risks, and
~ncourag~th~ir mast~rs to diSCOVl'r all th~ fact. of a
giv~n situation bdor~ acting.

Newt Familiar
Stati,tia: An~ familiar u""" th~ statistics for



a young lizard, excq>t that its dimb s~~d is replacnl
by a 10 foot swim spttd.

Benefit: You ar~ excq>tionally slippery wh~n
you want to rn" and gain a +6 bonus on Esca~Artist
chn:ks to ~s<:a~agrappl~.

Description: Th~.., slimy little amphibians
~s~rwd as familiars to swampwitchn and hed8"
wizards for mill~nnia, and thry aR r~c~ntlygaining
popularity with ma8"s of all kinds. As familiars,
nnvl:sa..., p"rhaps just a littl~ unrdiabl~, with a
t~ndem:y towards flightinns that requir~s th~ mage
to keep a dose rye on his familiar, though many
mages who do possess nnvl: familiars r~port them to
rn, very r~liabl~ if on~ takn the tim~ to prop"rly 8"t to
know them. Pow~rfulnnvl: familiars t~nd to tah
gTl'at int~r~st in th~ mag~'s projects and studin, and
prm." highly inquisitm, and ~ag~r stud~nts.

Poison Frog Familiar
Stati.tiCl: Poison frog familiars us~ th~ poison

frog statistic. found in the Pathfind~r~.tiary.

Benefit: Oru:~ per day, as an imm~diateaction,
you b~com~ immune to poisons of all kinds. This
abiliry lasts for on~ minute.

Description: Th~..,poisonous little creaturn
can rn, found in most iungln and rainfo...,,;ts and ar~

popular familiars for the shamans and witch~swho
dwdl in thos~ ...,gions. A!; familiars, poison fro85 ar~

known to rn, lazy, though some magnclaim that this
i. m~relyignoranc~on th~ part of the ob..,,,,,,,r, who
can't tdl pati~ntdet~rminationfrom lazin~ss. Poison
frogs have very rdaxed ~r.;onalitiesand a seemingly
inrn.austibl~supply of patience. P""",rful poison
frogs often council th~ir mast~rs to rn, pati~nt, and
remind them that good things mm~ to those who
wait.

Rabbit Familiar
Stati.tiCl: Rabbit familiars u"" th~ statistics for

a rat, tll:~pt that it has two claws which dealldz + lIz
Strength modifier dama8" inst~ad of its bite attack.

Benefit: You po.sess an uncanny ability to
survil,." against the odds. Onc~ p"r day, you may, as an
immediat~action, fort:~ a c...,atu..., to ...,roll on~ attack
roll mad~ against you. It uses th~ new ...,sult, ~n if
it is higher.

Description: Th~se rute furry rod~ntscan rn,
found in a myriad ofdiff~r~ntdimat~sand
environments, and a..., favor~d as familiars by magn
all ov~r the world, who often mnsid~rthem to rn,
good luck charms. As familiars,rabbits a..., quid< to
jump from task to task, and possess a knack for
det~cting troubl~ and avoiding it, sometimes causing
a ma8" frustration, and som~timessaving his life.

P""",rful rabbit familiars ar~ known to rn,~n more
excitabl~ than their lesser kin, and tend not to CaR
what cours~of actioo is pursu~d so long as it is
pur.mnl quickly.

Skeleton Familiar
Stati.tiCl: Skdeton familiars u"" the human

skd~tonstatistics found in the Pathfind~r~stiary.

At your DM'sdiscretion, you can instead applyth~

skd~ton template to another cr~atureof similar or
I~s,",,"pow~r,such as an df, dwarf, or kobold.

Benefit: You h""" a natural..,sistance to
negatm, ~n~rgy,and so are immune to th~ df~ctsof
en~rgydrain.

Description: Oft~n skdetal familiars ar~ ",,~n

as monsters, or the ...,sults of foul nn:romancy, but
th~re a.., cultures wh~r~ it is commonplac~ for one of
a mag~'s ancntors to offer up his or her earthly
..,mains to prot~ct the mag~during his travels. As
familiars, skd~tons ar~ unwaveringly loyal and
pursue their mast~r'sord~rswith rnthl~ss, sometim~s

suicidal dlici~ncy. Skdeton familiars t~nd not to h"""
strong p"rsonaliti~s,though over time thry oft~n

adopt ~rsonalitytraits of their master.;. A p""."rful
skd~tonfamiliar typically s~es itsdfas its mast~r's

most worthy ally, and if its master has oth~rskd~tal
minions, it is quick to assume unofficial command of
th~""und~ad ""rvitors on its mast~r·. b~half.

Shl~ton familiars who would rn, able to s~ak
to their masters inst~adgain the ability to sp"ak
mounon. Thrygain the ability to .p~ak with oth~r

und~ad,rath~r thananimalsofth~irkind, though
tho""und~admay not h""." much to say, or may
attack th~ skd~ton on sight.

Turtle
Stati.tiCl: Turtl~ familiars u.~ the statistic. for a

lizard, except that it.dimb sp"ed is replaced by a 40
ft. swim sp"n1, its land sp~ed i• ...,duced to 5 ft .. it
gains +z natural armor, and it has th~ Toughn~ss feat
inst~ad ofth~Weapon Finn"" feat.

Benefit: When taking a full d&nsive action,
you gain an additional +4 bonustoAC.

Dncription: Thrtl~.aR found mostly in
aquatic =vironm~nt.,and magn natm, to such envi­
ronments favor th~mas familars, though it has be~n
said that land-ba""d tortoises share the same trait•.
As familiars, tuttln ar~ easygoing and g~n~rally

..,Iiable, ~rforming th~ir dutin witha I~isu..,ly

grac~. Whil~ typically ..,\axed, turtln h""." bttn
known to duck and cO\."r in a rather dramatic fashion
when the situation warrants. Partirularly ptIWl'rful
turtle familiars oft~n encourage their mast~rsto ..,\ax
when~r they can and extol the virtu.". of pati~nce.
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