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Introduction

From the misty swamps come these secret spells
of primal and potent magic. The spells presented in
this book are meant to inspire a feeling of primal and
dread power used by the denizens of the marshes and
swamps. While these spells are perfect for swamp-
dwelling shamans and evil lizardfolk witch doctors, any
character desiring to utilize potent plant, poison, and
earth magic will find these spells a useful addition to
their repertoire.

New Spells

The following spells are presented in
alphabetical order.

BITTER BERRY

School necromancy; Level cleric 1, druid 1, sorcerer/
wizard 1, witch 1

Casting Time 1 standard action

Components V, S, M/DF (ground mosquitoes)
Range touch

Target fruit-bearing plant touched

Duration 1 day/level

Saving Throw Fortitude negates; see text; Spell
Resistance no

You cause the fruit of a plant to wither and die,
and it their place grow several berries filled with the
corruption and sickness of your swampy homeland.
The target plant immediately sprouts a wealth of
healthy-looking fruit which appears both edible and
highly nutritious; only with a successful Survival or
Knowledge (nature) check (DC 10 + your caster level +
your primary spellcasting ability score) can the truth
about these fruits be discovered. Any creature which
eats the fruit brought forth by bitter berry suffers 1 point
of bleed damage and gains the sickened condition for
24 hours; a successful Fortitude save negates this effect.
Regardless of whether or not the save is successful, the
fruit does provide food sufficient to sustain a Medium
creature for 24 hours.

BLACK RAIN

School transmutation; Level druid 5, sorcerer/wizard
5, witch 5

Casting Time 1 minute

Components V, S, M/DF (a black pearl worth 200 gp) %

Range 1 mile

Area 1-mile-radius emanation

Duration 1 hour/level

Saving Throw Fortitude partial; Spell Resistance no

You transform the rain in the area into noxious
black water, causing afflictions to take hold more
readily and severely irritating the bodies of creatures
in the area. This spell can only be cast outdoors while
it is raining; the rain then continues to fall for the
spell’s duration, regardless of what the weather would
have otherwise done (though it must be raining each
round you spend casting the spell). The water from
the rain is transfigured by your magic, becoming black
and obviously unnatural, and taking on a horrible
smell of decay. Creatures in the area of the rain must
make a Fortitude save every hour or become fatigued.
Additionally, the black rain causes curses, diseases,
and poisons to thrive within the rain. The saving throw
DC to resist any curse, disease, or poison within the
spell’s area, as well as any spell with those descriptors,
is increased by 5. Further, creatures that are normally
immune to one or more of those conditions can be
affected by it as though they were not immune, though
they gain a +5 bonus on their saving throws to resist the
condition they would normally be immune to.

When you cast this spell, you may choose a
specific group of people to exclude from it. You can
choose to exclude up to 1 individual per caster level, or
you can choose to exclude an entire type of creatures
(if you choose to exclude humanoids or outsiders, you
must also choose a subtype).

BLIGHT BOMB

School necromancy; Level druid 4, sorcerer/wizard 4,
witch 4

Casting Time 1 standard action

Components V, S, M/DF (a rotten apple core)
Range medium (100 ft. + 10 ft./level)

Target one plant of at least Small size or one plant
creature

Duration instantaneous

Saving Throw Fortitude negates; see text; Spell
Resistance yes

You fill the target plant or plant creature with
blackened ichors that cause extremely rapid decay,




and which expand until the plant bursts, spraying a
bubbling black liquid that damages and cripples nearby
creatures. If the spell targets a non-creature plant, it is
immediately destroyed, exploding in a 10-foot radius
burst of black ichor that deals 5d6 points of damage to
creatures in the area and forces all damaged creatures to
succeed on a Fortitude save or become nauseated for 1
round per 3 levels (minimum 1).

If the spell instead targets a plant creature, the
target receives a Fortitude save to negate the effects
of the spell; if it fails, it suffers 1d6 points of damage
per level. If that damage is sufficient to kill the plant
creature, it explodes and deals 1d6 points of damage per
CR it possessed to surrounding creatures.

FEVER CURSE
School necromancy [curse, disease]; Level druid 6,

~ witch 6

Casting Time 1 standard action

- Components V, S, M/DF (a maggot)

Range touch
Target living creature touched

Duration permanent
Saving Throw Will negates, and Fortitude partial;
Spell Resistance yes

You cause the target to suffer from a debilitating
disease which recurs constantly, festering within him.
After failing the initial Will save, the target is wracked
by a dire disease. The disease forces the victim to make a
Fortitude save initially, then once each day at midnight
until the disease is contracted. Once contracted, the
disease functions as described below, except that it
cannot truly be cured. Successfully curing the disease
merely activates the curse’s magic again, forcing the
target to succeed on saving throws made to resist the
disease every day unless the curse is broken. Breaking
the curse requires a remove curse spell or more powerful
magic, and the caster must succeed on a caster level
check (DC 10 + your caster level).

Type disease, injury; Save Fortitude (DC equals spell’s
DC)

Onset -; Frequency 1/day

Effect 1d4 Con damage; Cure 2 consecutive saves
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LILY PAD MINE

School conjuration (creation); Level druid 3

Casting Time 1 standard action

Components V, S, DF

Range close (25 ff. + 5 ft./2 levels)

Effect 1d4 explosive lily pads

Duration instantaneous

Saving Throw Fortitude partial, Reflex partial; see text;
Spell Resistance no

From the water you conjure forth several
magical lily pads, each crested with a flower which
produces flammable spores when approached by the
unwary. This spell produces 1d4 highly explosive lily
pads, which can be placed individually within any body
of water within range. When a creature approaches
within 10 feet of one of these lily pads, it produces
great gout of spores and explosive gasses. Each creature
within 15 feet of the explosive lily pad must succeed on
a Fortitude save as the spores burrow into him or gain
the nauseated condition for 1d4 rounds. Additionally,
each creature within 20 feet of the lily mine suffers 10d6
points of fire damage; a successful Reflex save halves
this damage. Finally, any amount of hit point damage
from any source, including fire damage from a nearby
lily pad mine, will cause a lily pad mine to detonate,
even if no creature is within 10 feet.

MUD SERPENT

School conjuration; Level druid 1, sorcerer/wizard 1,
witch 1

Casting Time 1 standard action

Components V, S, M/DF (a snake’s fang)

Range close (25 ft. + 5 ft./2 levels)

Target one creature

Duration instantaneous

Saving Throw Reflex negates and Fortitude partial;
Spell Resistance no

You call forth a hideous fanged serpent from the
very earth, which strikes out, sinking its earthen teeth
into its target and injecting him with arcane poison.
This spell can only be cast in an area of natural earthen
ground and causes the serpent to immediately appear,
just in time for one strike. The target is entitled to a
Reflex save in order to avoid the serpent; if he fails, he
suffers 2d4 point of piercing damage and must succeed
on a Fortitude save or be affected by the serpent’s
venom, suffering a -1 penalty to his Strength score per 2
levels (maximum -5 at 10" level) for 1 minute.

POISON PLANTS
School conjuration (creation) [poison]; Level druid 3,
witch 3

Casting Time 1 standard action

Components V, S, M/DF (a dead beetle)

Range close (25 ft. + 5 ft./2 levels)

Area 10-ft. radius emanation

Duration 1 round/level

Saving Throw Reflex negates and Fortitude partial;
Spell Resistance no

From the ground burst writhing vines with
wicked thorns dripping hot golden venom, which
lash out to strangle and impale anything in their way.
This spell can only be cast outdoors in areas with light
undergrowth or similar concentrations of plant life.
Writhing vines wrap about all those in the area, holding
immobile any creature that fails his Reflex save and
continuing to constrict the targets every round. Each
round a target remains trapped within the vines, he
suffers 1d4 points of damage and must succeed on a
Fortitude save or suffer 1 point of Strength and Dexterity
damage from the spell’s poison. While trapped in the
vines, the target is held immobile, unable to act as
though pinned in a grapple (though he is not helpless).
A successful Strength check or Escape Artist check (DC
equals this spell’s DC) can be used to escape the vines.
The spell’s area is considered difficult terrain, and any
creature that enters the spell’s area is required to make a
Reflex save to avoid being entangled by the vines.

PRIMAL AWAKENING

School transmutation; Level druid 8

Casting Time 1 standard action

Components V, S, DF

Range touch

Target animal or magical beast touched
Duration instantaneous

Saving Throw Will negates; Spell Resistance yes

You awaken the latent intelligence in a truly
monstrous creature and bend it to your will. This spell
functions similarly to the druid spell awaken, with the
following differences. Primal awakening cannot affect
plants, but can affect animals and magical beasts, so
long as the magical beast does not have an Intelligence
of greater than 3. Additionally, the creature may not
necessarily befriend you, but may fall under your
control. At the completion of the spell, the target must
succeed on a Will save or fall under your control as the
spell dominate monster for 24 hours, after which time
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previous mental state and becomes free-willed once
more.

'SWELTERING HEAT

School evocation; Level druid 2, sorcerer/wizard 2,
witch 2

Casting Time 1 standard action

Components V, S, M (a lizard’s heart)

Range o ft.

Area 20-ft. radius emanation, centered on you
Duration 1 minute/level

Saving Throw Fortitude partial; Spell Resistance no

You greatly increase the level of heat around
you, causing all cold-blooded creatures to gain in power
while warm-blooded creatures become uncomfortable
and have trouble functioning. All cold-blooded
creatures (such as reptilian humanoids, dragons, and
dinosaurs) within the area or entering the area gain
a +2 enhancement bonus to Strength, Dexterity, and
Constitution so long as they remain within the area.
Conversely, warm-blooded creatures within the area or
- entering the area must succeed on a Fortitude save or
become fatigued for as long as they remain within the
spell’s area.

WEATHER CURSE

School transmutation (curse) Level druid 9

Casting Time 1 standard action

Components V, S, DF

Range touch

Target one living creature, or 200-ft.-radius emanation
touched

Duration permanent

Saving Throw Will negates; see text; Spell Resistance
yes

You curse a single living creature or a single area
to always suffer extremely poor weather. If you cast this
spell on a creature, he is entitled to a Will save to negate
the effect; otherwise, you can control the weather in the
area 200 feet around the target as though by the spell
control weather. You can change what kind of weather
the target is experiencing with a standard action. If
you instead choose to target an area, the weather merely
persists in that area. In either case, a break enchantment
spell or more powerful magic can dispel the effect, if the
caster succeeds on a caster level check.

WITHERING WATER

School transmutation; Level druid 7, sorcerer/wizard
7, witch 7

Casting Time 1 standard action

Components V, S, M/DF (a may fly)

Range touch

Area 30-ft.-radius emanation

Duration 1 round/level

Saving Throw Fortitude partial; Spell Resistance yes

You transmute a large area of water into a
withering acidic liquid which froths and foams in
the presence of living creatures larger than a fish, but
which is otherwise indistinguishable from regular
water. Any living creature of Tiny size or larger that
enters the spell’s area activates the water’s withering
magic. A creature that enters or begins his turn within
the affected area suffers 5d6 points of acid damage and
must succeed on a Fortitude save or suffer a -8 Strength
penalty for as long as he remains within the water, plus
1d4 rounds thereafter. Additionally, swimming in the
water is nearly impossible, as creatures swim at half
speed through the churning waves and suffer a penalty
on all Swim checks equal to half your caster level.
Finally, water affected by this spell cannot be frozen,
even by such magic as a freezing sphere spell, though
any spell which can freeze acid or lava affects the water
normally.
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Permission to copy, modify and distribute the files collectively known as the System
Reference Document (“SRD”) is granted solely through the use of the Open Gaming
License, Version 1.0a.

This material is being released using the Open Gaming License Version 1.0a and you
should read and understand the terms of that license before using this material.

The text of the Open Gaming License itself is not Open Game Content. Instructions on
using the License are provided within the License itself.

The following items are designated Product Identity, as defined in Section 1(e) of the
Open Game License Version 1.0a, and are subject to the conditions set forth in Section
7 of the OGL, and are not Open Content: Dungeons & Dragons, D&D, Player’s
Handbook, Dungeon Master, Monster Manual, d20 System, Wizards of the Coast, d20
(when used as a trademark), Forgotten Realms, Faer(in, proper names (including those
used in the names of spells or items), places, Red Wizard of Thay, the City of Union,
Heroic Domains of Ysgard, Ever-Changing Chaos of Limbo, Windswept Depths of
Pandemonium, Infinite Layers of the Abyss, Tarterian Depths of Carceri, Gray Waste of
Hades, Bleak Eternity of Gehenna, Nine Hells of Baator, Infernal Battlefield of Acheron,
Clockwork Nirvana of Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting
Heavens of Celestia, Twin Paradises of Bytopia, Blessed Fields of Elysium, Wilderness
of the Beastlands, Olympian Glades of Arborea, Concordant Domain of the Outlands,
Sigil, Lady of Pain, Book of Exalted Deeds, Book of Vile Darkness, beholder, gauth,
carrion crawler, tanar’ri, baatezu, displacer beast, githyanki, githzerai, mind flayer,
illithid, umber hulk, yuan-ti.

All of the rest of the SRD is Open Game Content as described in Section 1(d) of the
License.

More information on the Open Game License can be found at www.wizards.com/d20.
The terms of the Open Gaming License Version 1.0a are as follows:
OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who
have contributed Open Game Content; (b)”Derivative Material” means copyrighted
material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)”Open
Game Content” means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered by
this License, including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) “Product Identity” means product and
product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are
used by a Contributor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using”
means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as
Open Game Content, You represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content

You are copying, modifying or distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark ' .. "
in conjunction with a work containing Open Game Content except as expressly ‘
licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content does

not constitute a challenge to the ownership of that Product Identity. The owner of any
Product Identity used in Open Game Content shall retain all rights, title and interest in

and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally distributed under any version
of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of
the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission from
the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of
this License with respect to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all
terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan,
Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on
original material by E. Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason |
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved.
Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene,
with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance
Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original
content from TSR.

Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; Author: Jason
Bulmahn.

Pathfinder Roleplaying Game Ultimate Combat. Copyright 2011, Paizo Publishing, LLC;
Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson,
Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Ultimate Magic. Copyright 2011, Paizo Publishing, LLC;
Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson,
Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Mythic Adventures Copyright 2013, Paizo Publishing,
LLC; Authors: Jason Bulmahn, Stephen Radney-MacFarland, Sean K Reynolds, Dennis
Baker, Jesse Benner, Ben Bruck, Jim Groves, Tim Hitchcock, Tracy Hurley, Jonathan
Keith, Jason Nelson, Tom Phillips, Ryan Macklin, F. Wesley Schneider, Amber Scott, Tork
Shaw, Russ Taylor, and Ray Vallese.

Pathfinder Roleplaying Game Bestiary 3 Copyright 2011, Paizo Publishing, LLC;
Authors Jesse Benner, Jason Bulmahn, Adam Daigle, James Jacobs, Michael Kenway,
Rob McCreary, Patrick Renie, Chris Sims, F. Wesley Schneider, James L. Sutter, and Russ
Taylor, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Brood of the Spider Queen: Spider Bloodlines Copyright 2015, Necromancers of the
Northwest, LLC; Authors: Alex Riggs, Joshua Zaback

Lords of the Leaves: Elven Archetypes Copyright 2015, Necromancers of the
Northwest, LLC; Authors: Alex Riggs, Joshua Zaback

Wells of Wonder: Arcane Fonts Copyright 2015, Necromancers of the Northwest, LLC;
Authors: Alex Riggs, Joshua Zaback
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