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A Foreword by the Compiler of this Tome

Greetings, student of the arcane mysteries! Whether you are a practiced
spellcaster who has spent ages perfecting his magical craft, or a young mage first
setting out on the grand journey of personal and universal discovery that is the
pursuit of magic, or perhaps just a dabbler who never plans to cast a spell in his life
but merely finds the topic to be of interest, the fact that you afe holding this book
demonstrates a will and desire to learn more about the world in which you live; to
unlock the secrets and mysteries of the multiverse, and to understand its inner
workings.

It is this desire, this craving for understanding, this need to broaden yOUf

horizons, thai will be your greatest asset as you pursue your magical studies. And, I
have no doubt, pursue them you will. For even the most ancient and powerful of
spelkasters, archchancellors and grand magi, those who have practiced their craft
for eons, understand that even they have much left to learn, and that knowledge is
always worth the trials required to gain access to it. If you are a practiced
spellcaster, you will continue your practice and seek to expand. If you read only
out of curiosity, you will find that your need for knowledge and understanding
draws you from your comfortable place as a dabbler and fully into the joys of true
magic. If you are but a beginner, you are perhaps the luckiest of us all, for you have
your entire journey ahead of you, stretching out like a rood beyond the horizon,
potentially leading to anywhere.

It is just possible that you, gentle reader, may have picked up this tome
because you were familiar with its predecessor, Advanced Arcana Volume I.
Though the book did not alter the way we perceive magical theory as much as I
had hoped', it was quite popular and well-received, as far as I know, and I have
seen it in the hands and libraries of numerous wizards and hedgemages in my
travel, and received correspondence from readers who lold me that they found its
contents quite useful in their pursuit of magical mastery. Many have also written
me to ask when, and if, there would be another volume.

'As I explained in the foreword ofAdvancedArcana Volume I, one of the major goals which drove
me to compile the book was a desire to oven urn, or at le<lst question. the Astochth<ln theory of
spell nodes, which divides spells into nine tiers based on the amount of mental energy required to
cast them. The fact that a single 9'"-tier "node" cannot be expended in order to cast two lot-lier
spelk even though those two spells combinl>d deilrly require k>ss energy. ilmong other issues. lead
me to bdieve that the theory is nawed, and Advanced Arcana Volume I attempted to challenge that
by demonstrating the existence of spells which used more than a single node. or slot, <IS well as
spells which effe<::tively used Jess than a single node.

Though the book itself was a success. I fear that, for the most pan, the academic
community has yet to accept the impliciltions that such spells create, and either simply ignores that
these spells exist, or else claims that they are "restoring" used nodes, or occupying multiple nodes.



When compiling the book, I hadn't dreamed that it would be used so
widely, and in fact a number of the spells included in the book were never
intended to be actually cast, but were rather included as purely academic
exercises, to demonstrate the proof ofthe concept. Looking back upon the finished
work, I cannot help but think that in my desire to prove my academic point on the
nature of magic, I may have overlooked the fact that many of the spells contained
within the book are quite potent, and in fact could prove to be ofgreat use to any
aspmng mage.

The more that I pondered this, the more that [ came to realize that perhaps
I was approaching this matter in entirely the wrong way. It is my fundamental
belief that magic is a force for great good in the world-something that can bring
wonder and merriment into dull and drab lives, something which can protect the
weak and defenseless, and allow them to stand up to the demons and dragons and
other horrors of the world. Magic can make our lives easier, but can also make
them more fulfilling. Magic is precious, and not to be taken for granted, but at the
same time it is, [ think, a force that is meant to be used-and, in a way, desires to
be used-for the benefit or sentient humanoids everywhere.

And so, after much reflection and thought on the matter, I determined to
write another Advanced Arcana. This new volume would be somewhat different
than the first: while I would still attempt to challenge the existing boundaries of
our understanding of that most wonderful ofarcane forces, the book's primary
function would be to provide useful and practical spells and information which can
be used by you, gentle reader, in your daily life as a practitioner of the arcane arts.

For some time, I considered what sorts of spells, exactly, would be best to
put in this book, and how to ensure that it does as much good as it can for the
betterment ofall mankind. I was torn between so many different spells, paralyzed
with indecision as I tried to determine which ones would make the final version
and which would not.

Then it dawned on me that this conundrum was similar to the one I felt
each time I set out upon a journey to do more research, or to track down some lost
and obscure sage's notes: every time, I would need to carefully choose which
spellbooks I would be taking with me, and which I would leave at home, for my
library is extensive, and many of my spell books also contain extensive notes,
meaning that I could never bring all of my spells with me everywhere I go. It
seemed an unnecessary shame that I had to be separated from so much of my
potential as a wizard every time [ ventured out into the world, and [ determined
that I would do what I could with Advanced Arcana Volume II to ensure that mages



the world over could possess one spel1book that would hold all the magic they
would need, no matter what the occasion'.

For a time, I began to simply compile useful spells that would be of aid in
specific situations, creating a sort of "book of contingencies." This quickly proved
problematic, however, as the number of spells was still too great to fit within a
single tome, or even a set of five. Once again I was forced to make the difficult
choice of whether to include the spell to slay dragons, or the spell to remove mold
from an ancient tome. Frustrated, r abandoned the project for some time.

One day, however, while I was in the middle of giving a lecture on spell
preparation to a class of novicesJ, one of them asked me why, if spells only
consume energy once expended, a wizard cannot simply prepare all of his spells,
and cast the ones he chooses? I explained that part of preparing a spell involves
performing most of its casting, and that what laymen and novices consider "casting
a spell" involves only performing the final few words and gestures~. From the time
the spell is prepared to the time that it is cast, it sits, half-formed, in the caster's
mind, and it is only with great mental discipline that one can keep it from escaping
unbidden, its energy and potency lost.

As I explained, though, I realized that perhaps the novice was on to
something. While the answer was not simply to attempt to cram more spells into
our minds), what if we could contain two spell formulae within a single spell?
What if we created one spell base6 that contained elements of multiple magical
effects, any of which could be accessed by using a different trigger7 ? Such spells
would allow the caster great versatility. It was precisely what I had been looking
for.

From then, the completion of this tome largely became a matter of
research: both my own studies and experiments, which produced no small number

'I am aware that a number ofspellcasters do not use spellbooks. instead relying on other methods
to derive their magic. That said, my experience with these casters tells me that they. too, will
benefit from the spells in this book. Sorcerl'rs. for example. must be even more careful in choosing
the spells they master, for they cannot simply go home and change books, but are stuck with their
choices. While a witch's familiar is said to be able to learn any number of spells. and impart any of
them to its master at any given time, I suspe<:t that there is. in fact, a limit to the number ofspells
one familiar can truly know. I am confident, however, that even those who possess limitless storage
of spells can still benefit greatly from those compiled in this tome.
II am proud to say that I have been the Dean of Metamagic Studies at Sirribellion since its
reinstitution at the hands of Emperor Patrus Beltov [I.

• For more on this, see OfMinds and Magic, by Johann Brauer.
'A dangerous and reckless practice that only leads to uncontrolled magic and, more often than not,
the death of the would-be-wizard.
6That is, the part of the spell that is performed in advance. at the time of the spell's preparation.
? That is, the pan of the spell that is performed when the caster wants to finally 'cast" the spell.



of the spells you will find here, and also research into previous mages who have
explored this territory. In addition to spells with multiple possible effects (which I
have named modal spells, from the fact that they have two or more modes), I also
stumbled across a number of spells which draw additional power, or have alternate
effects, from the environment or circumstances in which they are completed.
These I have included as well, both because they are a useful tool, and in order to
promote further research into this topic.

I am, in fact, quite hopeful and eager to see what the magical community
makes of these spells, for while I was compiling this book I became aware of
another side-effect of its predecessor's publication: namely, since Advanced Arcana
Volume' was published, I have begun to see new segmented spells being created,
by old and young mages alike. In fact, in the time between the first volume and
this one, whole new strides have been made with segmented spells, and now there
exist segmented spells that can be cast with variable numbers of segments, or
which provide immediate (and different) benefits with each segment cast. As these
also align with the goals of this book, I have included a number of such spells.

And so the book stands. Like its predecessor, Advanced Arcana Volume II is
not only a useful resource, filled with spells that should be able to aid any mage in
the various trials of an arcane life, but it is also a challenge to you, gentle reader.
Build upon the things that you see here. Experiment with these spells, and spells
like them. If we work together, if we share our knowledge, and our discoveries, if
we truly act in unity to attempt to peel back the veils that prevent us from clearly
seeing the workings oCthe greater multiverse around us, then there is nothing that
can stop us, and together we can propel all of civilization into an age of magic and
wonderment.

Imagine a world where we need only prepare a single spell in order to be
able to cast any of them! Imagine the possibilities, as our knowledge of magic truly
grows: we might find a way to avoid preparation altogether, simply using our raw
will and arcane talent to shape the world for the better. We might transcend the
concept of Astochthan spell nodes entirely, moving into a bright and wonderful
world where magic is free and accessible to all. There can be, 1think, no nobler
endeavor than to broaden our understanding of magic, and to make it available to
a greater number of people.

It is with all this in mind that [ share this book, and its accumulated
knowledge, with you. I hope that you will use it well, and that the knowledge
stored within shall lead you to new and great discoveries of your own, which you,
in turn, will share with the world. Good luck.



Jutroductjou

Ofall tlw dements that can be found in a
fantasy g;une, one of the most unique ones-.md
perhaps the most compelling-is magic. Many
fantasy games fall under the classk ·sword and
so~genre, and while both skies of this gel1R'
can capture the hearts and imaginations of
playHs, it is the sorcery that cannot be found
elsewhere, and, ultUnately, winds up defining the
narnreof the genre. Casting speDs and
commanding tlw elements Ot the forces ofh~n
and heD is something that simply cannot bedone
in the real .....orld, and for lh.lt reason it isone of
the most f"\IlXative and attractive aspects of
fantasy rolep!.lying games.

Advanced ArcilllJ Volume II, like its
predecessor, aims to expand the horizons of speDs
and magk as they are presented in the 3-5 OGL
and Pathfinder Roleplaying Game, primarily
through the inclusion of over 100 new spells,
ranging in level mllll 1st to 9th, though a number
ofdppendkes at the end of the book also provide

additional content for speUcasting characters. Also
like its pred~r,while the book contains some
spells which stand alone and need no speddl
introduction, a numbel- ofthe spells presented in
this book actn't'ly tie inro a grearer theme.

Whereas Advana'd Arcan.l Volume f
dttempted to exp~ theconce-pl ofa speD's ·cost;
experimenting with speUs thar cost more or less
than a single speU slot in order roust, and spells
that could be cilSl: more quickly, wirh less of a time
inw-stment (albeit at a lesser effect), Advanred
Arcallil Volume II focuses on exploring something
different. 1he speUsand mechanics presented in
this book instedd dttempt to explore lhe idea of
speDs that are mutable, or changing. and which
can h.we different effects depending on the wayor
conditions in which they are cast.

The first type of speD used to explore this
possibility is the modal spell, which, quite simply,
has two different effects, and allows the caster to
choose which of them will be used each time he
casts the spell. In this way, the caster call prepdre a



single spell, and yet be r&ldy for two different
evl"ntualities. Strictly speaking, this is not a new
mechanic, and other spells (such as lire shield) do
this already, but in this book such spells were
designed specifically with the intent that the
different modes allow a greater versatility and
utility to the spell, and it explores the possibilities
of such spells much more thoroughly than they
have been explored before.

The second type of spell intended to
express mutable spells is the conditional spell,
which is a type of spell that has one effect when
cast under nonnal circumstances, but, if cast in
the right conditions, can have a much more
powerful or wildly different effect. These spells
present the caster with a challenge, allowing him
to get great utility or power from these spells if he
is prepared to meet the extra conditions that the
spell requires in order to unlock the entirety of its
potential.

Segmented spells, a mechanic first
introduced in Advanced Arcana Volume Iwhich
allowed for spells so "large" and whose effects were
so potent that they required more than one spell
slot in order to cast, return with a vengeance and a
twist in this book. Two new variations on
segmented spells are included, both ofwhich are
designed to tie into the theme of spells with
varying effects. The first variation is the layered
segmented spell, which provides a specific effect
as each individual segment of the spell is cast. In
some cases, the effects remain the same but simply
grow more po"\'l~rfulas &Ich segment is added on,
while in other cases each individual segment
produces wildly differing effects. The second
variation is the variable-segmented spell, which
are segmented spells which can be cast with any
number ofsegments of the caster's choice, with
the number of segments being used to detennine
some aspect of the spell's effect. In this way, a
variable-segmented spell cast with a single
segment might have a very different effect from
one cast with three or four.

Be~n the number of spells presented here
(n&lrly twice that of the original Advanced
Arc,Jlla), and the fact that many of these spells can
produce wildly different effects depending on how

and when they are cast, the goal of the book is to
provide spellcdSters with a greater variety of
options and choices, which will make playing a
spellcaster more fun and interesting, and lead to
more unique and fun situations.

.5pcll..Mecll1)aaJn(liuc::;s~ _

Advanced Arcana Volullle II contains a
variety of different spells. While a number of these
spells simply stand alone, a significant portion of
them were created in order to tie into greater
themes which run throughout the book. Some of
these spells use special mechanics, either created
for this book or formalized from similar spells in
other books. The following section provides a
briefdescription of each of these mechanical
elements to the book, as well as the appropriate
rules which govern them.

Age

A number ofspells presented in this book
adjust the age of the caster or the spell's target,
and a number of other spells in this book are more
or less effective based upon the age of the caster.
Unless a spell's description says otherwise, the
following rules apply when d&lling with age in
relation to spells in this book.

Age Categories

In addition to the age categories presented in
the Pathfinder Roleplaying Game Core Rulebook,
Advanced Arcana 11 adds two new age categories:
young, and adult. Neitherof these age categories
has a specific mechanical benefit or penalty to any
ability scores, they are simply used for reference
by some of the spells in this book.

Acharacter is in the young age category if its
age is less than the "adulthood~entry for the
character's race on Table 7-1: Random Starting
Ages in the Pathfinder Roleplaying Gallle Core
Rulebook. Additionally, any creature with the
"young" template is considered to be in the young
age category.

Acharacter is in the adult age category if its



Changing Ages

Unless a spell's entry indicates to the
contrary, a creature that is magically aged (or
magically made younger) gains the appropriate
physical ability score penalty for its new age
category (for example. d character lhat inCtedsed
in age from adult to middle aged would suffera-I
penally to Strength, Dexterity. and Constilution,
whilea characler thdl decreased in age from lhe
old ageC.llegory to the middJe,lged ,lgeC,llegory

cannot die of old age, are treated as though they
were in the adult age category for the purposes of
spells and effects that reference that creature's
age. Note that creatures which are not affected by
aging, but who do eventually die of old age (such
as monks with the timeless body class feature) do
not fall under this category, and are treated as
being creatures ofwhatever age category they
would normally be. This rule applies only to
creatures which do not die ofold age (such as
constructs, undead, manyoutsiders, etc.) and
which might potentially live forever, if they are
not slain.

age is equal to or greater than the ~adulthood"

entry for the character's race on Table 7-1:
Random Starting Ages in the P,llhfinder
Roleplaying Game Core Rulebook, and is less than
the "middle age" entry on Table 7-2: Aging Effects
of the same book.

Age Categories and Monsters

Unless otherwise indicated, all monsters are
considered to be in the adult age category, but the
GM is final arbiter ofwhat age category a specific
creature falls into. Ifa monster is magically aged a
number ofyears, rather than a number of age
categories (sumas with the spell drain youth),
and you are not certain whether or not the
creature has advanced to a new age category, the
table below is designed to provide suggestions for
age categories for creatures based on creature
type. Note that these are wry general, and may
not make sense for every individual creature of
that type. Use your best judgment, and consult
the ecology entry of the creature in question if
necessary for a better idea.

Because dragonsliw 50 long, they haw a
much wider array of age categories available to
them. Adragon who is magically aged to the next
age category does not gain the normal benefits of
a dragon of that age category. Instead, determine
the humanoid equivalent age category on the
table on the next column, and then increase that
age category byone. Impose the appropriate
physical ability score penalties to the dragon for
that age category (as \o\o'l'll as all lesser age
categories).

Age and Immortality

Creatures that do not naturally age, and

Dragon Age Category
Wyrmling

Very Young
Young

Juvenile
Young Adull

Adult
Mature Adult

Old
Very Old
Ancient
Wyrm

Greal Wyrm

Humanoid Age Category
Young
Young
Young
Adult
Adull
Adult

Middle-Aged
Middle-Aged

Old
Old

Venerable
Venerable

Creature Type Adult MiddleAqe Old Venerable Maximum Age
Aberration 75 years 150 years 250 ye,lrs 400 years 100 -I- 2d% ye,lrs

Animal 2 years 6 years 14 ye,lrs 18 ye,lrs 18 -I- 2d1 years
Fey 30 years 60 years 80 years 120 years 120 -I- 2d20 years

Magical Be,lst 8 years 17 years 35 years 50 ye,lrs 50 -I- Id20 years
Monstrous Humanoid 25 years 50 years 70 years 80 years 80 -I- ld'2 years

Ooze 4 years 12 years 16 years 20 years 20 -I- Id4 years
Plant 4 years 40 yedrs 80yedrs 100 years 100 -I- 2dl0 years

Vermin 2 years 4 years 6 years 8 years 8 -l- ld6 years



would no longer suffer the addiLional-2 penalty to
those,lbility 5rores impo5ed by the old ,lge
c,lLegory, ,lnd would suffer only the -I penalty
impo5ed by fhe middle-aged age category).

By contrast, unless a spell's entry indicates to
the contrary, a character does not gain or lose
bonuses to his mental ability scores when his age
is magically altered. That said, characters whose
age is permanently reduced to a lesser age
category cannot regain the same mental ability
score bonuses by aging to the higher age category
again (for example, ifme middle-aged wiurd
8.JILhavius was relUrned LO the prime ofhis youth,
he would retain his +1 bonus LO his mental abilify
sc:ores. When he ndtum/ly reached middle-age
again, he would nOL gain a further bonus 10 his
ment,,1 ability scores. IfhealJo",,-ed himselfLO age
LO the old i1gecategory, however, he would gain
the norm,II bonuses and penalties for thaf age
caLegory).

Finally, unless a spell's entry indicates to the
contrary, spells cannot reducea character'sage
category to below adult, nor can it age them
beyond venerable.

Conditional Spells

A number of the spells presented in this
book have restrictions placed upon their use, or
are more effective under specific circumstances.
Forexample, the spell midnight boll is more
effective when cast at night than it is when cast
during the day. Such spells will generally list the
condition required to gain the additional benefit
(or, in some rare cases, to cast the spell at all), as
well as what effect the spell has if that condition is
met, as opposed to ifit is not.

Modal Spells

A number ofspells presented in this book
have the potential to have multiple effects, though
only one such effect may be chosen each time the
spell is cast. For example, the spell beguile
humanoid can either cause the target to have
feelings of intense fondness for a specified
individual, or it can cause the target to have

feelings of intense dislike for them, instead.
Unless the spell's individual description says
otherwise, such spells have only one of their
possible effects each time the spell is cast, and the
caster can detenninewhich version of the spell he
will be using as he casts the spell: he need not
decide when the spell is prepared.

Anyoneattempting to identify a modal spell
as it is cast can identifY the specific mode that the
caster is choosing for that version of the spell ifhe
exceeds the DC to identifY the spell as it is being
cast by 5 or more. Otherwise, the observer cannot
determine which version of the spell is being cast
until it has itseffect.

Segmented Spells

Advdnced Arcana introduced a new kind of
spell, the segmented spell. Segmented spells are
spells that are so big, and have effects that are so
over-the-top, that they cannot be contained in a
single spell slot. Instead, each segmented spell is
split into a number of parts, called segments. Each
segmented spell has a "segmented~ entry, which
lists the number of segments which must be
combined in order to cast the spell. TIris number
is listed after the spell's casting time.

In order to cast a segmented spell, the caster
(orcasters) must "cast" the requisite number of
segments of that spell. Casting a segment is
identical to casting a nonnal spell, except that the
individual segment typically does not ha,,-e any
effect: it is only when multiple segments are cast
in succession that the magic takes hold. The
casting time, material components, and spell level
listed for a segmented spell are for a single
segment, meaning that new material components
will need to be provided for each segment of the
spell, and most segmented spells will require at
least two spell slots in order to haveany effect.
Note that, bydefault, the spell's effect only
happens once, regardless of the number of
segments (the target makes only a single saving
throw, only the listed damage is applied, etc.).

Once you begin casting a segmented spell,
you have a limited amount of time to cast all of
the segments before the energies of the spell



dissipate, rendering any expended segments
impotent. The amount of time in question
depends on how long it takes to cast the spell: if
you allow twice the casting time ofa single
segment to pass without casting a new segment,
the spell energy dissipates. For example, ifyou are
casting boundless inspiration, which has a casting
time of I standard action, and you allow a full
round to pass without continuing the spell's
casting, the spell fails and any segments already
invested in the casting are wasted, including spell
slots and material components.

It is possible for multiple casters to
cooperatively cast a single Sl'gmented spell, each
caster pooling one or more Sl'gments into the
spell. This works as normal for casting segmented
spells, except that when the spell's effect occurs
there are some special rules. Firstly, whichl'Ver
caster ~casts" the final Sl'gment of the segmented
spell is in control ofthe spell, and makes any
decisions, such as the target of the spell, modal
decisions about the spell's function, or anything
of the sort. Secondly, spell effects which are based
on the caster's level or relevant ability score uSl'
the least favorable from among the casters who
contributed to the spell (for example, rwo
spelkaSlel'5, Raxen D<Jle<Jnd Shabaz lhe Black, are
c.lSling boundless inspiration. Rilxen h.ls a C<JSler
level of15, .lnd Sh<JWz h.ls<J C<JSler level of16, so
when the spell is cast, it uses Raxen's It'SServalue
Of15. The spell is h.Jrm/ess, ,,lnd so il is unlikely
the t<Jrget would make.l Sdving throw, bUf ifit did,
the saving throw ....ould be b.Jsed on ShdWz's 18
Intelligence, rafher than Raxen's 20 Charisma.
Bt'CoilUSe both C.lSferS hoilVl;' Spell Focus
(enchantment), theyc.lll apply Ihoill fe<Jt fO /.he
spell, bUI because oilly ShdWz hds Greater Spell
Focus (ellchantment), hecannol apply ifS benefilS
to this spelJ).

Due to the nature of segmented spells, the
magic only works if the segments are done
sequentially, meaning that a given segment must
be completed before the next onecan be started,
I'Ven if there are multiple casters involved. In the
caSl' of spells who51' casting time is a single round
or less, this isas simple as having the casters ready
actions to cast their segment as soon as the
previous caster is finished, but in the caSl' of spells

whose segments' casting time is over a round,
characters cannot try to ·cheat the clock" by
beginning a second segment before the first is
completed.

Note that casting Sl'gmented spells
cooperatively is something that all casters in
question must be willing to do. A caster cannot
"hijack" a Sl'gmented spell bycasting the final
segment after his enemy has cast the first five. In
order for a Sl'gment to be<:ome part ofa larger
segmented casting, each caster who has
contributed at least one segment already must be
willing to allow the caster of this Sl'gment to
contribute. OtherwiSl', the castl'J simply begins a
separate casting of the spell, and segments he
casts don't contribute to the number ofSl'gments
in the other casters' instance ofthe same spell,
and segments they cast don't contribute to the
number ofsegments in his instance. Additionally,
all participating casters must be able to st't' and
hear each other, though otherwise there is no
limit on how close the casters must be to one
another.

Metamagic feats and similar effects can be
applied to Sl'gmented spells, but they must be
applied to each Sl'gment of the spell Sl'parately in
order to have any effect. Metamagic which is
applied to only some of the segments ofa given
segmented spell is wasted. The exception to this
rule is metamagic effects such as Quicken Spell,
Silent Spell, or Still Spell, which can still modify
the casting of that individual segment, but have
no impact on the effect of the completed spell.

The segments ofa given segmented spell are
identical to each other, and are prepared the same
as any other spell (or, in the Cd51' ofspontaneous
casters, are always available for casting).
Segmented spells do not take up any more room
in a spell book than any other spell of the Sdme
11'Ve1, be<:auSl' theextra magical power comes
from the repetition ofthe spell segment.

Layered Segmented Spells

Advanced Arc.llla /I introduces a new twist
on segmented spells in the fonn of layered
segmented spells. The51' spells are Sl'gmented



spells whose individual segments eelch provide eln
effect as th.lt pclrticulelr segment iscelst. Unlike
most segmented spells, whenever eln individwl
segment ofa layered segmented spell is Celst, it
has an immedia.te effect. [n essence, these elre like
nol"ltldl spells whose effect changes if they elre Celst
multiple times in succession.

In general, lelyered segmented spells list a
specific effect which e.ach individwl segment
provides v.nen it is cast. elndt~ effects tend to
become more striking clS more segments elre
added. For example, the spell demonflesh form
specifies th.lt the Celster grows cLtws after the first
segment, then his skin changes elfter the second
segment, and finally he grows larger and gains
wings after the third segment.

As v.ith other segmented spells, the
segments are prepclred idenrically, and the
additioll<l1 pOYo'er and effects of1Ughef~ segments
can only hr unJod:ed by casting multiple
~ts in tandem. If the caster allows Met .m
individual segment's casting time to piISS withom
casting .mother segment, he must begin casting
the spell again in order to gain the benefits of
later segments, eren if the effects of the earlier
segmmts are still ewTent1y in place.

Variable-Segmented Spells

Advanctd Arc,lna 11 introduces another new
tv.ist on segmented spells in the fonn of
"ambl......segment spells. These spells are
segmented spells which can be cast with a varying
number of segments, inste.ad ofwith a specific
number. Ute number of segments used to cast the
spell typically has some impact on the spell's
effect, as explained in each spell's description.

Because the number of segments involved is
varied, thecaster must determineelt the end of
e.ach round in which an individuell segment is
completed whether or not he Welnu to continue
casting the spell (or allow someone else to
continue the spell's casting, if it is being cast elsa
group). If the caster decides to continue casting,
the segmented spell does not have its effect, and
insteeld another segment can be CelSt. If another
segment of the spell is not cast before twice the

casting time ofa single segment (for example, if
the caster plans on casting elnother segment, and
then is disabled), any segments already cast ate
wasted, as nol"ltldl. Oncea caster decides that the
spell will hawat least one more segment, he
cannot lelter change his mind.

Once the caster decides that no more
segments will hr eldded, and that he is done
casting the spell (01", if thespell has a maximum
number of segments that can be used in its
casting. ",,-hen that number is reached), it is cast
using the same rules as those for normal
segmented spells.

Using 1his...lkmk in Your Game

Introducing 0'01."1" 100 new spells to an
msting game (01", in some cases, eYen a new
game) can be a complicated task, and marryGMs
are waryabout aIlO'A-ing spdls (01", forthat matter,
classes, feats, and magic items) from too many
different SOUI'Cft.

Sometimes, this wariness comes from a
roncem for game~: allowing playe:rs to
cheny-pick the best options from a wide variety
of different SOllIt.'dJooks can make them
!iignificantly IIIOIl' pOYowful than they would
odtern-ise hr. Altenlil~ly,~rsmaking useof
fealS, class featuTes, 01" special abilities that allow
them to use a particular t}'lleof spell more
profitably might pull !iJlellsofth.lt type from a
number ofdifferent books, granting them more
pawerorwrsatility than th.lt special ability was
designed to grant theUL

Other times, GM reluctance comes on
behalfof the game's flavor.1bey see the spells
presented in core rulebooks as the "nonnal"
spells, and the more exotic spells found in books
like this one to be rare and hard to come by. This
makes a certain amount of sense, as most pre­
made NPCs are made with access to only the
spells of core rulebooks, in order to make them
easy to use, and most likelye"en when the GM is
making NPCs he or she doesn't want to have to
dig through sewn different sourcebooks in order
to find spells for the town apothecary. Similelrly,
when choosing spells for scrolls, potions, and



wands, GMs are unlikely to be consulting every
last sourcebook they possess.

When the new spells are introduced in the
middle ofan existing campaign, h(M~, they
pJ'OYide even more ofa continuity issue: why does
no one else seem to know the spells from this
book? Are they new? Where did thq-rome from?
And why is it that the Pes in particular seem to
know so nwnyof them, when the rest of the world
has neYer heard oflhem befon'? Can they simply
strol1 into town and purchasewands or porions
y,ith such spells? What are the effects of suddenly
tripling the number of spells in the YooOrld?

Many players and GMs MlIl't 'ororT}' much
about such issues: the Pes are special, so they can
~ access to spells others might not. As for the
spell's availability, they're available if the town
would have scrolls of that level. NPCs that the GM
chooses to give these spells to have them, and
others don't.

There are others, h~r, for whom the
game balance and flavor issues of large qUilntities
of new spells will be an issue. To that end, this
section presents a number ofcompletely optional
suggestions for ways in which GMs can handle
adjusting their game in order toacrommodate the
spells and information provided in this book,
"'ithout warping either the mechanics or the
background and iLIvor of their campaign. GMs
shou1d feel free to pick and~which of the
following oprionaJ rules to use in their campaign,
and to modify them as they see fit, though tbey
should be sure to inform theirM~ in advance
about any changes from the standard rules.

New Spells Must Be Disc~red

1he P.l/Mnder RoJep/dying G.llne Core
Rulebooksuggests that wizards (and potentially
other spellcasters) can research new spells,
allowing players to create their own. 1hiscould
also be used to add spells from additional
SOUfcebooks, like this one, to the game. The book
does not go into much detail about the cost, rime,
or checks to be made for this, giving only vague
minimums. We rec::ommend the following.

First, the character must succeed on a
Knowledge (arcana) check (DC 15 + twice the
spell's level). Failure indicates that the character
can't quite figure out how to make the spell work
in theory, and cannot attempt: to create this spell
again until they haw- gained anothe!" rank in
Knowledge (arcilIlil). A success indicates that the
character was able to COnstnlC( a working theory
for haw to make the spell function. The amount of
time this takes is 1 month, though for every point
bywhich their ch«k exceeded the OC, this time is
reduced. by three days (to a minimum of3 diIys).

AI. the GM's~on. divine casters might
use Knowledge (n"ligion) instedd, druids in
specific might use Knowledge (naturt), as might
witches, and characters "'ith particularly exotic
SOUf"C'eS for their magic might use other skills
entirely (for example, a character whose magic
came from a pawt."rful outsider might use
Knowledge (the planes)),

Second, a character studying or inventing
such a spell must spend 300 8P per spell level as
raw materials for arcane study. Additionally, the
character must have a dedicated lab, with
equipment worth at least 500 gp per spell level, in
which to work.

lhird, the character must make a Spellcraft
check (DC 10 + ty,.;ce the spell's level.). A failure
indicates that thecrnraeter is unable [0 mastel"

the practical applications of the spell For
example, he might not be able to form they,unls
and gestures properly. If he fails at this point. the
raw materials areexpended y,ithout result.

Ifhe succeeds on the check, he successfully
masters the spell. TIK' amount of time it takes to
do so is equal to a "'l!'ek plus 1 day per spell leo.>d,
though for evft'Y point by which he exn-eds the
Spellcraft DC, that time is reduced byl day (to a
minimum of 1 day).

For both the Knowledge check and the
Spellcraft check, each day that the check is being
made, the character must spelld at least 8 hours
in uninterrupted study. TIle character is free,
hov.=er, to put his rese<lfch on hold, spending
several da}'5adventuring instead, and then
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resume study afterwards, picking up where he had
left off.

Note that it is highlyreconunended that this
option not be used. in conjunction with the "non­
standard spells are difficult" or "rare spells cost
more" options. Additiollillly, WI' adviSl' you ro
apply the same restrictions on NPCs, forcing them
to make such skill che<:ks as well.

Example: The wizard Kabaz wants to
discover for himself how to perform the 3fil-level
spell bend light. First, he makes a Knowledge
(arcana) che<:k, with a IX of 21 (15 + twice the
spell's level). HI' gets a 28, so instead ofthe
normal period of 1 month, he nl'l'd only spend 7
days forming the magical theory (number of days
in a month (28) minus three times theamount by
which he beat the IX (n».

Then, he moVl'S on to practice. HI' must
spend 900 gp (300 times the spell's level), and he
nl'l'dsa laboratory with equipment worth at least

1,500 gp (500 times the spell's level). Once this is
established, he makes a Spellcraft che<:k, with a
IX of 16. HI' succeeds with a 24. As a result, it
takes him only 2 days to master the practical
portion of the spell. At this point, it is scribed
into his spellbook for free, and he can prepare
and cast it normally.

Non-Standard Spells are Difficult

Manyof the spells presented in this book are
somewhat more complicated than the spells
preSl'nted in the core rules, and provide a great
deal more versatility. It stands to reason that such
spells would be more difficult ro properly learn.
\'\!hen a character attempts to learn such a spell
(whether it is gained by achieving a new
spellcasting level, or by de<:iphering it £rom a
spellbook or scroll, or independent reSl'arch, or
some other method), he or she must succeed on a
Spellcraft che<:k (IX 10 + twice the spell's level) or
elSl' be uIldble to grasp the subtler difficulties of
the spell. If the spell was being learned as a result



ofa class feature, feat, or other special ability, the
caster instead chooses a more "conunon" spell,
such as those found in the core rules. OtheIWise,
the effort is simply wasted. Either way, the
character cannot attempt to learn the spell again
until he or she has gained another rank in
Spellcraft.

Note that it is highlyreconunended that this
option not be used in conjunction with the "new
spells must bediscovered" or "rare spells cost
more" options. Additionally, we advise you to
apply the same restrictions on NPCs, forcing them
to make such skill che<:ks as well.

Example: Kabaz gains a new wizard level,
and so is entitled to learn two nt"\v spells. One of
the spells he chooses to learn is timesCly, a 9th­
level spell. Because timescryis somewhat rare and
exotic, Kabaz must succeed on a DC 1.8 Spellcraft
check (lO + twice the spell's level) or else fail to
learn the spell. If that happens, he'll need to
choose a more standard spell to learn in its place,
such as astral proje<:tion.

Purchase a Copy of Advanced Arcana

Rather than inje<:ting individual spells into
the campaign through treasure hordes and NPCs
one spell at a time, you can put the entire
Advanced Art"Jna Volume II book right into your
game, asa book of spells written by the wizardly
scholar Kabaz, as described in this book's
fictitious foreword. The book might be newly
published, or might simply beobscure and
forgotten. Characters with access to the book
would also have acress to the spells; those without
would likely not. Ifyou choose to include such a
book in your campaign, its value should be about
40,000 gpo Note that because the book was
specifically designed for other casters to be able to
make use of it, anyone attempting to read or
prepare the spells contained within need not
de<:ipher or transcribe the spells in order to use
them.

Rare Spells Ace Harder to Identify

Because rare spells are not as well known,
they are somewhat harder to identify, in the same

way that it is more difficult to recognize the works
of obscure artists and writers than those that ha"",
become more popularized. Still, because they
operate on the same magical principles as
"conunonnspells, anyone skilled enough at
magical theory can get a fairly good idea ofwhat a
spell is going to do ifhe can see it in effe<:t or as it
is being cast. The Spellcraft DC to identify such a
spell while it is being cast or while it is in effe<:t is
increased by +5.

Example: Kabaz has entered intoa mage's
duel with the ne<:romancer Sorvithal. Sorvithal
begins to cast drain youth, a spell Kabaz has never
seen before. Normally, the spellcraft DC to
identify a 7th-level spell as it is being cast would
be 1.1. (15 + spell level). Because Kabaz is not
familiar with the spell, however, it is harder, and
he needs a Spellcraft result of 1.7 or higher to
identify it.

Rare Spells Cost More

According to the Pathfinder Rolepl<lying
G<lme Core Rulebook, the standard fee to copy a
spell from another wizard's spellbook is equal to
half the cost to scribe it into one's own spellbook
(fora total of L5 times the nonnal cost in
materials). It also states that rare and unique
spells might cost significantly more.

Because rare and exotic spells, like the ones
in this book, are harder to find, there isa much
higher demand for them, and also a much 10000000r
supply. The fee to copy such a spell from another
wizard's spellbook is twice the nonnaI amount
(making the total cost to actually scribe it into
one's spellbook twice the cost in materials).
Similarly, scrolls, wands, potions, and other magic
items that use such rare spells cost 1.5 times their
normal price.

If this increase in price means that the item
or spell is too costly to be found in a given town, it
simply isn't, meaning that players may have to
really search to find these rare and exotic spells.

Note that it is highly reconunended that this
option not be used in conjunction with the "new
spells must bediscovered" or "non-standard



spells are difficult" options.

Excunpl~: Kabaz the wizard is eager to get a
copy of rainfall, a rare and exotic 1St-level spell,
and has convinced a local wizard to allow him to
ropy it from his spellbook. Th~cost in special ink
to scribe a 1St-level spell into a spellbook is 10 gp,
and usually the fee to copy a 1St-level spell directly
from anoth~rwizard's spellbook would be 5
gp-half therost to scribe it in the first p~.
Because rainf.JlI is exotic hOI'o'e'<'eI', the local
wizard is chal"Sing~. Kabaz must pay th~

",izard 10 gp for the privikge ofcopying the spell,
and expend another 10 gp for the ink to scribe it.

Stunted Spell Lists

Spellcasten like clerics and druids, who h.Jw
the ability to prep.ueanyspell on their cLass's
spell list, cancause the most probl~msfor GMs
COllCl."med about introducing I~onsof new
spells to a game, as they don't need to find such
spells in musty old tomes, but simply gain~
to them as soon as a gh~ sourrebook becomes.........

This ,..mant tule limits the number of spells
such cJasstos~ access to by ~ffectively giving
them a "spells blown- amount equal to th~

number of speDs they would normally~~
to, if they .....ere restricted to the ones presenled in
the~ rulebook. By default, such ch.uacters
~ simply hon-e access to e\'l:!ry spell in their
class's speU list that is presented in the-core
rulebook, as normal for a game that does I'lOl use
spells from additional sources. If the character's
pla}w prefers, ho..~-er, he can lose access to
spKific speDs from the core rulebook, instead
gaining access to spells from other sources. Thf"S"
trades are made on a I-£or-I basis, with the caster
losing a single spell of a given level in order to
gain a single spell of the same level. The spells
gained must still be spells that would nornmIy be
available to members of the character's class.

Once chosen, the new configuration of spells
is the entire spell list available to that character
for that class. and all other spells are treilted as
not being on the character's spell list. He cannot
prepare or cast them, nor can he use items that

require he haw the spell on his class's spell list
(without use of the Use Magic Device skill, in any
event).

Each time the character gains a new level in
the spellcasting class, he should be allowed to
swap one or more speDs on his spelkasling list for
new speDs, or spells that he previously discarded.
Typically, onespell per spell level is best.

The follgy,ing table presents the number of
spells which appear on the spell lists ofsuch
classes in the Pathfinder Roleplaying Game Core
Ru/ebook.

Sp</I Spdls in Spell list
""-I Cleric Druid Paladin RanlJ!r

0 " 'J
"' '" w 'S '.,od E

,. • ",..d 31 II " 'J
41h '7 '7 • 7
5th 'S '.6<h ,. ..
nh ,8 'J
&h '7 ".,h " '0

Esmpl~:James wants his dnrid,}orvis. to
use spells from outside the core rules, but his GM
is wary. 1beyagree to compromise by limiting the
numbn- of total spells }orvis has access to. A
dnrid using only the core rules is limited to 20

1St-11"W'1 spells that he can choose from when
preparing spells. [f}orvis Willits to be able to cast
&Jthaviussage presen'er, a ISt-11"W'1 spell, hell
Ilt't'd to giw up one of the spells from the core
rulebook that a dnrid would normally beable to
casr. He chooses to give up the spell summon
n<1wres ally I. Ewn though hem:MJld also like
Ardesalrs utility Iransl<1tor, he can't take it
because it's not a druid spell Those were the only
1St-level spells that James really wanted from
outside the core rulebook, so he stops changing
spells now.

Now, Jorvis can prepare any lsI-level druid
spell from the core rulebook as nonnal, except for
summon nalUres <1l1y /. Instead, he can cast
BallhiJviuss age preserver. Because summon



nalUres ;lIly I has been removt'd from his spdl
list, he can't cast it using a scroll or a wand, either,
unless he uses Use Magic Device to do so. In Ihe
saInI' way, he can't cast &lthaYius's physical
,lUgmeflfor, either by prep.'lring it or using items
such as scroUs and wands, because while it is a
druid spell, he didn't add it to his list.

When Jorvis reaches 2nd le'o~l, James
decides that he no longer wants to beable to cast
B.ilrhayiusS age preserver and would rather h.I"",
ac:et'SS to Ba/thay;usS physical augmentOf'. He can
choost" to relnO'o~ the first spell from his spell list
and add the second, just like when he removed
summon narun's ally I to get &/thaviuss age
preserver in the first place.

SpcllJ..I,i:>Jst",s~ _

The follCM"ing lists summarize the new $pdIs
described in this book. An -M- or -I'" elppe.uing.It
the end ofa spell's name in the spell list denot:t'5el
costJy material component or focus., resp«fMly.
An "M" elt the end ofa speD's name indiceltes el
mo.hl spell, one that can be cast in one of two or
more modes. f"1I'Id1Jy, an"Stf attheend of el spell's
lIilJDt' indicates a segmented spell, possibly el
~ segmented spell ora variable-segmented......

Alchemist Spells
1st-Level Alchemist Spells
Ardesalh Utility Translator; Be able to
speak or undersland languages, but not bolh.

Changeling Transformation""'; You take on
Ihe appearance or Iraits ofanOlher race.

2nd-Level Alchemist Spells
Artificial Age: The target's age calegory is
temporarily increased or decreased one step,
Ballhayius's Age I'resen'er; You don't age
and aTe immune to aging !.'frects for one day.
8attlcveil; Gain 20% concealment, or 50%
if you are heavily wounded.

Inner Tellent: The target gains a speci<ll
t<llent based on his highest ability score.

3rd-Level Nchemist Spells
Mage's Strengt.h; The t<lrgct gains a +8 bonus
to its lowesl ability score.

Resonance Ward: The larget is resistolntto
energies after they dolm<lge him once.

4th-Level Alchemist Spells
Bend Lightr.M<>; Target either becomes
invisible or wreolthed in light.

5th-Level Alchemist Spells
Velt;anni;a's Better Bodl"'; Your body
becomes either insubstanti.:ll or hard as Slone.

6th~Level Alchemist Spells
Essrnce Shield: The larget gains a J!'O"'erful
defensi>'e ability based on his alignmenl.
Heridus's lnvulnerabili~:You become
immune to physical damage for a time.

Bard Spells
1st-Level Bard Spells
ArdesaJfs Utility Transl;ator; Be able to
speelk or understand languages. but not both.
Bahhayius's Age Pr~rve.r:You don't age
and are immune 10 aging efTt'CIS for one day.

Changeling TransformalionMo
; You lake on

the appearance or traits ofanOlher race.
Disguisr Object; Make one touched obtect
look like el different object.

K.abaz·s Curfew: Put a number ofcreatures
10 sleep, more ifcast at night.
Proj«t Fear: Make a single t,lrget shaken, or
m,lke them ftightened ifyou are scared.

Rainfall; Summon rain in a small area,

Read FortuneSs: Learn various pieces of
personal infonneltion about a subject.

2nd-Level Bard Spells
Artificial Age: The target's age category is
temporarily increased or dt'Creased one step.

Battleveil: G<lin 20% concealment. or 50%
ifyou are heavily wounded.

Ueguile HumanoidMo
: Cause one humanoid



fondness or hatred of a specified creature.
Create Usefulltern: Creates a single
mundane item, which lasts I min.llevel

Inner Talent: The target gains a special
talent based on his highest ability score.

Kabaz's Zone of Peace: Create an area
where Diplomacy is more effective.

Spirit Sight: You can see and speak with
the ghosts of recently departed spirits.

Veltannia's Fivefold lIIusionS&: Create an
illusion that affects one sense per segment,

3rd-Level Bard Spells
Balthavius's Manly I'resence: Scare members
of your sex and charm members of the other.

Bend !.ightF
, MO; Target either becomes

invisible or wreathed insUght.
Boundless Inspiration : Grant a number
of characters a morale bonus to attack and
damage rolls based on segments used.
Bravery: One creature/level is immune to
fear and gets +2 morale bonus on all saves.

Mage's Strength: The target gains a +8 bonus
to its lowest ability score.

4th-Level Bard Spells
Ardesalfs Instant BiographySS: Information
about the target appears in a blank book.
Frightful Pattern: Pattern causes targets to
be frightened, panicked, or possibly faint.

5th-Level Bard Spells
True Speeo:h: You can understand and speak
with any creature. even if it doesn't have
a language or normally speak.

6th-Level Bard Spells
Adaptive Glamer: You look like different
things to different people.

Balthavius's PropagandaSs: Alter the minds
of large groups of prople.

Glamerturf&: Disguises terrain owr an area
determined by the number of segments used.

Cleric Spells

1st-Level Cleric Spells
Ardesalfs Utility Translator: Be able to
speak or understand languages, but not both.

Bahhavius's I'hysical AugmentorSs: Touched
creature gains a boost to one ability score
based on the number ofsegments used,

Midnight Boh: You fire a ray that deals
more damage at night.

Project Fear: Make a single target shaken, or
make them frightened if you are scared.

Rainfall: Summon rain in a small area.

Read FortuneSs: Learn various pieces of
personal information about a subject.

Spirit Sight: You can see and speak with
the ghosts of recently departed spirits.

2nd-Level Cleric Spells
Batlle Visions: Gain a +4 bonus to AC or
attack for one round as a swift action.

Corpsedancer: Temporarily animate the
corpses of one or more (features.
Dayblast: A 30.ft. cone offire that deals
more damage if cast in daylight.

Detect Heretic: Determine the target's
alignment, gain bonuses if opposed to yours.
Heridus's Emergency Ward: Grants you
bonuses to AC and saves, higher ifyou are
greatly wounded.
Kabaz's Zone of Peace: Create an area
where Diplomacy is more effective.

Magic Circle Against EnergyM: Creates an
area in which the chosen energy can't enter.

Spread Disease: You innict the target with
a disease, which is more effective ifyou are
suffering from the same disease.

Zephyr Shield: Winds encircle you, pushing
back enemies and protecting you from attack.

3rd-Level Cleric Spells
Aged Oradell": Learn information about past,
present, or future based on your age.

ForewarningMo: Get a hunch about the target,
or gain a bonus to AC as an immediate action.
Mage's Strength: The target gains a +8 bonus
to its lowest ability score.

Resonance Ward: The target is resistant to



energies after they damage him once.

4th-Level Cleric Spells
Bolster Undead: One undead creature/level
gains a bonus, depending on whether it is
corporeal or incorporeal.
Bravery: One creature/level is immune to
fear and gets +2 morale bonus on all saves.

Kabaz's Personal BarrierMo: Gain an armor
bonus to AC, or surround yourselfwith a
dOllle of force.

Summon CrabMo: SUlllmon a crab swarm you
control, or a greater number of crabs you don't.

5th-Level Cleric Spells
Boundless InspirationSs: Grant a number
of characters a morale bonus to attack and
damage rolls based on segments used.

Sorvithal's Undead ArrnyM.S3: As animate
dead, but the type of undead is based on the
number of segments used to cast the spell.

Summon Weapon: Summon a magic weapon
based on your alignment for I min./level.

6th-Level Cleric Spells
Essence Shield: The target gains a powerful
defensive ability based on his alignment.

Heridus's InvulnerabilityM: You become
immune to physical damage for a time.

ImmolationMo: Burns the target alive, either
quickly (ld8/level) or slowly (ld8/4levels for
I round/level).

Sorvithal"s Withering Hex Mo: You either
inflict 2d4 points ofability drain, or Id6
damage/level that is hard to heal.

7th-Level Cleric Spells
Flexible Wards Mo: Gain SR [0 + level or DR
Is/adamantine for [ min./level.

True Speech: You can undenaand and speak
with any creature, even if it doesn't have
a language or normally speak.

8th-Level Cleric Spells
AnywardM": Choose from one ofseveral

potent defensive options.

Dragon's MightMo: Either grant a large bonus
to one ability score, or lesser bonus to all.

Drain Youth f
: Magically age the target, and

gain temporary bonuses, plus grow younger.
Safehold: Creates an area in which violence
is incredibly difficult.

9th-Level Cleric Spells
Balthavius's Propaganda5tl : Alter the minds

of large groups of people.
Dreamwrack: The target falls into a magical
sleep where you control his dreams.

Sorvithal's Inevitable Doomsl: Damages
and eventually slays the target.

Druid Spells
1st-Level Druid Spells
Balthavius's Age Preserver: You don't age
and are immune to aging effects for one day.

Balthavius's I'hysical Augmentor5tl : Touched
creature gains a boost to one ability score
based on the number ofsegments used.

Changeling Transformation Mo: You take on
the appearance or traits ofanother race.

Charm Plant: The affected plant will not
attack you and defends you earnestly.

Midnight Boh: You fire a ray that deals
more damage at night.

Rainfall: Summon rain in a small area.

znd-Level Druid Spells
Artificial Age: The target's age category is
temporarily increased or decreased one step.

Battle..e;l: Gain 20% concealment, or so%
if you are heavily wounded.

Inner Talent: The target gains a special
talent based on his highest ability score.

Kabaz's Curfew: Put a number of creatures
to sleep, more if cast at night.

Spirit Sight: You can see and speak with
the ghosts of recently departed spirits.

Spread Disease: You innict the target with
a disease, which is more effective if you are
suffering from the same disease.



3rd-Level Druid Spells

Aged OracleM
: Learn information about past,

present, or future based on your age.
Dayblast: A JO-ft. cone offire that deals
more damage if cast in daylight.

Mage's Strength: The target gains a +8 bonus
to its lowest ability score.

Resonance Ward: The target is resistant to
energies after they damage him once,

Magic Circle Against EnergyM: Creates an
area in which rhe chosen energy can't enter.

4th-Level Druid Spells

Summon CrabMo: Summon a crab swarm you
control, or a greater number of crabs you don't.

Vehannia's Better BodyMo: Your body
becomes either insubstantial or hard as stone,

Windblast: A burst of wind erupts from you,
damaging and pushing back creatures.

5th-Level Druid Spells
ElecuoblaSI: A lightning bolt hits the target,
d.lmaging and possibly paralyzing him.
Moonscry: As scrying, but no mirror, and the
target doesn't gain bonuses on his save, but
it can only be cast in moonlight.

Winter's Caress: Deals cold damage and
creates a patch ofslippery ice.

6th-Level Druid Spells
Grasp ofthe Hydra: Create a hydra construct
from rock that you control with your hand.

Pool of Acid: Create a shallow pool of acid
that also gives off noxious fumes.

True Speech: You can understand and speak
with any creature, even if it doesn't have
a language or normally speak.

7th-Level Druid Spells
Battlcstaff: Grants temporary enhancement
bonus and magic weapon abilities to a magic
staffbase<1 on the spells it can cast.

Eternal Slumber: The target falls into an
enchanted sleep it might never awaken from,

ImmolationMo
: Burns the target alive, either

quickly (ld8/level) or slowly (ld8f4 levels for

I round/level).

8th-Level Druid Spells

Flexible WardsM": Gain SR 10 + level or DR
Is/adamantine for I min./level.

Winter's Wrath: Deals cold damage and may
deal ability damage to all creatures in an area.
Its effects are more pronounced in wimer.

9th-Level Druid Spells

Restore Youlh M: The target is restored to
the prime of his youth.

Wyrm SummoningF,M: Summon a dragon,
and possibly convince it to serve you.

Inquisitor Spells
1st-Level Inquisitor Spells
Ardesalfs Utility Translator: Be able to

speak or understand languages, but not both.

Changeling TransformationMo
: You take on

the appearance or traits of another race,
Disguise Object: Make one touched object
look like a different object.

Project Fear: Make d single tdrget shdken, or
make them frightened ifyou are scared.

Read Fortuness: Learn various pieces of
personal inform,]tion about a subject.

2nd-Level Inquisitor Spells
Bdttlc Visions: Gdin d +4 bonus to AC or
attdck for one round as a swift dnion.
Bauleveil: Gain 20% concealment. or so%
if you are heavily wounded.

Beguile HumanoidMo
: Cause one humanoid

fondness or hdtn.od of d spl'Cified creature.
Detect Heretic: Determine the target's
alignmenL gain bonuses if opposed to yours.

ForewarningMo
: Get a hunch about the target,

or gain a bonus to AC as an immediate action.
Spirit Sight: You can see and speak with
the ghosts of recently depdrted spirits.

3rd-Levellnquisitor Spells
Bdlthavius's Manly Presence: Scare members
of your sex and charm members of the other.



Bend Light r. M~: Target either be<:omes
invisible or wreathed in light.

Dayblast: A Jo-ft. cone of fire that deals
more damage if cast in daylight.

4th-Level Inquisitor Spells
Bloodscry: As saying, but requires the target's
blood instead of a mirror.

Bravery: One creature/k'Vel is immune to
fear and gets +2 morale bonus on all saves.

5th-Level Inquisitor Spells
AJ'desalfs Instant BiographyS!l: Information
about the target appears in a blank book.

Summon Weapon: Summon a magic weapon
based on your alignment for I min./level.

6th-Level Inquisitor Spells
Essence Shield: The target gains a powerful
defensive ability based on his alignment.

Magus Spells
1st-Level Magus Spells
Balthavius's Physical AugmentorS!l: Touched
creature gaills a boost to one ability score
based on the number of segments used.
the appearance or traits of another race.

Charge Boh;';: Fires a bolt ofenergy that is
more powerful the more segments are used.

Resonance Bolt; Fires a ray whose damage
is determined by the last spell you cast.

2nd-Level Magus Spells
Ardesalfs Versatile ArmorM

": Choose either
lesser armor for a long time, or greater armor
for a short time.

Batlle Visions: Gain a +4 bonus to AC or
attack for one round as a swift action.
Detect Heretic: Determine the target's
alignment, gain bonuses if opposed to yours.

Freel,ing GraspMo: Your touch free:(es the
target, either damaging or stunning him.

3rd-Level Magus Spells
Heridus's Emergency Ward: Grants you
bonuses to AC and saves, higher if you are
greatly wounded.

Mage's Strength: The target gains a +8 bonus
to its lowest ability score.

Resonance Ward: The target is resistam to
energies after they damage him once.

4th-Level Magus Spells
Vehannia's Belter BodyMo: Your body
becomes either insuhstantial or hard as stone.

Windblast: A burst of wind erupts from you,
damaging and pushing back creatures.

5th-Level Magus Spells
Bravery: One creature/level is immune to
fear and gets +2 morale bonus on all saves.

Summon Weapon: Summon a magic weapon
b.ased on your alignment for 1 min./level.

6th-Level Magus Spells
Batllestaff: Grants temporary enhancement
bonus and magic weapon abilities to a magic

ImmolationMo
: Burns the target alive. either

quickly (ld8/level) or slowly (ld8/4Ievels for
I round/level).

Paladin Spells
1st-Level Paladin Spells
Balthavius's Physical Augmentor;';: Touched
creature gains a boost to one ability score
b.ased on the number ofsegments used.

Bravery: One creature/level is immune to
fear and gets +2 morale bonus on all saves.

Heridus's Emergency Ward: Grants you
bonuses to AC and saves, higher ifyou are
greatly wounded.

2nd-Level Paladin Spells
Baule Visions: Gain a +4 bonus to AC or
allack for one round as a swift action.
Detect Heretic: Determine the target's
alignmem, gain bonuses jf opposed to yours.



3rd-Level Paladin Spells
Boundless InspirationS3: Grant a number
of characters a morale bonus to attack and
damage rolls based on segments used.
Dayblast: A JO-ft. cone of fire that deals
more damage if C.lst in daylight.

4th-Level Paladin Spells
E.ssence Shield: The target gains a powerful
defensive ability based on his alignment.

Summon We.lpon; Summon a magic weapon
based on your alignmen£ for I min./level.

Ranger Spells
1st-Level Ranger Spells
B.lhhavius's Physical AugmentorSI: Touched
creature gains a l>oost to one ability score
based on the number of segments used.

Changeling Tr.lllsformationMo
: You take on

the appearance or traits of another race.
Charm Plant; The affected plant will not
.lttack you .lnd defends you earnestly.

2nd-Level Ranger Spells
Baule Visions: Gain a +4 bonus to A( or
attack for one round as a swift action.
Banleveil; Gain :w% concealment, or 50%
if you are heavily wounded.

3rd-Level Ranger Spells
Bend Ught f

• MO; Target either becomes
invisible or wreathed in light.

4th-Level Ranger Spells
Summon Cr.lbMo

; Summon a crab swarm you
con[foL or a greater number of crabs you don't.

Sorcerer/Wizard Spells
1st-Level Sorcerer/Wizard Spells
Ardesalfs Utility Translator: Be able to
speak or understand languages. but not both.

Ardesalfs Versatile ArmorMo
: Choose either

lesser armor for a long time, or greater armor
for a short time,

Balthavius's Age Preserver: You don't age
and are immune to aging effects for one day.
Balthavius's Physical AugmentorS!!: Touched
creature gains a boost to one ability score
based on the number ofsegments used.

Call Imp; Summon an imp that is not
under your command,

Changeling Transformiltion Mo
: You take on

the appearance or traits ofanother race.
Charge BoltS!!; Fires a bolt of energy that is
more powerful the more segments are used.

Disguise Object; Make one touched object
look like a different obJect.

Kabaz's Curfew; Put a number of creatures
to sleep, more if cast at night.

Midnight Bolt; You fire.l ray that deals
more damage at night.

Project Fear: Make a single target shaken, or
make them frightened if you are scared,

Rainfall; Summon rain in a small area,

Read FortuneS!!: Learn various pieces of
personal information about a subject.

Resonance Bolt: Fires a ray whose damage
is determined by the last spell you cast.

Spirit Sight: You can see and speak with
the ghosts of recently departed spirits,

2nd-Level Sorcerer/Wizard Spells
Artificial Age: The target's age category is
temporarily increased or decreased one step.

Battle Visions: Gain a +4 bonus to A( or
attack for one round as a swift action.
Baulcveil; Gain 20% concealment, or 50%
if you are heavily wounded.

Beguile HumanoidMo
: Cause one humanoid

fondness or hatred ofa specified creature.

Corpsedancer: Temporarily animate the
corpses of one or more creatures.
Create Useful Item: Creates a single
mundane item, which lasts I min./level

Dayblast: A 30-fi. cone of fire that deals
more damage if cast in daylight.

ForewarningMo
: Get a hunch about the target,



or gain a bonus to AC as an immediate action.
Freezing GraspMO: Your touch freezes the
target, either damaging or stunning him.

Heridus's Emergency Ward: Grants you
bonuses to AC and saves, higher if you are
greatly wounded.
Inner Talent: The target gains a special
talent based on his highest ability score.

Kabaz's Zone of Peace: Create an area
where Diplomacy is more effective.

Magic Circle Against EnergyM; Creates an
area in which the chosen en('rgy can't enter.

Morivar's Bodyguard MO
; You summon a

homunculus which either serves you or acts
as armor to protect you.

Vehannia's Fivefold lIIusionSs; Create an
illusion that affects one sense per segment.

Zephyr Shield; Winds encircle you, pushing
back enemies and protecting you from attack.

3rd-Level Sorcerer/Wizard Spells
Aged OracleM: Learn information about past,
present, or future based on your age.

Balthavius's Manly Presence; Scare members
of your sex and charm members of the other.
Bend Light F

, Mo: Target either becomes
invisible or wreathed in light.

Bloodscry; As scrying > but rl'(juires the target's
blood instead ofa mirror.

DischargeM<>; Release d blast of electricity as
either a line or a burst.

Mage's Slrength: The target gains a +8 bonus
to its lowest ability score,

Resonance Wdrd; The target is resistant to
energies after they ddmage him once.

Shadow Spider; Create an illusory spider that
entraps foes in shadowy webs.

Spread Disease: You inflict the target with
a disedse, which is more effective if you are
suffering from the same disease.

Wall of Water: Creates a wall that is difficult
to pass through. Depending on the last spell
cast, might be ice or stedm, instedd.

Windblast; A burst ofwind erupts from you,
damaging and pushing back creatures.

4th-Level Sorcerer/Wizard Spell
Ancient Blight; Deal 4 points of Strength
damage to lhe target, more if you are middle
aged or older.

Ardesdlfs Instant BiographySs; Information
about the target appears in a blank book.
Bolster Undead; One unde<ld creature/level
gains a bonus, depending on whether it is
corporeal or incorporeal.

Boundless InspirationSs; Grant a number
of chardcters a morale bonus to dttack and
damage rolls based on segmems used.

Corpseride: Take control ofa corpse as the
spell magic jar.

Frightful Pattern; Pattern causes targets to
be frightened, panicked, or possibly faint.

Kabaz's Personal BarrierMo; Gain an armor
bonus to AC, or surround yourself with a
dome offorce.

Shddow Gorgon; Summon an illusory gorgon
that altempts to petrify nearby creatures.

Summon Crab MO
: Summon a crab swarm you

control, or a greater number of crabs you don't,

Veltannia's Better BodyMo: Your body
becomes either insubstantial or hard as slone.

Winter's Caress; Deals cold damage and
creates a pouch of slippery ice.

5th-Level Sorcerer/Wizard Spells
Ardesalfs Universal AugmentorF

•Ss; Grants
d bonus to all dbility scores based on the
number of segments used to CdSt the spell.

Bravery; One creature/level is immune to
fedr and gets u morale bonus on all saves.

Demonflesh FormSs; Transform various parts
of your body to be more demonic.
Electroblast: A lightning bolt hilS the target,
damaging and possibly paralyZing him,

Moonscry; As serying, but no mirror, and the
tdrget dot.'sn't gain bonuses on his save, but
it can only be C<lst in moonlight.
Pentavei1~;You gain a ~ariely of defensive
abilities that increase with each segment.

Ray ofCommand F
: Fire a ray that bends the

target to your will.



Shadow Dragon~o:An illusory dragon either
burns your foes or frightens them.

Sorvithal"s Withering HexMo: You either
inflictld4 points of ability drain, or ,d6
damage/level that is hard to heal.

Summon Weapon: Summon a magic weapon
based on your alignment for, min.!level.

Tide of F1ameSs: Creates ever-expanding
blaSIS of fire centered on the caster.

6th-Level Sorcerer/Wizard Spells

Ardesalfs Mystic InquiryMo: Gain in-depth
answer to one question. or lesser answers to
many questions.

Dread I)olymorphs~:As balefill polymorph,
but additional segments make it harder to
resist, and give extra options.

Essence Shield; The target gains a powerful
defensive ability based on his alignment.

Glamertur~:Disguises terrain over an area
determined by the number of segments used.

Grasp ofthe Hydra: Create a hydra construCI
from rock that you control with your hand.

Heridus's Invulnerability"': You become
immune to physical damage for a time.

InunolationMo: Burns the target alive, either
quickly (ldB/level) or slowly (ldB/4Ievels for
1 round/level),

Pool of Acid: Create a shallow pool of acid
that also gives off noxious fumes.
Sorvithal's Undead ArmyM.!it: As animute
dead, but the type of undead is based on the
number of segments used to cast the spell.

Summon MephitsM: Summon a number of
mephits who selVe you.

Veltannia's Timely Compulsion: Provides
one of several compulsion effects based on
the time ofday.

7th-Level Sorcerer/Wizard Spells

Anyward Mo: Choose from one of several
potent defensive options.

B.lttlestaff: Grants temporary enhancement
bonus and magic we.lpon abilities to.l magic
staffbased on the spells it can cast.

Comm.lnd ofthe Ancients: As dominote
person, but the dur.ltion, the difficulty to
resisl, .lnd what it affects depend on your age.

Drain YouthT
: Magically age the target. and

&.lin temporary bonuses, plus grow younger.
Eternal Slumber: The target falls into an
enchanted sleep it might never awaken from,

Flexible WardsMo: Gain SR 10 + level or DR
15/adamantine for 1 min.!level.

Heridus's Panic Roonl: Creates an eXlra­
dimensional space to hide in.
Morivar's Dark FuriesF,!it: Summon a number
of erinyes that fight for you.

True Speech: You can understand and speak
with any creature, even ifit doesn't have
a language or normally speak.

Visions of Yesteryear: Force the target to
watch his life pass before his eyes while he
stands helplessly,

Winter's Wrath: Deals cold damage and may
deal ability damage to all creatures in an area.
Its effects are more pronounced in winter.

8th-Level Sorcerer/Wizard Spells
Adaptive Glamer: You look like different

things to different people,

Balthavius's PropagandaSJ: Alter the minds
of large groups of people.

Dragon's MightMo: Either grant a large bonus
to one ability score, or lesser bonus to all.

Force Rurst Mo; Either release a nurry of magic
missiles or a blast offorce energy.

Planar TranslocationM: Transport creatures
and terrain to another plane.

Safehold: Creates an area in which violence
is incredibly difficult,

Sorvithal's Inevitable Dooms~:Damages
and eventually slays the target.

Ward of Names: Become aware of anyone
who speaks your name .lnd scry on them.

Wyrm Sunllnoningr. "I: Summon a dragon,
and possibly convince it to serve you.

9th-Level Sorcerer/Wizard Spells
Alter Reality: Your partially-real spells



are more real for I round/level.

Ardesalfs Prismatic Sequence"" s~; A series of
prismatic-themed effects,

Consume Youth T; You slay the target and
use their essence to become younger.

Dreamwrack; The larget falls into a magical
sleep where you control his dreams.

Heridus's Perfect Protection""!is; You gain
a number of defensive benefits whose power
is based on the number of segments used.

Morivar's Infernal Legion""!is: Summon a
variety of devils to serve you in combat.

Restore Youlh"': The target is restored to
the prime of his youth.

Timescrl' 5s; As scrying, but you can observe
the past as well as the presenl.

Summoner Spells
1st-Level Summoner Spells
Bahhavius's Physical Augmentor5s; Touched
creature gains a l>oost to one ability score
based on the number of segments used.

Call Imp: Summon an imp that is not
under your command.

Rainfall; Summon rain in a small area.

2nd-Level Summoner Spells
Battleveil: Gain 1.0% concealment, or 50%
ifyou are heavily wounded.

Morivar's Bodyguard"'Q; You summon a
homunculus which eilher serves you or aCIS
as armor to protecl you,

3rd-Level Summoner Spells
Magic Circle Against Energy"'; Creates an
area in which the chosen energy can't emer.

Summon Crab"'Q; Summon a crab swarm you
control, or a greater number of crabs you don't.

4th-Level Summoner Spells
Boundless InspirationSs; Grant a number
of characters a morale bonus to attack and
damage rolls based on segments used.

Bravery: One creature/level is immune to

fear and gets +1. morale bonus on all saves.

5th-Level Summoner Spells
Grasp ofthe Hydra; Create a hydra construct
from rock that you control with your hand.

Summon Mephits"': Summon a number of
mel'hits who serve you.

6th-Level Summoner Spells
Morivar's Dark FuriesT,!is; Summon a number
of erinyes that fight for you.

Wyrm Summoningf
, "'; Summon a dragon,

and possibly convince it to serve you.

Witch Spells
1st-Level Witch Spells
Balthavius's Age Preserver: You don't age
and are immune to aging effects for one day.

Call Imp: Summon an imp that is not
under your command.

Changeling TransformationMo
: You take on

the appearance or traits ofanother race.
Disguise Object: Make one touched object
look like a different object.

Kabaz's Curfew: Pm a number of creatures
to sleep, more if cast at night.

Midnight Bah: You fire a ray Ihat deals
more damage at night.

Project Fear; Make a single target shaken, or
make them frightened if you are scared.

Rainfall: Summon rain in a small area.

Read FortuneSs: Learn various pieces of
personal information about a subject.

2nd-Level Witch Spells
Artificial Age: The target's age category is
temporarily increased or decreased one step.

Battleveil; Gain 20% concealment, or 50%
ifyou are heavily wounded.

Beguile HumanoidMo
; Cause one humanoid

fondness or hatred of a specified creature.
Charm Plant: The aff('Cted plant will not
attack you and defends you earnestly.



Create Useful Item: Creates a single
mundane item. which lasts J min./level

ForewarningMo
: Get a hunch about the target,

or gain a bonus to AC as an immediate action.
Magic Circle Against EnergyM: Creates an
area in which the chosen energy can't enter.

Spirit Sight: You can see and speak with
the ghosts of recently departed spirits.

3rd-Level Witch Spells
Aged OracleM

; Learn information about past,
presem. or future based on your age.
Balthavius's Manly Presence: Scare members
of your sex and charm members of the other.
Bloodscry: As saying. but requires the target's
blood instead ofa mirror.

Corpsedancer: Temporarily animate the
corpses ofone or more creatures.
Mage's Strength: The target gains a +8 bonus
to its lowest ability score.

Spread Disease: You inflict the target with
a disease, which is more effective if you are
suffering from the same disease.

4th-Level Witch Spells
Ancient BI.ight; Deal 4 points of Strength
damage to the target. more if you are middle
aged or older.

Corpseridc: Take control ofa corpse as the
spell magic jar.
Frightful Patterll; Pattern causes targets to
be frightened. panicked, or possibly faim.

5th-Level Witch Spells
Ardesalfs Instant Biography53: Infonnation
about the target appears in a blank book.
Bolster Undead; One undead creature/level
gains a bonus, depending on whether it is
corporeal or illcorporeaL

Moonscry; Assaying, but no mirror, and the
target doesn't gain bonuses on his save, but
it can only be cast in moonlight.

Sorvithal's Withering Hex Mo
: You either

inflict 2d4 points of ability drain, or Jd6
damage/level that is hard to heal.

6th-Level Witch Spells
Grasp ofthe Hydra: Create a hydra construct
from rock that you control with your hand.

Ray ofCommalld f
: Fire a ray that bends the

target to your will.
Sorvithal's Undead ArmyM,S!i; As animate
dead, but the type of undead is based on the
number ofsegments used to cast tile spell.

True Speech: You can understand and speak
with any creature. even ifit doesn't have
a language or normally speak.

7th-Level Witch Spells
Drain Youth f

: Magically age the target. and
gain tempor,lry bonuses, plus grow younger.
Morivar's Dark Furiesr,53; Summon a number
of erinyes that fight for you.

Summon MephitsM
; Summon a number of

mephits who serve you.

8th-Level Witch Spells
Command of the Ancients; As dominule
person, but the duration, the difficulty to
resist, and what it affe<:ts depend on your age.

Eternal Slumber: The target falls into an
enchanted sleep it might never awaken from.

9th-Level Witch Spells
Consume Youth r: You slay the target and
use their essence to become younger,

Dre<lmwrack: The target falls into a magical
sleep where you control his dreams.

SpclUJescrip.t"i.o"J).s'-- _

The following spells are presented in
a.lphabetica.lorder.

,\IMI'r1\ f (.I \'v1FR

School illusion (phant,lsm) [mind-affecting];
level bard 6, sorcerer/wizard 8
Casting Time J standard action
Components V
Range close (25 ft. + 5 ft./2 levels)
Target one object or willing creature
Duration] hour/level (0)



Saving Throw Will disbelief(if inler"cted
with); Spell Resistance yes

This powerful illusion disguises the {<lrget in
<I WiI)'twt allows him to<lppe<lr differenlly to
different people. As the speU is C<lSt, the caster
specifies <I particular role. such <IS "<I loved one,"
~an<luthority figure.~"a servam," ~a piece of
beautiful iIrt,~"an unimpomnt bauble," or ,he
like. For die speU's dur<ltion, the t<lrget appears to
all ""no look upon it <lS wwtt\~r their own minds
inte[J)ret that role as (forl'Xdmple, if the chosen
role w.JS ",lin authority figure; d dericorpriest
might Sft'd bishop ordn dbbot. whiled pl'dSdnt
might Sft' the tocdl sheriff. orthl' lord ofthi' IocdJ
l1ldnot;.and.a soldier might Sft' his comffldnding
officer. erc. Simildrly. ifd golden SldWelte 1oO~

l1ldde to look like "somel.hing cLmgeroos,"one
obsen'rr might see it.as d burning pyre. whiled
SdLllmndn; whkh is immune to fire, might
instedd see d thorny. poisonous pl.mt).

While it is possible to apply the role ofa
ming creature to an inanimate ob;ecr. or
viee-wrsa, the spell ""ill neither create nor hide
actions, SOd ported plam made toapp8!" as ~a

1<M'd one- would still appear motionless and
un.rNilR'. while d rogue made to app8!"<lS ~a piece
of furniture" could nonetheless srill be observed
to be a ",,<tiling and talking piece offurniture.
AdditionaUy. the speD caJlnO( make the target:
app8!" to be more than one size category larger or
smaller than it detually is.

1he spell does not grant the target any
speciaJ knowledge ofwhat panicular individual.
they appear as tool gh~n obSl'lVeI', nor any
infonnation about that individual other than twt
they will, in the observer's mind. fit the chosen
role. Because die illusion is provided from the
observer's own expectations, all Wtll saves made
to disbelievt' the effect suffer a -" penalty, though
in extrt'IIll" cases (such as if the target appears to
be a mooving. breathing. inanimate object. or if
the chosen role is panicuJ.ulyoutiandish, such <lS
"the king," ifchosen in a place where rOY<llty
would never go, or "your deity" in just <lbout <lny
circumstance), this penalty could be negated, <llld
up to a +" bonus"pplied, instead, at the GM's
discretion

HolD OR \t II
School divination: Level cleric). druid),
sorcerer/wizard 3, witch 3
Casting Time LO minutes
Components V. S, M (oils "nd incense worth
atleasl 5 gp)
Range personal
Target you
Duration I round/1levels

1his spell allO\o\-"'S the caster to learn
infonnation about the pout. die present. or the
future. though 'oI-iJ.i.ch of these periods he gains
infonnation about is determined by his age.
Adult 01" younger characters m.JY learn
infonnation about the future. Middle-.1oged
characters II'liI)' learn infonnation dbout the
prt'Sell.t. Old or older characters may learn
infonnation about the past. Ageless characters
(such <lS undead or constructs) are treated as old
01" oldl'l" foc the purposei of this spell. For the
purposes ofthis spell. ~the past" refers to t\~nts

thiU hir.", already occurred, "the future" refers to
l'\~nlSwhich hir.~not)""l occurred. and "the
pn5ftIt" refers to~ts ....hich~ happened
re1am'dy recently. will happen re1am~lysoon. or
are CllJTeIIdy happening.

Each round of the spell's duration. by
concentrating on the spell, the caster may ask a
mtgIe qUestiOIL Ifdie~r to his question
falls ""ithin the time period specified by the
caster'sage. the caster has a chance (,,0% + 5%
per castl'l" lew!, to a maximum of~ at uth
lew!) of receiving either a"'yes~or "no" ansv.w.
Otherwise, the character~ no ansv.w. If
the ans....er to the character'squestion falls out­
side the time period specified by the caster's age,
he receiVl"s noa~r,and take Id" points of
WiSdom damage. Asking the same question
multiple times per casting always yields the same

"""L
In the case of information about the future.

the infonnation provided is infonnation thaI is
likely to be true, but maynot be. The spell <llways
provides infonnation about the future thaI is
most likely to occur. If somediing happens to
change what is most likely, then a new casting of
the spell may provide different infol1Tldtion.
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School illusion; level sorcerl'rfwizard 9
Casting Time I swift action
Components V, S, M (a singll' black candle)
Range personal
Target you
Duration 1 round/level

This spell allows the caster to tap into the
energies in the border between this reality and
the next, lending power to his quasi-real spells.
For the spell's duration, whenever the caster casts
a spell that has a pen:entage chance of being real
(such as Shddowconjurdtion), that chance is
increased by 25",6. This cannot increase the
percentage chance ofa spell being real to more
than 100%, and has no impact on other spells with
percentage chances (such as the chance of
receiving a meaningful answer in an aU8uryspell).

,\M IF r\ r III 1(, lIT

School nectom,:mcy; Level sorcerer/wizard 4,
witch 4
Casting Time I standard action

Components V, S, M (a bone from a dead
creature)
Range medium (100 ft. -+- 10 ft.jlevel)
Target one living creature
Duration instantaneous
Saving Throw Fortitude negates; Spell
Resistance yes

This spell immediatelYWTacks the victim's
body with a p<m"Crful curse, dealing 4 points of
Strength damage to the target. If the caster is
middle-aged or old, it deals 6 points of Strength
damage instead. Finally, if the caster is
venerable, it deals 8 points of Strength damage.

For the purpose of this spell, any creature
which does not age is never treated as being
middle-aged, old, or venerable.

School abjuration; Level cleric 8,
sorcefl'rfwizard 7
Casting Time I standard action
Components V, S, F (a miniature shield made



of leather, inscrlbal with the caster's person<ll
rune)
Range touch
Target crealure touched
Duration I round/level or until discharged
Sdving Throw Will negJtes (harmless); Spell
Resistance yes (h.'lrmless)

1his potent spell can protect the subject in a
number ofdifferent ways. As the spell is C<lst, the
caster choooses one of the following fu,~ prot:ectM­
options. which determines the exact effect the
spell h.Is on the t<lrget.

Armor Bonus;1his version of the spell
SUJTOUIlds the toUge( in tf<lTlSp.lrent, glowing
iIDIlOr m.Jde of m.Jgic<tl energies, v.fuch provides
him with <I -+10 .mnor bonus to AC for the
dW'iltion of the spell. This armor is weightless, h.Is
no armor check penalty. no maximum Dexterity
bonus, .md no ch.mce of <lfC<lne spell failure.

llarrwgt" RMlK'tion:This\~rsionofthe spell
pfUl.ides the targe< with DR ls1aclam.mtine forme
dUJil.tion of the spell. It can <lbsorb up to 15 points
of dama8l" per casler 1_1 (to a maximum of JOO
points of dam;tge <It 20th t-l) before it is
d~.

Energy Resist.mao: This version of the spell
provides the targe< with resistance to <tcid 10, cold
10, electricity 10. fire to,.md sonic 10 for the
duration ofthe spell. It can absorb a tOlal ;unount
ofdama8l" (combined from <lmot1gst..ill energy
types) of15 points ofdam.lge percaster level (to a
m.JXimum ofJOO points ofdafficl8l" at 20Th level)
before it is discharged.

NalUraJ Armor; This version of Ihe spell
increases the t<lrgel'S natur<ll annor bonus by +5
for the dur<ltion ofthe spell.

Omni-W<lrd:This version of the spell offers <I
sma1l amOW1t of protection in <I variety of types.
Firstly, the taI!et g<lins DR 5/adam<lntine for the
duration of the spell, as well as resistance to acid
5, mid S. electricity 5, fire 5, and sonie 5· These
effects, combined, can absorb up to 15 points of
damage per caster level (to a maximum of300
points <It 20th level) before both cease to function,

although this does not cause the other effects of
the spell to cease functioning. Second, the target
g<iins a -<-2 competence bonus to AC and to all
saving throws for the duration of the spell.
Finally, the target gains spell resistance equal to 5
-+- thecaster'sc<lster level for the duration of the
spell. This spell resistance can stop a total
number of spell levels' worth of spells equal to the
caster's caster levd (to a maximum of 20 spell
levels <It 20th 1t"Yt'1) before it ceases to function,
although this does not cause the OIher effects of
the spell to cease functioning.

Spell ResiSl.lnce: l1Iis version of the spell
pnMdes the tMgel with spell resistance equal to
15 -+- the caster's casterI~ for the duration ofthe
,pd!.

\Rlll ... \1 r .. I'''' r \' T 1111)( ,R \1'1n
School dh'inati{)n; ~ ...el bard 4, inquisitor S.
sorcerer/wizard 4. witch 5
C;asting Time 1 hour; Segmconled I to 5

segments
Components V. S. F (a blank book. scroll, or
OIller writing S\lrface)
Range soee text
Duration instantaneous
Saving Throw Will negates; Spell Resistance
,~

1his spell provides a number of pieces of
infonnation <lhout <I single creature specified by
the caster at the time of the casting. This
infonnation <lppear!i on the book or scroll used
to cast the spell itS the spell is completed. The
ex.Kt IliIture of t:hiIt information depends on the
number of segments used to cast the spell.

If the <=alure succeoedson a Will save, the
spell filils. lbe diffirullyofthis saving throw is
modified by the caster's knowledge ofand
mnnection to (ifany) the creature in question.
Furthermore, if the target is on another plane, it
getsa +5 bonus on its Will save.

Unlike most segmented spells, ArdeSdlfs
instant biogrdphycan be cast with any number
of segments from one to five. ACtert'ilch segment
is cast, the infonnation provided by that
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bc'-) 10 " Cf'NN... 1w ..... no know~of.

segment appears upon the book or scroll used as
the spell's focus. The caster may Ihen stop
casting thj,' spell, or, ifhe wants to continue, may
cast another segment of ArdeSdlrs inst,mt
biogrdphy in ordj,'r to gain the information
provided by the Ill,'xt segmj,'nt. As with all
segmented spells, if thE'casler allows twice the
spell's casting timj,' (lwo rounds, in this Casl.') to
pass without casting anotht-r sqpnent, thE'spell
"resl.'u; and lhe caster must btogin again from
the beginning in ordj,'r to gel the information
provided al higher numbl.'red st'gIIK'Ilts.

First Segmj,'n!: After tlH- fim~ntof the
spell is cast, tMcaslj,'r learns the largl,'I's C1a11lt'

and location. If the targe! has an alias, or goes by
many C1amM, the castB koams all such names,
and also 1eamswhich of tl1osl.' naIIll"!i the targe!
IDOSl identifil.'s with (thai is, the name the target:
IDOSl consKIas 10~ his "real" namt', nol

~riJYlhe name he gr.'t5 most often). The.
targel's location is presented in 'Nhatew,r sc~le IS
most applicablj,'; if thj,' target and casler are l~

the same building, it ...,ouId indicatj,' lhe specific
room, if they ....'eJ"j,' in the saInj,' city it~uld
indicate Ihe specific building; otherwise, il
generally indicates the cityor other landmark
the target is nearest to that will appear on mos,t
maps. If lhe target is travelling when the spell IS
cast, it also supplies Ihe target's intended

Knowledge
Nonj,'·
s«ondhand (caSIj,'r has heard oflhe
subj«tl
Firslhand {caSler has mN Iill.'
subj«tl
Familiar (caslj,'r knO\O'S Ihe subj«t
well)

Comt«riOll
ljkj,'n("$$ Of" piClurt'
POSSl.'SSion or garmt'nf
Body pal1, lock of hair, bil of nail,
drop of blood, NC.

WillSuve
ModiOer

"0

'5

-5

\Vii/Saw
Modifiu

-,

-'0

deslination.

Serond Segment: After Ihe second segment
ofthe spell is cast, the casler learns the ~t's.
CUlTI'nt goal orobj~. These aJ"j,' no!: immediate
goals (such as "gel something 10edt" or "'havt­
some fun thisaftemoon"), nor are theyrnremely
long-lenIl goals (such as"gain pClYo'el" and
influencr" or·settJedcMn and~a family
somediIy"). lnslead, they~typkallyson_ibe~

in beN.'t!eII.. Typical examples mighl he "find and
defeat the Black Knight; "poison the Iring,.
"un~the lost treasureof the~ lords," or
~ the DIiI)'Or's daughler.-Ifa specilic method is
being empkJ)'!'d, or !he target's current goal iso~
one Slep in a much laIger goal, lhis information IS

pnMded as wt>lI. Typical examples ofthis would
be "find the Sword ofS!. George in order to slay
the Scourge of Red Ridge," or "desrroythe local
iron mine so that I can crealean iron shortage and
makea huge profit."

Third Segmenf: After the third segment of
the spell is cast, the caster learns the target's
greatest strength or assel. This could bl.' .
something inherent aboUllhe larget, such as his
incredible Strength or skill with a blade, or it
could bl.'a magic item in his possession, or a
specific spell he knoY.'S, or something less
langible, like the lawr ofa deity, or a talent at
making friends. If the larget: pos:s~ many
strengths, the casler learns Ihe one most likely to
he rde\"ilIlt to him.

Fourth 5fogment:After the fourth segmenl of
the- spell is cast, the Casler learns !he laI"gl't's
greatest~ or liability. This could he
sornedring inherent about the la.rget, such as a
vulnerable spol in his armor, or his inability to
rrsisl mental attacb, or il could hea habit ofthe
urger's, such asa tendency to tm naps in the
afternoon, or to tre.11 those in his employ badly. It
could also bl.' something less tangible, such as
powerful enemies lhat the largel possesses, or a
poorly-guarded lOlled one, or a deptndencyon a
character, habit, or substance. AnyWl'akness
provided this way is always something that can bl.'
exploited by someone in the position to do so. If
the target possesses many weaknesses, the caster
leants the one most likely to be relevant to him.



Fillh Segment: After the fifth segment of the
spell is cast, the caster learns the target's class and
level, as well as what feats he has and what spells
he can cast. lNhile the caster has no concept of
class, level, or feats as such, he gains a rough
approximation of this infonnation.

,\lwr"AI r S \HSTI( [r\QlIJR'
School divination; l.evel sorcerer/wizard 6
Casting Time 1 hour
Components V, S
Range personal
Target you
Duration 1 min.llevel

This spell puts the caster into contact with
otherworldly forces, allowing him to ask one or
more questions. The entity in question is aware
of the identity of the caster, as well as the first
question that the caster will beasking (spoken
aloud as part ofcasting the spell), and knows
something about that topic. The caster does not
leam the identity of this otherworldly force
unless it chooses to provide that infonnation.
The number of questions, and the nature of the
response, depends on which version of the spell
the caster chooses. This choice is made as the
spell is cast, and cannot be changed until the
next time the caster casts Ardes,llrs mystic
inquiry. Oneversion of the spell allows for
breadth, while the other allows for depth.

Breadlh:1bis version of the spell functions
identically to the spell commune, except that
there is only a chance (65% + 1% per caster level)
that the infonnation provided is correct.
OtheIWise, the spell provides false infonnation.
This chance is rolled once, before the first answer
is given, and applies to all answers provided by
that instance of the spell.

Deplh: This version of the spell allows the
caster to ask only a single question, though the
entity in question responds fully and to the best
of its ability. The caster may make a Knowledge
check of the appropriate sort on the subject,
gaining a +1.0 bonus on the check. Thecastercan
make this check even ifhe is not trained in that
specific Knowledge skill. If the caster's question
is not something that could be readily answered

by a Knowledge check, the entity still provides
what infonnation it possesses, subject to GM
discretion.

The spell's duration indicates the maximum
amount of time the caster can converse with the
otherworldly entity, though ifall questions are
asked and answered before that time, the spell
ends.

ARIH "1\11 S PRI":\l \ II( SHJI:1 N( ~

School evocation; l.evel sorcerer/wizard 9
Casting Time I standard action; Segmented 1

to 7 segments
Components V, S, M (see lexl)
Range see text
Effeci see text
Duration see lexl
Saving Throw varies, see relet; SpelJ
Resistance yes

This spell, according to the sage Ardesalf, is
the ultimate use of prismatic energies, with
potentially unrivalled power. Developed purely
asan academic exercise, it nonetheless has the
potential to bequite devastating. It is a hugely
complicated spell, which requires almost all of a
wizard's focus and memory in order to beable to
prepare and cast single-handed, and only the
most powerful mages are said to be able to cast
the entire thing on their own. It is broken up into
seven parts, each ofwhich is dependent on the
one before it, and each ofwhich has its own
effect.

Unlike most segmented spells, Ardesalrs
prismatic sequence can be cast with any number
of segments from one to seven. After each
segment is cast, the effect of that segment takes
effect. He may then stop casting the spell, or, if
he wants to continue, may cast another segment
ofArdesalfs prismatic sequence in order to
produce the effect provided by the next segment.
As with all segmented spells, if the caster allows
twice the spell's casting time (a full round, in this
case) to pass without casting another segment,
the spell "resets," and the caster must begin
again from the beginning in order to get the
effect provided at higher-numbered segments.



Firsl Segmem: Once the first segment of the
spell is cast, it creates a loo-foot-long cone of ruby
red fire, originating from the caster's outstretched
hand. TIris fire incinerates everything in its path,
dealing Id6 points of fire dillllilge percaster level
(maximum 1.006 at 20th level) to each creature in
the area. A successful Reflex sa"", halves this
damage. This segment requires a material
component ofa ruby stone worth at least 300 gpo

Second Segment: Once the second segment
of the spell is cast, a rain of sickly orange acid
begins to fall in a 50-foot-radius area centered on
the spot where the Cdsterwas standing when the
second segment was cast. The rain continues for 1
round per 1. caster levels (to a maximum of 10
rounds at 20th level), dealing 3d6 points ofacid
damage each round to each creature that enters
or begins its tum in the spell's ilI'ed. A successful
Reflex sa"", will negate this damage on a
round-by-round basis. Thecaster is inunune to
damage from this acid. This segment requires a
material component ofa topaz stone worth at
least soo gpo

Third Segmell!: Once the third segment of
the spell is cast, a blast of bright ~llow electricity
arcs from the caster's fingertips in a zoo-foot­
long, to-foot-wide line. It creates a path of
destruction in its wake, dealing Id8 points of
electricity damage per caster level (to a maximum
of 1.008 at 20th level) to each creature in the area.
A successful Reflex save halves the damage, but
creatures wearing or wielding any metal items
(regardless of the size of those items) suffera-4
penalty on their saving throws. TIris segment
requires a material component of a garnet stone
worth at least 700 gpo

Founh Segmem: Once the fourth segment
of the spell iscast, Id4+l darts ofemerald green
force fly from the caster's fingers. Each dart flies
towards a single creature of the caster's choice
within 60 feet. The caster may direct only a single
dart at any gi"",n creature, and any extra darts he
directs at that creature dissipate harmlessly. The
caster makesa ranged touch attack against each
target. (f it is successful, the target takes ro8
points of force damage, and must succeed on a
Fortitude saveor suffer Jd4 points of Constitution

damage. Creatures immune or resistant to
poisons are equally immune or resistant to this
secondary effect. This segment requires a
material component ofan emerald stone worth at
least 1,000 gpo

Filih Segment: Once the fifth segment of
the spell is cast, the caster is surrounded in a
sapphire blue aura, and each creature that can see
the caster must succeed ona Fortitude saw or be
turned to stone as the spell flesh to stone. This
segment requires a material component ofa
sapphire stone worth at least 1,1.00 gpo

Sixth Segmelll: Once the sixth segment of
the spell is cast, the caster lets forth a terrifying
wail and begins to glow a pale, ghostly indigo. All
other creatures that can hear him suffer 1.d4
points of Intelligence, WISdom, and Charisma
damage, and must succeed on a Will save or be
permanently affected as though by the spell
insanity. TIris segment requires a material
component ofan amethyst stone worth at least
1,500 gpo

Sel"enlh Segment: Once the seventh
segment of the spell is CdSt, an explosion of
bright violet light erupts from the caster's body,
enveloping everything within a 30-foot-radius.
Each creature within the area (including the
caster) must succeed on a Will save or be ripped
from reality, banished into nonexistence. The
destination of creatures who fail their saw is
outside the normal scope of plaIldr tra"",l, and
cannot be reached or returned from by normal
means. Such creatures are not dead, and so
cannot be returned to life, though they can be
returned into existence with a wish or miracle
spell.

This may prove difficult, however, as even
the memory of these creatures' existence is
ripped from reality, and those who knew such
creatures no longer remember their existence, as
though every instance of the creatures had been
removed from their acquaintances' memories by
the spell modify memory. Only the caster and
creatures with a Wisdom score of 1.0 or higher
remember the existence ofcreatures banished
this way, although others who are confronted



with reminders of the banished cre~tures rJl(l¥
have their memories restored with a DC 15
WISdom check:. This check can only be rJl(lde
O~.

This segment requires a material
component of a diamond wonh at le.ut 3,000 gp.

\RllI\\II"I,\I\IH.. \I \1 {,\II'\llJR

School transmutation; Level sorce....r/wizard 5
Casting Time l full round; Segmented 1 or
more segments
Components V, S. F(a "'ooden SClIlptu.... of
the caster, complete with fine delail, wonh al
leasl 10 gp)
Range personal
Target )1>1.1

Duration I min.lle-·el

This spell temporarilyenhances-=h of the
caster's ability~ (Stmlgth, Dexterity,
Constitution, Intelli~,WISdom, and
Chari5.ma). for the duration ofthe spell, the
caster g;rins anenha~tbonus to uch of
his ability scores equal to 3 + the number of
segments uRd to cast the spell (foreumple, jf
four segmentsa.... used to cast the spell. if woo/d
gram a +7enhancrmem bonus).

lJnlike most segmellled spells, ArdesaJrs
univt'rsaI,lUgmemorcan becast with any
number of segments, eYeI\ just one. When-=h
individual segment is cast, its caster may choose
whether or not to complete the spell, orcontinue
with another segment. Once he chooses to
complete the spell, use the standard roles for
casting a segmented spell.

\RllI .. \II .. lllllllIR\.....I\IOH
School divinalion; Level alchemist 1, bard I,

cleric I, inquisitor I, sorcerer/wizard l

Casting Time 1 slandard action
Components V, S
Range personal
Target you
Duration 1 min./l~\'el

This spell was cre.lted by the sage Ardesalf
early in his career. after learning the hard way
that simply being able to understand a language,

but not speak it, was often not enough for a
practical rJl(lge in the field. He detennined to
create a translation spell that was morevt'rsatile
than comprehend languages, but did not require
the kind of magical energy required by tongues.

The result was a spell that could allow its
caster to either undentand a spoken language, or
speak it fluently, but not both. Thecaster
detennines which Vl"ISion of the spell to use as
he casts it.

Spcilk: This vtT.>i0ll of the speD allows the
caste!"'s v.vrds to beund~toodby any
intelligent creature that has a language. The
caster himself speaks in his O'o\-T1language, but
~ listening to him understands it as thoogb
he ....~ speaking in their languagoe. listeners
who are paying attention can tell that the
language being spoken is not their own, but this
does not inhibit theirability to wxIerstand. This
vt'f'Sion ofthe spell does not grant any special
ability for the caster to understand any language.

Understand: This ,,"ISiOn of the spe:1I allO'oO"S

the caster to perfectty understand any spoken
language he hears as though it we:re his own
language. This ,,=sian of the spell does nOl grant
any special ability to Kientify the language: being
spoken, nordoes it grant the ability to form a
reply in that language.

\IWr\\II\\IR"\llll \R\IOII.
School abjuralion [force]; Level magus 1,
soT'Cerer/wizard I

Casting Time I Slandard action
Components V, S
Range personal
Target you
Duriltion 1 min. or 10 min,fle...el; see text

This spell can be cast in one of two ways,
depending on whether the caster needs potent
protection for a shon time, or would rather
conserve the spell's energy for a less powerful
protection that lasts much longer. The caster
decides which Vl'rsion of the spell to useas the
spell is cast, and cannot switch between the two
during the spell's duration.



In both cases, the caster is encased in
glowing, translucent annor made of pure force.
This annor is weightless, and does not impose an
armor check penalty, arcane spell failure chance,
or speed reduction. Because thearmor is made
of force, incorporeal creatures can't bypass it the
way they would normal annor.

wng-Lasting: This version ofthe spell
grants only a +4 annor bonus toAC, but lasts for
10 minutes per caster level.

PrOlecth'e:This version of the spell grants
an annor bonus toAC equal to 6 plus I per three
caster levels (to a maximum of +8 at 6th level),
but the duration of the spell is only one minute.

ARTHI{!,\I M,f
Sl:hool transmutation; Level alchemist 2. bard
2, druid 2, sorcerer/wizard 2, witch 2

Casting Time I minute
Components V. S, M (a peppermint candy)
Range touch
Target living creature louched
Duration 10 minutes/level
Saving Throw Will negates; Spell Resistance
00

This spell artificially adjusts the target'sage,
either filling him with youthful vigor or aging
him. The caster chooses whether the spell will
make the target younger orolder at the time of
the spell's casting. The target's age category is
shifted one step in the chosen direction for the
spell's duration (for example, ,In adult character
made older would bewme middle-,Iged, and,I1l
old character made younger .....ould become
middle-.Jged, ,Illd SQ on). Attempting to make an
adult character younger or a venerable character
older has no effect.

Unlike nonna! aging, the target does not
gain any of the normal benefits to his mental
ability scores (though, if choosing an age
younger than his own, he doesn't suffer any
penalties to those ability scores, either). His
physical ability scores are affected, and any
penalties from his nonna! age are replaced with
those appropriate forthechosen age (as
necessary). The character returns to his normal

age at the end of the spell.

IHIIH\\Il'SS \(,1 I'RFSfR\IR
Sl:hool abjuration; Level alchemist 2, bard I.

druid I, sorcerer/wizard I, witch I
Casting Time I minute
Components V, S, F (a drop of caster's blood,
trapped in amber)
Range personal
Target you
Duration 24 hours

This spell, created by the vain wizard
Balthavius, preserves the caster's age, preventing
him from growing older. The caster does not age
for the duration of the spell, meaning that a
character who casts the spell each day will
effectively cease aging. Additionally, the spell
renders the caster immune to any effects which
would artificially age him, such as the spells
anificial age and drain youth, or the curse of the
ages affliction.

IHI TlIA\ Il'S S \-lM'; I' PRI SI ]'.;( F
Sl:hool abjuration; Level bard 3, inquisitor 3,
SQrcerer/wizard 3, witch 3
Casting Time I standard action
Components V, S, M (a tank.1rd of all', beer, or
similar drink)
Range 'S ft.
Area Is-ft.-radius burst centered on you
Duration instantaneous; see text
Saving Throw Will negates; SpelJ Resistance

y"
Although it is widely rumored that this spell

was created in order to better aid its creator in
carousing in taverns of ill repute, this versatile
spell can nonetheless prove a boon toa number
ofadventuring mages. The spell creates an
instantaneous burst ofenchantment which
affects each humanoid in the area of effect. The
way in which it affects them, and the dUfiltion of
that effect, depends on their gender.

Targets with the same gender as the caster
become panicked for I round per caster level
unless they succeed on their Will save, in which
case the spell has no effect on them.



Targets that have a different gender than the
casteis become enamored with the caster, as the
spell charm person, except that its effects last for
I day per caster level.

Area see text
Duration pl'rmanent; see text
Saving Throw Will negates; Spell Resistance

y"
This spell has the potential to alter the

memories of large groups of individuals,
potentially providing the caster with the ability
to dramatically affect the minds of entire
conununities. The exact effect of the spell, and
the number of individuals it can effect, depends
on the number of segments used to cast the
spell.

Unlike most segmented spells, &/thavius'
propdganda can be cast with any number of
segments, even just one. \¥hen each individual
segment is completed, its caster may choose
whether or not to complete the spell, or continue
with another segment. Once he chooses to
complete the spell, use the standard rules for
casting a segmented spell.

The more segments used to CilSt the spell,
the greater the spell's range and ared are. If
desired, the caster can limit the spell's range to
less than the maximum available to him, but it is
always expressed as a burst with a certain radius
centered on the caster, and control of the ared
more fine than adjusting the radius is not
possible. The spell affects all humanoid creatures
in thearea other than the caster. Use the table
below to detennine the maximum radius the
caster can produce.

R \1 TH \ \ illS S PH' Sl( \1 H'{ ,\1 fr-;TfR
School transmutation; level deric I, druid I,

magus I, paladin 1, ranger " sorcerer/wizard "
summoner 1

Casting Timl' I standard action; Segml'nted I

or more segments
Components V, S, M (a small clump of
paraffin wax)
Range touch
Target humanoid creature touched
Duration 1 minute
Saving Throw Will negates (harmless); Spell
Resistance yes (harmk'SS)

Credted by the eccentric wizard Balthavius
asa way to compensate for his lack of physical
prowess when competing at sporting events, this
spell provides a boost to a single physical ability
score (Strength, Dexterity, or Constitution) of
the touched Credture. The ability score to be
augmented is chosen at the time of the casting,
and it receivesan enhancement bonus equal to I

+ the number of segments used to cast the spell
(fQrexOlmple, ifsix segments are used IOcdsl/hc
spell, if would grant a +7enhancement bonus).
This bonus lasts for the duration of the spell.

Unlike most segmented spells, &/thavius's
physicOlI augmelltcrcan becast with any number
of segments, even just one. \¥hen each
individual segment is cast, its caster maychoose
whether or not to complete the spell, or continue
with another segment. Once he chooses to
complete the spell, use the standard rules for
casting a segmented spell.

Segments

,
J,
5

Maximum Area

loo-ft.-radius burst
loo-ft.-radius burst
soo-ft,·radius burst
I mile-radius burst
s·mile·radius burst

It \1 TIlA\ illS S I'IH lI'A(,Ar-; [) \
School enchantment (compulsion) [mind­
affecting]; Level b.:Jrd 6, cleric 9,
sorcerer/wizard 8
Casting Time I full round; Segmented 1 to 5
segments
Components V, S
Range see te~t

All creatures affected by the spell are
subject to having their memories altered by the
caster. This functions similarly to the spell
modify memory, except that the amount of
memory to bealtered depends on the number of
segments used to cast the spell, as indicated on
the table below.



Finally, if all five segments are used to cast
the spell, the caster can choose to alter the targets'

Alternatively, the caster may choose to
incorporate a specific event or idea into the
memories of all the targets, allowing their minds
to integrate it in their own way (for example, if the
caster w,JlIled to implant a memoryofa meteor
crashing in the center of the city. crealUres that
were in the centerofthedty at the time would
remember seeing the crash first-hand, while
crealUreson the oU/skirts ofthecity would
remember seeing romething flash through the sky
to land in the center of!Own, and those further
still might simply remember the round ofa crash,
or hearing rumors aboU/ the meteor. In the Solme
way; ifthe castersimply w;Jnted to implant
rumors, he could implant the idea ofhaving heard
the rumor, al10wing each ta'W"t to ·remember~

their own rource).

The nature of the memory alteration is the
Silme in each affected creature: if the caster
chooses to implant a memory that the subject
never experienced, for example, each humanoid
in thearea would receive the same implanted
memory. Similarly, if the subject chose to alter the
details ofa memory, he ""ilmld alter the chosen
details of similar memories in all humanoids in
the area that had such memories (for eXdmple, if
the casterw,mted !Oovel'Write the memories of
anyone who may have seen him break illlo the
roy.1I b.Jnk, making the observers believe they saw
the captain of theguard breaking in, instead, he
"""QuId affect the memories ofeveryone who
observed thaI el·elll, even though one person
might have observed it from a high window, while
the other observed while hidden behind a desk.
It's possible that individuals with similar
memories, such as observing a differem bff'dk-in
of the same building, might h,we those memories
altered to replace the culprit with the guard
captain, as weJl).

Segments

,
J
4
5

Minutes o[Memory Altered
up to 10 minutes
up to I hour
uptolday
up to 1 week
up to 1 month

minds in a way entirely separate from modify
memory, instead. In this case, he can moose a
single individual or organization (such as
himself, the captain of the guard, the church of a
popular deity, or a local guild), and replace all
instances of that individual or organization in
the targets' minds with another individual or
organization (for example, the caster could
choose to replace all memories ofa trusted and
well-known church with a demon "l"Orshipping
cult, causing the targets to regard the cult in the
Silme way that they once regarded the church,
and vice versa).

IHTfi F VISIOr\S
School divination; Level cleric 2, inquisitor 2,

magus l., paladin l.. ranger l., sorcerer/wizard l.

Casting Time I immediate action
Components V, S
Range persona!
Target you
Duration 1 round

This spell provides the caster with a potent
but highly focused foresight into combat,
allowing him to predict a foe's feint or anticipate
a weak spot in his foe's defenses. The caster gains
a +4 insight bonus to either weapon attack rolls
or AC for the duration of the spell. Once this
choice is made, it cannot later be changed for
that casting of the spell (though, ifthe caster has
multiple instances of battle visions prepared, he
can cast them separately, choosing AC for one
and attack bonus forthe other).

IHlTl fST\!1
School transmutation; Level magus 6, druid 7,

sorcerer/wizard 7
Casting Time I standard action
Componems S
Range touch
Target magical stafflouched
Duration 1 round/level (O)
Saving Throw Will negates (harmless, object);
Spell Resistance yes (harmless, object)

This spell imbues a magic staffwith
powerful enhancements, making it into an
exceptional magic weapon. The staff gains an
enhancement bonus to attack and damage equal
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to 1/2 the level of the highest level spell it can
cast (rounded down). If the staffalready
possesses a greater enhancement bonus to attack
and damage than this spell would provide, that
bonus is increased by +I for the duration of the
spell, instead.

Additiolldlly, the staffgains a number of
magic weapon special abilities based on the
number ofcharges it currently possesses. The
staffgains a number of magic weapon special
abilities whose combined enhancement bonus
equivalent isequal to 1/2 the number ofcharges
it currently possesses (rounded down, maximum
+5 enhancement bonus in special abilities). The
caster can choose how to ~spend" this
enhancement bonus on abilities, choosing from
among the abilities below howevl"r he likes, as
long as the total enhancement bonus equivalent
doesn't exceed the amount granted to the staff. If
during the duration of the spell enough charges
are expended from the staff to decrease the total
amount of special abilities it would receiw in
this way, the staff immediately loses special

abilities of the caster's choice until the
enhancement bonus equivalent of the abilities is
once again within the granted amount.

This spell can apply the following special
abilities (at the listed enhancement equivalent):
iln.lrc:hk (+2), axiomi/tk (+2), dancing (+4),
defending (+1), flaming (+I), flaming burst (+2),
frost (+I), ghost touch (+I), holy (+2), icy burst
(+2), merc:iful (+1), shock (+I), shocking burst
(+2), speed (+3), thundering (+I), unholy (+2),
vicious (+1), and wounding (+2).

School illusion; Level alchemistl., bard 2,

druid 2. inquisitor 2. ranger 2, sorcerer/wizard
1., witch l.

Casting Time J st.lndard action
Components V, S, F (<I one-Inch-square patch
of grey or black silk)
Range personal
Target you
Duration l round/level



This spell cloaks the caster in a veiled blur
that protl'<:ts him from attackers. Under nonnal
circumstances, this grants the caster a :1.0% miss
chance. If the caster is reduced below 1/2 his
maximum hit points, however, the spell's
protl'<:tion strengthens, and the miss chance
increases to 50%.

This increased protl'<:tion applies itself
automatically and immediately if the caster is
reduced below liz his maximum hit points at any
time during the spell's duration, or immediately
as the spell is cast if the caster is already reduced
below that point. Ifat any point during the
spell's duration, the caster is restored toaboVl'
liz his maximum hit points, the benefits revert
to the spell's normal benefits.

In both cases, this effect is just a miss
chance, and does not grant any other benefit or
protl'<:tion ofconcealment. A !rue seeing spell,
or similar, can pierce the effect.

1U(,I ' IIF IiI'MM';Oll)
Schoolench'l11lment; Level bard 2. inquisitor
2, sorcerer/wizard 2, witch 2

Casting Time 1 standard action
Components S. M (a scrap of sheep's wool)
Range dose (25 ft ... 5 ft./2 levels)
Target one humanoid creature
Duration I round/level
S.lVing Throw Will negates (see lexl); Spell
Resistance yes

This spell causes strong passions to rise np
in the target, forcing him to either love or hate
another creature within range of the spell.
v.rhether the spell causes fondness or hatred is
determined by the caster at the time of casting.

Fondness: TIris causes the target to become
fonder ofa creature of the caster's choosing
within range. For the duration of the spell, the
target will not attack that creature, and that
creature gains a HO bonus on Diplomacy chl'<:ks
made against that creature. If the chosen
creature attacks the target in anyway, the effect
ends immediately.

Hatred: This causes the target to feel an

intense dislike for a creature of the caster's
choosing within range. If the target was already
hostile towards the creature, he attacks that
creature to the best of his ability, prioritizing
them above attacking any other enemies. Hewill
not expose himself to nnnecessary danger to
reach the creature, however «(or example, he
would nor jump dCroSS,J pit o(lava to reach the
crealUre, especially i(it was unlikely that he
could successfully make it across). If the target
was previously any attitude besides helpful
towards the crl'ilture, he becomes hostile for the
dnration of the spell, though he dOl's not neces­
sarily attack the creature. Ifhe was previonsly
helpful, he becomes indifferent for the duration
of the spell.

lUND 11(,liT
School illusion (glamer); Level alchemist 4,
bard 3, inquisitor 3, ranger 3, sorcerer/wizard 3
Casting Time I standard action
Components V, $, F (a tranS]hlrent prism
worth al least 50 gp)
Range touch
Target creature touched
Duration 1 min./level
Saving Throw Will negates; Spell Resistance

y"
This spell allows the caster to bend light

around the subjl'<:t, either rendering the target
invisible, orelse making it sparkle and glow
brilliantly. The caster determines which version
of the spell to use as the spell is cast.

lI1uminilte:This version of the spell makes
the target more visible. If the target is invisible,
they become normally visible (in the cdSI' of
creatures that are naturally invisible, they appear
asa solid mass ofgleaming and shifting rainbow
colors), negating any bonuses to Stealth and any
concealment thatv.uuld have been granted by
being invisible. If the target was already visible,
they suffer a -20 penalty on Stealth chl'<:ks, and
attacks made against the target gain a ..2

circumstance bonus. The target is unable to
become invisible for as long as the spell is in
effl'<:t.

Invisibility: TIris version of the spell makes



the target invisible, as the spell invisibility.

III O()I)S( Rl
SdlOOI divination (scrying); Level inquisitor 4,
sorcerer/wiZ<lrd 3, witch 3
Casting Time 1 standard action
Components V, S, M (a few drops of the
target's blooxl, a bowl or pool of pure water)
Range see lext
Effect magical sensor
Duration 1 round/level
Saving Throw Will negates; Spell Resistance

y"
This spell was developed by a wandering

mage who often found himself desiring to scry
on individuals, but did not carry an expensive
mirror with him in his trawls. It functions as the
spell s<:rying, except as noted here.

First, while the spell does not require a
1,000 gp silver mirror, it does require that the
caster possess a few drops of the target's blooxl,
which are expended as part of the casting.
\Vithout this component, the spell fails, even if
the caster possesses the Eschew Materials feat, or
is otherwise able to compensate fora lack of
material components in other spells. Second,
while the spell all0W5 the caster to observe the
target regardless of distance, the spell fails if the
target is on another plane of existence. Third,
there are no modifiers to the target's Wlil save:
possessing the target's blood does not impose a
penalty, nor does the caster's knowledge of the
subject provide benefits or penalties.

HOI STfR II~ IlL\ \)

School necromancy; Level cleric 4,
sorcerer/wizard 4, witch 5
Casting Time I slandard action
Components V. S. F (the skull of a humanoid
creature)
Range close (Z5 ft. + 5 ft./zlevels)
Target one undead creature per level, no two
of which may be more than 30 feet apart
Duration 1 min,/Ievel
Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

This spell strengthens undead creatures,
filling them with necromantic energies. Each
corporeal undead affected by the spell gains a +4
enhancement bonus to its Strength scoreand a
+4 bonus to its natural annor. Each incorporeal
undead affected by the spell gains a +4
enhancement bonus to its Charisma score, and
its channel resistance (if any) increases by H.

ROll NUl f SS INSI'IR \ II< IN
School enchantment (compulsion) [mind­
affecting]; Level bard 3, cleric 5, p.lladin 3,

sorcerer/wiZ<lrd 4. summoner 4
Casting Time 1 standard action; Segmented 1

or more segments
Components V. S
Range close (z5 ft .... 5 ftb levels)
Target one or more crealures
Duration 1 min,/Ie\'el
Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

This spell fills the targets with boldness and
brawry, spurring them to do great and heroic
deeds.

Unlike most segmented spells, boundless
inspiration can be cast with any number of
segments, even just one. When each individual
segment is cast, its caster may choose whether or
not to complete the spell, or continuewith
another segment. Once he chooses to complete
the spell, use the standard rules for casting a
segmented spell.

Each target gains a morale bonus to attack
and damage rolls equal to 2 + the number of
segments used to cast the spell. The maximum
number oftargets the spell can affect is equal to
the number of segments used to cast it.

School enchantment (compulsion) [mind­
affecting]; Level bard 3. cleric 4, inquisitor 4,
magus 5, paladin I. sorcerer/wizard 5,
summoner 4
Casting Time 1 standard action
Components V. S. M (a single hair from a
lion's mane)



Range dose h5 n. + 5 (thlevels)
Target up 10 one crealure per level
Duration I min./level
Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

1his speD bolsters the affected creatures'
spirits, rendering them immune to feM effects
for thespeD's duration. Further, the affected
crt'dtures receive a +1 morale bonus toaU saving
throws for the spell's duration,

t \111\11'
School conjuration (calling) levil.lawfull;
Level sorcerer/wiz.ard I, summoner I. wilch 1

Casting Time 1 stand,lftl ilctkln
Components Y, S, M (,1 pinch ofsulphur and
brimslone, or 5 gp)
!lange dose (15 fl. + 5 fl./1Ievels)
Effec:t one callii'd imp
Duration 1 day/level
Saving Throw none: Spell RC$iSlance no

1his spell calls forth a willing imp from one
of the nine hells, aUowing it to enter the Malerial
Plane. It cannot call a specific imp, bol instead
c:re.Ites a "general invitation- that one imp can
(and nNrlyalv.-aysdoes)c~to follow. The
imp does DOl hor,e any specific information aboul
the c:re.Iture thai is sununoning it, or the area il
is being sununoned into, bot it cannot: be­
!iUIIllIIOlled into an erNironment that cannot
support iL

The sununoned imp is under no obligation
whatsoevl"r to obey the caster, and can help him,
hinder him, or even attack him as the imp sees
fit. As with all speDs of the calling subschool, the
imp can also return to its home planeelt elny
time. Typically, the caDed imp must be- bribed in
order for it to agree to aid the caster, although
threan; Celn sometimes be- effectivt', especicllly if
the Celster can prevent the imp from returning to
its home plane (such as with dimensional
.mchor).

The imp can remain on the Mclteriell Plane
for up to 1 day percaster level, after which it is
elutomaticellly whisked back to whence it came.

(II \1'\(.1111'\(. I R \I\;~r (IR\1 \ I It II\;
Schooltrelnsmutation; Level alchemist t, b.lrd
1, druid t. inquisilor t, ranger t, sorcerer/wizard
t, witch 1

Casting Tillie t round
Components Y, S, M (hair, skin, or similar
from Ihe race you want 10 transform inlO)
Range personal
Target you
Dureltion 10 min./I("\·el or 1 hour/level; set' lelll

1his spell allows the caster to~ a partial
transfOmIilOon into another humanoid race.
1his transfol'lIlilOon can take one of two forms: it
can ~therbe el visual transformation, or an
rssential transformation. The two
transfol'lIliltions do diffe£ent things, and the
caster must choose which~ionof the spell 10

use as the spell is cast.

EssentiJl Tr.msfDmJdtion:1his ''ersion of
the spell lasts 10 minute per cast Ieo\'el, and
creates a more subtlr transfonnation in the
caster, granting him a!ip«ific racial featu", of
the chosen race, although hisappearance
remains unaltered. Thr exact bl!'ne6t drpends on
the race chosen, as outline:l bdow:

-Dwarf':A charactl"r transformed into a
dwarf in this w.ry gains the
stonecunning racia.l ability.
•Elf: A character transformed into an
ill in this way gains the elven
immunities racial ability.

·Gnome: A charelctertransformed into
a gnome in this way gains the illusion
resistilIlCt" racial ability.

•H.Jlf-Orc: A character transformed
intOel half--orc in this way gains the
orc ferocity racia.l ability.

•Halfling: A character transformed
into a halfling in this way gains the
halfIing luck and su",-footed racial
elbilities.

Vi5tJd/ Transformation: This version of the
spell transfonns the caster's external appearance
to match that ofanother humanoid race of the
Silme size. The caster is not able toadjust the
particulars of his elppeilrance: he looks like a
vt'rsion of himself from the chosen race (for



eXdmple, the humdn WiZdrd Rilxen Dalecould
iilter hiSdppeiifance to miitch lhdl ofd dWdrfOf
all elf. He would still have lhe Silme bldck hair
and brown eyes he had dS a humiill, dlld will still
be relatively tdU ford memberoflhe chosen race,
even lhough, ifhe were 10 tfdlls(orm illto a
dwarf, he would be much shorter lhan he waSdS
a human. He would still have reJdlively paJeskin,
alld be somewhal on the thin side, etc.).

(Il \IH,I lUll r
School evoc,ltion: Level magus I,

sorcerer/wizard 1

Casting Time 1 standard action: Segmented 1

or more segments
Components V. S
Range short (1.5 fl. + 5 ft./;!. levels)
Effe<:t one ray
Duration instantaneous
Saving Throw none: Spell Resistance yes

This spell focuses magical energy into a
single point and causes it to fly through the air
and slam into the target, dealing damage on a
successful hit.

(IlARM PI \J\T

School ench,lnlment (charm) [mind-,lffecting]:
Level druid I, ranger 1, Wilch 2
Casting Time 1 standard action
ComponelUs V, S
Range dose (1.5 ft ... 5 fl.l1. levels)
Target one plant
Duration, hour/level
Saving Throw Will negates; Spell Resist,lnce

y"
This spell causes a single plant to view the

target favorably. The spell is specifica1lydesigned
to function on the primitive minds exhibited by
plants such as an assassin vine or a ~llow musk
cree-per, and so functions nonnallyon plant
creatures, even though such creatures would
nonnally be inunune to mind-affe<:ting spells.
Because of this, however, the spell only works on
unintelligent plants (plants with no Intelligence­
score or an Intelligence- score less than 3).

The amount of damage the spell deals
depends on the number ofsegments thaI were
expended when the spell was cast, as indicated
on the table below:

Unlike most segmented spells, ch<1fge boll
can be cast with any number ofsegments, even
just one. When each individual segment is casl,
its caster may choose whether or not to complete
the spell, or continue with another segment.
Once he chooses to complete the spell, use the
standard rules for casting a segmented spell.

Segments

,
3
4,,
7.8
9-10

'I-I]

Damage
,dB
,dO
]d6
]dlo

sd8
Zd6

.,I'
",d8
JOd,o

If the spell is successful, the larget will not
attack the caster for the duration of the spell. If
the plant is capable ofcombat, it will defend the
caster from attackers with the same enthusiasm
it would use to defend itself. Even if the planl is
capable of movement, it will not follow the
caster or otherwise do the caster's bidding. If the
caster attacks the plant for any reason, the spell
immediately ends.

«()\l\I\~I)OrTHf \N(lfNTS

School enchantment (compulsion) [mind­
affecting]; Levelsorcerer/wizard 7, witch 8
Casting Time I full round
Components V, $, F (an oak staff made from a
tree th.:Jt was at least 100 years old when the
staff was created)
Range close (25 ft ... 5 ft./21evels)
Target one creature: see text
Duration see text
Saving Throw Will negates: Spell Resistance

y"



This powerful spell taps into the natural
deference to elders that is ingrained in most
creatures, forcing the subject to do the caster's
bidding. It functions as thespell dominate
person,~ as noled here. Its effe<.:tMness is
based on the relatM:- difference in age bet1o.-een
the caster and the W'gel, as indicated below:

If the target is one Or llHlre age categori~
older than the easter, it gains a +i OOnuson its
saving throw, and the spdl's duration is reduced
to~ round per lew!. This ~rsion of the spell
can only affect humanoid creatures.

If the target is the same age category as the
caster, or either the caster Or the target do not

age (such as constructs, unde.xI, outsiders, etc.),
the spelI'sduration isone how per caster level,
and it can affect animals, humanoids and
monstrous humanoids.

If the target is one age category younger
than the caster, the target suffers a -I penalcy 011

its saving throw, the duration is increased to six
hours percaster level, and it canalfecr animals,
humanoids, magical beasts, monstrous
humanoids, and ~rmin.

If the target is two age categories younger
than the caster, the target suffers a -1. penillryon
its saYing throw, the duration is incrNsed to one
day per caster Ie\."el and it can affect animals, fey,
humanoids, magical beasts, monstrous
humanoids, and \"nnin.

Ifd~ l<lrget is lhree age categories younger
than the easter, the W'gel suffers a -3 pena.lryon
its saving throw, the duration is increased to two
days per caster leYel, and it can affect any
creature (though creaturesimm~ to mind­
affecting effects or compulsions will still be
immune to it).

Creatures that are more than 1,000 years old
are immune to this spell, regardlessof their age
category. Creatures and NPOi whose age
category is not specified are assumed to be
adults, though the GM is the final arbiter of the
age category of monsters and NPCs.

IO!\<;1 \H Hll'lIl

School necromancy (death]: level
sorcerer/wizard 9, witch 9
Casting Time I minute
Components Y, S, F (an ebony mask worth at
least 10,000 gp)
Range dose (2.5 fl- + 5 ft./l.le·"e1.s)
Target one living creature
Duration inst.lntan~s

Saving Throw Fortitude negates; Spc:1I
Resistanc~ y~

This spdl drains the life &om the target.
using it to restOR' youth to the caster. If the
Iarget: f.ills his saving throw, he immed.ia.tely
lakrs 10 points ofdamage per caster le\YI. (to a
maximum of 1.00 points ofdamage at 20th level).
If this slays the target, the caster can then steal
some of the target's youth: for each age category
younger than ~nerable that the larger was, the
caster's age is reduced by 10 years. The caster
may choose when to stop this de-aging process,
ifdesired, choosing an age bef\\.'een his current
age and the age that the spell would nonnally
lnake him. TIlls spell cannot reduce the caster to
an age category younger than adult.

I OH.I'SIIl \M I
School necromancy [evil]: Level cleric 1.,

soTCl'Tt'r/wizard J, witch 3
Casting Time I full round
Components Y, S, F (a malachite gem in the
shape ofa skull, ....orth at least 150 gp)
Range touch
Target one or more«I~ touched
Duration I min./lt'\·ej
Saving Throw none; Spell Resistance no

This spell functions as dninwlededd. except
as noted here. At the end of the spell's duratioll,
the corpses return to lifelessness, collapsing to
the ground ",-here they stand.

Unlike dninwle dead, this spell cannot
create undead creatures that would haw llHlre
than 'I- Hit Diet'. The caster can still animate a
total number of Hit Diet' of undead equal to
twiet' his caster level, and with multiple castings
can control a number of Hit Dice of undead
equal to 4 times his caster level. Undead



controUed with corpsedancedo not count against
the number ofund~d the caster can control with
,Jnim.:Jle dead and simiLlf effects.

tlHlP.. 1 KII)/
School necrom.:lncy; Level sorcerer/wizard 4,

witch 4
Casting Time I stilndilrd action
Components S
Range touch
Target Small or Medium corpse or willing
corporeal undead creatun!' touched
Duration I nour/le'H~1 (D)
Saving Throw none; Spell Rnist.lnce no

This spell allows tbecasterto transfer his
soul into an IlflreSisting corpse. 1be target must
eithel" be £he mostly inl<lCt corpse ofa SmalI~ or
Medium-$iud crea~,or a willing corporN1
undead. crea.~ of 5m3ll or Medium size.
Mindless undead. Me not considered '\o.illing"
unless thry Me under £he control of £he caster. If
the laJ'geI is alreOOy inhabited byanother
crea.~,or would otherv.ise h.r.'e some means
to n'Sist: the spell, and chooses to do so, the spell
automatically fails.

Once the castel' has successfully inhabited
the target, he keeps his Imelligence, WISdom,
Charisma, leYe!. cLtss, base attack bonus, base
S<f\Ir bonuses, alignment, and mental abilities. [f

the target was undead, it retains its Strength and
Dexr:eritysc:oR!S, IliItural abilities, and automatic
abilities. It keeps its hit points, adjusted by the
casl:eI"'s Charisrn<l sc:ore, losing hit points if the
caster's Charisma is lower than the target's, or
gaining temporilry hit points if the caster's
Charisma. is higher. If the target is a corpse, it
gains the zombie template, and then is affected
as abaon-.

In either case, a body with extra limbs does
not allow the caster to make more attacks (or
more advantageous (\\.'O-weapon attacks) than he
would normally be able to make, and the caster
cannot choose to activate the body's
extraordinary or supernatural abilities. The
target's spells and spell-likeabiHties (ifany) do
not stay with the body.

While inhabiting the host body, the caster
has complete control of its actions (except as
noted alxJoJe). If the target was sentiem, it
remains aware ofthe caster's actions, and can
communic:atewith the caster telepathically, but
has no control and cannot end the effect,
Meanwhile, the caster's body is lifeless, and
appears to be unc:onsc:iousordead (a successful
OC 15 Heal c:hec:k~ that the caster is in a
deep t:ranc:e). 1be caster is not aware-ofanything
that is happening near his body unless he has
some otlteI" wayofgaining such infonn<ltion.

1he caster can rerum to his body asa
st:and.m:I action, though this ends the spell.
\\/ben thespel.l's duration ends, or ifthe host
body is sLlln, the castel' immed~lely returns to
his body, regardless ofdist.mce, as long as he is
on the same pl.me ofexistence. [f the effect is
suc:cessfuDy dispelled (with d~/1IId8icor
similar, cast on the targer's body), £hecaster
immediately returns to his body. Ifhe is not on
the same plane ofexistence as his body when he
v.uul.d normally rerum to his body, he dies. [f the
caster's body is dam 'Aiille he inhabits the host
body, he dies when rhr spell ends.

(Rf \TF t .. lit 1111\1

School conjuration (creation); I.e~·el bard 1.

cleric: 3. sorcerer/wizard 1, witch 1

C.sting Time I standard dc:rion
Components V, S, M (a single copper coin)
Range close (15 ft .• 5 ft./1Ie"\·els)
Effect one mundane item no larger thdn)
cubic: feet dnd no more costly thdn 5 gp per
caster level
Du.ration I min./level
Saving Throw none; Spcll Resistance no

This spell creates a single mundane item
(such as a sword, ora sheet of paper, or a lantern,
etc.). The item appears in the desigmted square.
Each casting of the spell product'lS only a single
item, soa lantern created in this way would not
contain any oil, and a quiver would appear
without arrows, etc.

Items created in this way are not magical in
anyway, and do not radiate a magic: aura. At the
end of the spell's duration, the item dissolves



into nothingness.

I),\~ IllAST

SdlOOI evoc"tion; Level cleric 2, druid).
inquisitor 3, paladin 3, sorcerer/wizard 2

Casting Time I standard action
Components V, S, M (crushed sunflower
petals)
Range JO ft.
Area cone-shaped burst
Duration instantaneous
Saving Throw Reflex h"lf; Spell Resistance

y"
This spell releases a torrent of brilliant

golden flames from the casters outstretched
hands, scorching everything in the area. The
flames draw some of their power from daylight,
and so the spell is more effective ifcast in
sunlight. If the spell is cast while the caster is in
an area of natural sunlight (a dolylighl spell will
not suffice for this purpose), then each creature
in the blast takes Id6 points of fire damage per
caster level (maximum lOd6 at 10th level). Other­
wise, each creature in the blast takes Id6 points
of fire damage per two caster levels (minimum
Id6, maximum 5d6 at loth level).

Regardless ofwhether the spell is cast in
sunlight or not, unattended obje<:ts in thearea
also take the listed damage, and the flames set
fire to combustibles in the area. It can melt
metals with low melting points, such as lead,
gold, copper, silver, and bronze. If the damage
caused to an interposing harriershatters or
breaks through it, the dayblast may continue
beyond the barrier if the area pennits; otheIWise
it stops at the harrier just as any other spell effe<:t
does.

l)J\lOJ\IIISIlIIIRM

School transmutation; Levl'lsor<:erer/wizard 5
Casting Time 1 standard action; Segmented
10) segments
Components V, S, M (a mixture of sulphur
and brimstone, swallowed by the caster)
Range personal
Target you
Duration l min./lcvcl (D)

This spell transforms the caster's body piece
by piece into a hideous, demonic hulk, granting
a number of different benefits until he becomes
an engine of abyssal destruction.

Unlike most segmented spells, demonflesh
form can be cast with any number of segments
from one to three. After each segment is cast, the
effe<:t of that segment takes effe<:t. He may then
stop casting the spell, or, ifhe wants to continue,
may cast another segment ofdemonflesh fonn in
order to produce the effe<:t provided by the neld
segment. As with all segmented spells, if the
caster allows twice the spell's casting time (a full
fOund, in this case) to pass without casting
another segment, the spell "resets,n and the
caster must begin again from the beginning in
order to get the effe<:t provided at higher­
numbered segments.

Firsr Segment: Once the first segment is
cast, the caster'sanns transfonn. The muscles in
the casters arms grow to double their size, and
bulge with oversized red veins, while the caster's
fingernails transfonn into deadly, wicked claws
like knives. The caster gains a +6 enhancement
bonus to his Strength score, and gains two
primary natural claw attacks, each of which deal
IdS points ofdamage on a successful hit, and
threaten a critical hit on a roll of 18 - 20. These
claws are treated as chaotic and evil for the
purposes ofovercoming damage reduction.

Second Segment: Once the second segment
is cast, the caster's skin transforms. It turns a
deep crimson, and begins to stink heavily of
brirnstoneand corpses. The casters natural
armor bonus to AC increases by +6, and he gains
resistance to ele<:tricityIO, as well as resistance to
acid 5, cold 5, and fire 5. Finally, he gains damage
reduction 5/cold iron.

Third Segment: Once the third segment is
cast, the caster grows to Large size. This results
in a +4 size bonus to his Strength and
Constitution scores, a +1 size bonus to CMB and
CMD, and a -I size penalty to attack rolls and AC.
His natural annor bonus increases by an
additional +4, and his claws now dealId12
damage with each successful hit. Finally, he



gains a pair of demonic wings, which grant him a
fly speed equal to twice his base land speed with
average maneuverability.

I)J TI (T!I! RFTI(
School divination; Level cleric 2, inquisitor 2,
magus 1., paladin 1.

Casting Time I standard action
Components Y, S, DF
Range close (25 ft. + 5 Ft./2 levels)
Target one living creature
Duration I round/level
S<lVing Throw none; Spell Resistance no

This spell allows the caster to learn the
target's alignment, and, if that alignment is
opposed to the caster's, empowers the caster's
attacks against the target. The caster
immediately learns the target's exact alignment
(such as lawful good, or neutral, or chaotic evil,
etc.). Additionally, if the alignments of the caster
and the target are opposed on a single alignment
axis, the caster gains a +2 morale bonus to attack
and damage rolls for the duration of the spell. If
the alignments of the target and the caster are
opposed on both alignment axes, this bonus
increases to +4 (for example, ifa IdWful good
casler cast detect heretic on a succubus, which is
chaotic evil, he would gain a +4 mordle bonus. If
he cast il on a pit fiend, which is lawful evil, or a
Sollyr, which is chaOlic neurrdl, he would g.Jin d
+2 morale bonus, instead. Ifhe cast it on a g
rizzly bear, which is neutml, or a roldr, which is
neutralgood, he would Il'i1tn lhe targer's
dlignment, bUI gain no mordle bonus).

I)JS( IL\R(,F

School evocation [eleclridty]: Level
sorcerer/wizard 3
Casting Time 1standard action
Components V, S, M (a thin copper wire)
Range 60 ft. or 10 n.; see lext
Area 6o·ft, line or 10-ft. radius burst; see text
Duration instantaneous
Saving Throw Reflex half; Spell Resistance

y"
This spell releases a powerful burst of

electrical energy in one of two ways, chosen as
the spell is cast. At the caster's discretion, the

spell either takes the fonn ofa 6o-foot line
beginning at the caster's fingertips, or it takes the
fonn ofa lo-foot radius burst centered on the
caster. In the latter case, the caster is not affected
by the spell.

Regardless of the method chosen, the spell
deals .dlO points of electricity damage per 1.

caster le'liels (to a maximum of 'jd1O at loth level)
tONch creature within the spell'sarea. The
energy sets fire to combustibles in thearea and
damages any objects in its path. It can melt
metals with a law meltin.g point, such as bron.ze,
copper, gold, lead, or silver. If the damage caused
toan interposing barrier shatters or breaks
through it, the bolt (or blast) may continue
beyond the barrier if the spell's range pennits.
OthelWise, it stops at the barrier.

UlS(,lIISI OIlJI( F
School illusion [glamer]; Level bard l,

inquisitor l, sorcerer/wizard I, witch 1
Casting Time 1standard action
Components S
Range touch
Target onl' louchl'rl objl'ct whosl' volume is no
greater than one I-ft. cube per caster le\'el
Duration I hour/level
Saving Throw none, see text; Spell
Resistance no

\Vith this spell, the castel causes a small,
inanimate object to take on the appearance of
another small, inanimate object. The new object
can be anything: as long as it is inanimate and
within the size requirements ofthe spell, it need
not evt'n be the same size as the actual object.
AnycrNture that touches the object, or
examines it closely in anyway, receives a Will
save to disbelieve the illusion.

School transmutation; Level cleric 8,
sorcerl'r/wiurd 8
Casting Time 1standard action
Components V, S, M (a single dragon scale)
Range dose (25 rt. + 5 ft./2 levels)
Target one or more creatures within range
Duration 1round/level
Saving Throw Fortitude negates (harmless);
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Spell Resistance yes

This powerful spell can greatly improve any
aspe<:t ofan individual. Its exact effect depends
on which version of the spell is cast, chosen by
the caster at the time of the casting. One version
of the spell can gll'atly incll'ase a single aspe<:t of
the caster, while the other can moll' subtly
increase every aspe<:t ofa much larger group.

Group: 1bi.s version of the spell grants a +2

enhancement bonus to every ability SCOll' to up
tooneCll'dture percaster level within range, no
twoofwhich may be moll' than 30 ft. apart.

Self: 1bi.s version of the spell grants the
caster a +8 enhancement bonus to a single ability
score of his choice.

f)1{\I1\HH'TH

School nl'(;romancy; Level cleric 8.
sorcerer/wizard 7. witch 7
Casting Time I standard action
Components V. S, F (an ebony gauntlet worth
at least 3,000 gp, worn while the spell is cast

and when the target is touched)
Range touch
Target living creature touched
Duration instantaneous and 1 round/level; see
te~t

&aving Throw Fortitude negates; Spell
Resistance yes

With a touch, this spell draws the vital life
force from the target and uses it to ll'plenish the
caster's own energy. The touched creature
immediately ages Id4 years per caster level (to a
maximum of 15<4 years at 15th level). If this
causes the creatull"sage to move it into a new
age category (such as middle-aged, old, or
venerable), only the adjustments made to
physical ability scores all' applied, and the target
does not gain the nonnal bonuses to her mental
ability scores. These additional years are
pennanent. If the target's new age is equal toor
greater than her maximum age, she dies. Even
creatUIl'S immune to death effl'(;ts all' not
immune to this, unless they arealso immune to
dying of old age.



Funher, the stolen years bolster Ihe caster,
who gains a ... , enhancement bonus fO his
Slrength, Dexterity, and Constirution for every
10 years the largel was aged. This bonus is
temporary, and only lasts fOll minute percaster
Il"'J"L Bonuses from different instiln~of this
spell do not stack. Fmally, in addition fO Ihe
temporary phy5ical boost, the casler's age is
reduced by one year per 10)'!'drs that the largel
was aged. Thiseffect is pennanent (although the
caster~illconlinue to ageas normal). If the
casterdoes not age, lhis last aspect of the spell
has no effecr.

IlI(I \1) 1'01' \101(1'11

SchoollransmUlalion: I.e..el sorct'rer/wiurd 6
CaSling lime I standard action: ~mented
lO J segments
Components V, S
Range dose (15 ft .... Sft./J. 1e-'e1s)
Targel one crealure
Duration pennanenl
Saving Throw Fortitude negates, Will p.!nial,
~ lellt; Spell Resistance yes

This spell functions as baleful polymorph,
l'lrCl'p( that if IDOI"l' lban one segment is used to
cast if, if brromes harder to resisl:. UnIiIre mosl

segmented spells, dread polymorph can be cast
with any number ofsegments from one fO fhnt...
When rach individual segment is Cast. its caster
may choose whefher or not to complefe rhe spell,
01" continue wifh another segment. Once he
chooses to complete the spell, use rhe sfandard
mles fOl" casting a segmented spell.

If two segments are used to cast the spell,
the target suffers a -4 penalty on its Fonitude
S<M' to resist the effecr. Addirionally, if the caster
desirl"s, he can choose to allow the target fO
aUlomaticailysucceed (but not automatically
fail) on the WLlI S<M' in order to retain ils mental
faculties. Finally, the casler can allow the target
to beable to speak in its new fonn, even if il
would nOl nonnally be able fO,

Ift~ segments are used to cast the spell,
the target suffers a -8 penalty on its Fonitude
save to resist the effect, Addifionally, the target is
no longer allowed a secondary Will save in order

to retain its mental faculties: instead, if the
target fails its Fortitude save, the caster can pick
and choose which, if any, of the largel's
extraordinary, sUperttiltural, and spell-like
abilities it retains. The caSler can also choose if
the target retains ils speUcasting abilities (if
any), its alignment, ils Intelligence, WISdom,
and Charisma scores (selecled individually), and
~oa

Additionally, if three segments are used to
cast the spell, the caster can choose lO rransfonn
the tMgeI into any Medium-sixed or smaller
animal whose Hit Dice does not exceed I per 4
casterl~ Foreach Hit Dice in exressofIlhl'
animal nonnally has, 1M tMgeIloses one class
I~ and aU benefits thal class level granted.
~ caster cannoI transform the ta.rget: into an
animal that has IIlOfe Hif Dice than W large(
has class le\~ Finally, W casler may choose to
granl 1M target the ability fO spe-ak, e-'l!n if it
would nol nonnally be able to.

URI \ \1\\ R \l"
School enchantment (compubion) Imind­
affectingl: I.eve:1 cleric 9, sorc~r/wizard 9,
witch 9
Casting Time I full round
Components V, S, M (~Iadonna mill.OO wifh
gw.r's milk)
Range close (25 fl .... 5 fl.h It'Vels)
Target one living creature
Duration I day/l{'\·e/
Sd.ving Throw Will negates; Spell Resistance
y~

This pO'I~'t'rfuI spell causes the largel fO fall
into a magically-induced slumber, wherein her
dreams are controlled by the caSler. During this
period, nothing can wake lhe sleeper, including
being attacked. The magic of the spell sustains
the larget's body, and causes mosl of its
functions to stop.~ target does not need to
eat, drink, or~n breathe, and a suCCt'Ssful Heal
check (DC 20) is required to~n determine that
the target is still alive. The target continues to
age normally, and can still be hanned by other
means.

As long as he is within too feel of the target,



while the spell is in effect, the caster call
concentrate on the spell as a standard aclion to
directly control the targer's dreams, wilh his
imagination dictating the events and images that
the target experiences while asleep. Even when
not concentrating on the dream directly, the
caster can dictate a general idea of wh<tl son of
dreams tM target is having. such as "terrible
nightmaresabout being eaten by giant spiders"
01' "pleasant fantasies about beautiful women,· or
"my memories ofa specific event or series of
I"\'t'nts.~

These dreams are especially vivid, and can
~a lasting efket oolhe target. When the
t;uget "",<tke1lS, he is affected as though by one of
the following spells (chosen by the caster when
the t;uget a...mllS): oIfonetnent, c/wrm person,
~iJ5/qlH5t, illSolnify, le,end 1of?, modify
melnOlY, or sussestion. 1he target is entitled a
new SiIVing throw lOr this spell, as Ihough it were
being ca5f: on him separately.

IIHTll.tllll ''''
School e\·oc.:ltion [electricity): Level druid So
sorcerer/wiz.ard 5
Cisting lime I stand.:lrd action
ComponenlS V, S. M (a scrap of met.:l!)
Range dose (~5 fl.• 5 f1.f1It'\'els)
Target one CIl'.:ItUIl'
Duration inst.:lnlaneous
Saving Throw Fortitude parti.:ll, Reflex hair,
see lext: Spell Resistance yes

1his speD calls down a blast of magical
lightning on the target, inflicting 1d6 points of
electricity damage per caster level (maximum
1;)d6 at 15th level). Additionally, if the target
takes damage, he must succeed on a Fortitude
save or be par.:lJyzed for I round per 4 caSler
ll"'<'t'ls (rounded down, minimum I).

1...,,1'(1"1111111
School.:lbjuration; Le..el alchemist 6, cleric 6.
inquisitor 6, paladin 4, sorcererfwiz.ard 6
Casting Time 1 standard action
Comllonenls V, S, M (a cryslal shard)
Range touch
Target creature touched
Duration I min./l .....i'!

Sa..ing Throw Will negates (harmless): Sllell
Resistance yes (harmless)

TIlls spell draws on the target's own spirit to
provide potent magical defenses. The exact
nature of these defenses depends on the target's
alignment.

uwfUlgood: If the targtt'salignment is
LIwful good, he gains a competen« bonus to oiIll
saving IhmY,s equal to 1/3 the casler's caster Nt
foI' the duration of the spell.

Neutrdl good: If the target's.ilignment is
neutral good, hegaim DR IO/evil for the
duration ofthe spell.

ChdOlkgood: If Ihe target'soillignment is
chaotic good, be is immune to oiIbility WlTIdge,
ability drain, eneIBY drain, and mind-oiIffecting
effects for the duration of tM speD.

uwfUl neutrdl: IftM target'ulignment is
I.Jwfu.J. ~tral, be gains spell resistolJlCe equal to
u + the caster's caster l~. If the toilrget oiIlready
possesses spell resistarx'!', use tM higher of the
two spell resistance values +5-

Neucral: If the target's alignment is net1ttoill,
his lliI.tural iU'lIlOr incrNses by .m .unount equal
101/4 thecaster'scaster It"oti, rounded down, for
tM duration of the spell.

Ch.wtk neutral: If the larget's oiIlignment is
chaotic neutral, he gains ~istolJlCe10 to the
following energies: acid, roI.d, electricity, fire,
and sornc.

uwfUl evil: If the target'sdlignment is
LIwful t"'JiI, he gains a deflection bonus to AC
equal to 1/3 the caster's caSler le-'e~ rounded
down, for the duration of the spell.

Neu/roill e..il: If the target'salignment is
neutral evil, he gains DR 10/good for the
duralion of the spell.

ChdOfice..il: If the target's alignment is
chaotic evil, he gains fasl healing for the
durdtion of the spell. Theamount of fdst healing
is equal to 1/4 the caster's caster level, rounded
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School enChanlnll'nl (c:ompulsion) lmind­
.Jlfecting]; Level druid 7, sorcerer/wizard 7.
witch 7
Casting Time I full round
Comvonents V, S. M (a miniillure pillowcase
filled with wnd from an hourglass)
Range close (15 ft. + 5 ft.lz le\'l'ls)
Target one living ere,IIUTe
Duration permanent;~ leICl
Saving Throw Will negates, see texl; Spell
Resistance ),es

This speD puIS the target into a stare ofdeep
and enchanted sleep, from which he may nl"\-W
~ili. If the IMget fGils his initial saving throw,
he irnmMiatdy £alIs into oil state ofsuspended
animation (as the spell tempordl stdsis,~
that the IMget continues to~).

Aft"" w6 hours, the larget: may mau a
SK'OIld Will s.we. Ifhe suCCftds, he inunedi.ltdy
-<tkens. and the spdl'sdfect is ended.
~, he continues to rest unrill.1 hours
~~ from d~ rime the spdl was first cast,
at ....iUch point he isenlitled a third Will sa\~. As
with the s«ond, ifthis save is~I, he
awakens. Orherwise, heconrinues 10 sleep until
a week has passed from the time the speD is fint
cast, at which point he may make a fourth Will
S<!\'l' in an altempllo""'Clken. A fifth \\fill Sil\'l' is
alloo.I.'t'd one month .merthe speD was first cast,
after which point the t.lrget: may continue to
make a Will save to awaken each month until a
yt'M has passed from the time the spell was first
cast. After this, the larget is only allO\Oo'ed to make
one Will s;rve 10a~ken per year.

If the CdSter desires, he tn.'Iy specify a single
condition which will cause the spell to end (such
as the target being kissed by her true love, etc.).
Otherwise, Ihe only way to end the spell is if the
target succeeds 011 a Will save, the tn.'Igic is
successfully dispelled, or wilh a wish or miracle
spell. If the largel is slain and returned to life,
the effect isalso ended.

IIIXIIlII \\\f{I)"

School abjuration; Le\'e1 cleric 7, druid 8,
sorcerer/wizard 7
Casting Time I Slandard action
Componenls V, S
Range personal
Target you
Duration I min.llevel or umil discharged

1his spell ~rs Ihe caster in a shimmering
field of magical and prolectWe energies, which
protl'd: him from either magiul or physical
attacks. "The caster chooses which Yersion of the
spell to use as part of the spell'scasring.

Magkdl Protection:This~rsionof the spell
grants spell~ rqual 10 10" CdSler If'\-d
for the duration of the spell, or until il prevents a
lotal numbe!"ofspellleo."elsrqual to rwi~ the
caster'sl~ OIl which point the prolection eoos.

Physkdl Prolection: This \"eJSionoflhe
spell grants DR l'j/adam.uu:ine for wdurarion
of the spell, Of until it PJf'\'eIlIS a lotal amount of
damage equa.I to 15 points ofdamage per caster
If'\o~ at which poinl the prolection ends.

IOf{( r Hl R..r
School f'\'ocation (force); !..e\·el
sorcerer/wizard 8
ClISting Timt' I standard action
Components V, S
R.tnge 60 fet't
Efft'ct ont' or mort' forct' missiles, or a 6o-ft,­
radius burst of force, centered on you
Duration instantaneous
Saving Throw nont'; Spell Rt'sistanct' yes

1his spell can channel force energy in one
of two ways. both optimized for destruction. The
exact nature of that deslnJction depends on
which ~rsionofthe spell is cast, and is chosen
by the caster at the time of the spell's casting.
One version of the spell Cfe<ltes a number of
force missiles that strike unerringly, while the
other version unleashes a deadly b1.lsr of force
around the caster.

B/.lS1:This version of the spell causes a
massive wave of force energy to explode from the



caster, dealing Id6 points of force damage per
caster level (toa maximum of:wd6 at 20th level)
to everything within a60-ft. radius burst
centered on the caster. This blast never harms
the caster himself, but may hann his allies, or
other unintended targets. A successful Reflex
save halws this damage.

Missiles:This version of the spell functions
like magic missile, except that it creates. missile
per two caster levels (to a maximum of 10

missiles at 20th level), the missiles dealld4
points of damage each, and the missiles can only
strike targets within a range of 60 feet of the
caster.

IORIW,\RI\IM,
Sl:hool divin... tion; Level deric 3, inquisitor 2,
sorcerer/wi:z.ard 2, witch 2

Casting Time 1 immediate action
Components V
Range dose (251i:. + 5 ft./2Ievels)
Targct onc creature
Duration instantaneous or 1 min./level; see
te}lt
Saving Throw Will negates; Spell Resistance

y"
This spell gives the caster a flash of insight

into his future interactions with the target,
though exactly what kind of information it gives
him depends on which version of the spell he
casts, chosen as part ofcasting the spell.

Get a Hunch:This version of the spell is
typically used when meeting a person for the
first time, giving an indication ofwhether
dealings with the target will be friendly or
hostile. This is identical to the hunch use ofthe
Sense Motive sk:ill, except that it is automatically
successful.

Predkl an Attack:This version of the spell
is only useful in combat, and gives the caster an
idea of the target's next attack against him,
giving him a leg up on avoiding tbat attack. The
caster gains a +4 competence bonus to AC as \\O~ll

asa +2 competence bonus to all saving throws
versus the next attack, spell, or special attack the
target makes against him. This effect lasts until it

is e"'PCnded or until. minute per caster level has
passed, whichever comes first.

I RH111\(, (,R \Sf'
Sl:hool necromancy; level magus 2,
sorcerer/wizard 2
Casting Time I standard action
Components V. 5, M (a vial of water from a
glacier)
Range touch
Targctliving creature touched
Duration 1 round/level
Saving Throw Fortitude partial; Spell
Resistance yes

The caster's touch fills his target with life­
draining energies, banning him and physically
weakening him. This can manifest in two
different ways, depending on whether the caster
wants to focus on doing more nann or on
disabling the target. The casterdetennines
which of the following versions ofthe spell to
use as the spell is cast.

DebiJildling: Thisversion of the spell
focuses on disabling the target. It inflicts 2<4
points of damage, and the target is stunned for
1d4 rounds.

Harmful: This version of the spell focuses
on dealing damage ro the target. It inflicts ul4
points of damage per caster level (maximum
1004 damage at loth level). Additionally, the
target is staggered for one round.

IRIt,IIIII'] 1'\TffRN
School illusion (paHern) [fear, mind-affecting]:
level bard 4, sorcerer/wi:z.ard 4, witch 4
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 fL/2Ievels)
Effect rwisting shadows in a lo-ft.-radius
spread
Duration see te}lt
Saving Throw Will negates; Spell Resistance

y"
A shifting nelillS ofshadows and hazy but

menacing outlines ripples through theair,
frightening creatures within it. The spell affects
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Once the caster's hand is submerged in the
earth, a Huge five-hedded hydra construct made
of the same material emerges from the same
surface, within the spell's range. The construct
has an AC of 22 (+14 natural, -2 size), a Strength
score equal to the caster's primaryspellcasting
ability score (Intelligence for wizards, Charisma
for sorcerers, etc.), a Dexterity of 10, 10 hit points
percaster level, and hardness 15. This construct
can move at a speed of 15 feet per round, though
it must always remain in contact with the same
type of material that it is made of (forexilmple, a
hydril Crealed on d limestone cave could move
freely rhroughoul the limestone surface, even

Sl:hool transmutation; Level druid 6,
sorcerer/wizard 6, summoner 5, witch 6
Casling Time 1 full round
Componenls S
Range close hs ft. -I- s ft.h levels)
Duration concentration, up to , round/level
Saving Throw none; Spell Resistance none

This spell allows the caster to transfonn a
large area of rock, dirt, or packed earth intoa
hydra-like construct, which he can then attack
with. As this spell is cast, the caster plunges his
hand into a nearbysunace of stone, dirt, or
packed edrth, which must be at ledst 15 square
feet. The band passes through the material as
though it were Wilter, and the caster must keep
his hand submerged in the earth for the duration
of the spell, preventing him from leaving the
square he is currently in. His other hand is free,
and can be used to wield a v,"I'apon, hold an item,
cast spells, etc.

edch creature according to its Hit Dice.

5 or leS5: Unconscious for 2dw minutes.
6 to 10: Panicked for Id6 minutes, then
frightened for 2d12 minutes, then shaken
for one hour.

IJ or more: Frightened for Id6 minutes, then
shaken for 3d1O minutes.

The spell is more (lO'\'\'"erful when cast in
areas of dim or darker illumination. If the entire
effect of the pattern is within such an area,
increase the number of Hit Dice required for
edch step by five (forf'Xdmple, a creature wirh 10

or less Hit Dice would fall unconscious, .md a
creawre with IJ to 15 Hit Dice would be
panicked, frightened and shaken, and a creature
with 16 or more Hit Dire ....ould be frightened
alld shaken).

(,[ \\11 KlllKF

SdlOol illusion (glamer): Level bard 6,
sorcerer/wizard 6
Casting Time I standard aClion; Segmented I
or more segments
Components V, S
Range touch
Area varies: see texl
Duration 2 hours/level (D)
Saving Throw Will disbelief (ifinleracle<!
with); Spell Resistance no

This spell functions as mimge arcdlla,
except as noted here. Unlike mimgearcand, this
spell can create illusory creatures within the
spell's area, as well as disguise the appearance of
willing creatures in the spell's area.

Unlike most segmented spells, gldmerturf
can be cast with any number ofsegments, even
just one. When each individual segment is cast,
its caster may choose whether to complete the
spell or continue with another segment. Once he
chooses to complete the spell, use the standard
rules for casting a segmented spell.

The spell's area depends on how many
segments are used to cast it, as indicated on the
table below. The spell's area is always centered
on the spot touched.

Segmenrs

,
l
1
5
6
7-8
Z-10

'1-12
.,

Arro ofEfJecr

loo-ft.-radius spread
200-ft.-radius spread
Joo-fr.-radius spread
soo-fr.-radius spread
I,ooo-ft.-radius spread
2,ooo-ft.-radius spread
I-mile-radius spread
2 mile-radius spread
s-mile-radius spread
+1 mile to the radius



olJ!side the C<lYe, but could not move onlQ,J1l
,Jre<l ofmuddy turfoutside the c<lve).

Each round, as part of concentrating on the
spell, the caster can move the hydra up to its
speed, and have it make up to five bite attacks.
Eam of these attacks uses the casters base attack
bonus with a -1. size penalty and an additional -1.
penalty toall attacks if the hydra attacks more
than once in a tum. On a successful hit, the
hydra deals 1.d6 + its Strength modifier points of
piercing damage.

For every 1. points of damage that the hydra
construct suffers (after hardness), the caster
takes I point of damage as well. Additionally, if
the hydra takes damage equal to 1/5 its
maximum hit points in a single round, one of its
five heads is severed. TIlls reduces the number of
attacks the hydra can make each round by I.

Additionally, when the spell ends, for each of the
hydra's heads that was severed, oneof the
caster's fingers on the hand that was submerged
in the earth is injured as well. Foreach finger
damaged in this way, the caster suffersa
cumulative :;%spell failure on any spells that
have a somatic component. TIlls effed lasts until
the caster next prepares spells, oruntil the
damage the caster took as a result of the spell is
healed, whimevercomes first.

III Rim '0,; S I \H R(,f N(' \\ \RD
5.l:hool abjuration; Level cleric 1., magus 3,

paladin I, sorcerer/wizard 1.

Casting Time 1standard action
Components V, S, F (a miniature golden
shield, engraved with the caster's personal
rune)
Range personal
Target you
Duration 1round/level

This spell surrounds the caster with a
protediveaura that shields him from hann, and
is more potent when he is nearer to death. Under
nonnal circumstances, the wearer is granted a +4
armor bonus to AC, and gains a +1. competence
bonus on all saving throws.

If the caster is reduced below 1/1. his

maximum hit points, however, the spell's
protedion strengthens. The armor bonus toAC
is increased to +6, and now also applies to touch
attacks. Further, the subject gains acid, cold,
electricity, and fire resistance 5.

This increased proted:ion applies itself
automatically and immediately if the caster is
reduced below 1/1. his maximum hit points at any
time during the spell's duration, or inunediately
as the spell is cast if the caster is already reduced
below that point. Ifat any point during the
duration of the spell, the caster is restored to
above 1/1. his maximum hit points, the benefits
revert to the spell's nonnal benefits.

III RIDI 'S S I N\'I'I NF R,\B1l In
5.l:hool abjuration; Level alchemist 6, cleric 6,
sorcerer/wizard 6
Casting Time I standard action
Components V, S. M (crushl..od diamond dust
worth at least 500 gp)
Range personal
Target you
Duration 1 round/level or until discharged

This spell grants the caster illVUlnerability
to blows, cuts, stabs, and slashes. For the
duration of the spell, the subject ignores any
damage that it would take from natural or
manufactured weapons. Once the spell has
prevented a total of 15 points ofdamage per 1.
caster levels (maximum 150 points at 20th level),
it is discharged.

H fRIIH'o,; S P.\N I( ROO\l
5.l:hool abjuration; Level sorcerer/wizard 7
Casting Time I standard action
Components V, S. F (an engraved ad'llnantine
cube two inches to a side. worth at least 1,000
gp)
Range closl' (zs ft. + 5 ft./1.levels)
Effe<:t e:<tradimensional fortification up to one
lo-ft. cube/level
Duration 10 min./level (0)
Saving Throw Will partial, see text; Spell
Resistance yes; see tl'Jlt

This spell creates a temporary pocket
dimension to serve as a stronghold in times of



crisis. As the spell is cast, the caster can choose
to either remain where he is, or automatically be
transpon-ed to this pocket plane, as the spell
pl.meshifi, ucept that he always apPNrs in the
exact ttnterof the plane.

The pockel:p~ has onlya singtf' enUallC",
which appears as as-ft. -tall., S-ft.-wide door of
solid steel. The docx bars passage to all excep
thosoe that the Casl6 designates, and uninvited
guests must 5OC.Ul!d on a IX 35 5ttength check
toopen the door, and aIsosucreed ona Will~
in order to pass through it into the panic: room,
rather than simply walking through an empty
doorway. CreaN~ inside the pocket pLme can
open the door from the inside and f'llit with _.

The borders of the pocket plane are
transparent, and allow those inside to look out
into the Material PI.meas though they~re

windows. This vision isone-way, and is spaticlUy
!inked, mf'dning that ifone looks out of a
"window~ 10 feet to the ....-est of the pocket p~ne's
entrance, the viewwiU be the same as if the
obselVf'r were on the Material Plane standing 10

feet west of the pocket plane's entrance. Those in
the pocket plane cannot hear, smell, or
otherwise sense anything on the Material Plane
except wh.lt they see through these borders.

The pocketp~ is furnished with simple
bUf serviee.1b1e chairs and tables, as well as three
days' wolth of basic rations per !v.u caster levels.
It also contains a single shidd guardian iron
golem, which loyally protects the Casl6 from
anything that attempts to hann him while he
remains in the pocket plane. This shield
guardian does not ba~a CODrroI. amulet, but
insttOO always trea15 the caster as its master. The
shield guardian is incapable of leaving the
pocket p~ne, and evaporates into Dodungness if
it tries.

The pocket plane also contains an escape
route, a secondary f'llit that allows the caster to
escape. This second f'llit is one-way, and typically
appe.lrs as a plain door printed bright red.
Anyonewho opens this door and steps through it
is deposited on the Material Plane :zd:zo miles in
a random direction from the pocket plane's

entrance.

At the end of the spell, all creatures and
objects in the pocket p~nearedeposited in the
Material Plane in the same p~ce (so a creature IS
feet south of the entrance on the pocket plane
would bedeposited on the Material Plane IS feet
south ofwhere the entrance was). If this would
causea c:reature or object to arrive in a place that is
already OCOlpied by a solid body. that creature or
~ takes Jd6 points ofdamage and is shunted
to the nearest UlKK'CUpied square within 100 feeL
Cl'N.lures and objects that .....ere created as part of
the spell are not deposited in the Material Plane
thisway.

11IIUIll <, <'I'f fO f ( r I'll( II f ( TlO'

School abjuration; ~"el sorcerer/wizard 9
Casring Time I full round; ~mented I to 6
segments
Components V. S. M (po.....dered adamantine
dust ......orth at least )00 gp)
Range person.al
Target you
Duration I min./level

1bis spell creates powerful wards of
protedion which can keep the subject safe from
nf'drly any threat. For the duration of the spell,
the caster gains some amount of damage



reduction, energy I'('!;istance, and spell
I'('!;istance, and he gains adeflection bonus toAC
as well. The damage reduction cannot be
overcome except by adamantine Wl"iIpons, and
the energy resistance applies to acid. cold,
eI.«triciry, fire, and sonicdamage.

The exact strength of lhese wards depends
011 !he number of segments used to cast the
spell. Unlike most~ntedspells. Heridus's
peritct protMioII can be cast ~ilharrynumber
of segments from one to siL When NCb
individual segment is cast, its caster may choose
whelher or nol: to complete the spell, or continue
~ith another~nt.Once he chooses to
complete the spell, use lhe st.mdard rules for
casting a segmented spell

Theamount ofdamage reduction, energy
resistance. and spelll'('!;istance, as well as the
deflection bonus to AC, are detennined by the
number ofsegments used to cast the spell, as
outlined Oil the table below.

Energy
Segments AC DR SR Resistance., , '7 ,
, .. 3 '9 7
3 .. , "

,., ." 6 '3 ", .., 8 '7 "6 -,6 " 3' "
["'HII \111)'\,

School evocation [fire]: Lr:vel cleric 6, druid 7,
magus 6, sorttrer/...·izard 6
C.uling lime I St.l.ndard action
Components V, S, M (I oz. ofcharCOilI dust
per caster le'l'eI.)
Range long (400 fl. + 40 fI./le-·et)
Target one creature
Duration instantaneous or 1 roundlle--el: see
text
Saving Throw Fortitude half: Spell
Resistance yes

This spell causes flames to erupt from
within the targer's body, burning him alive from
the inside. At the caster's option, these flames
can either burn with great intensity, in which

case theydo not last long, or they can bum more
slowly, ultimately doing mote damage to lhe
target. The caster chooses which Yer:sion of the
spell to use as the spell is cast.

F,Jst: l1lis ,~r:sionof the spell deals nI8
points of fire damage per caster level to the
target (maximum IsdBatl5lh level). A successful
Fortitude WVl" hah't'S thisdamage. l1lis~n
of !he speD is instantaneous.

Slow: l1lis~onof the spell deals KI8
points of fuedamage per four~sterleo.-eIs 10 the
larget each round (maximum ¥l8at 16th leo.~).

Each round, the target may attempl a Fortitude
s.n~ to take only halfdamage that round. If the
target SlK.'Ceeds 011 two such 5a\'eS in a row, the
spell ends (the target still takes halfdamage for
that round). This version of the spell lasts forI
round per caster level.

SdlOOI transmutalion: Level aichemiSI 2, b.1rd
2. druid 2, sorcerer/willard 2

Casting Time 1 standard action
Components V, S
Range touch
Target Hving creature touched
Duration 1 round/level
Saving Throw Will negates (h<lrmless); Spell
Resistance yes (harmless)

With a touch, the casterinmkesa special
plJ\\'eI" or ability in the touched creature. 1he
exact nature of this special power depends on
the creature's highest ability score, as outlined

"'"'~.

5lrengrh: If the target's bigbest abiliryscote
is StTength, he gains a swim speed ftlualto his
land~ for the duration of the spell.

lkxteriry: If the target's highest ability
score is Dexterity, he gains a fly speed equal to
his land~ (average maneuverability) forlhe
duration of the spell.

ConstilUtion: If the target's highest ability
score is Constitution, he gains DR ~/addmantine

for the duration of the spell, or until his damage



reduction has absorbed 20 points of damage,
whichever comes first.

Intelligence: If the target's highest ability
score is Intelligence, he gains a +8 competence
bonus to a single skill ofhis choice for the
duration of the spell.

Wisdom: If the target's highest ability score
is WISdom, he gains darkvision 60 feet for the
duration of the spell. Additionally, he can see
invisible and ethereal creatures and objects as
though they were nonnally visible for the
duration of the spell.

Chilrism,l: If the target's highest ability
score is Charisma, he gains the ability to disguise
himself, as disguise self, for the duration of the
spell. Using this ability is a swift action, and the
effect remains until he uses a swift action to
remove it. When the spell effect ends, any
disguises in effect last for Id4 minutes before
abruptly ending.

If the target has two or more ability scores
tied for highest, the caster chooses which of
those ability scores will be used to determine
what benefit the target receives.

K\AA7S(t 1Rrr:\\
School enchantment (compulsion) [mind­
affecting]; Level bard I, druid 2,
sorcerer/wizard I, witch I

Casting Time 1 full round
Components v, 5
Range medium (100 ft. + 10 ft./level)
Area one or more living animals or humanoids
within a IO-ft. radius burst
Duration instantaneous
5.lving Throw Will negates; Spell Resistance

y"
This spell causes a magical slumber to befall

a number of animals or humanoids. The spell
draws upon a creature's natural instinct to sleep
in the nighttime, and so the magic is most
effective at night. If the spell is cast while the sun
is up, between sunrise and sunset, it affectsa
number of Hit Dice ofcreatures equal to the
caster's level (maximum 5 Hit Dice), and can

affect only creatures whose Hit Dice are no
greater than 1/2 the caster's level (rounded down,
minimum I).

By contrast, if the spell is cast at night,
between sunset and sunrise, it affects a number
of Hit Dice of creatures equal to twice the
caster's level (maximum 12 Hit Dice), and can
affect only creatures whose Hit Dice are no
greater than the caster's level (maximum 4 Hit
Dice).

In all cases, the spell affects C1"l'dtures with
the fewest Hit Dice first, and among creatures
with equal Hit Dice, those closest to the spell's
origin are affected first. Hit Dice that are not
sufficient to affect a creature are wasted.
Crl'dtures affected by this spell fall into an
enchanted sleep, and are helpless. Slapping or
wounding an affected creature wakens it, but
nonnal noise does not. Awakening a creature is a
standard action (an application of the aid
another action).

K,\ II \7 S I'FRSO]'.;,\I IHRRII R
Sl:hool abjuration; Level cleric 4,
sorcerer/wizard 4
Casting Time I Slandard action
Components V, S
Range personal
Target you
Duration 1 round/level

This spell creates a powerful protective
barrier around the caster. This barrier can take
one of two forms, either manifesting as
translucent and weightless armor which encases
the caster but Il'dves him perfectly mobile, oras a
shinunering dome of force which seals the caster
away from the rest of the world. The caster
chooses which version of the spell to use as he
casts the spell.

Armor:This version of the spell encases the
caster in glowing, spectral armor that resembles
full-plate, including a helmet and a shield. This
armor grants the caster a +12 annor bonus toAe.
The annor created this way is 'weightless, and
does not impose an annor check penalty, arcane
spell failure chance, or speed reduction. The



shield does not need to be held, but instead
movt'S along with the casler's ann. Because Ihe
armor is made of foret', incorpol'e<'l creatures
can't bypdss it the way they do nonnal armor.

Dome: This version of Ihe spell creates a
dome ofpure foret' around the caster, wilh a
diameter of 5 feet, and is just fall enough to
accommodale the caster, Any other erNtures in
the caster's area when the spell is cast are pushed
intoan adjacent square, Other lhan its
dimensions, the "''all functions identically loa
wall offocce.

h \11 \, .. ,o'! (II 1'1 \( I

School ench.mlmenl; Level bard 1, cleric 1.,

sorcerer/...iurd 1

Clisting Time I Sl:and.:ml action
Components V, S
Range close (15 ft... 5 ft./1 le·.els)
Area lG-ft. radius burst
Duralion I hour/lr.·el
Saving Throw Will negales (see text); Spell

Resistance yes
This spell erNtes an ared which is filled

y,ith positive mental images, rdaxing lOOse who
enter it and making them friendlier, more
JNSOnable, and generallyy,illing locompromise.
All erNtures ...ithin the area ofeffea gain a no
bonus 10 Diplomacy checks, as kmg as both lhey,
and the erNlure they are using Diplomacy on,
are within the spell's ared.

Upon entering the spell's area, a erNtun' is
entitled to a will saving throw. If he succeeds, he
is inunUlll" to the subtle channing effea the zone
Credtt'S, and does not grant (nor gain the benefit
of) the +10 bonus on Diplomacychecks lisled
a~. lhis saving throw is made the first lime
the creature enters the zone, and leaving and
re-entering the zone does not require or allow a
new saving throw.

\I\(.I .... IIUM.IH
School transmutation; l.evel alchemist J, bdrd
J, cleric J, druid J, magus 3, sorcerer/wizard 3,
witch J
Casting Time 1 standard action
Components V, S, F (a miniature exercise

weighl)
Range touch
Targel creature louched
Duration 10 min./level
Saving Throw Fortitude negales (harmless);
Spell Resistance yes (hannless)

lbough this spell can technically enhance a
variety ofdifferent ability scores, its name comes
from the fact that, to manywiz':lIds and
sorcerer.;, it is often a SOW'Cl" of instant Sl:rength,
It grantsa +8 enhancement bonus to the target's
l~ ability SCOI'e fOl' the duration of the spell,
Ifthe target has ty,vor more ability scores tied
roc loy,'eit, the casterchooses ....ilich of those
ability scores will fl'CeMo the enhancement.

\I\(,[((IR(II \(,\['<"11'\11((,)

School abjuralion; Level cleric.l, druid J,

sorcerer/wizard 1, summoner). witch 1

Casting Time I full round
Components V, S, M (IOOgp wonh of
amethyst, emerald, ruby, or sapphire dust)
Range touch
Area lIa.ft. radius emanating from the touched
point
Duration conct'ntration. I round/le-.·el
(maximum I min./lt.'\'d)

This spdl crN.tes an area thai is magically
proteaed from one of the foUowing energies.
chosen when the spell is cast: acid, cold,
electricity, or fur. CreatuJ'l'S and objects within
the area are inunune to the chosen element. and
take no dama~from effect:s that deal damage of
!hat type.

Ifa aeatun' within the circle attempts to
cast a spell with the same element descriptor as
the chosen element. or ifthe target oreffea of a
spell with the same element descriptor as the
chosen element would becontained entirely
within the circle, the spell fails. If the speU'sarea
would partiallyaverlap thearea of the circle, bUI
not be contained entirely within it, the spell
functions nonnally, but has no effect inside the
circle.

Finally, ranged attacks or blasts of the
chosen energy type cannot pass through the



circle «(or example, ifalllagic drcleagainst
energy was casl with acid as the chosen element,
and a black dragon fire-d its breath weapon
through Ihecircle, flOl only would the creatures
inside the circle be completely protected, 00/ the
line would not beilble to pass throtJBh the cirde,
protecting creatures on the other side, as ""ell).

\I I Il'\ 1<. II I 11011
School necromancy; Level cleric I. druid I,

sorc~r/wizardI, wilch 1

Casting Time 1 Slandard action
Com!Kment.s Y, S, M (a Slone thai has spent a
night beneath a full moon)
Range short (2s ft .... 5 rt./~ 1e-'e1s)
Effect one ray
Duration in5lantantoUS
Saving Throw flOne; Spell Resisr,llnce )"ft

This spell causes a ray of necromantic
enet'8Y to fly fonh from lhe caster's hand at a
target. lbe blast dr;,n.'5 its po'o'o't'r from the po..us
ofdarkness and nighl, and so is moreeffectMo
\\Onen the sun is dcMll. During the day, betv.\"en
sunrisr and sunset, the bolt deals Id6 points of
DegalM- enagydamage per two caster I_Is on
a sucr:'t'5SfuI. hit (maximum 5<16 at 10th 1M). AI.
nighl, haoA~r, betv.\"en SUl1Rt and sunrise, it
deals u1.8 points of negative energy damage per
caste!" ll"lld (maximum 5<18 at 5th Ie-d).

A midnight bolt has no effect on undead
crealUJl'S or constructs.

\10(),,>tln

School divination (scrying); Level druid 5,
sorcerer/wiurd 50 witch 5
Casting Time 1 hoor
Components V, S, F (a pool ofw.ller)
Range see te~t

Effect magical sensor
Duralion I hour/level
Saving TIlrOW Wilt negates; Spell Resistance
y~

This powerful scrying spell draws on the
power of the moon, and functions as the spell
scrying, except as noted here. First, the target
does not noceive bonuses to its saving throw from
being on another pLllle of existenre. Second. the

target does not gain any bonuses based on the
caster's connection to ir, Ihough it can still suffer
anypenalties to its saving throw described in the
scrying spell's description, if Iheyare applicable.

Unfortunately, because the spell draws on
the powt'r of the moon, ir only functions at
night, wlille the moon is visible in Ihesky. If cast
when the caste!" is unable to see the moon
(whether because the caster is underground, or it
is daytime, or it is toodoudy tosee Ihe moon),
the spel.l fails.

\lORI\ \R <,1I0[l\1.1 \lW

School conjur.uion (summoning); Level
sorrel't'l"/wizard .I, summoner.l
Casting Time 1 full round action
Components V, S, M (a drop of the u$ler's
blocxl, mixed into a lump ofday)
R.ange dose (.IS fl. -+ 5 ft./z Ie-'els); see te:o:t
Effed one summoned annor or creolture; see
,~,

Duration 1 round/level
Sao'ingThrow~; Spell Resistancll' flO

This spell surmnons a special sort of
homunculus, and has two \"t'fSions, allowing the
castll'l" to ll'ither summon the homunculus to fighl
on his bII'balf, or to summon il in a twisted and
altered form, allowing him to w~ar it as a sort of
gruesome armor. TIle caste!" determines which
~onof the spdlto use as il iscasl.

Armo,.; If the homunculus is summoned as
a suit ofannor, it appears on the caster's person.
If the caster isalreadywe.uing armor, it appears
at his feet. Theannor is dearlyali...e, and made
of ftesh, but cannot IIIOVl' while in this fonn. It
can speak, ho....ever, granting rhe caster a +1

bonus to initiative checks by warning him of
impending danger. More importantly, it grants a
+6 annor bonus toAC, alrhough it does have a
maximum Dexterity bonusof +3, aud imposes an
armor check penalty of -I, and has arcane spell
failure 5%- Such armor has:w hit poims and no
hardness. The armor vanishes when the spell
ends.

Servant: If the homunculus is sununoned as
a St."lViInt. this spell functions as summOIl



monster /I, except that it always summons a
homunculus.

~1(J1(1\ \1(" 1)\1(" Il RIf ..

School conjuriltion (summoning); Lco'cJ
!iOrrt'r...../....i:(.ilrd 7. summoner 6. witch 7
Casling Time I full round; Segmented I to 4

segments
ComponenlS V, S, F (an erin)'~ fealMr
enased in crystal, wonh at lcasl 4,000 gp)
Range close (25 fl. -+ 5 ft.h levels)
EffCC1 SCYeTal summoned monsters
Duration I round/level (D); see lexl
Saving Throw none; Spell Resislance no

This speU, imt!nted by Morivar "Lord oflhe
Damned- Ebonhold, was crea.ted in order to
ensure that, at a moment's notiet', he could
always summon a squad of his favorite
bodyguards and warriors: the erinyes.

This spell functions as the spell summon
monster VII, except that it always summons one
or more erinyes, and the number oferinyes
summoned depends on the number ofsegments
used to cast the spell. AdditionaUy, when the
spell ends, all of the erinyes' gear vanishes with
the erillyes back lowhere it came. Unlike most
segmented spells, Morivarsddrk furies can be
cast with any number of segments from one to
four. When each individual segment is casl, its
caster may choose whether or not 10 complete
the spell, or continue with another segment.
Once he chooses to complete the spell, use lhe
standard rules for casting a segmented spell.

TIle number ofmnye; summoned C<lll be
delnmined on the rable below. If two (II" more
segmmtsare used 10 cast the speU, dlespell's
duration increases 10 one minute pet" 1~J. If
thrw (II" more segments~used to cast lhe spell,
lhe erinyes all hont! maximum hit points f(ll" lheir
Hil Diet', and they~~uippedwim +J d.dom·
.uie Jongswol'ds and +I ndming bursr composite
longoows, instead of their nonnal WNpons.

Segmt'n/s Erinyes Summoned
,d,

2 Id6
3 2d6
4 3d8

\IOMI\ \M .. 1r\11 M~ \1 11(,10:"

School conjuralion (summoning) (Idwful, evil]:
Level sorcerer/wizard 9
Casting Time I full round; Segnll.·lllcd I to 5
segments
ComponenLS V, S, M (see lexl)
Range close (15 ft.... 5 ft./zlewls)
Eff«1 one or more summoned ~dlUres

Dur<ll.ion I round/ll"\'l"l
Saoing Throw none; S~II Resistance no

This spcIl wascrea.ted by thc ...iz.ud and
warlord Morivar. who used itla subjugate his
foes ...ith hordes ofdevils before his Wltimdy
demise at thc hands ofan assassin scnl by one of
the Lords of thc Nine. II summons 01 number of
devils, which aid lhe caster in combal. Creatures
sununoned by me spell obey the letter of the
caster's order.;, but are free to take liberties with
their interpretation, and have been known to
perwrt the spirit of Iheirorden, sometimes even
attacking and slaying summoners whose orders
are vague enough to allow such behavior. The
summoned creatures remain until they are slain,
or until the spell's duration (measured from me
round in which (hey arrived, not the round in
which the first segment of the spell was cast)
expires., whichever comes first, al which point
they, and any equipmenl or possessions they had
on their person, return to whence they CilIIll".

This speU cannot summon crealun"S into an
environmenr that e.mnot support them.

Unlike most segmenled spells, Moriv,us
infenl.J1 legion can be cast wilh.my numbcrof
segments from~ 10 m.t!. After each segment is
cast, thc c:rearures summoned by that segment
appear, and C<lllacr immecJi,ately after the caster's
twn. He may then stopcasring die spell, (11", ifhe
...<mls to rontinue, may cast another segment of
Morivars infem.Jllegion in order to produce the
efft'd: provided by me next segment. As ...ith all
segmented spells, if lhe caster allows tv.ice the
spell's casting time (two full rounds, in this case)
to pass without casting another segment, the
spell ~resels,~ and the caster must begin again
from the beginning in order 10 gel the efft'd:
provided at higher-nUlnbered segments.

First Segment: Once the first segment of



the spell is cast, 6d4 lemures and Id6 imps are
summoned. This segment of the spell requires a
material component ofa single gold coin.

Second Segment: Once the second segment
of the spell is cast, 4<4 bearded devils are
swnmoned. This segment of the spell requires,
as an additional camponelll, that the caster utter
a siring of blasphemies and curses against a
recognizable force ofgood (such as a good deity,
the church of such a deity, angels, etc.).

Third Segment:~the dilid segment of
the spell is cast, J1C4 barbed devils are
summoned. This segment of the spell requires,
as an additional component, that the caster
consume a small pi~of flesh from the corp$' of
a sentient O'lSIture.

Founh Segment: Once tM fourth segmem
of1M spell iscast, u4 homed devilsare
summoned. This segment of the spell requires,
asanadditional componenl, that the Casler
~a lMng. inteUigent O'lSIture. 1be caster
can attempt a OOI.Ip de gr~ action as p<Ut of
casting !he spell in order to do tbis, Of,

a1temati\"1."ly, can perform the sacrifice in
am"illlC!' ina ritual that requires 10 minutes to
perform, and which requi~ that the sub;ea be
helpless Of willing. If tM sacrifice is performed in
am~, the casterOOl.lntsas having the sacrifice
~~ for this purpose until he expends it to
cast this spell.

Fifth Sfogmenr:Onct the filth segment of
the spdl is cast, td4 pi! fiends are sununoned.
This segment ofthe spell requires, as an
additional component, a [rapped soul ofat least
15 HD (such asone [rapped by soul bind or IJ'ap
the soul). The soul is ufterlydestroyed in the
process, and cannot be re<:'OYere<! except by a
wish or miracle spell. Whatever receptacle the
soul was in is destroyed, unless it bas some
special property that allows it to be used
multiple times to capture souls.

l'INI\\1I1
School abjuration; Level sorcerer/wizard 5
Casting Timc I full round: Segmented I to 5
segments

Components V, S
Range personal
Target you
Duration see text

This spell creates one or more powerful
defenses which protect the caster in combat. The
exact nature of the defenses, as "''t'll as their
duratioll, depends on the number of segments
used to cast the spell.

Unlike most segmented spells, penta,'('il
can be cast ",ith any number of segments from
one to m't'. After Ncb segment is cast, the caster
gains the protection provided by that segment.
He may then stop casting the spell, or, ifhe
w.mts to continue, can cast another segment of
pentil\'t'iI. in onIer to gain the protection
provided by the next segment. As with all
segmented spells. ifthe castel" alI01Oo'S twict' the
spell'scasting time (hw rounds, in thiscase) to
pass without casting anotbes- segment, the spell
"'resets,- and the castel" must begin again from
the beginning in order to get !he infonnarion
provided at higher numbered~ts.

Each time an additional~t is cast, the
duration of the effects ofall of the previous
~tsof the speD reset, and they last as long
as the most recent segment's effect's duration
lasts. 1bisonlyapplies to segments sequentially
before the segment last cast (forf!umple. if
Kabdz, d 12th-Ie>'t'I wiunl, casts the fourth
Sf!gment ofpenlal"fOil, he will CdUse thl! durations
ofthl! efkctsofthe first. thlft'Sf!gmenfS he had
Cd5lto be reset to last until 12 minutes Irom the
time heCd5l thl! founh Sf!gment . Hoo.'('.w. ifhe
cast the first Sf!gment dgdin dEter finishing thl!
fifth Sf!gment, hi! ..-wld not reset thedurdtion of
dnyofthe e/kcrs bdck to 12 rounds from the
time he cast the first Sf!gment).

Firsl Segment: Once the first segment of
the spell is cast, the caster gains a competence
bonus to all saving throws equal to 1/4 his caster
level, rounded down (maximum +5 at 10th
level). The duration of this effect is 1 round per
caster level.

Second Segment: Once the second segment
of the spell is cast, the caster gains a deflection



bonus to AC equal to 1/3 his caster level, rounded
down (maximum +6 at 20th level). The duration
of this effed is 1. rounds percaster level.

Third Segment: Once the third segment of
the spell is cast, the caster gains resist energy 15
toone of the following energies of his choice:
acid, cold, eledricity, fire, or sonic. This energy
resistance lasts until the spell ends, and there is
no limit to the total amount of energy the spell
can prevent. Theduration of this effect is 4
rounds per caster level.

Fourth Segment: Once the fourth segment
of the spell iscast, the caster's fonn becomes
misty and shrouded, and he is more difficult to
hit. Attacks against the subject suffer a 30% miss
chance. The duration of this effect is I minute
per caster level.

Fifth Segment: Once the fifth and final
segment of the spell is cast, the caster gains spell
resistance equal to 11. + his caster level. The
duration of this effect is 2 minutes per caster
level.
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Sc:hool conjuration (teleponation); level
sorcerer/wizard 8
Casting Time I standard action; see texi
Components V. S, M (see text)
Range close (l5 fl. + 5 ft./lcvel)
Targets any amoum ofobiects, terrain, or
willing creatures within range, whose total
weighr is no more than 200 Ibs per level, and
whose total volume is no more than one lO-ft.­
cube per level
Duration inst'antaneous
Saving Throw Will negates (harmless, objecr):
Spell Resistance yes (harmless. object)

This potent planar travel spell can transport
a large number of creatures, objects, and even
terrain features such as trees and ponds to
another plane of existence. The affected targets
vanish from their current location and
rematerialize in another location specified by
the caster. This location can be on any plane the
caster has been to, including the one that he is
currently on, and the caster arrives at the desired

location on that plane without error, as though
with the spell greater teleport.

If the target area cannot support all of the
matter to be transported (whether due to size
constraints, or attempting to transport creatures
or objects into thin air, etc.) the spell simply
fails. The exception to this is that matter can be
transported into mid-air on the elemental plane
ofair, and similarly~empty"planes.

If the spell is transporting anything besides
willing creatures and held objects (such as
terrain features or large objects), it requires a
material component ofa specially-prepared
alchemical powder, which must be sprinkled in a
circle around the area to be affected. TIlls
process takes I round and requires 'jOO gp worth
of the material per to-ft.-cube ofvolume.

1'00] 01 ,\( II)

School conjuration (acid); Level druid 6,

sorcerer/wizard 6
Casting Time I standard action
Components V, S, M (bile from a dragon's
belly)
Range medium (100 ft. + 10 ft./level)
Area lo-ft.-radius spread
Duration 1 round/level
Saving Throw Fortitude partial, see teXI: Spell
Resistance yes

This spell causes caustic acid to seep up
from the ground in the affected area, damaging
creatures and objects in contact with the ground
and filling the affected area with noxious fumes.
Only a thin layer of acid is created, and it does
not spread from the target area.

Anycreature that begins its tum in or
enters the affected area takes 4d6 points ofacid
damage. A successful Reflex save halves this
damage. Additionally, any creature that enters or
begins its tum in the affected area must succeed
ona Fortitude saveor be nauseated for as long as
they remain in the area, plusan additionalldt
rounds thereafter. Even if they succeed on this
save, creatures in the affected area are
automatically sickened.
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As the spell is cast, the caster can choose to
adjust the difficulty of the spell's saving throw by
adjusting the spell's duration. The longer the
spell will last, the easier it is to resist, as
indicated on the table below. The caster must
determine which duration thespell will haw
before the creature's saving throw is made.

~,

~8

••

DCDura/ian

1 round/level
1 min./level
10 min./level
1 hour/lewl
1 day/level

A creature under the influence ofthis spell
is affected as though by the spell domin,lIe
person, except that the spell does not grant any
special means ofgiving orders to the target:
though the target can understand thecaster's
verbal commands regardless ofwhether it can
spedk the caster's language, the caster cannot
telepathically issue commands unless he has a
separate ability to do so.

School enchantment (compulsion) [mind­
ilffecting[; Level sorcerer/wizard 5, witch 6
Casting Time 1 standard anion
Components V, S, F (a jeweled scepter worth
at le,-,Sl 500 gp)
Range close h5 ft. + 5 ft./2 levels)
Target ray
Duration vilries; see text
Saving Throw Will negates; Spell Resistance

y"
This spell produces a ray ofcrackling

emerald energy. The caster must succeed on a
ranged touch attack in order to affect the target.
If the ray hits, the target must succeed on a Will
save or fall under the caster's control.

5<:hool illusion [fear, mind-affecting]; Level
bard I, cleric I, inquisitor I, sorcerer/wizard "
witch 1

Casting Time 1 standard action
Components V, S
Range close (2.s ft. + 5 ft./2 levels)
Target one living creature of 5 HD or less
Duration 1 round/level
Saving Throw none; Spell Resistance yes

This spell allows the caster to project his
own fears onto another creature, focusing and
magnifying them in the process. Under normal
circumstances, the target is shaken for the spell's
duration. If, howeVl:'r, the caster is particularly
fCdl'fu1 at the time that he casts the spell, its
effects are enhanced, causing the target to
become frightened for the spell'sduration if the
caster is shaken or frightened, and causing the
target to become panicked forthe spell's
duration if the caster is panicked.

I'I{OJI (T II AI{

School conjuration; Level b.:Jrd I, cleric 1, druid
I. sorcerer/wizard I, summoner I, witch 1

Casting Time 1 standard action
Components V, S
Range touch
Area 40-ft.-radius centered on the touched
poinl
Duration I min./level
Saving Throw none; Spell Resistance no

This spell causes a heavy rain to fall in the
affected area. This rain imposes a -4 penalty to
all ranged attacks made in or into the spell's
area, as well as all Perception checks made to see
into, out of, or through theaffeded area. Any
unprotected flames in the area are extinguished,
and there is a 50% chance that protected flames
in the area are extinguished, as well.

R \I'\L\II

Ifcast indoors or underground, the rain
falls on the roofor the ground above. This spell
cannot be used to make it rain indoors. If cast in
an area that is 30 degrees Fahrenheit or colder,
this spell creates snow, instead.
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School divination; Level bard I, cleric I,

inquisitor I, sorcerer/wi·tard I, witch 1

Casting Time 1 full round; Segmented 1 to 7
castings
Components V, S, F (Iarot cards, a glass orb, a



bowl ofwolter, or simiLu prop)
Range clost' (25 ft ... 5 fl./1 Ie-.·els)
Target one li"ing crealUre
Duration instolnlolneous
Saving Throw wm negiltes: Spell Resistanc:e

"" This spell is very popular with hedgemages
and others who offer their spellcasting services
primarily to local townsfolk, though it also has
uses for the more magically-minded. It re.1COais
specific information to the casteraboot the
target, with the ex<lCt amount and t1atureof that
information depending on how many segments
were iI"M'5ted in the speU'scasting.

Unlike most segmented spells, reold fortune
can be cast with any number ofsegments from
one to sewn. After each segment iscolst, the
caster gains the information provided by that
segment. He rmy then stop casting the spell, or,
ifhe wants to continue, can cast another
segment of read fortune in order to gain the
infonnation provided by the next segment. As

with all segmented spells, ifdw-casleraliows
l'A-n the spell's casling time (two rounds, in this
case) to pass without casting another segment, the
speI.l.resets,~and thecaster must begin again
from the beginning in on:ler to get: the information
provided at higher numbered segments.

First Segment:After the first segment of the
spell is cast, the caster le.uns the target's name. If
the target hasanalias, orgoes by many names, the
caster le.uns only the name the target most
identifies with (that is, the name they most
consider to be their "real" name, not the name
they gi\~ most often).

Second Segment: After the second segment
of the spell iscast, the caster leanlS a single,
defining characteristic of the target. Generally this
is not something that would be obviously
apparent (such as declaring that a knight in full
plate armor and bearing his heraldic crest isan
adventurer, or even a knight in specific), thOUgil
sometimes it is something that could have been



guessed or observed normally, especially in the
case of simplistic targets. Common defining
characteristics ilWOlve a target's family, a specific
evl:'nt in their past, their profession, their
temperament, a major secret they hold, etc.

Third Segment: After the third segment of
the spell is cast, the caster learns one ofthe
target's goals or ambitions. These are not
immediate goals (such as ~get something to eat"
or "have some fun this afternoon~),norare they
extremely long-tenn goals (such as ugain power
and influence" or Usettle down and have a family
someday"). Instead, they are typically
somewhere in between. Typical examples might
be ~find and defeat the Black Knight," "poison
the king," "uncover the lost treasure of the
dwarven lords; or "rescue my kidnapped sister.~

Fourth Segmem: After the fourth segment
of the spell is cast, the caster learns the identity
and a description of an important love interest of
the target. lhis may be someone that the target
is already involved with, or just someone the
target admires. In some cases, it is actually
someone that the target has not yet met, but is
likely to, and will prove a romantic interest at
that time. The caster also gilins a fairly good idea
ofwhether this relationship is likely to end 'M'll.

Filth Segmem: After the fifth segment of
the spell is cast, the caster learns the nature of an
upcoming sucress that the target will have. lhis
can sometimes be a specific success (such as "you
will defeat the Black Knight,~ or "you will find the
lost treasure of the dwarven lords"), or may
indicate a general success in a specific field ("you
will become a mighty warrior," or "you will
become a famous blacksmith, and people will
travel for miles to purchase your goods").

Sixth Segmem: After the sixth segment of
the spell is cast, the caster learns something
about the target's death. lhis may be the time
(typically presented cryptically, such as the time
of day but not the date, or the day of the year but
not the year, or evl:'n just ~soon.~),or it may be
the manner. In cases where the manner is
revl:'aled, it is generally more specific than "death
in battle,~but is rarely specific enough to provide

direct advice in avoiding it.

Seventh Segment: After the seventh and
final segment of the spell is cast, the caster
learns the answer to a single question of his
choosing about the target. This answer is given
in the fonn ofa simple "yes" or "no,~ or, at most, a
short sentence no more than five"l-urds in
length. The an!M"er to this question is always
true, to the best of the spell's ability.

The caster always learns this information
suddenly, with the knowledge simply appearing
in his head. Such information often, but not
always, appears in the fonn ofvisions, and the
caster often lacks some of the context ofsuch
visions (for example, when leaming a single
defining characteristic of the target, if the result
were that the character had been cast out from a
we-althy merchant family, the caster might see
the a vision of the character leaving the family
manor, their father looking on with stem
disapproval, etc.).

In the case of information about the future
(segments fourand up), the information
provided is likely to be true, but may not be. The
spell always provides information about the
future that is most likely to occur. If something
happens to change what is most likely, then a
new casting of the spell may provide different
informatiOlL

IUSO]\;\MI IlOll
51:11001 evocation; Level magus I.
sorcerer/wizard 1

Casting Time I standard action
Components V, S. F (a small glass tube filled
with mercury)
Range close (25 fl. + 5 fl.h levels)
EfTe<t one ray
Duration instantaneous
S<lVing Throw none; Spdl Resistance yes

\Vith this spell, the caster releases a bolt of
pure, magical energy from his fingertip. By
default, this ray deals 1<4 points ofdamage per
caster 1evl:'1 (maximum Sd4 at Sth 1evl:'1) on a
successful hit. However, if the caster cast a spell
with the acid, cold, electricity, or fire descriptor



since the beginning of his Last turn, then the
resonance bo1l absorbs the lingering essence of
thou spell, taking on some of its characteristics.
In this case, the ray de<lls Id6 points ofdamage
per caster level (maximum 5'16), and it deals
damage of the same energy type (add, cold,
electricity, or fuel as the descriptor of the
previous spell.

School abjuration; Lewel alchemist 3, cleric).
druid}. magus}. som'reT/wiurd 3
Casting Time I stand.lrd action
Components V, S, M (a vial of mercury)
Range touch
Target creatu~ touched
Duration I min./le-·el or until discharged
Saving Throw Fonitude negates (harmless);
Spell Resist.ance yn (harmless)

This spdl wards its target from various eJ­

ergies, absorbing them and transforming~
intoa shield that prot«ts its target. The spdl
can potentially protect against acid, cold, e1«-­
tricity, fire, and sonicdamage. When tM spdl is
first cast, if the target took at le<lst 5 points of
damage of any ofthose energy types sinao the
beginning ofhis Last J'OI.IOO, M becomes immune
to that energy type for tM duration of the spell
Similarly, as long as the speU is in effect, once the
target takes at le<lst 5 points of damageofanyof
the listed energy types. he becomes immune to
that energy type for tM duration ofthe spell.
(For example, Raxen Dale is in a mage duell\-ith
another wUMd. !bat wizard casts an add arrow
at Raxen, who takes 5 points ofadd damage. On
his next: tum, Raxen casts TeSOll<Inceward, and
gains immunity to acid. On the enemy wizan:!'s
next tum, he casts fireball, and Raxen takes 18
points of fire damage. Resonance ward now pro­
tects Raxen from both fire and acid).

When the spell absorbs 10 points percaster
level ofenergy damage (total, from amongst all
energy types; to a maximum of ISO points at 15!h
level), it is disc:harged.

KIS10lUlOl'IH
School tr.lIlsmutation: Lewel druid 9,
sorrerer/wizard 9
Casting Time 24 hours
Components V, S, M (special incense and oils
wonh 5,000 gp)
Range touch
T;uget willing creature tooched
Duration instantaneous
Saving Throw Will negates (harmless); Spell
Resistance )'es (harmless)

This spdl returns the target to tbe prime of
his )'JUth insI:antaneously. Determine the
target's IH"W age by rolling on rable 7-1: Random
Starting Ages in tbe Pathfinder Roleplaying
Game Core Rulebook, using the target's rela' and
class.. If the target has multiple classes, he may
choose which class to use when rolling on the
table. Iftbe target ...."iI.S middle-aged or older
bef"o£e the spdll\-"iI.S cast, he losnaU penalties to
his physical ability scores that are a result of
aging. He ll'tains any bonus to his mental ability
scores from aging. but cannot g;tin age bonuses
from the same age category more than once (for
eumple, i{the middle-aged wizard 8d/IMvius
cast /his spell ,1M was tffurned to tM pnmeof
his )UtJth, he lOl)I..lId no10000ersuffetd -I penalty
10 his physic.d abilitySC'On'S, btlt woold tffdin his
+I bonus to his menloll abjlitySCOf't'S. When M
naturally ~olChedmiddle-olseag.Jin, he would
once ag,Jin suffera -I penalty to his physic.J1
oIbilitysoores, btltlOl)uld not g,Jin 01 {unher
bonus to his menloll abilitysool'('S, l{hedIlOlO'ed
himse/{toage to the old dgecategory. he would
sain the notJll,J/ bonuses and pend/ties (or tholt
age category).

Each time this speU is cast, there is a 10%
chance that it fails. If it does, the target can no
longer beaffected by ~tore youth. Even a wish
or miracle spell cannot prevent this chance or
allow achilI'ilcter to be affected by the spell once
this has occurred, though direct intervention by
deities or creatures of similar P'O"''er might.

SAl f HOI [)

Sl:hool abjuration: Lewel cleric 8,
sorcerer/wizard 8



Casting Time I full round
Components V, S
Rallge touch
Area 6o-ft.-radius emanation centered on the
spot touched
Duration see text
Saving Throw Will negates, see text; Spell
Resistance yes, see tul

1lti5~ spell ...."afds ilIl ar9against
violence, protecting~ sheltered within from
hann. For as long as the spell remains acriw,
creatures within its area cannot attack. cast
spells that de.aI damage or require the target to
make a saving throw (unless the spell is denoted
as harmless), or tab- any action requiring a
mmbat~ dtKk unless t:hq-5ll~ on
a Will ~.1lti5~ is madeedciJ time the
creature anempts a hostileaetion, and evt'n if a
creature succeeds 011 its saving throw it must
makea new save the next time it attempts a
hostile action. Creatures specifically attempting
to hann the caster (as opposed lO other creatures
in the~a) suffer a -s~tyon this saving
throw. Additionally, wben the spell is Glst, aU
grapples within the effect of the spell end
immediately, and the participants may each
makea five foot step as an inuneWate action
when the grapple ends.

A~ksmade from outside the a!'N of this
spell againstsu~ ....ithin the ar9 of the spell
automatically miss, and any hostile spells whose
target or effect is entirely within the safehold's
area automatically fail. Hostile spells whose
target or effect is partially within the safehold's
ar9 do not function within the safehold, but
function normally in the rest of their area O£ for
the rest oftheirtargets, as appropriate,

School illusion (shadow); Level
sorcerer/wizard 5
Casting Time I Slilndilrd action
Components V, S, F (il dragon's sale)
Range dose (z5 ft, + 5 ft.lz 1.....·1,'15)
Effect one sh.ldow creature
Duration instantanl,'Qus
Saving Throw Will disbelief, see lext; Spell
Resistilnce yes

1lti5 spell creatt'S a dragon made of pure
shaOOw-stuff, which ~thefbreathes a torrent of
fire or frightens thecaster's foes, and then
immediately ~nishes..The caster chooses which
of the two actions the dragon will perfonn as the
spell is cast. Regardless of which version is
chosen, the dragon is only so%'!'Nt ilIld any
crealUJl' thaI would be affected by either of its
abilities is entitled to a Will Son" to disbelieo.-'e iI,
in addition to any other saving throw!; aUl1I'o'ed.
Information on what happens ifan effect is
disbelieved is included under each effect.

Fire BreJlh; [f the casler chooses to howe the
shadow dragon use its breath .....~apon, it creates
a 6o-fOOl cone of fire which deals lodS points of
fire damage to edciJ creanm- in the ar9. A
successful Reflex SiI\'t' baNes this damage.
Creatures who disbelievt' the dragon lake only
50% ofthe damage, rounded down, meaning a
creature that disbeli.....oes the dragonilIld
succeeds on the Reflex SiI\'t' 'oIoVuid lake roughly
one quarter the IlOrmal damage. 1lti5 \'t'r.i.ion of
the spell is a fire spell in addition to its other
descriptors.

Frighlful Presence; If the caster chooses to
have the shadow dragon use its frightful
presenc.'t', it simply roars, potentially terrifying
aU nearby creatures. All creatures besides the
caster within range ofthe spell must~ on
a Will~ or become panicked. Crean=s .....ho
disbelievt' the dragon ha\'l' a 'jo%cbance of
being inunune to this effect (but a 5o%chance of
behlg panicked as normal if they fail their saving
throw). 'This version ofthespeU is a rnind­
affecting fear effect in addition to its other
descriptors.
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School illusion (shadow); Level
sorcerer/wizard 4
Casting Time I standolrd action
Components V, S, F (a gorgon's hom)
lUnge dose (25 ft... 5 ft,lz I.....·l'tsj
Effect one shadow creature
Duration instantaneous
SaYing Throw Will disbelief, see texI; Spell

Resistance yes



This spell crwtes Cl gorgon made of pure
shadow-stuff, which Cluempts to petrify Cl single
creature wilhin the spell's range with its baleful
stare, and then immediately vanishes. TIte
gorgon is only 40% real, and the target is entilled
to a Will save to disbelieve it, Ifrhe target
succeed.son the saving throw, it disbelieves the
gorgon, but because the gorgon is pa.rtiCllly real,
there is a 40% chance the target is affected
anyway. If Ihe targe! fails to disbelieve, or is
affected anyway, it must succeed. on a Fortitude
save or be petrified, as the spell flesh co Slone.
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School illusion (shadow); Level
sorcereTf",izard J
Casting Time 1 standard aClion
Components V,S, M (a pinch ofcob....eb)
Range close (15 ft.• 5 fi.(lle-·els)
Effect one shadow creature
Duration I roundfle-'l"I
Saving Throw Will disbelief(if interacted
with),~ 11')[[; Spell ResiSI...nce see tellt

This spdl allows the caster to create a L.uge
spider &om sh.Idow-ituff. which pl"OCffds to trap
the caster's enemies in shadowy, ....w...like
smmds. This spider has 40 hit points, a
IDO\,~t spe«I of40 fee<, and uses the ca5l:er's
AC and saving throws. Any effect which wouJd
damagr or targelthe spider has a 60% ch.tnce of
doing nothing 10 the spider, as the spider isonJy
"",.....t

The spideraCls OIl the caster's tum each
round (including lhe round that the spell is
cast), spraying its shadowy ....l'bbingat a single
Luge-sized or smaller creature of the caSler's
choice within 60 feet. This is a ranged touch
attack that uses the casler's ba.seattack bonus
and the caster's spellcasting ability score
(Intelligence for wizards, Charisma for sorcerers,
etc.) instead of Dexlerity to detenninewhether
or not the attack hits. Thest'webs are only 40%
real, and so any creature hil by a web may make a
Will save to disbelieve Ihe effect. If the save is
successful, there is a 60% chance that the "-eb
has no effect. Qncea creature has successfully
disbelieve<! one web attack, it ilutomatically
disbelieves any other web attack that the spider

attempts, but there is slill a 40% chance per web
attack that it will have its nonnal effect. Finally,
if the creature possesses spell resistance, each
web attack must overcome lhat resistance in
order to affect the crealUre.

A cn'arure that is successfully affected by
the spider's web effect gains Ihe pinned
condition. It can altempt to break~ each
round by making a combat maneuver check or
Escape Artist check, with the web's CMD being
equal to the caster's caster level ... lhecaster's
speUcasting ability score modifier ... 6. If it
SUct.'l'5Sfully breaks~, it becomes grappled.
Another successful altempt frees lbe crealU~
completef)~

1he spider does not possess n.ltural attacks,
and cannot make attack roUs except with ils web
ability.
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School necromancy (de.uhl; Le~'el cleric 9.
sorcererfwizard 8, wilch 8
CllSting Time I month; Segmented 1 to 3
><gm~~

Components Y, S, M (a black diamond wonh
at least 1,000 gp per hil dice orthe target)
Range see lexi
Targel one li"ing creature
Duration inSlantaneous or permanenl; see lexi
Saving Throw none; Spell Resist...nce no

This poo.Io't'rfuI spell is incredibly difficult to
resist, and has prm-en the death of many a great
hem. The target c.m be any distan«' from lhe
caster, and the two need not even be on the same
pLme, but in onlf'l" to cast this spell, the caster
must know the targets name, and must Iw.-e
either met the individual in question, or Iw.'t' a
possession of the target wonh at least 100 gpo

Unlike most segmemed spells, Sorvithal's
inevirabJedoom can becast with any number of
segments from one 10 three. After each segment
is cast, the caster causes a specific harmful effect
to befall the target. He may then stop casting the
spell, or, uhe wants to continue, can cast
another segment of Sorvirhal's inevitable doom
in order to accomplish the more powerful malign



Second Segment: Once the second segment
of the spell iscast, the rotting of the target's
body becomes much more pronounced. Each
day the target takes I point of pennanent ability
score drain to the ability score of the caster's
choice. Like the damage caused by the spell's
first segment, this ability score drain is difficult
to heal magically, and anyone attempting to do
so must succeed on a caster level check (DC II +
Sorvithal"s inevitable doom's caster's caster
level), otherwise such magical healing has no
effect.

As soon as the second segment of the spell
is cast, the target immediately beromesaware of
the caster's name, as \\O~ll as the direction and
relative distance to the caster (such as "near," or
"far," and not nearly precisely enough to
accurately teleport to the caster's location). TIlls
knowledge cannot be blocked or fooled by magic

First Segment: Once the first segment of the
spell is cast, the target's body slowly begins to rot.
Each day, at midnight, the target takes I point of
damage, plus I point per previous time the target
has taken damage in this way. This damage cannot
be healed naturally, and is resistant to magical
healing: in order to heal this damage with a spell,
the healer must succeed on a caster level check
(DC II + Sorvithal's inevitable doom's caster's
caster level), otherwise the magical healing has no
effect.

As soon as the first segment is cast, the target
also immediately becomes aware of the fact that
he has been cursed, and becomes aware of the fact
that the only way to truly stop the curse is to find
and slay the individual who cast the spell. No
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effect provided by the next segment. As with all mortal magic can end the curse once cast, not
segmented spells, if the caster allows twice the ewn wish, miracle, or mages disjuncriOIl. The
spell's casting time (two months, in this case) to target does not gain any magical knowledge of
pass without casting another segment, the spell the caster's identity or location at this point.
"resets," and the caster must begin again from the
beginning in order toachiew the effects provided
at higher-numbered segments.



that blocks or otheIWise interferes with
divination effects.

Third Segmell!: Once the third segment of
the spell is cast, the target's body immediately
melts into a pill' of black ichor, slaying the target
outright. Becauseof the psychic trauma this
spell imparts on its victims, characters that have
died this way and are later rl'Surrected have a
)0% chance of becoming permanently insane, as
the spell insanity.

3 Ghost, revenant', shadow', wight'
4 Mummy, nosferatu"', vampire',
5+ B.lnshee, spectre', vurdul<lk.l
" Thi,crealure can be found in Libe' Vampyr.
i. Undead oIthi. lype erealed by 'his spell a", nol
eapabl" of ronnulling any 'JMwn 'hal' h<-y <r"al". If lhey
crule OJMwn. 'hose Ol"'wn coun' ag.;>inOl ,he tolal
number of Hit Dice yuu can ron'rol wi'h lhi, spell. Any
'JMwn which excttd lhe Hil Dice you can control are
uncontrolled.
}. Thi.crealure can be found in A Nerromancer',
Grimuire: Murrhen der Daemonwulfll
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The exact type of undead that the caster
can create with this spell depends on how many
segments v.~re used to cast the spell, as
indicated on the table below. If the caster is
creating moTl' than one undead creature, he can
choose to have them be the same type of
undead, or different types of undead, and he can
choose for one or moTl' of the undead created to
be ofa typeallowed by a lesser number of
5I'gffients.

5dlOol necromancy; Le~el cleric 5.
sorcerer/wiz.ard 6. witch 6
Casting Time 1 standard action; Segmented 1

or more segments
Components V, S, M (a black pcarl worth at
least 10 gp per HD of the undead to be created)
Range touch
Target one or more corpses touched
Duration instantaneous
Saving Throw none; Spell Resistance no

This spell allows the caster to create a large
number of more pawerful undead. Unlike most
segmented spells, Sorvithal"s undead army can
be cast with any number of 5I'gffients, even just
one. \'/hen each individual segment is cast, its
caster may choose whether or not to complete
the spell, or continue with another 5I'gffient.
Once he chOO5l'S to complete the spell, use the
standard rules for casting a segmented spell.

Segments

,

Available Undead

Ghoul. skeleton, zombie
Ghast, juju 'tombie, skeletal
champion

The maximum number of hit dice of
undead creaturl'S Cleated also depends on how
many 5I'gffients .,.,~re used to cast the spell, as
outlined on the table below. These hit dice can
all be in a single undead cTl'ature, if it would
nonnally have that many, or can be divided
among as many individual undead creatures as
the caster desires.

Segments Moximum Hit Diceo[Undead

I per caster level
l 2 per caster level
3 3 per caster level
1+ " per caster level

As with anim,1le dedd, the caster can
control no more than 4 HD worth ofundead per
caster level with this spell, and undead
controUed with Sorl'irhdJ's undead army count
against the number of HD of undead the caster
can control with all;m,1te dNd, and vice~rsa.
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School ne<:romancy; Level cleric 6,
sorccrer{wiz.ard 5, witch 5
Casting Time I standard action
Components V, S, M (a scrap of nesh from a
corpse)
Range touch
Target living creature touched
Duration instantaneous
Saving Throw Fortitude p.lrtial; SpeU
Resistance yes

With a touch, the caster causes dark
energies to fill the target's body, causing
tremendous and possibly permanent damage.



This spell has rnu fonTIS, depending on whether
the caster wants to focus on damaging the target,
or would rather cripple him. The caster chooses
which version of the spell to use as the spell is
cast.

Crippling:The target must succeed on a
Fortitude saveor take:W4 points of ability drain
to the phr-;ical ability score of the caster's choice
(Strength, Dexterity, or Constitution). Even if
the save is successful, the target still takes 1d4
points ofability score damage to the chosen
ability score. Theability score to bedamaged
must be chosen before the saving throw is made.

Danl,Jging:The target takes ld6 points of
damage per caster level (maximum Isd6 at 15th
level). Unless the target succeeds on a Fortitude
save, this damage is incredibly difficult to heal. It
does not heal naturally, and anyone attempting
to heal it magically must first succeed on a caster
level check (ldl.O -t- caster level), with the DC
being 11 + the caster level of the characterthat
cast Sorvithal's withering hex, or else the magic
has no effect. In the case of magic items (such as
potions), the caster level of the item's creator is
used. If the magic only heals some ofthedamage
from Sorvithal's withering hex, then future
attempts to heal thedamage must still succeed
on a caster level check or have no effect.

SI'IRI r SI(,IIT
5I:hool necromancy; Le\'el bard 2, cleric I,

druid 2, inquisitor 2, sorcerer/wizard I, wilch 2

Casting Time 10 minutes
CornponelUs V, S, OF
Range personal
Target you
Duration 10 minutes/level

This spell allows the caster to see and speak
with the spirits of TeCentlydeparted humanoids.
These spirits appear as hazy and translucent
versions of the creature as it appeared in life, and
remain near its body, or the spot that it died, or
another location of significance to the departed
creature. The longer since the creature's death,
the more hazy and translucent it appears, and
the more distant its voice sounds. The caster is
able to see and speak to humanoids that have

been dead for no more than one hour per caster
1C"<~1 (maximum 10 hours).

The departed spirits have the saInI'

knowledge and personality that they had in life.
They are under no compulsion to reveal any
infonnation to the caster, but may ifhe can
persuade them to do so. The spirits cannot touch
or phr-;ically interact with the caster in anyway,
nor he them. They speak the languages they
knew in life.

Creatures whose souls wt're captured (such
as with the roul bind spell), or destroyed, orare
otherwise unavailable, do not leave spirits for the
caster to find in this way, though even those
bound for a particular afterlife often linger long
enough for the purposes of this spell.

SI'IU \U IlISI \SI
School necromancy; level cleric 2, druid 2,

rorcerer/wizard 3, witch 3
Casting Time I standard action
Components V,S, M (a piece of diseased
flesh)
Range touch
Targel creature touched
Duration instantaneous or I day/level; see text
Saving Throw none, see text; Spell
Resistance yes

lbis spell inflicts a disease on the target.
Though the spell can be cast by a healthy mage,
it is far more potent when cast by one who is
currently under the effects of the disease he is
tIying to spread.

The touched creature contracts one of the
following diseases: filth fever, leprosy, red ache,
or shakes. If the caster is currently suffering from
the effects of the chosen disease, the target
suffers its effects immediately (the onset period
does not apply), and she continues to be afflicted
by the disease until she dies or is successfully
cured of it. If the caster is not currently suffering
from the chosen disease, h~r, then the
target is not affected by the disease until the
nonnal onset period has passed, and is
automatically cured of the disease after a period
of I day per caster level (maximum 10 dar-;at 10th
level). In either case, the target can still make
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The caster can only benefit from one
instance of summon mephits at a time. If the
spell is cast again before its duration ends, the
caster bas two options; he can either release the
previously summoned mephits (in which case
they return to the planes they came from), or
else he can extend the previous casting's

Magma
(}Qze

Soh
Steam
Water

51 - 60
61 - 70
l' - 80
8\ 90

9' - '00

21 - 30

31 1°
41 - 50

The type of each summoned mephit is
determined separately. If the caster succeeds on
a Spellcraft check (DC :w) as he casts the spell,
he can choose the types of mephits he sununons.
OtheIWise, Nch mephit's type is determined by
rolling on the table below:

d% Mephil Type
01-10 Air
11 - 20 Dusl

Earth
Fire
Ice

School conjuration (summoning); Level
sorcerer/wizard 6, summoner 5, witch 7
Casting Time 8 hours
Components v, S, M (assorted gems, coins,
and art objecls worth at least 600 gp)
Range dose (25 ft. + 5 ft./2Ievels)
Effect one summoned mephit per two caster
levels
Duralion 1 day/level
Saving Throw none; Spell Resistance none

This spell summons a number of mephits,
which serve the caster loyally for the duration of
the spell. Though the mephits do serve the
caster, they are bound by magic contract, and
the caster does not have direct control over their
actions, though theywill generally obey the
casters commands. They will not engage in
combat with creatures that are exceptionally
more powerful tban they are (CR 5 or greater),
but will perform chores, scout, carry messages,
and the like.

Greater:TIris version of the spell summons
two crab swarms, as well as l.d4 giant crabs
(found in the Pathfinder Bestiary). The
summoned CI'&ltures appear in unoccupied
squares in range, and immediately begin
attacking everything in sight, including the
caster, in a maddened frenzy. The caster has no
control over creatures summoned by this version
of the spell, and they attack all targets
indiscriminately, not favoring one target over
another unless given a reason to (for example, if
one tar.get looks more d"lJlgerous than another,
or ,mother smells strongly of fish).

School conjuration (summoning); Level cleric
4, druid 4, ranger 4, sorcerer/wi-.:ard 4,
summoner 3
Casting Time I full round
Components V, S, M (a fish's head)
Range close CZ5 ft. + 5 ft.h levels)
Effecl one or more summoned creatures
Duralion I round/level (D)
Saving Throw none; Spell Resistance no

This spell summons a number ofcrabs to
the casters location. The number and type of
these crabs, as well as the amount ofcontrol the
caster has over them, depends on which version
of the spell the caster uses, chosen as the spell is
cast. The spell can either be used to summon a
lesser force of crabs, which the caster can
control, or it can be used to summon a grNter
force ofcrabs, which he cannot.

Sll\f\f01\ (RAn

Lesscr:This version of the spell functions as
summon monster IV, except that it always
summons a single crab swarm (found in the
Pathfinder Bestiary).

saving throws to resist the effects of the disease,
asnonnal.

CI'&Itures that are immune toa disease can
still count as "suffering from the effects" ofa
disease if they are acting as a carrier for the
disease.



duration, causing it to last until one day per
caster level from the time of the second casting.
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&hool conjuration (summoning); Level cleric

5, inquisitor 5, magus 5, paladin 4,
sorcerer/wizard 5
Casting Time 1stand,ud action
Components V, S. F (a miniature weapon of
the appropriate type)
Range personal
Target you
Duration I min./level

This spell summons a magic weapon for the
caster. The summoned \..!eapon appears in the
caster's hand, or, if the caster's hands are full,
appears on the ground at the caster's feet. The
caster is considered proficient with the
summoned Wt'iIpon, even ifhewould not
nonnally be proficient with Wt'iIpons of that
type. The exact nature of the magic Wt'iIpon is
determined by the caster'salignment, as
indicated on the table below.

This spell creates one or more blasts of
flame, centered on the caster and expanding
outwards in all directions, damaging each
creature besides the caster in the area. The exact
size of these blasts, as well as the amount of
damage they deal, depends on how many
segments are used in casting the spell.

Unlike most segmented spells, tide off/,1me
can be cast with any number ofsegments from
one to six. After each segment is cast, a blast of
flame erupts around the caster, covering an area
and dealing damage appropriate to that
segment. He may then stop casting the spell, or,
if he wants to continue, may cast another
segment of tide of flame in order to produce
another blast of flame, this time the size and
intensity ofthe next segment. As with all
segmented spells, if the caster allows twice the
spell's casting time (two rounds, in this case) to
pass without casting another segment, the spell
"resets," and the caster must begin again from
the beginning in order to get the results of
higher numbered segments.

The area and damage of the blasts are given
on the table below.

T1f)F or rl \\lr

&hool evocation [fire]: level sorcerer/wizard

5
Casting Time 1 full round; Segmented 1 to 6
segments
Components V, S, M (,1 piece of ch,1rcO;J1
encased in candle wax)
Range see text
Effect magical blasts of name of incre,1sing size
Duration instantaneous
Saving Throw Reflex half: S~II Resistance

y"

Segment
First
Second
Third
Fourth
Fifth
Sixth

Mro
.w-ft. radius
25-ft. radius
30-ft. radius
35-ft. radius
10-ft. radius
5O·ft. radius

Damage
Id6/level (max 1006)
ld6/level (max '5d6)
,d8/level (max '5d8)
,d,o/level (max 15dlO)
ld6/level (max 3od6)
2d8/level (no max)

Alignment Summoned Weapon

Lawful Good +1 holy axiomatic longsword
Neutral Good +1 merciful holy defending warhammer
Chaotic Good +1 holy anarchic ropier
Lawful Nemral +> {laming burst" axiomatic halberd
True Neutral +> brilliant energy shortsword
Chaotic Neutral +1 vicious keen falchion
Lawful Evil +1 unholy axiomatic dagger
Neutral Evil +1 unholy wounding flail
Chaotic Evil +1 unholy anarchic grt'tltaxe
'The casle' moly <hoo,;e 10 iu!>&'i'ute eilher i<y bursl Or ~h""king burst. insl""J.
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Familiar (caster had the item in his "5
possess-ton for at least one week)

"
"

->0

\ViiI Saw
Modifit'r

-,
A fragment or plece of the item
Caster is currently in possession of
the item

Knowledge
None·

Conn«fiorl
Ukenest or picture

Firsthand (caster has held or
touched the item)

Secondhand (caster has heard of or
seen the item)

School divin.ation (serying); Level
sorcerer/wi~rd 9
Casting Time I hour; Segmented I or more
segmentS
Components V, S, F (a trystal mirror worth at
leastlSoooo gp)
Range_text
EffKt milgic:al sensor
DurOition I min.llevel
s.aving Throw Will negates (obj«1); SpeJI
Rcsistante yes (object)

This spell funroons as saying,~ as
llOIed here. F"IfSI, the spell an be used to
observe a specifu: object or !oc:ation, rather than
a specifiCCre.lNre. In rhetase of crt'iINres, the
nonnal saving throw modifier.; listed for saying
apply. Locations do nOf receiw a saving throw,
but objects tMt tan make a saving throw (such
as magic items) use the following modifiers.

Will Save
Modifier

Additionally, timescryallaws the caster to
observe the rarget at a previous time, instead of
only in the present. Exattly how far into the past
the caster can observe is determined by the
number ofsegments used to cast the spell.
Unlike most segmented spells, Limescrycan be
cast with allY number ofsegments. even just one.
W'hen each individual segment is (:(lst, the caster

may choose whether to complete tbe spell, or
continue with another segment. Once he thooses
to romplete the spell, use the standard roles for
casting a segmented spell. Use the following table
to determine how far into the past the caster is
able to observe.
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Anycreature that is immune to mind-

Because this ldnguclge is truly univers.ll, the
caster's ideas clrecommunicclled more effectively
than normal, grclnting a +10 bonus on all
Diplomacychecks, evlen with creatures who
speak the caster's language.

No matter how far into the past t~casler
can obsen't', he muSI still specify a specific time
(including date,)"'M, time ofday, etc) from
which t~ obsoenoation will begin, and he can
then obs.en't' the urger for an amount of time
equaJ to diespeU's duration from that rime, as
though what be was vie\O.ing "''t'~ happening in
the present. He cannot ch()()M' to ~slcipahNd:

nor can he observe the target for a longer period
of rime than the speu's duration.

Though the spell allows die caster to intuit
re;ponses from creatures widioUl them
speaking, it does not allow die caster to read the
creatures' minds. The caster cannot k.lm
anything that die -speal-rr" does not specifically
intend to tell the CdSter. Note that creatures with
an Intelligence srore of 1 or 1(M'n will haw
e:x1J~ limited thoughts, ",illlilrely be
I"eoo:upied \\oidi topics lib "food~clM .danger,~

and may not be able to cany on a com~rs.ltion

vt'I'}'"'~ Though the spdl translates the
meaning of W words, it does nor grant clny
ability to bener grasp complicated COIlC.'epIs,

affecting effects is also immune to the effects of
this spell. This prevents the creature from
rnagicaUyunderstanding the cclster's speech, clnd
the caster from magically understclnding the
creature's response, and also negcltes the +10
bonus to the caster's Diplomacychecks made
against that crearure. This does not prevent the
caster and the crearure from communicating if
they could normally do so.
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Insubst,,Jnti.l/: lhis version of the spell
functions as gaseous form, except that the
caster's fly speed is JO fl't't, l'il.ther than 10 feet,
and the DR granted by the spell ise<jucll to
IO/magic. Further, thecastergains resist cold 10,
resist electricitylO, and immunity to clad. Once
the spell has prevented a total of 10 points of
damage per caster level (maximum ISO points at
l¢i level, and including damage prevented by

School transmutation; I.e.·cl alchemist 50 druid
4. magus 4. sorcerer/wiurd 4
Casting Time I standard .lClion
Components Y, S, F Ca stone ring)
Rangc personal
Target you
Duration 10 min.l1evcl or umil discharged

1his speIJ can alter the caster's physiccll
makeup in one of two ways, both designed to
offer better protection. One vt'f'Sion of the spell
makes the CdSter gaseous and insubstclnti.ll,
whili- die otht'l" version hardens his body to rock.
1be caster chooses which version of the spell to
use as it is cast.

Up to I week/level ago
Up to, month/level aflO
Up to an addilion.al year ago

Time Range
Present only
Up to I hourlle,'el ago
Up to I dayllevel ago)

Segmenls

,
,
5..

School divination; Le.'eJ bard 50 cleric 7, druid
6, sorcererfwiurd 7, witch 6
(.uting Time I standard action
Componenrs Y, S
Range person.al
Target you
Duration, hour/ltI.-eI

This speu causes wcaslerto beable to
speak in a rruJy universal Language that anything
can understand. The caster can speak wid! and
understand any creature, evlen if that creature
does not haw a language and cannot normally
speak (such as achkken). If the creature does
not normally speak, lhe caster is magically able
10 intuit meaning from any body Language,
grunts, growls, or squawks. The speD also allCJ\\."S
any creature who heMS the caster to understand
his speech perfectly clS though it "'",re in dieir
own Language. This effect clpplies to creatures
which carmot normally speak or understand
speech, as Wl'll.



both energy resist<lnces <lnd immunities), it is
discmrged.

H<lrdened: This version of the spell grants
the Cil.ster DR 10/<ldamamine for Iheduralion of
the spell. One'" the spell h.u pl'e'Vented a tOlal of
10 points ofd.lmage per caster level (maximum
:wo points <II lOlh level), it is discharged.
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School illusion (ligmenl); Le~·e.l bard 2.

sofCerer/wiurd ~

Clsling Time 1 standard action; 5<'gmenled I

to 5 segments
Components V. S
Range long (400 ft... 40 ft.III'\'I'I)
Effect visual figment lhat cannl)( i');teoo
~ond four Io-ft. cubes. one Io-ft. cu~/ll'\'e1
(D)
Duration concentration .. 1 min./II'\·e1
Saving Throw Will disbelief(ifintl'raCIed
with); Spell Resistance no

At ils mosr b.lsic, this spell functions as
sjlent itnitge, cre<tlins the visual illusion of a
cre<ttun', object, or force, as envisioned by the
casl~ UnlI'$S it is funherenh.lnced (~beIow)

il dOl'S no! Cl'fdle sound, smell, textu~, or
tempel<ltun'. The casler can ITIOYe lhe image
within dte r.mge of lhe spell as p.1r1 of
COIICI'JIIraIing on the spell, or as a ITlO'o'e action if
he is no longer CO~ntTating00 the spell.

VeJt<lnni.1S fi'-efold illusion is.1 segmented
spell, h~r, and by adding addiliollill
segments to the spell <IS it is cast lhecastercan
add additional components to the illusion.
Unlike most segmented spells, Vell,lnn;dS five­
fold jl/usion can becast with any number of
segments &om one 10 five. When each individual
segment is cast, its Cil.ster may choose whether or
not 10 complete lhe spell, or continue with
another segment. Once he chooses 10 complete
the spell, use the slandard rules for casting a
segmemed spell.

Foreach segment beyond the first that is
used to cast the spell. the caster may choose one
of the following components to add to the

illusion: sound, smell, taste, temperantre, or
texture. A briefdescription ofwhat can be done
with each element is listed below.

Sound:As the spell ghost sound, except Ihat
the Cil.ster can change the I1.iIntre of the sound as
part ofconcentrating on the spell, oras a move
action ifhe is no longer concenlfating on lhe
spell. Additionally, Ihe spell can crealI'
intelligible spet"Ch, in addition to raw noise.

Smell: The illusion smells exactly as the
casler imagines it. In dte case of semiS lhal
would nonnally haw mechanical effeclS, such as
a troglodyte's stench, !he odor is decidedly
unpleasant, and recogni.z.able as wMt it is
intended to be, but does not M"e Ihe scune
debilitating effect.

Twe:1he illusion tastes exactlyas the
caster imagines iL This is generally usell'$S
without texturr, though it could be used, for
example, 10 make one food ilem look and laste
~ another food item.

Temperarure:1he illusion feelsas hot or
cold as the caster can imagine. No manl'f how
hot or cold !he illusion feels, il does not deal fire
orroW damage, and dOl'S not cause any of lhe
other hazards associated widt high 01' low
temperatures.

Texture:1he illusion feels exactly as the
casler imagines it. It cannot suppon ...'eighl of
any kind, and can only resist VI'!")' small amounlS
of fora', and !hen only briefly. Forexample, a
character who knocked on an illusory door
Vrvuld feel wood as he knocked, and the illusion
might I"'Jl'n cause him to rhink he was leaning on
thedoorwhen in fact most of his "''I'ight was nOI
on the door at all and he was supponing himself,
and he would I">-en be able to rum the knob and
open the door (if the illusion allowed), but a
character who attempted to walk through the
door would have no trouble doing so. Similatly,
an illusory bridge could not be crossed, and the
texture component would not make it any more
diffirnlt for a Cfeantreattempting to cross such a
bridge to realize his mistake and catch himself.
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This spell drawson the powerofthe tide
and the~ntsof the sun and moon, and
can produCl:' d variety ofdifferent compulsion
effects. 1he exact effect depends on the tilM of
di!)', ilS indicated on the table below.

School ench,mlmenl (compulsion) Imind­
dffecting]: Level sorcerer/wizard 6
Casting Time I stdndMd aClion
Components V, S
Range dose (15 ft, ... 5 fl.h le"els)
Target one living creature
Duration' hour/lt'\<el
Saving Throw Will negales; Spell Resistance
y~

TIrm-ofDay
Sunrise to Noon
Noon 10 SuflSe(
SunseitO Midnisbt
Midnighl to SUnnse

ElJ~1

Dominale
MorAle
Calm
Enrage

Morale: The affected creature gains a +4
morale bonus on attack rolls, ability checks, skill
checks, and Silving throws for the spell's
duration. Alternatively, at the caster's option, the
affected crearuresuffers a -4 penalty to those
things, instead.

The times listed dboYe are not exact, and
there is some O"oWlap. If the spell is cast dose to
the timeofdaywhen its elfect would change, the
castercilIl choose be",,~ the two different
iI\Iililable effects (forexample, ifVeJI.mnia casts
fhe spell dn}'time from dn hoorOf so befo",
$Unset to .In hotJrorSOdliersonset, sheCdn
dJOOSle to hal'("!he spel'grdnt .I mordle bonus or
plmdJry, or5#)e Coinch~ to halt' if Cdlm her
tatge!. If$he CdSlS it W\'er<ll hoors dliefsunset
but sever.J1 hours before midnighl, ho>o'l"\'er. her
onlyoption.is fO ""IT' it Cd/m the target). Any
decisions about the spell'5 mode must be made
ilS the spell is CilSl, before the target makes its
SiIVing throw.

GUm; 1he creature is affected ilS though by
the spell calm emotions for the duration oCthe
.,.n.

Domimte; The creaNre inffected ilS
though by the spell domindte~ Cot- the
dW'iltion of the spell. If thecreature is not a
humanoid, this hilS no effect.

Enrage: The CfedNre regards the caster, or
iIDOther crearure of the CilSter's choice that the
t;ugel hilS at I~I pilSSing knowledge of, as a
hated and untrl1St"'OI1hy enemy (treat the
targeI:'saltirulk as hostile).

1he spell does nO( aUlomaticaUycauSt' the
target tOdttack the hated creature, but he does
perceivl' the "liOrdS and actions of that creature
in the ledst favordble way, Depending on the
target's narure, and the nature of the other
creature, the tdrget may simply avoid the other
creature, it may verbally aSSilult the creature, it
may dttempt to mrm the crearurewithout
directly confronting it (such as bystealing from
it or spreading malicious rumors about it), or it
may attack it in a murderous rage,

School illusion (phantasm) Imind-dlfecting):
Lt-v~1 !iOn.:ert'r/wizard7
Casting Time I standard dction
Compon~ntsV, S, F (<In empty locket)
R.ang~ dose (25 Ii. + 5 1i./2 It'\'els)
Targ~t one living creature
Duration see text
Saving Throw Will negales; Spell Resislance
y~

This!i)X'1l causes the target'S entire life to
pilSS before his e')'5 in front of rum. Though to
the target it seeIns like an entire lifetime passes.
for elreryone else it is only a relatively brief
amount of time, during which the targel appears
to 5tare offinto nothingness. For the spell's
dW'iltion, the target i5 completely una....are of his
5UITOunding5, and is considered blinded,
dedfened, and generally unaware of his
5urrounding5.

The duration of the spell depends on the
target'5 age categOly, ilS outlined on the table on
the next page.



When the vision ends, the intense
depictions of its life ma.y change its moral
outloolc. The target is affected as though by the
redemption or tempution v=rion of the
,ltonement speu.~t he can choosto to change
~ or both ofilSpt'Cts of his alignment to the
opposite ofwh.lt~rit CUJlftltly is, rather than
having hisalignment change to IIIiItch the
caster's.

Age Category

Young
Adult
Middle-aged
Old
Venerable

Duration

L round
ld4 rounds
:ld6 rounds

ld1 -+ I minutes
1<4 minutes

concealment as the spell obscuring mist, but in
theMl'a indicated above. Additionally, any
creatuI'e passing through the wall rakes 1.<4
points of firedama.ge.

Ifthe castercilSt a spell with the cold
descriptor no~ than one round before
casting wall ofwaler, hoIo.'t"\-'t'I', then lhe ....<ill
created is composed of~. In this form, the waIl
functions as the spell Yo"all ofice, l"XC'l"pI that it
must be anchored to the floor, and has the area
and duration indicated aboYe. Additionally,
unIike a wall oficr. ifw wall ofwater is
breached while in this form, it does not deal any
damage to creaturK passing through ir.

\\ \H.D 01 '\\11"

\\\11 01 \\\1I1ot

School conjuration; leH~1 sorrerer/wiutd J
Casting Time 1 standard acrion
Components V, S
Iotange close (15 ft. -+ 5 ft./11evels)
EffeCl an opaque sht'et of water up to 10 ft.
long/level,S fl. thick and LO ft. high
Duration I round/level
Saving Throw Fortitude neg.Jtes (see text);
Spell Resistance no

Under nonnal circumstances, this spell
creates a wall ofwater 10 feet high, which ma.kes
passing through the ....<ill difficul.t. ThewaU is
fairly opaque, and obseuresall sight, including
d.ui:vision,~nd 5 feet. Passing through the
Yo~1/ofYo"aterrequHesa Strength check (OC I)) to
IDOYe through the ....<ill, and e\'t!Il then any~
the Yo·all ofwdlerr;U.:es up is trNted as difficult
terrain. The water ronstandychums and froths,
and it is impossible to~ an attiK:k of any kind
(ranged or melel!') through the wall.

The spell is particularly sensitM to latent
magical energies, hOWl"\'t'r. and ma.ges h.Jve
detennined that with a careful combination of
spells, it can have dramatically different effects. If
the castercast a spell with the firedescriptor no
more than one round before casting wall or
w.Jler then thewall created is composed of
ste.1~, instead. In this fonn, the wall does not
restrict move,nellt or directly interfere with
attacks, but blocks vision and grants

Scl100l divination; level sorcerer/wiz.ard 8,
witch 8
Casting Time 1 minute
Components V, S, F (the caster's name.
engraved on a crystal plaque)
Range personal
Target you
Duration :l4 hours

TIlls powerful spell causes the caster to
instantly become aware ofany creature speaking
his name anywhere within the multiverse.
Whenever any creature speaks the caster's name
in reference to him personally, he immediately
becomes iIWiIJl" of it, and may choose 10 view
that person remotd)' fot a number of minutes
equal to his cilStl'J leo.'t'I.. This mnoIe viewing
functions identically to the spell scrying. exrept
that the vieo.\.ing is psychic and requires no focus
or concentril.tion, it can view creature> on a plane
other than the one the caster is on, and~ is
no saving thruIv to resist its effects. h is not

rrtroaM't', hoIo.'t"Vt'J, and so the caster will not
view the COlI\o't'r.MI.tion that led up 10 his name
being spokelL lllt" caster does not gain any other
infonnation about the speaker, such as his name
or location, though may be able to learn such
things by viewing them.

Deities, as well as certain other powerful
entities, and anyone under the effects ofa
mindblankspell, are immune to this effect.
Creatures in conditions that block scrying (such



as someone in a place lined entirely with lead)
still alert the caster if they speak his name, but
MI' still immune to being viewed.

\\'I 1\ DIlL\ST
Sl:hool evocation [.liT]: Level druid 4. magus 4,
sorcerer/wizard 3
Casting Time 1 standard action
Components V. S
Range 20 ft.
Area 20-ft.-radius emanation centered on you
Duration instantaneous
Saving Throw Reflex half: Spell Resistance

y"
This spell causes a ~rful blast of air to

erupt around the caster on all sides, pushing
away creatures and objects in the area. TIt.is has a
number ofeffects.

First, each creature in the area besides the
caster takes 'jd6 points of damage. Second, the
spell Illitkes a bull rush attempt against each
creature and object in the area, attempting to
push them to the edge of the effect. The spell's
CMB for this effect is equal to the caster's caster
level + the caster's spellcasting ability score
modifier (Intelligence for wizards, Charisma for
sorcerers, etc.) + 4. The caster rolls only a single
bull rush attempt, and applies it to each affected
creature and object. Creatures that are
successfully bull rushed are knocked prone at the
end of this movement. A successful Reflex save
halves the daIllitge, and prevents the creature
from being knocked prone, but does not stop the
bull rush.

Finally, if the caster was prone as the spell
was cast, the wind created by the spell gently lifts
him to his feet.

'\I:\HRS( \RISS
School evocation (cold); Level druid 5,
sorcerer/wizard 4
Casting Time 1 standard action
Components V, S, M (a patch of winter wolf
fur)
Range medium (100 ft. + 10 ft./level)
Area 20-ft.-radius spread

Duration instantaneous
Saving Throw Reflex partial. see text; Spell
Resistance yes

This spell violently drains the wannth from
the targeted area, dealing ld6 points of cold
daIllitge per caster level to each creature in the
area (toa maximum of lOd6 daIllitge at 10th
level). A successful Reflex save halves this
daIllitge.

In addition to this, the spell creates a thin
layer ofice over the ground in the targeted area,
making it slippery. Any creature in the area when
the spell is cast must succeed on a Reflex save or
fall prone. A character can walk within or
through the affected area at half speed with a
successful Acrobatics check (DC 15). Failure
means the creature can't move that round, and
must succeed on a Reflex saveor fall prone. If the
creature fails its Acrobatics check by 5 or more,
it automatically falls prone.

Once created, the ice typically melts ilWay
in ld4 minutes, though in particularly hot
environments it might melt away asquicldy as
Id4 rounds, and in cold environments it might
last indefinitely. Dealing even a single point of
fire daIllitge to the ice will cause it to melt in that
particular 5-foot-square area.

Wll\rrRS\\RA1H
Sl:hool evocation [cold]; Level druid 8,
sorcerer/wizard 7
Casting Time I standard action
Components V, S
Range 60 feet
Area 6o-ft.-radius bUl1it centered on you
Duration inSl'antaneous
Saving Throw Fortitude p.:trtial, Reflex half,
see text; Spcll Resistancc yes

This spell harnesses the power of nature to
provide a potentially powerful burst of freezing
cold. Because it draws its power from the tum of
the seasons, its power depends on what time of
}'l"ar it is cast in.

Ifcast during the summer, this spell deals
Id6 points ofcold daIllitge per two caster levels to



summoned is determined by the caster's own
age, as indicated on the table below, though the
caster can always choose to summon a younger
dragon, if he desires.

each creature besides the caster in the spell'sarea
(toa maximum of lOd6 at 20th level).

Ifcast during the spring or autumn, this
spell deals Id6 points ofcold damage per caster
lev-el to each creature besides the caster in the
spell's area (to a maximum of 2006 at 20th level).
Further, any creature that takes damage in this
way must succeed on a Fortitude Silve or suffer
Id6 points of Strength and Dexteritydamage.

Casler's Age

Young
Adult
Middle Age

O'd
Venerable

Maximum Dragon Age

Juvenile
Adult
Mature Adult

O'd
Ancient

Ifcast during the winter, this spell deals Id8
points of cold damage percaster level to each
creature besides the caster in the spell'sarea (toa
maximum of 2008 at 20th level). Further, any
creature that takes damage in this way must
succeed on a Fortitude Silve or suffer 2d6 points
of Strength and Dexterity damage.

For the purposes of this spell, autulllll
begins on September 20th, winter begins on
December 21St, spring begins on March 20th,
and sununer begins on June 21st. Ifyour
campaign setting doesn't use the Gregorian
calendar (ora similar facsimile), check with your
GM to determine when each season begins. The
GM is the final arbiter ofwhen each season
begins and ends.

W\R\l !'ill\1\10MM,

School conjur,ltion (Codling); Level druid 9,
sorcerer/wizard 8, summoner 8
Casting Time 1 standard action
Components V, S, F(an iron braCGier), M (100

Sp wonh ofsulphur, burned in the braCGier)
Range long (400 ft. + 40 ft./level)
Effe<t one summoned dragon
Duration 1 round/level
Saving Throw Will partial, see teXI: Spell
Resistance no

This potent spell allows the caster to call up
a dragon, as well as limited protection from the
dragon's fury. As the spell is cast, the caster
chooses a type of true dragon (such as gold,
silver, white, or red), and once the spell is
complete a dragon of the chosen type appeal'S in
a designated point within the spell's area. If the
desired location cannot support the dragon, the
spell fails. The maximum age of the dragon

The sununonoo dragon is under no
compulsion to obey the caster, though it cannot
take any action to harm the caster for the spell's
duration. During this time, the caster can
attempt to bargain with the dragon for its
service. Dragons summoned in this way
generally have a starting attitude ofunfriendly or
sometimes even hostile, though they can almost
always bewon overwitha bribe. Typically, a
payment of 1,000 gp per hit dice per week of
service is accepted, though individual dragons
may require more or be willing to settle for less,
depending on the dragon, the alignment of the
caster, the service in question, a successful
Diplomacy check, and a number of other factors.

Once the spell's duration ends, the dragon
can choose to return whence it came at any time.
It does not need to take advantage of this ability,
but if it does not do so before 24 hours have
passed, the ability is lost.

If the caster desires, this spell can similarly
be used to call a specific dragon known to the
caster. The dragon must be a true dragon, its age
must not exceed the maximum age ofdragons
the caster can summon, and the caster must at
least know the dragon's name, or have met the
dragon before. Ifused in this way, the dragon
can resist the spell with a successful WJiI save, in
which case the spell simply fails, and no dragon
is called.

7f I'II\'R 'illlllU
School evoc,ltion [.lir]; Level cleric 2, druid 2,

sorcerer/wizard 2
Casting Time I standard action
ComponelUs V, S



lm.ap: cCan Stock Photolnc.ll~mom

Range 10 fl.
Area la-fl.-radius emanation centered on you
Duration I round/level
Sdvillg Throw Reflex partial, see leXI: Spell
Resistance no

This spell creiltes a small maelstrom of
wind which circles around the caster. This has
twoeffeds. First, when the spell is first cast, the
winds push back creiltures that are near the
casler, moving them outside the spell's areil.
Second, as long as the winds persist, they offer
the caster some protection.

Vlhen the spell is first cast, each creature
within the spell's area other than the caster must
succeed on a Reflex save or be pushed to the edge
of the spell's effect. Creatures who fail their save
by 5 or more are knocked prone, as well. After
this initial burst, the wind does not impede
movement, and Creiltures can move through the
caster's square normally, whether on foot or in
the air.

The winds move with the caster, and
automatically attempt to divert ranged attacks
made against him. ForthI' duration of the spell,
all ranged attacks made against the caster suffer
a -4 penalty. Ranged attacks that the caster
makes are unaffected by the wind.

Finally, the winds also make it impossible to
strike the caster predsely, and for the duration of
the spell he is irrunune to precision-based
damage (though not irrunune to critical hits).
This applies to melee attacks as well as ranged
attacks.



AQpendix 1:
A Primer on the Contributors to this Tome

A true academic always makes an eITan to be keenly aware of the nature or his
sources. so that he can recognize the biases. preconceptions. and schools oflhought thai
must come along with all sources. take them into account. and. if necessary. safeguard
against them. This book has a wide variety of sources, and draws its spells from a great
number of contributors beyond my own magical research. As such. it seems only fitting
that I share a liltle bit of whal I know about those SpcllCa5lcrs and arcane researchers who
provided the more substantial contributions to this book.

In the previous Advanced Arcuna. I included a lengthy description of my own
trials and travels in order 10 acquire the information I did from the various mages that [
consulted. Though I have been assured by many readers that this infomlation was quite
entenaining. I fear that such a detailed account is sensationalist. rather than academic,
and would serve to push this book into the realms of base entenainment. rather than raw
academia, Besides. while there were certainly some extensive difficuhies and adventures
involved in tracking down some of the information for this book. that is not what I would
call attention to. Rather, know that most of the spells included in this book were gleaned
either through my own experimentation. or through painstaking research through old and
dusty tomes. or by canvassing minor hedge-wizards and local witches and collecting
local spells that had been passed down through generations or were developed through
simple country ingenuity.

Of course. some of the spells carne from specific and talented spellcastcrs. either
directly, through personal interviews. or indirectly, through personal spell books that. in
one way or another. made their way into my care. There are seven such spcllcasters who
contributed enough to this tome that r feel their backgrounds and personalities should be
addressed here.

Ardesalf, the Ancien' Sage: [ first became acquainted with Ardesalf while doing
research for the original Adval/ced Arcal/a. and he was instrumental in that book's
creation. for in addition to helping me unlock the secret of fountain spells. he also
donated a number of spells to the book. A detailed description of that encounter can be
found in Ac/l'ollced ArcOlW. bUll will tell you a bit about the man here. as well.

Ardesalf is an ancient and seemingly ageless sage who has retired from the world
to live in a personal demiplane. which he uses as his home and magical laboratory. He
knows much of arcane lore and is, in my estimation. one oflhe most knowledgeable
magic scholars still Iiving. Though he has achieved an immonal lifespan. I fear that the
years are taking their toll on his mind: he tends to speak in constant streams. often
jumping excitedly from one idea to the next, and. more 10 the point. going on at length
about cvcnthe mOSI remotely-related tangenlS. as though thc knowledgc within him was
straining to escape. While, as a fellow scholar. I onen found these tangents fascinating, it
docs make intcrviewing and working with him somewhm morc trying.



While Ardesrl1f claims that there are numerous entrances to his demiplane, the one
that I know of is a small temple at the top of Mount Garagus, in the Ontipputa mountain
range. He is easily identifiable: he wears a long, grey beard and spectacles, and dresses in
a thick white woolen robe. More to the point, he has a disconcerting habit of constantly
walking on air, about a loot above the ground. He is friendly, and enjoys visitors, and his
library and his own repository of knowledge should be invaluable to any researcher. [ am
proud to be able to call him my friend.

Balthavius N. B1ackmont IV: Sadly, the world has no shortage of talented
spellcasters who allow their skills to go completely to wastc, bcnding the universe to their
will for petty or shortsightcd cndeavors. In a few rare and ironic cases, howevcr, such
unseemly things can occasionally inspire other-vise lazy and talcntless mcn to heights that
they would not othem'ise achieve, and contribute to the greater good. I believe that the
example ofBalthavius N. Blackmont IV is just such a case.

When [ first heard of Balthavius, it was from a group ofaspiring young students
who had eaten up rumors of the mage's great deeds, dashing adventures of derring-do,
and his good looks, wealth, and pedigree. They assured me that Balthavius was a
powerful, clever, and accomplished mage who would be invaluable in my studies.

I decided to look into the malter, and was disappointed to discover that the
studcnts seemed sorely mistaken. The Blackmont family was, in fact, a well-cstablished
family in arcane circles (even if they do seem to have bent most of their magical talent to
the acquisition of wealth, land, and prestige), butl3ahhavius himselfsecllled a poor bet
on the best of days, having dropped out of the prestigious Restalov University and
seemingly having accomplished linle in the intervening time.

Apparently Balthavius devoted most of his time to the pursuit of women. He
spends the majority of his time in bars, taverns, brothels, and other low places seeking out
his next conquest, when he isn't busy waxing his facial hair or other-vise attending to his
appearance. He is obsessed with his own fashion, and reputcdly crafted magical gamlcnts
for himself which always change to suit the latest designs. This was apparently a practical
decision to save money, as before its invention he supposedly ncvcr wore the same
clothes twice.

My time with l3althavius was thankfully brief: when I eventually tracked him
down in an alehouse, he seemed as dismissive of research as I was of the possibility he
would have much to olTer. When I mentioned that the results would be put in a book. and
his name included, he changed his mind. He wasn't willing to spend any more time in an
interview-he had more pressing matters in the form ofa blonde and a brunette. J fear­
but he did agree to loan me his spellbook fora few days. Though most of his spells were
foppish and, to be frank, complete wastes of magical talent, he had actually invented a
few spells that [ felt would be of great utility to a variety of mages, and so have included
them here.



Ueridlls the Unassailable: Also known as Hcridus the Insecure, this enigmatic
mage was one of the most dimcult for me to reach, and I suspect that he has since found
ways to make even that dimcult method an impossibility.

I first became aware of Heridlls during my research, chancing upon his name in
an archive in refcrencc 10 Sorvithal, anothcr of the contributors 10 this book. The source
told me that Heridus had actually battled Sorvithal during Ihe latter's rise to power, and
that the battle had ended with a draw, as Sorvithal was forced 10 admit after seven days
that he would be unable to penetrate HeridllS'S defenses, and gave up the fight.

This piqued my interest, as it certainly made out Heridus's defensive magic to be
powerful indeed, and no doubt versatile as well, for everything I'd heard of Sorvithal told
me he was no one-trick pony. My curiosity became even stronger, however, when I
discovered that Heridus seemed 10 all but disappear from the records after that encounter.

I feared that perhaps the chronicle had been incorrect and Hcridus had, in fact,
fallen to SorvithaL Earlier sources also indicated that Heridus had associated with some
lower-planar creatures in his youth, and it seemed conceivable that one such an
acquaintance had eventually caught up to the wizard. I had to be sure, though, so I set out
to Hcridus' towcr, which he had nol, himself, been insidc in over fifty years.

I was admittedly somewhat surprised to find a wizard living in the tower: a local
hedge-wizard who had no idea who the previous owner had been, and had simply moved
into the tower when he discovercd it was abandoned. He used only a few rooms on the
lower floors, and was afraid to cxplore the rest of the tower-he knew that much of it
remained protected by powerful wards. Even now, I doubt he knows the secret the tower
holds, or how I was able to reach Heridus.

The dctails of rcaching Heridus I'll kcep to mysclf, in case the reclusive mage has
not yet prevented that method's use. Sumce to say that he dwclls in an inaccessible and
wcll-defended demiplane, where he apparently plans to live out the rest of eternity shut
ofT from the world. A small man with neat brown hair and a clean-shaven face, Heridus
doesn't look a day over 40, although he is surely at least 100 years old. He wears
serviceable cream-colored clothing (albeit heavily laced with protective enchantments)
and speaks with a remarkably high voice.

/-Ie did not appreciate being intruded upon, but when I explained the reason for
my visit he was willing to share some of his knowledge. The man is a defensive genius,
as evidenced by the fact Ihatthe spells I include here arc the ones he did not care about,
for he said he would nOl risk his ;'important" spells being published so that they could be
deconstructed and weak points found. In exchange, he asked me for information about a
devil named Kelvorimacron, and I suspect that his self-imposed exile may be in order to
avoid paying his end ofa deal with this devil.

Kabaz M. An\'itz: As I have said, I mysclfhave contributed a number of whole
spells directly to this tome, which I discovered through research and experimentation, and



I don't want to give the false impression that my only pan in this book was to compile
existing spells. [n addition to those that bear my name, a number of other spells in this
book were created by me as well, either from scratch or by adjusting an existing spell.

It is difficult, if even possible, for me to completely account for my own biases
and preconceptions. Allow me to tell you that I am a Mage of the Ivory Order, and that I
have served as the Dean of Metamagic Studies at Sirribellion for the past five years, and
before that as head librarian of that university for nearly thirty years (not counting the
intervening ten years. during which the university was elosed). In addition to this book, [
have penned Adl'all"ctl Arcana; L(X'al Lore: Spell Varianls in Isolatc,1 Coml1lunitics;
Reflections 011 Spell Developmell1; Shaping Magic: a Novice's Gllide to Basic
Metal1lagic; The Trllth Aboll/ Spell Nodes; and Universal Arcal/a, among several others.

Morivar "lord of the J)amned" Ebonhold (a.k.a. Thomas Fisher): [t is
entirely possible that you are already quite familiar with Mr. Fisher, better known by his
assumed name as Morivar Ebonhold, the self-titled Lord of the Damned. He made a bit of
a stir ten or twenty years ago during his brief rise to power, and, in fact, at his height had
control of no less than three kingdoms. He made use of a number of infernal pacts and
other means to summon entire legions of devils, rightly expecting that such shock troops
would easily overwhelm the annies of most monal kingdoms.

Mori\'ar fell from power (and the public eye) even faster than he had risen to it,
however, and to many his sudden disappearance, and the subsequent collapse of his
lledgling empire, was something ofa mystery. It was actually not for this book, but in the
pursuit of history that [began research on that petty and shortsighted mage. It did not
take me long to discover (primarily through consultation with various otherworldly
entities) that the devils which Morivar had thought he had duped, and which he believed
he controlled, had. in fact, gotten the better of him, and that an infernal assassin had
ended his life, both to collect the soul that would be due upon his death as payment for
certain deals, and also to stop the indignity that they felt he was subjecting them to.

Accounts of Morivar from the time paint him as a man drunk on power, who
reveled at the romance of his own perceived position as a "dark lord." He used borrowed
power to obtain dubious ends, and. ultimately, was little more than an adult child playing
a large game with living pieces. My own encounter with the man, or rather his shade,
which, with the help of a powerful medium I was able to get in contact with for a brief
interview, only confinns this assessment, and I fear that however irresponsible and
contemptible he may have been in lifc, the fate that he sutTers now is far worse than even
he deserves.

II'you will allow me a moment to moralize, [ believe that Morivar sets an
important example for all of us that magic is not a toy or a plaything, not something to be
squandered, but rather a gift that must be cherished and used appropriately. Do not
believe for a moment that [ have included spells such as Morivar's or Sorvithal 's because
I expeel them to be used. Far from it. They arc here for academic purposes, to illustrate
ways by which similar-but less morally bankrupt-spells might be created or devised. It



is possible thal you will ignore this warning, and seck to usc such spclls for your own
morally questionable objectives. If so, consider the reward that Morivar received for
doing exactly that, and whether you want to risk thc same fate.

Sorvithal the Defiler: No doubt this contributor needs no introduction. for
anyone versed enough in spelleraft to be reading this book will surely have heard of him
and the bloody swath he cut through the ranks of arcane practitioners, which ended just
over fifty years ago. Ifsome of the others in this list have misused magic, whether by
taking it for granted or by bending it for material gain, Sorvithal's usc of magic took a
much darker tum. though it cannot be said, even by me, that he did not appreciate its
valuc.

By all accounts Sorvithal was not a terribly impressive sight: pale skin, somcwhat
gaunt, with messy dark brown hair. The only things remarkable about his appearance
were his eyes, which were said to be almost alight with an inner wrath. There can be no
doubt that he was talented in the study and use of magic, though the world would be a
much beller place, I think, ifhe had not been, or better still ifhe posscssed a sense of
morality that would have allowed him to usc that talent lor good, rather than evil.

Sorvilhal becamc obsessed with the idea of stealing other mage's power, draining
their life force, consuming thcir esscnce, and somehow gaining somc fraction of their
magical talent. He began a sort of dark crusader, murdering any spellcasters of reasonable
talent he could find in order to hoard their abilities for himself. A necromancer of the
blackest sort, he would often cruelly animate his victims afterwards, forcing them to
serve their killer after death.

As he slew mage aftcr mage, laking both thcir power and their spcllbooks, he
soon became quite powerful, and started harboring ambitions of political power, as well
as magical. Through a mix of guile, cunning, and outright intimidation he made his way
into the courts of several prominent kingdoms, and began secretly raising annies of
undead which he planned to use to quickly overthrow those kingdoms in a grand coup
after using his political position to create a large enough distraction.

His plans wcre thwarted by the Ivory Order, whose invcstigations into the sudden
rash of deaths amongst powerful mages was eventually able to link those deaths to
Sorvithal, and who also uncovered the base of his growing undead force. wiping it out in
Sorvithal's absence. It took the combined effort of over a dozen mages to be able to
subdue the rogue necromancer, and even then four of their number were slain in the
ballie. Sorvithal himself was tried and executed for his numerous crimes.

It took a lot of rcl1cction on my part before I detennined that I would, in fact,
include some ofSorvithal"s spells in this book. The reasons not to were obvious, of
course: these arc dangerous and dcadly spells, which should really never be used, and
naturally J don't want anyone to make the mistake that his inclusion in this tome is in any
way a vindication or support of his actions. But just because those spells, as such, should
nOI be used, does not mean that the knowledge and example they provide, in tenns of



pure spcllcrall, could not be used to create other, more acceptable spells. Sorvithal was a
disturbed individual, and his actions were clearly unjustified, but his ability with magic
was quite impressive, and it is not my place to deny the world the results of the man's
magical labors.

Vcltannia de Muerva: Veltannia de Muerva is a talented, ifnot precisely
scrupulous. yOllng sorceress and dilcttantc. I have met her all morc than one occasion,
and I must say that rumors about her beauty are entirely understated, and rumors of her
conduct likely are as well. I do not take any pride in gossip, especially about someone
that I thought was likely to prove an outstanding example ofa woman's ability to make a
name for herself in the world of arcane academia, but I fecI I should mention, for the
reasons listed above, that Vcltannia, once the Baroness of Isla de Muerva, lost that title in
a gambling match with a local fisherman, much 10 the shame of her family.

Veltannia has a knack for getting herself into trouble, but, it must be said, she also
has a knack for gelling back Ollt of it again-provided that she truly wants to. I have no
doubt that she could have regained her title in any number of ways, but I think that
perhaps she actually desired to be rid of it, as she quickly took the opponunity to become
an archaeologist, as she calls herself. She apparently feels this means that she has free
license for the unsavory activities she undenakes in that profession's name, such as theil,
tomb-robbing, and confidence anistry.

While Veltannia and I obviously don't see eye to eye on a number of matters, she
possesses an uncanny knack for spellcraft, especially in forming versatile spells which
allow her to prepare for a variety of situations, and so I knew that I would want to include
some of her work in this tome. She was an acquaintance of mine before I wrote even the
first Adl"(l/Iced AreanG, let alone this one, as we had met when her choice of "profession"
led her to consult me on an ill-conceived adventurc to raid thc tomb of what turned out to
be a powerful and temperamcntallieh. [t was not until after the dust had settled that [
learned that the excursion hadn't been about lost tomes and knowledge, as [ had been
told, but for raw gold.

Whatever our past, as [ said, [ was willing to set aside our differences in ordcr to
creatc a better book, and shc was willing to provide somc ofhcr spclls for posterity,
though I regret to say that a tidy sum was required to tum her to that frame of mind.



Spellbooks are one of the most common
repositories of magicdl knowledge, and though a
number of spellcasting classes draw their magic
from other sour<:es, such books still remain an
important and popular fantasy icon and appear in
most games, ewn ifonly in the hands of NPCs.
While the P,)/hfinder RQleplolying Colme Core
Ru/ebook presents some information on the most
standard and basic ofspellbooks, wizards are an
e«:emric lot prone to both ornamentation and
experimentation, and it is no surprise that a
number of more ostentatious and intricate types
of spellbooks can be found quite easily, with most
wizards choosing to augment their pret:ious
spellbooks in some way.

The following section provides some
optional rules which allow fOHustomization of
spellbooks by altering the materials that are used
to<:reate the bindings, the pages, or the inks ofa
spellbook. By using these alternative materials,
spellcasters <:an protect their spellbooks or give
them additional functionality.

Special Materials

While most spellbooksare bound in plain
leather and have pages made of parrhment,
paper, or velum, some spellcasters prefer to keep
theirprec:ious spells in somewhat more
spec:ialized materials. In generdl, the materials
used to create a spellbook can be divided into
three sorts: the binding, the pages, and the ink.
\'lith the exception of ink, a spellbook's specidl
materials are detennined when it is created, and
<:annot thereafter be changed. Special inks ha"""
unique rules governing their use, as outlined
under Ink, below.

Binding

The binding, or<:over, ofa book is the outer
layer, which protects the pages within from hann,
and holds the book together. tn addition to
standard leather bindings, a number of more
spec:ialized and exoti<: materials can be used to

bind a spellbook.

In generdl, a book's binding detennines its
hardness, though some bindings may ha""" other
effe<:ts, as \\iell. Unless a special binding
material's entry indicates to the contrary, acid
and fire deal full damage to spellbooks (minus
the book's hardness), sonic damage is halved
(before applying hardness), and cold and
ele<:tricity damage are quartered (before applying
hardness).

A spellbook <:an only benefit from a single
type of binding, ewn if a binding is created that
is a composite of multiple materials.

Material Hardness Cost
Adamantine w 1,500 gp
Bone or Ivory 5 ),000 gp
Crysl'al H z,ooo gp
Oragonhide w Z50 gp
Iron or Stl'el w z5 gp
Leather or Hide ,

Adamantine: Spellbook covers made of
adamantine are prized for the exceptional
defense that they provide. The front, back, and
spine of the book areea<:h a single sheet of
adamantine, often engraved or embossed with
fantastk or dire images. Hinges where the from
and back conne<:t to the spine allow the book to
be opened. Additionally, the front of the book
has a number ofadamantine panels that
interconne<:t with grooves in the back ofthe book
when it is closed, completely sealing the contents
on all sides like a box. TIlls renders the book not
onlywatertight, but also airtight.

Ac:id damage that would be dealt to a
spellbook bound in adamantine is halwd, and
fire damage that would be dealt to it is quartered.
Finally, all spellbooks with adamantine bindings
automatically come with masterwork locks.

Bone or Ivory: Spellbooks bound in bone or
ivory typically use those materials on the from



and back covers, ,md have spines made ofle<lther
or hide. While ivory«M'rs tend to be an
expression of the crwner's wealth mon." than
anything else, a book bound in bone is likely to
contain forbidden spells, especially of the
neoomancy school., and the mon." maca~
neooma~rs h<M.- a ....,om to bind their
spfilbooks in the bones of intelligent humanoids.
Such books tend to hin~(U','tT.imade from a
number ofsmaller bones (sudJ as ribs, linger
bones, and the Ii~) bound t~rVo"ithleather
ron!<

Regardless ofwhether the book is bound in
ivory or bone, it is particularly SUSCt'ptible to
neoomanric energies. As an alternate use of the
Command Undead or Tum Undead feats, a
spellcaster who is prrpilring his spells from such a
book can expend a daily use ofchannel energy to
treat any single spell he is preparing as though it
were from the necromancy school. Thisaffects
anything that cart'S about the spell's school, such
as the Spell Focus feat, oranyspecial resistances
or weaknesses the target might possess. A wi:z.ard
with the necromancy school's power over undead
ability may use that ability for this purpose.
Regardless of how many channel energy uses the
caster posst'SSeS, only one spell UliIy be pn."pared
in this way per spellbook per day.

Crystal: Books bound in crystal rarely~
entire covers made ofcrystal. Instead, such books
typically ha\'e norma1leather ClJ\ltT.; and spines,
but hin'e a Luge crystal dome orsimil.u
adornment embedded in the front 01" both CO\'ftS"

This~ is magic;illy resonant, and combines
v.ith the latent arcane energies from the spells
contained in the book in order to crNtea faint
magical field around the spellbook, ",iUCh grants
it limited resistanct' to spells. A book",ith such
protection pins SR 5 ... the spell~I ofthe
highest-Ie\'el spell mntained .....ithin.
Additionally, the book munts as a magic item fot
the purposes of UliIIcing saving throws to resist
damaging spells and effects, except that its bonus
to saves is equal to 4'" the minimum caster level
required to cast the highest-level spell the book
contains.

If the book ever fails a saving throw, or its SR

isovercome by 10 or more, the crystal shatters,
de<lling I point ofdamage to each creature within
5 feet (a successful DC 13 Reflex save negates),
and ceases offering protection. A n."placrment
crysraI can be installed for the same priet'o Unlike
most bindings. a book can benefit from having a
crysraI binding and another binding. though
crysraI bindings cannot n."troacrivrly be added to
spfilbooks not crNted for such adornmerus. A
book with a Cl1'stal binding and aIlOlhe!" binding
uses the other binding's hardness plus L If the
book has no~ binding. it is assumed to be
bound in leat:heJ:.

DTagonhide: Books bound in dragonhide
are sometimes difficult to tell from books made
ofparticularly fine le<lther or other reptilian
hides, although arrydragon that sees one can
immedi.ately identify it, typically earning its
owner the dragon's undying enmity. If the
dragonhide comes from a dragon llult had
irnmunitytoa specific energy type, the book's
hardness is doubled before applying it to attacks
that deal damage of that energy type, regardless
of the type of material the book's pages are made
from.

Iron or Steel: Books bound in iron or steel
typically have iron or steel plates for Iheir rovers,
with leather ora similar material serving as a
spine. The backC'O'o't'l'typica1ly has a number of
additional leather flaps on the inside, which can
be stTelched U\'l"f and secured to thr front roo.YI"

of the book, efft'Cliwoly rendering its contents
waterproo[ Acid and fire damagt' that would be
dealt ro an iron- 01" sted-bound spfilbook is
h.>Md.

Leather or Hid~:1he standard bindings for
a spellbook, le<lther or hide is servicrable and
flexible. Sometimes the le<ltber is dyed various
mlocs, to the owner's tasle, or has images
engr<M'd 01" embossed on the CO\'eI". While leather
provides enough protection for mundane books,
and is still used by those who cannot afford
better, most spellbook owners prefer a little more
prolectiOn.



Pages

Th~ pages ofa spellbook iIIl' lhe individual
sheets of ITIoJleriaI on which t:h~spell forrnuloJ~ar~

writt~n, or, in IO~ cases, engr.r.'rd. A Slandard
spdIbook holds 100 pages, oJnd whil~ a
CII$1omized speUbook might comain mo~, aU of
Ihr pages must~ of th~ same 1TIoJ1rrial. MOSI

speUbooks Moe pages mad~ from paprr or
parchment, with \oelum (01 kind ofsoft and thin
hi~) being popular as ....'eII.. Some spdIbooks
~ more exotic materials fOl" pages, ~oer.

In general, th~ ITIoJtmal ofa boolc's pages
d~tennines its hit points, oJnd can also grant it
ll'SistaflCe to certain ~n~esor other, uniqu~
~ffects.

Mal~rial Hjt Points' Cost
Brass or Coprer " 1.200 gp
Gold or Sily~r w 2,5oo gp
HUnl,llloid skin , 5,000 gP
Iron or Steel )0 50 gp
Paper or PJrchlllent ,
Silk ) 100 liP
I. Per '00 p.l1I""

Brass or Copper: SpeUbooks with brass or
ropprr pages have thin, paprr-like sheets of those
metals, in place of normal parchmenl. As long as
they recenoe proper Cilll' and mamlenance, books
with brass or copper pages can be exposed 10

wal~rwithout risk ofdamaging their contents.
1beya~ IOme'i<onat n.'Si5t.mt to Mat, and igno~

Ihr first fiv'l! points of fire damage de.ili to Wm,
but are also IOITIe\o\nat susceptible to melting: if
at Ie.tst moe points of fire damage is de.ili 10 lhe
book (after applying its fire resistance),~ isa
]0% chanet' its contents ared~.

Brass and cappel" in particula:r arr highly
receplnoe to speUs with the elt"Clricity descriptor,
and such spells can be written into the spellbook
for l/llhe normal cost.

Gold or S~: Spellbooks with gold or
silwr pages have thin, papef'-like sheets of Ihose
metals in place of the normal pan:hment. As long
as they receive proper care and maintenance,
books with gold orsilwr pages can be exposed to

Wilterwithout risk ofdalTloJging their contents.
They Me somewhat resiSlant to he.1t, and ignore
the first five points of fire damage dealt to them,
bul iIIl' highly susceptible to melting: ifat least
one point of fire damage is dealt to the book
(afterappl}-ing its fire resistance), there is a JO%
chance itscom~msare destroyed.

Spellbooks with gold and sih...-r pages are
fiM>red DOt only fOl" their~. but also
because they iIIl' ext:qltional}yI~'" to spells
ofall sorts. It costsonly I/ltbe normal amount to
ropy a spell inlO a spdIbook ....ith gold or sih't!l"
pages. Additionally, it la~ only 1/1 the time
normally required 10 do so.

Humanoid Skin: Pages made from the skin
of a humanoid iIIl' jusl that: thin sheds of hide or
ICdther that wasonce pan ofa living. breathing.
inteUigent creature, such as an elf, a dwarf, or a
human. Though thq- are almost uniwn.ally
outlawed, and the crime ofowning such a book
typically carries the death penalty, they are
favored especially by necromancers, but other
evil characters sometimes opt for them as well,
especially non~humanoid spellcasters.

Spellbooks wilh humanoid-skin pages iIIl'

exceptionally receptive 10 necromancy spells, and
such spells can becopied into the book foronly
1/1. the norma.I COSI. Additionally, spells stored in
such a book can be mo~ effecm'f! when used on
hUInilIlOids of the same race as the pages are
made of (such as ~lf, halfling. gnome, etc). If the
book's OYouer has the Conunand UrxiNd or Tum
Undead feat, by rxpending a daily USo!' ofchannel
enerm' as he pll'Jl'ill"eS a speD from the book, the
caSlercan increa.sr lhat spell's DC (ifany) by +l.

against any humanoids with the same subtype as
the creature .....hose skin ma~ the book's pages.
Ifhe does so, die DC for that spell is reduced by I

against any creature ....ithout that subtype. A
wizard with the necrolTloJn<:y school's po.....l'r O".'t'r
undead ability mayuse that ability for this
p"'p""'.

Iron or Steel: SpeUbooks with iron or steel
pages have relatively thin sheets of those metals
in place of the nonnal pan:hment. Books with
iron or steel pages can be exposed to water



without risk ofdamaging their contents. They are
quite resistant to heal, and ignore the tint ten
points of fire damage dealt to them.

Paper or Parchment: The standard pages
for a spellbook, these are simple sheeu of paper,
bound together and to the book's covers,

Silk: These ~ges are generally woven from
the silk produced byvarious giant spiders, giant
worms, and OIher IllOIlS[rous ~tures, and~
favored by thedrow and orher subterran~rac5.
Their flex:ibiliry makes them difficull to dama8l"
with sonic aftdCks, and the material is resisLlnt to
acid, causing mem to ignore the first 10 points of
acid or sonic damage that would be ckalt to them.
They~somewhat susceptible to~, hov.~,
and lab twice as much~ damage as they
normally would.

Ink

While most spells are writlen with simpl"
inks and dyes that servt' only to man: the speI.l's
fonnulat' on the pages, there exist a nwnber of
IIlOI1' emtic substances "tuch, when used to
record aspell in a spellboolc, can alter the speI.l's
effect ....ben it is cast. These inks are highJy prized
bywiLuds, who recognize the pOVol!r and
\-'erSatility that such inks can provide.

Thr prices given beloware forenough ink to
remrd a single pagreofa spell, and are in addition
to the normal cost required toscribea spell intoa
spellbool.:. Because a spell takes up a number of
pages equal to its spell It"o't'l, one dose of the ink
must be used for each spel1levd of the spell to be
remrded. lbe entiJ't' spell must be recorded wim
the same type of ink in order for it to have any
special effect, and a single spell therefore CilllnOl
benefit from more thdn one typeof ink, although
the authorcoulcl, ifdesired, record the same spell
in his spellbook mulriple times, each with a
different ink. The ink in question must be
provided as the spell is scribed, and a spell cannot
have special ink added to it retroactively (except,
again, by making another copy of the spell).

Manyof the inks here alter the spells that
they are used to record in a manner similar to

metamagic feats. Unlike spells altered by
metamagic feats, spells altered by special inks do
not take up higher-level spell slots than they
nonnally would. part of the reaSOI) why such inks
art' so rart', exotic, and expensive. Rather, any
time a spellcaster prepares a spell that has been
rt'COrded with such an ink, the spell he prepares
is altered in someway from the normal version,
and when he casts the spell that augmentation
takes effect. 11ris applies only to instances of the
spell prepared from that pankular writing.

If, forexample, a wiLUd prepares a magic
missile that was written with goodberry oil ink,
then when hecasts that magic missile it will M't'
the effect provided by the goodberryoil ink. If he
also prepares a tn,Igic missile from another
speI.lbook that was written in normal ink, that
magic missiley,ill be unaltered when it is cast.
11H'I"f' is no spKiallimit on how many times a
speI.l prepared with spKial inks can be prepared
NCb &y (as long as the spellcaster has enough
iI',ailable spell slots), oo....~, so there is Iinle
reason fora wizard to prrparea m.J8ic missile
from another SOI.lIt.l! unless that (l(her inst~ of
magic missile was written in a different special
mk.

Additionally, spdls written in special inks
can be used in conjunction "ith other effects
that modify spells, such as mefamagic feats.
lheie other adjustments function as nannal (in
the case of metamagic feats, causing the spell to
take up a higher-iewol spell slOl). If the special
ink mimics a rnetamagic effect (such as b.Jnshees
tedt'S ink, ",,-hich causrs a spell to be tl't'dted as
though augmented by the Silent Spell rnetamagic
feat), that specific mefamagic feat cannor be
applied to the spell, unless the spellcaster could
normally ·double up' that meramagic feat and
apply it to the same spell twi~.

The special inks included here are
inherently magical, and radiate a faim magic
aura which can be detected with detect tn,Igic, A
successful Spellcraft check (DC 20), in
conjunction with detect magic or a similar effect,
allows the effects of me ink to be idelUified. Even
wimout the useof defecf magic, a somewhat
more difficult Spellcraft check (DC 1S) will still



Alchemical Mercury: This silvery ink seems
to shift and glinuner in the light, and isa
specially-prepared alchemical variant of more
mundane mercury. lNhen a spell written in
dlchemic,ll mercury ink is cast, its caster gains a
H bonus onall caster level checks made to
overcome spell resistance for that spell.

Arcanum Extract: TIlls brilliant emerald­
green ink is prepared from a blend of different
alchemical substances and rare herbs. The saving
throw DC to resist a spell written in ,lrcanum
extrdCf ink is increased by I. If the spell does not
allow a saving throw to resist its effects, this ink
has no effect on the spell it is used to record.

Bane Blood: This dull red ink is mixed from
the blood ofa specific type of creature, and allows
spells to be more effective against that specific
type ofcreature. Each dose of b<!ne blood ink is
associated with one of the creature types from the
ranger favored enemies table in the Pathfinder
Rolepldying Came Core Rulebook. lNhenever a
spell written in bdne blood ink is cast, if it deals

identify the ink's properties.

Material
Alchemical Mercury
Arc,lf)um Extract
Bane Blood
Banshee's Tears
Conjurer's Aid
Distilled Energy. Acid
Distilled Energy. Cold
Distilled Energy, Elecuicity
Distilled Energy, Fire
Elysian Ink
Enduring Ink
Goodberry Oil
Gorgon Blood
Lich Bile
Magebane
Miser's Ink
Nightlight Ink
Sorcerer's Blood
Titan's Ink
W,.,rmage's Ink
Wizard's Ink

Cost
;/.50 gp

}.ooo gp
',l.SO BP
}OOO gp
4,000 gp
30500 BP
30500 BP
}500 gp
}500 gp
1,500 gp
),000 BP
500BP

30500 BP
20500 BP
2,000 gp
5,000 gp
300 BP

9,000 BP
4,000 BP
5,000 BP

damage to a creature of that CI'I'iIture type, it
deals 1 additional point of damage per damage
dice to that CI'l'ilture. Additionally, if the spell
offers a saving throw to resist its effects,
creatures ofthat type suffer a -I penalty on their
saving throw.

In order for the bane blood ink to havean
effect, all of the pages of the spell must be
written with ink that corresponds to the same
creature type. Mixing and matching creature
types will result in the b.me blood ink having no
effect.

Banshee's Tears: This pale blue ink is
prepared from the ectoplasmic remains ofa
banshee that has been destroyed or put to rest.
lNhen a spell written in banshee's re,lT"S ink is
cast, it is automatically treated as though it had
been altered by the Silent Spell metamagic feat,
except that it doesn't take up a higher-level spell
slot or increase the amount of time required to
cast the spell.

Conjurer's Aid: This rich purple ink is
created from the bone marrow ofvarious
outsiders, alchemically prepared with a variety of
different chemicals and reagents. Any creatures
sununoned, called, or created by a spell written
in conjurer's aid ink automatically have the
advanced template applied to them. This applies
to spells like ,lnimale drod and other spells that
create pennanem creatures as much as to
summon monster I and lesser plan,lr binding
and spells that only call them temporarily.

Distilled Energy, Acid: lbis yellow-green
ink is created byspeciallyconcentTating and
then diluting special acids found only on the
Elemental Plane of Earth. Any damage that is
dealt by a spell written in distilled ildd ene~y
ink is acid damage, instead of its nonnal damage
<ype.

Distilled Energy, Cold: lbis white-blue
ink is created from a special mixture of glacier
water and frost salts from the Elemental Plane of
Water. Anydamage that is dealt by a spell
written in disrilled cold ene~y ink is cold
damage, instead of its normal damage type.



Distilled Energy, Electricity: This bright
orange ink is cre~ted from ~ mix of finely-ground
motes ofcharged metdls, mixed with rainw~ter

from the Element~l Plane ofAir. Any damage
that is dealt by a spell written in d~iI1ed

elec.triciry enelgY ink is rlectricity damage,
instead of irs normal damage typr.

Distilled Energy, File: This brul'm-bladt
ink iscrealed from tou" and ash from the
Elemental Plane of FIR, and looks as though the
spell had been burned into the page. rather than
written. Any damagl' that is dealt by ~ spell
written in distilled lireenelg)' ink is fin. damagr,
instead of its normal damage typr.

Elysian Ink: This goldrn--)~Uaw ink is
distilled ~nd prepared from the rich honeyed
me.lds ~nd ambrosia drank by the eternal he~
in Elysium, When a spell written in elysian ink is
cast, in addition 10 the spell's normal effects, its
caster gains a resislance bonus toall saving
throws equal to the cast spell's level. This bonus
l~sts for 1 round.

Enduring Ink: This steely-grey ink is
created from a concoction of special herbs ~nd
reagents mixed wilh diilIDOnd dust. When a spell
written in enduring ink is cast, it is automatically
treated as though it had been alten'd by the
Extend Spell metamagic fl'ilt, e:xocq>t that it
doesn't take upa highet--leo.'d. spell slol or
inaease theamourn: of time~ to cast the
.,.n.

Goodberry Oil: This purpl~n-d ink is
sp«iallyp~ from crushed good~es.
\Vhen a speU written in goodberry oil ink is cast,
in addition the spell's normal effect, its caster
irrunediately heals I hit point per spelll~ of
the cast spell.

Gorgon Blood: This pale whit~greenink is
not actually made from the blood ofa gorgon or
medusa, but is rather speciallyprepared from
condensation on petrified creatures. When ~

spell written ill gorgon blood ink is cast, it is
~utomatically treated as though it had been
altered by the Still Spell metamagic feat, except
that il doesn't t~ke up a higher-level spell slot or

increase the amount of time required to cast the
spell.

Uch Bile: This purpl~black ink CMl be
made from the bodily lluidsofalich ifdesired,
but is generally made from a miJtture of a
number of other ingredients, no less exotic but
typically safer to obtain. When a speIl ....Ti.tten in
Ikh bile iscast, if it has a single t;ug'l'l, that
target suffers a~ry to all attack rolls equal to
the spell'sl~ This pellil.1ry Iast:s fori round.. If
the spell does not h.Jve a singie target, the lich
bile has no effect..

Mage:bane: Unlike most of the inks
presented here, this plain-looking black ink dors
not alter a spell'seffect as it iscast, but rather
protects a spell from being used by ilJ¥)nI' but
the author. When the spell is wrinrn into the
spellbook with nJd8ebdne ink, the author mixes~
bit of his blood in with the ink. Once the spell is
written, if iIIlyone besides lhe person whose
blood was used ~ttempls to copy, prepare, or
even read the spell (with read 111(lgic or a
Spellcraft check; simply looking at the page is
not sufficient), they are affected as though by the
spell insanity. A successful Will SilV" (DC 10 +
the le\oel of the spell being read + the author's
Inrelligence modifier) negates this effect,
alIawing the spell to be copied, prepared, and
read iIS normal. If the reader sucettds on his
Sil\Ir, he becolIll'S inunune to the effects of the
llliI.gciJ.Im· ink used for that panicular spell.

MisoeT'$1nk: Thisgold-eolored ink is, in
fact, made primarily ofgold,~ and prepared
with a number of oIMr special alchemical
ingredients. Spells written in misers ink ....iUch
h.noea material component thai costs less than
100 gp per spell level can be usr without that
material component. Similarly, ifthe spell
requires a focus that costs less than ')00 gp pel"

spellle\ld, the spell can be cast without that, iIS

well. If the spell does nol require a material
component or focus, the misers ink has no
effect.

Nightilght Ink: This pale purple-blue ink
glows faintly in the dark, ~nd is hal'Vl"sted from
luminescent subterranean fullgi and insects.
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Vllhen a spell written in nighl1ighl ink is cast, in
addition to the spell's normal effect, the caster is
enveloped in a bright light which increases the
light level to normal light in a1o-foot-radius
around the caster, and increases the light level
by one step (up to normal) foran additional 10

feet beyond that. This light lasts for 10 minutes
per level of the spell.

Sorcerer's Blood: While this scarlet-red ink
can be made from the blood ofa powerful
SOfferer, recent alchemical breakthroughs allow
it to be made from a collection of slightly less
exotic materials, instead. Vllhen a spell written in
sorcerer·s blood ink is cast, it is automatically
treated as though it had been altered by the
Empower Spell metamagic feat, except that it
doesn't take up a higher-level spell slot or
increase the amount of time required to cast the
spell.

Titan's Ink: lbis minty-green ink is not
named because it was discovered or created by
titans, but rather because of the effects it has on

the spellcaster. Vllhen a spell written in lif,)n's ink
is cast, in addition to the spell's normal effect, the
caster gains a +4 enhancement bonus to his
Strength score for I round per spell level.

Wannage's Ink: lbis reddish-brown ink is
made from a variety ofdifferent alchemical
substances, but also contains a mixture of blood
and iron filings. Vllhen a spell written in
wdrmages ink is cast, in addition to the spell's
normal effect, the caster gains an insight bonus to
his neld attack roll equal to the level of the spell.
This bonus lasts for 1round or until expended,
whichever comes first.

Wizard's Ink: Sometimes simply referred to
as "ink," this is the standard material used for
putting spells to paper. Though it is by no means
the Silme sort of plain ink that fills non-magical
texts and can be found in typical market stalls, it
is notably more mundane than the other inks
provided here. There is no additional cost to
scribe a spell in wizard's ink.



The following are new familiars, which can
be selected instead of the ones presented in the
Pilfhfinder Rolepldyins Game Core Ru/ebook.
They are presented in alphabetical order.

Biteme Swann

Benefit: You gain d +2 bonus on
Conaontra!ion checks. Additiol'ldUy, a biterne
swarm's swarm dtQCk Jle'\.'\'r damages you 01"

causes you 10 beocome distracred as d~t of
being within the S\Oo~nn.

Description: A bite~ swarm is made up of
a large number ofPI'Id11, mosquito-like insects
which arega!he~ together by arcane energy and
bound toOl mage. Whiled bitemeS\Oo'ann is
soItH"Wh.tt smaller thana typical insect S\Oo~rm,

their numbers are still quite stdggering and their
painfu1 biting can be Iethdl to smaU mamma1s
and f"\'\'n poorly prepared hum.moids. Given their
sma11 size and gre<lt numbers, d biteme swann's
natural. defensoes are fonnidable, and when
enhanced by the JlO"''effulmagic lhdt protectsall
bmiliars, they are a force to be reckoned 'IoI-ith OIl

!he ba.ttlefield.

While Ihese swarms make for pcI\"'\'rfuJ

romba.tanlS and are often f.r.'Ored by mages with d
ba.ttle-orienled mindset, those who elect d bitetnt'
S\Oo"atlll for their familiars often find their
temperament 10 be more trouble thdn it WdS
'IoI-'Onh. Bitemes~ simple minds and are~n
heavily by instinct, pdniculdrly the instinct to
feoed, and these~rmshave d bod tendency to
attdck bystanders, livestock, dod even the mage's
ownaUies unless carefully supervised, Even
diligent masters find these swarms require dlm05t
constant reminding to follow commands, dnd dt
least in the case of younger and less experienced
mages, a biteme SWdrtn'S master may truly hdve
their hands full trying to keep control over their
own fdmiliars!

A biteme SWdnn familidr has the following
stdtistics before familiar trditsate applied.

III 1I \II \\\ \f.t\l I \\1111\1< tl<"
xpzoo
N Fine vermin (swdrm)
Init "'z: Senses darkvision 60 ft: Perception +<l

DEFENSE

AC :ro,touch :ro,fldt-footed 18 (+2 Dell:, +8 size)
hp J (.d8-1)

Fort "'z, Ref "'2, Will +<l

Defensive Abilities SWdml !TailS, vennin trailS
OFFENSE

Speed fly 20 ft.
Mel~ swarm (1d6)
Space 5 ft.: Reach 0 ft.
STATIsnCS

Str 2, Dex 14, Con 8, Int·, Wis 10, Cha 10
BaseAtk +<l; CMS -6;CMD 6
SQ lesser swarm
ECOLOGY

Environmenl any
Organization solitary
Treasure none
SPEClAlABIUTIES

Lesser Swann (b): A biteme S\Oo~rmonly
occupies a single yfOOl-<'l.lbe.

Benefit: You gain a -+'j bonus on Spellcraft
checks made to decipher magical writings, and
can write d spell into your spellbook in hdlf the
normal amount oftime.

Description: Typically no larger than an
earthworm, these wriggling semi-magical
creatures can often be found in libraries otother
places where large stacks of the pdrchment they
subsist onare rommon. Many aspiring wizards
actuallydis<:owr these creatures eating from their
first spellbook and bond over a like desire to
devour knowledge. Bookworm familian tend to
be somewhat more selective in their dietary
choices than non-familiar bookwonns.

Bookwonn familiars love to spend time
around their master, particularly when he's



studying, and ha~ scholarly, reserved
personalities. Being small enough to fit in a
wizard's pocket, and incapable of keeping up
with a man traveling at walking pace, bookworm
familiars often insist on being kept on their
master's person at all times, something
squeamish wizards find to be a significant
liability. Bookwonnsare also quite insistent on
being fed, and consider magical writings such as
scrolls, or even just pieces of paper with an
,UCdlle mdrkon them, to be great treats, which
improves their ordinarily stony disposition
immensely.

A bookwonn familiar has the following
statistics before familiar traits are applied.

1l00h\\{1I{M I \MIII \1{ {I{, ,(,

xpzs
N Fine vermin
Init H; Senses darkvision 60 ft.; Perception +0

DEFENSE

Ae n, touch n, flat-footed 18 (+4 De~, +8 size)
hp 1 (,d8-S)
Fort -3, Ref +6, Will +()

Defensive Abil ities Vermin Traits
OHENSE

Speed S ft. burrow S ft. climb S ft.
Melee bite +3 (,dz-S)
Space liz ft.; Reach 0 ft.
STATISTICS

Str" De" 18, Con I, Int -, Wis 10, Cha '0

Base Atk +0; CMB -13; CMD I
ECOLOGY

Environment any
Organization solitary
Treasure none
SPECIAL ABILITIES

Decidragon

Benefit: You gain a +4 bonus on Will saving
throws made to resist fear effects.

Description: Adecidragon resembles a
miniature~rsion of a true dragon, except that it is
slightly smaller even than a pseudodragon. Close
eXdmination ofa decidragon revedls that there are
small but noticeable differences from the true

dragons they so closely resemble. These
differences manifest themselves in different ways
from individual to individual, and may be a
subtle as having catlike retractable claws rather
than those typical of dragons, or as dramatic as
having butterfly-like wings rather than the scaly
wings of their larger draconic kin. Some
decidragons have many deviations, though most
have only one, but all are unusual in some way.

\Vhi]e decidragons resemble true dragons,
and indeed share at least some of the personality
traits of the true dragon whose color they share,
decidragons have several distinct traits unique to
themselves. Firstly, decidragons are extremely
playful, although whether this means subtly
encouraging their master to join them in a game,
looking for things to collect, or playing cruel
tricks, depending on the decidragon's personality.
Secondly, decidragons are incredibly loyal to their
masters; even decidragon familiars disposed to
betrayal and mayhem will focus on those around
their master rather than cause him hann
personally. Finally, decidragons tend to be greedy.
They love to be rewarded, and respond positively
to monetary reinforcement.

A decidragon familiar has the following
statistics before familiar traits are applied.

1)I(IIlI{\{,Or\ I \\1111\1{ (I{,~

XPzoo
N Diminutive dragon
Init H; Senses darkvision 60 ft., lowlight vision:
Perception +4
DEFENSE

AC 16, touch ,6, flat footed 14 (H De~, +4 size)
hp II (Jd12+s)
Fort +4, Ref +4, Will +z
Defensive Abilities dragon traits, resist fire S
On-ENSE

Speed 10 ft" fly 30 ft. (good)
Melee Bite +3 (Idz-z)
Spaee' ft.; Reach 0 ft.
Special Attacks flame jet (Su)
STATISTICS

Sir 6, De" '4, Con 14, Int 4, Wis 10, eha '4
Base Atk +1; CMB -5: CMD 7
Feats Toughness



Skills Fly +11. Perception +4
SQ dragon traits
ECOLOGY

[nv;rorllncnt any
Organi7.alion solitary
Treasure none
SP[CIALABIUTlES

Flame Jet (Su): All decidragons possess an
ability 10 breathe fire. Once e\<ery~ minutes, a
decidragon can unleash a hot jet of fire, Slriking a
single larget within 10 feet and dealing Id6 points
of fire damage. A successful Reflex savt' (DC 10 +
Y, thedecidragon's Hit Dice + the decidragon's
Constitution modifier haMs this damage.

Dog

Benefit: Dog familiars only grant a +1 bonus
on Pen-rprion checks, but are~ po..ca fuI in
combat than many fumiliars, and automatically
Imow~ trick presented in lhe Pathfinder
Rolep/.Jying Gdme Core Rukbook.

Description: Dogs are furry, four-legged
CI'Ntures related 10 woh'es, and come in a wide
\lilli1My of distinct breeds. Dog fumiliars lend 10~

of the teniervariefy, small and fit animals suitable
for hunlin$ rats and other pests, bul can~ ofany
breed. Dog familiars tend 10~ slightly larger and
healthier-looking than other dogs of their breed,
and always M<e glossy coats which do not shed.

While ordinary dogs are often renowned for
their intel.l.igence, dog familiars are e\o<en more so,
and~ a glint of cleverness in their~ from the
moment oftheir bonding. loyal toa fault, dog
familiars will actively seek to further their
master's agenda and often do so with a surprising
lack ofconcern for their own ..<ell-being.
something their masters might find frustrating.
They haw level-headed personalities, which lend
themselws ~llioplanning and taclics. As such,
they lend to underlake actions with a surprising
level ofguile. In combat they guard their masters
fiercely unless giving a direct order to perform
some other task.

See the Pathfinder 8esl.iary for information
on a dog's statistics before applying familiar traits.

Goldfish

Benefit: You can hold your brealh 5 times
longer than nonnal.

Description: These miniscule freshwatel
fish can be found in many riwrs and ponds
around theworld. The typical goldfish familiar,
~r, has bet-n bred in captivity, usually by
wizards, for the pmpose ofserving as a familiar.
Being solllt"Wbat smaller than their mundane
cousins, goldfish familiars are typically
uotic-eolored and feature unusual patterns in
their scales. They must be carried ina bon'l filled
with "'-<ller while on land; howo'e\ll:'f, unlike their
mundane kin, goldfish familiars are al home in
either fresh or sallWilter and can surviw in
cli.mates ranging from cokl to tropical.

Being longer--liwd and vastly more
intelligent than their more ordinary relatives,
goldfish familiars make highlysuit<lble
companions and howe a person;tble, friendly
di5position matched by f__ familial'5. Unlike their
mundane brethren, they haW' long memories and
are ren<:JWOned for their ability 10 remember
obscure infurmation, and often serve their
masters by remembering things thai they don't
~ time to think about. Ofcourse, thisdoesn'l
~useful to master.; who cannot: speak to their
familiars.

A goldfish has the foDowing statistics before
familiar traits are applied.

(,(llllll'lHI\\llll\R tR"l>

XP ;:5
N Fine animal (aqualic)
(nil +1; Senses darkvision 60 fl.: Perception +0
DEFENSE

AC 22, lauch n, flJ,l-footed L8 ("'4 Dex, +8siu)
hp l (ld8-S)
Fort -3, Ref +6, Will +0

Defensive AhiJit.ies vermin lraits
orHNH
Speed 5 ft. swim L5 ft.
Melee bite +3 (ld2-5)
Space 1{2 ft.; Reach 0 ft.
STATISTICS

Sir I, Dex L8, Con 1, InIL, Wis 10, Cha 10



Base Atk +0; CMU -9: CMO 5
Feats Skill Focus (Swim)
Skills Swim +'0
ECOLOGY

Environment any aquillic
Organization 50Iitary
Treasure none
SPEClAlABIUTlES

Ooze

Benefit: You gain dcid resistdnce S.

Description: All ooze fdmilidrs dre tiny
crearures comprised ofdn exceptionally
asI:ringoE-nt liquid. The color and pt«ise
ronsistency ofthese Cl'edtut"eS vdries widely from
individual to individual, though many seem to
reflect their m.ts:ter's personality in their
appearance. Though inCdp<1b~ofvocaliurion,
ooze familiars can use their amorphous
physiology to express their rodiment.uy thoughts
and feelings ....irh d startling drrayofbody
language, and more intelligent ooze famili.us can
~n a!tertheir fonns to commUnKdle by forming
complex images 10 express themsel...~, using d
sort ofsign language reminiscent ofd game of

"""""~
In tenns of temperament, ooze familian~

often highly energetic and clingy, exuberantly
following their lTI3Slers where\'n they tra\-'l:!I.
Ooze famili.us enjoy being held or being aIlOl'''~

to perch on their master's shoulder, and tend to
sulk when not dllO'l<-"ed to do 50. When faced with
d~, ooze fdmiliars dre surprisingly pragmatic,
engagmg f~ that seem unrhredleningand
exercising cdution when faced with d more
dangerous silU<1tion. These b.uic Idctics often
Iud mages to assume thaI the ooze familiar's
simple attitudes lTIoly belie a greater intellect.

An ooze fdmiliar has the following statistics
before familiar traits are dpplied.

()()/II\\lIlt\R {Il,~

XP<l.OO

N Tiny ooze
Inil u; Senses blindsi~hl60 ft.; Perceplion +0

OEFENSE

AC 14, louch 14, nal-fooled 12 (u Dex, +1. size)
hp 9 (,d8+S)
Fort "'2, Ref +1., Will +0
Defensive Abilities ooze traits, aSlringent body
OFFENSE

Speed 20 ft., climb ro ft.
Melee Slam d (ldz-.1 plus Id4 dcid)
Space 1.-1/1. ft.; Redch 0 ft.
STAl'ISnCS

Su 2.,))ex 14, Con 14, Inl -, Wis 10, eha 10
Base Alk +0; CM B -6; CM 0 6
Feats Toughness·. Wedpon Finesse·
SQ amorphous form, blind, blindsight 60 ft.,
familiar's intelligence
ECOlOGV

Environment underground
OrganiUlion solilary
Treasure non~

SPEClALABIUTlES

Amorphous Body (Ex); An ooze familiar's
body isamorphous and highlyarricuLate, aIlOYo-ing
it to change its form into any shape dod .lIter its
dimensions as it wishes, provided il maintdins the
samt'mass. For instance, it mighl be<:ome halfas
long and twice as wide or hokI the shape ofd
sphere or a cube. This dbility nevn dffects ils space
or reach, ootd~allow it to squene inlO any
space larger th.md I-inch diameter.

Astringent Body (Ex); The body ofdn ooze
famili.u- is acidic, dealing damage to any surface it
touches. Whern"W'l" d creature deals damage to an
ooze familiar y,ith an unarmed or na.tural attack, it
suffers 1<4 points ofacid damage.

FdmiIiU'S Intelligence; An OOle familiar
that has been bonded dS a familiar becomes
~telligent, using the intelligence score dicuted by
Its master's level, as outlined in the P.lIhfinder
RQlepldying Gdme Core Rulebook.

Sprite

Benefit: Sprites dre somewha.t more
intelligent thandn ordinary familiar and ca.n speak
Sylvan, con~rsing with their ITIolster orother
creatures which understand that wild tongue.



AC '7, touch '7, flal-fooled '4 (+) Dex, +4 si:(e)
hp 7 bd6)
Fort +0, Ref +3, Will +3
OHENSE

Speed 10 ft., fly 30 ft. (good)
Melee Dagger +0 (I damage)
Space 1 ft.; Reach 0 ft.
STATISTICS

"PHI r I I \MIII \H (f~, ~

Environment any
Organi~tion solitary
Treasure none
SPECIAL ADILITIES

XPzoo
N Diminutive fey
Init +7: Senses lowlight vision; Perception +4
DEFENSE

Str I. Dex \6, Con 10, Int IZ. Wis 8. Chal4
Base Atk +1; CMB ·8: CMD 5
Feats Improved lntiative
Skills Bluff +7, Diplomacy +7, Fly HZ,

Knowledge (arcana) +3, Knowledge (namre) +6,
Pl'rception +4, Spcllcraft +)
Languages Sylvan
SQ faerie lights
ECOLOGY

Faerie Lights (Ex): Whenever the sprite is
flying, it glows bright azure, shedding a soft but
powerful light from its body.1his light raises the
illumination by 1 step within 10 feet of the sprite.

Description: A sprite is a miniscule fey,
roughly I inch tall, which resembles an attractive,
sky blue elf. Despite their sIllilIi size, sprites often
dress in elaborate tunics and robes created from
flov.~rpetals and similar natural IIliIterials. While
the sprite's tiny size IIliIkes it virtually invisible
under most circumstances, when the tiny crt'dture
takes to theair a powerfully bright azure light
surrounds it with a radiant aura, leaving litde
doubt as to its presence.

While the personalities of sprites vary
drastically from individual to individual, most
tend to be worldly, orat least learned, and are
often eager to share their experiences with their
masters. Many IIliIges find sprite familiars to be
annoyingly flirty and it is not uncommon for a
sprite familiar to develop a roIllilntic interest, bor­
dering on obsession in extreme cases, in their
masters, seemingly unbothered by the obvious
complications.

A sprite familiar has the following statistics
before familiar traits are applied.
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Funhennore, even though the sprite can only
spea.k Sylvan, it understands any Language its
master speaks, and can obey commands issued in
virtually any dialect. Finally, once per day the IIliIge
can consult the sprite on IIliItters ofoccult lore by
spea.king to it forat least ten minutes, effectively
granting the IIliIgea +2 bonus on the next
Knowledge skill check he IIliIkes.



.Appendix 4:
..Alternate Arcane Bonds..

IllS(ead ofselecting a bonded item ora
familiar, a wizard can choose one ofthe follOl'ing
arcane bonds inst~d.

Elemental

Milges whocboose toundenab this arcane
bond select a single pri.mal dement '4ith which
they feel a special connection. As the mage hones
his skills., his bond 'A-ith this dement strengthens
and he gains additional abilities ~Lued to his
chosen element. 1he elements a mage can choose
from, as '4,,11 as what abilities he gains and al
which It'\'els, a~ outlined beIaw.

Air: You feel a strong connection with
elemental air and have embraced the powerof
stonns and serenity of calm winds with equal
felVOr.

ISllevel: Your ties to the element ofair grant
you additional spellcasting prowess. Once per day
you may cast one of the following spells as a
spell-like ability: ft'drher fall, jump, or unseen
serl'anl. You may use this ability oneaddilional
time per day for ew:ory 2 wizard lewis you possess
beyond lSI' until lOth ~,at which point you can
use lhis ability at will.

5th /el"':You gain rt'Sislanl'e to electricity $-

. '5th /evrl: Yourdectricityresisfance
lfICft'<lSot'S to 15-

uxh /t'1-'H: You gain the air subtypeand a fly
speed of30 feet '4ith perfect lIIiIIlI'U\-~bility.

Euth: You fed a strong connection '4ith
elemenlal earth and ba.~ emociK1'd lhe (lO\"''t'l' of
mighty volcanOl"S and the 5e1'51ity of mountains
with equal felVOr.

1st lew!!/: Your ties to the dement ofe-anh
grant you additional spelkasting prowess. Once
per day you may cast one of the following spells as
a spell-like ability: detect secret doors, magie
stone, or pass w;thO/Jt trace. You may use this
ability one additional time perday for I'Vt'ry 2
wizard levels you possess beyond 1st until loth
level, at which point you may use this ability at
will.

'jlh /el"el: You gain resistance to acid $-

15th /ell'l: Youracid resist.lllce iIx=ases to I$­
20th 1t'\,,1: You gain the earth subtype and a

bunuw speed of3D feet, and you may bunuw
through mefal and solid minerals.

F~: You feel a strong connection '4ith
d~tal fino, and~ embraced the (lO\"'l'I" of
mighty infernos and serenity ofa hwnble c.mdle
with equal ferwx-.

1st /el"t'l: Your lies 10 Ihe elemenl of fino, grant
you additiona.! spelkasting pt'O\o'l'SS. Once per day
you may casl one of the following spl"lls as a
speU-likeabiliry: burning hands, endure ele­
ments, or produce fLunes. You may use this ability
one additional time per day for every 2 wizard
levels you possess beyond lSt until wth level, at
which point you can use this ability at will.

5th level: You gain resistance to fire 5.
15th level: Your fire resistance incre-aSt'S to 15.
loth level: You gain the fire subtype, and all}'

creature that damages you with a melee attack
with a natural weapon ora manufactured melee
....'l'apon without reach suffers 2d6 points of fire
dillIlilge.

Water: You feel a strong colU'l«t:ion '4ith
elemental air and h.n"embraced th~(lO\"'l'Cof

stonns and serenityofcalm '4inds '4ith equal
r~.

1st Jt'\l'l: Your (ies to the element ofWiI.(fi

grant yuu additional spellcasting pIlM'1'SS. Once
per&yyuu IIldYcast one of the following spells as
a spelI-likeabiliry: chill touch, create lO'ater, or
obscuring mist. You may use thisabilityollt'
additional time per day for t'\"ry 1 wizard 1t'\,,1s
you possess beyond 1St untiltoth It'\l'l, at which
pointyuu can uS!' this ability at will.

5th level: You can hold your breath
underwater for up to one hour at a tifIll".

'5th level: You canact underwater as though
you ...."reaffected by the spell freedom of
mO\'l'ment.

loth le~"I'I: You gain the water subtype and a
swim speed of 60 feet.



Location

Wizards with this arcane bond have
developed a magical connection with a specific
physical location, which may be no more than I

square mile and has dedfly definable borders. For
instance, a wizard might be bound to his family
estate or specific stretch of forest between two
riwrs. So long as he remains within his location,
the wizard can draw upon the innate magic of that
place to fuel his spells. This manifests in one of
three ways, as outlined below.

Font orMaSic: So long as you remain within
your location, you can prepare an additional spell
for every spell level you can cast.

Well orPower: So long as you remain within
your location, you gain a +2 bonus to the saving
throw 0Cs ofyour spells.

Prolected Domain: So long as you remain
within your location, you gain a +4 resistance
bonus on all your saving throws.

You must choose one of these benefits each
dayyou remain within the bound location, when
you prepare spells. You inunediately lose the
chosen benefit ifyou leaw the bound area, and do
not regain it ifyou later return until you have
prepared spells again within your bound location.

You maydtange thearea to which this bond
applies once per month witha special ritual that
takes 24 hours. You must spend the entire 24
hours within the bound area, and can take no
actions other than perfonning the ritual. This
ritual requires special incense worth 100 gpo
Additionally, because more ~"erful mages
maintain stronger bonds to their previous
location, changing locations requires an
additional 1,000 gp per wizard level in special oils.

Spellbook

While on the surface this arcane bond might
appedf to be just one incarnation of a bonded
item, in truth it functions quite differently. The
bond must be created with a grimoire or similar
spell-filled tome, and affects only the wizard's

relation with this spellbook: if the book falls into
the hands of another wizard, he gains no special
bonus from it. The wizard bound to the spellbook
gains a number of benefits as a result of this
bond, which are outlined below.

Benefit: Firstly, the wizard may copy any
spell from a scroll or another spellbook into his
spellbook as a standard action, without
expending any additional resoun:es. Spells copied
from scrolls still destroy the scroll as part of the
process. Secondly, the wizard's spellbook can
magically hold any number of spells despite
ordinary limits on page count. Finally, once per
day byspending 10 minutes concentrating, the
wizard may exchange a single spell he currently
has prepared and which he has not yet cast today
for another spell of the same level contained
within his spellbook. lhis chosen spell is stored
in his mind as though prepared in the normal
fashion.

Spirit

Mages with this arcane bond are often
mistaken for orades or spiritualists. In fact, many
wizards who select this bond also pursue careers
which involw working doselywith departed
spirits. The spirit to be bonded with must at one
time have been living and must have a powerful
emotional connection to the mage; for this
reason, the aspiring wizard often chooses a
fonner family member or dose personal friend to
be the subject of the bond. Spirits bound in this
wayare not bound or restricted from pursuing
their afterlife as a result of this bond, and indeed
even if the subject is restored to life the mage's
bond with the spirit persists. Because of this, it is
believed that the wizard only binds a shade or an
imprint of thedeparted creature's soul, rather
than the deceased's spirit itself.

The personality of the spirit is identical to its
personality in life, and it possesses whatever
knowledge it had when it died, as well as any
insights it may haw gained asa result of its death.
The spirit dwells within the mage's body, and
cannot leave him. It sees only what he sees, hears
what he hears, and feels what he feels. See
invisibility or Iruesishl reveals the spirit asa
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translucent image superimposed on the mage,
and detect magic and similar effects reveal the
mage as being surrounded in an aura of the
necromancy school.

The spirit in question has a limited ability to
communicate with the wizard, which depends on
the time ofday, as outlined below.

Dawn or dusk: May Sd)'short sentences,
speaking no more than once per hour, and no
more than 10 l,\ourds at a time.

Daylight; Mayspeak only a single word once
per hour.

Night; Mayspeak freely, though not fora
total time of more than 1 hour per night.

Benefit: This arcane bond offers the wizard
two distinct benefits, firstly due to his knowledge
of spirits the wizard's spells are fully functional
against incorporeal creatures. Additionally the
bound spirit grants additional insight into the
wizards potential, and whenever he would gain a
wizard bonus feat he may instead choose any
feat for which he qualifies.



..Appendix 5:
OptionaLMaterjal Components

Presented here an' extra spell components
you can choose to expend when casting a spell, in
addition to any nonnal material components. If
you do so, they provide additional effects, as
outlined in the individual components'
description. You may apply only one extra
component toa spell at a time, unless otherwise
noted in the components entry. Some extra
components can only be used when casting a
certain type ofspell, as denoted in the
component's entry. They are presented in
alphabetical order.

Spell Component

Liquid elecnum
Spell cloud
Caster's friend
Golden barb
Frost worm shard
Incense ofclarity
Ooze blood
Salmander's tounge
Storm's eye
Angel hair
Bone dust
Bronze dragon scales
Doppelganger's heart
Gilded cube
Kraken's eye
Nymph's tears
Gorgon's veil
Phoenix feather
Gem of the elements
Golem Nne
Shifler's friend
Lillend's feather
Archmage's blood
Mage bane
Horns of the great stag
Sphinx tail
Symbol of blackened ivory
High mage's finger bone
High priest's finger bone
Tooth of the dragon

Price

300 gp
loogp

400 gp
400 gp
500 gp
500 gp
500 gp
500 gp
soogp
750 gp
75° gp
750 gp

750 BP
750 gp
750 BP
gooBP
1,500 gp
1,000 gp

3,000 BP
),000 gp
),000 gp
4,000 Sp

5.000 BP
5.500 gp
6,000 gp
6.000 gp
6,000 gp
8,000 Sp

8.000 BP
8,000 SP

Angel Hair: This silvery strand is from the
head ofa good outsider and must have been
freely given in order to have any effect. An angel
hair can be applied as an extra component toany
spell with the healing subschool. Spells
augmented by an angel hair are treated as though
affected by the Maximize Spell metamagic feat.
This does not cause the spell to take upa higher­
level spell slot, or increase the spell's casting time.

Archmage's Blood: This crystal vial contains
the blood ofa mage capable of casting 9th-level
spells and has been specially enchanted to carry
even greater magical potency. Archmage's blood
can be applied as an additional component toany
spell. Spells augmented byarchmage's blood can
be cast within an antil1l<JS;c field, albeit with a
30%chance of spell failure.

Bone Dust: This mealy powder is from the
crushed skull ofa human who died of natural
causes and can be applied as extra component to
any spell of the necrornancyschool. Spells
augmented by bone dust make the target
nauseated for 1 round, in addition to any other
effects of the spell, unless he succeeds on a
Fortitude Silve. Use the spell's save DC as the DC
for the nauseated effect.

Bronze Dragon Scales: This small pouch
contains zo specially prepared scales obtained
from an adult bronze dragon and can be applied
as an extra component to any spell of the
abjuration school. Spells augmented by bronze
dragon scales are treated as though affected by
the Extend Spell metamagic feat. This does not
cause the spell to take upa higher-level spell slot,
or increase the spell's casting time.

Caster's Friend: This potent pml'der is made
from the ground-up horn of a unicorn and can be
applied as an extra component toanyspell. Spells
augmented bycaster's friend pierce through
magical defenses, granting the mage a +3 bonus
on caster level checks made to overcome spell
resistance for the purposes ofthat spell.



Doppelganger's Heart: This alien-looking
organ is the actual heMt ofa doppelganger and
can be used to improve the effectiwness of spells
which alter the physical fonn. A doppelganger's
heart may beapplied as an extra component to
any spell of the polymorph subschool. A spell
augmented by a doppelganger's heMt grants the
target an additional +4 enhancement bonus to
Strength for the duration of the spell.

Frost Worm Shard: This pale blue shard is
all that remains ofa slain frost \o\o"Qnn. A frost
wonn shard may be applied as an extra
component toanyspell with the cold descriptor.
Spells augmented by a frost wonn shard deal an
additional 1 point of damage per damage dice.

Gem of the Elements: These extremely rare
gems can only be mined in the calderas of active
volcanoes and have a powerful magical effect. A
gem of the elements can beapplied as an extra
component toanyspell. Damage dealt by spells
augmented by a gem of the elements ignofeSany
energy resistance the target might haw. This
effect does not bypass inununity to any energy
<ype.

Gilded Cube: This small rube is made from
wood and gilded with gold in a ritual pattern
before being left in the moonlight for at least 4
hours. A gilded rube can be applied as an extJ'il.
component toanyspell. Spells augmented by a
gilded cube are l:fedted as though your caster level
were 2 higher than it actually is.

Golden Barh: This 7-inch piece of solid gold
is wickedly barbed and can be applied asan extra
component toanyspell which requires a ranged
touch attack. Spells augmented by a golden barb
deal an additionall point of damage percaster
level on a successful hit.

Golem Bane: This iron grey powder is
extremely rare and can only be found in the most
remote desert mines. Golem bane can be applied
as an extra component to any spell. Spells
augmented by golem bane can affect creatures
with spell immunity as though they didn't haw
spell immunity.

Gorgon's Veil: This thin shimmering doth
came from a meduSil, though any similarly
difficult to acquire wi! can supply a like magical
effect. A gorgon's wil can be applied as an extra
component to any spell of the glamer or figment
subschool. Anyspell augmented by a gorgon's veil
cannot be disbelieved until 1 minute has passed
from the time of casting.

High Mage's Finger Bone: This tiny ancient
bone once belonged toa powerful wizard and is
carved with minute runes. One or more high
mage's finger bones can beapplied to any arcane
spell. When casting a spell augmented by a high
mage's finger bone, you can have it be treated as
though it were affected by any metamagic feat you
know without increasing the casting time, so long
as the modified spell level doesn't exceed the
spell's actual level by more than I. Multiple high
mage's finger bones can beapplied to the Silme
spell to use a metdIllilgic feat which ...."Quld raise
the spell's level higher than H, in which case the
metamagic feat to be applied cannot raise the
spell's level higher than the spell's level + the
number of high mage's finger bones used to
augment the spell.

High Priest's Fmger Bone: This tiny ancient
bone once belonged toa powerful cleric and is
carved with tiny runes. One or more high priest's
finger bones can be applied to any divine spell.
When casting a spell augmented by a high priest's
finger bone, you can haw it be treated as though it
were affected by any metamagic feat you possess
without increasing the casting time, so long as the
modified spell level doesn't exceed the spell's
actual level by more than I. Multiple high priest's
finger bones can be applied to the same spell to
use a metamagic feat which \o\o"Quld raise the spell's
level higher than H, in which case the metamagic
feat to be applied cannot raise the spell's level
higher than the spell's level + the number of high
priest's finger bones used to augment the spell.

Horns of the Great Stag: These gilded horns
came from a stag that died of old age, and lose
their magical potency one week after the
creature's death. Homs of the great stag can be
applied to any spell cast by a druid. Spells
augmented this way do not consume a spell slot.



Incense of Clarity: This special incense
must remain at an elevation of 10,000 feet above
sea lew-I for at least one week before it is ready to
be used. Incense ofclarity can be applied as an
extra component to any spell of the divination
school. Any spell augmented by incense of clarity
has its casting time reduced by half (minimum I

standard action).

Kraken's Eye: This massive eye appears as
though it could have come from a kraken or
similarly large creature and has been petrified. A
kraken's eye can be applied as an extra component
toanyspell of the conjuration school. Spells
augmented by a kraken's eyeare affected as
though by the Widen Spell metamagic feat. This
does not cause the spell to take upa higher-Iew-I
spell slot, or increase the spell's casting time.

Ullend's Feather: This rainbow feather was
willingly gi~n by a lillend and loses its magical
potency if the creature it came from dies or leaves
the plane. A lillend's feather can be applied as an
extra component to any spell cast by a bard. Spells
augmented by a lillend's feather do not consume a
spell slot.

Liquid Electrum: This 8-ounce vial of
molten electrum can only be applied to spells of
the evocation school and grants a +1 bonus to the
saving throw DC of the spell.

Mage Bane: This shocking violet flower only
grows on ground where a wizard or similar
spellcaster is buried. Mage bane can be applied to
any spell as an extra component. Spells
augmented by mage bane cannot be countered.

Nymph's Tears: TIlls clear liquid is
comprised of the tears of joy from a nymph and
must be used within 1 week of bottling or lose its
effectiveness. Nymph's tears may be applied as an
extra component to any spell of the enchantment
school. Spells augmented by nymph's tears are
treated as though affected by the Silent Spell and
Still Spell metamagic feats. TIlls does not cause
the spell to take up a higher-level spell slot, or
increase the spell's casting time.

Ooze Blood: TIlls slimy mucus was collected
from three slain grey oozes and is contained in a
specially treated glass bottle. Ooze blood may be
applied as an extra component toanyspell with
the acid descriptor. Spells augmented byooze
blood deal an additional 1 point of damage per
damage dice.

Phoenix Feather: This crimson feather is
from a phoenix and can be applied as an extra
component toanyspell. Spells augmented by a
phoenix feather new-r cause their target to suffer
negative levels as a result of the spell (for
eXdmple, ifyou cast energydrilin or rilisedeild
augmented by a phoenix feather, the target would
not gain any negative lew-Is).

Salamander's Tongue: This slimy muscle is
hot to the touch and was cut out ofa salamander
while it still lived. A salamander's tongue may be
applied as an extra component toanyspell with
the fire descriptor. Spells augmented by a
salamander's tongue deal an additional 1 point of
damage per damage dice.

Shifter's Friend: This gleaming oil was
extracted from a number ofexotic fish, then
mixed with wolfsbane and sprinkled with
humanoid blood. Shifter's friend can be applied
as an extra component to any spell of the
transmutation school. Spells augmented by
shifter's friend cause their target to become one
size category smaller, as though affected by the
spell reduce person, except that it can affect
creatures ofany creature type. A successful
Fortitude save (DC equal to the saving throw DC
of the spell to beaugmented) negates this effect.

Spell Cloud: This pO'.\-'erful vapor is created
by an alchemical reaction between a selection of
rare salts dredged from the deepest part of the
ocean. Aspell cloud can beapplied as an extra
component to any spell. Any attempts to identify
a spell augmented by spell cloud as it is being cast
automatically fail.



I.....: Cl Can Stock Photo Inc.!AIgoI~

Sphinx Tail: This is a tail taken from a still­
Living sphinx and loses its potency if the creature
it came from dies. A sphinx tail can be applied as
an extra component to any spell cast by a sorcerer
or wizard. Spells augmented by a sphinx tail do
not consume a spell slot.

Storm's Eye: TIlls tiger's eye quartz was
stricken twice by lightning and smells ofozone. A
storm's eye may be applied as an extra component
toany spell with the electricity descriptor. Spells
augmented by a storm's eye deal an additionall
point of damage per damage dice.

Symbol of Blackened Ivory; This holy
symbol is crafted from ivory taken from a bedst

which no longer walks the mortal realm, and
loses its magical potency one week after crafting.
A symbol of blackened ivory can be applied to any
spell cast by a cleric or oracle. Spells augmented
by a symbol of blackened ivory do not consume a
spell slot.

Tooth of the Dragon: This razor-sharp fang
came from an ancient dragon. A tooth of the
dragon can be applied asan extra component to
anysegmented spell. When you cast a spell
augmented by tooth of the dragon, treat it as
though an additional segment of the spell had
been cast. In the case of layered segments, you
only gain the benefit ofthe latter of these two
segments.
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