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Introduction

As a general rule, most rebels fight something of an
uphill battle: outnumbered and outgunned by the tyrannical
- oppressors that they seek to overthrow, these poor souls need
all the help they can get. To that end, this book contains a
variety of spells of particular interest to rebels, including
spells that are helpful in covert activities, spells that can aid
in rallying and inciting crowds towards action, and spells that
turn the tools of the oppressors against them, and free those
in bondage.

New Spells

The following spells are presented in alphabetical
order.

ALTER CLOTHING

School transmutation; Level bard o, mesmerist o, sorcerer/
wizard o

Casting Time 1 standard action

Components V, S, M (a sewing needle)

Range touch

Target one outfit touched

Duration 10 minutes/level

Saving Throw Fortitude negates (object); Spell Resistance
yes (object)

You can magically alter a single outfit to resemble
another. You can make the affected garment look like
anything you desire, but attempting to recreate fine details
requires a successful Craft check. The affected garment
cannot replicate materials that are drastically different from
its original composition; for example, a cloth suit could not
be made to resemble a suit of armor.

BONDS OF COMRADERY

School enchantment [compulsion, mind-affecting]; Level
bard 3, mesmerist 3, sorcerer/wizard 4

Casting Time 1 standard action

Components V, S, M (a hunk of beef)

Range medium (100 ft. + 10 ft./level)

Target 20-ft.-radius spread

Duration 1 hour/level

Saving Throw Will negates; Spell Resistance yes

You help people to realize their similarities and get
over their inhibitions in order to work together. All affected
creatures with a friendly disposition towards one or more
other affected creatures become helpful towards those
creatures instead, providing whatever aid they can to their
newfound allies.

CHAINS OF REVOLUTION

School transmutation; Level sorcerer/wizard 5

Casting Time 1 standard action

Components V, S, M (a diminutive dagger)

Range medium (100 ft. + 10 ft./level)

Target one or more unattended ropes, chains, shackles,
manacles or similar bonds, no two of which can be more than
10 ft. apart

Duration 1 round/level

Saving Throw none; Spell Resistance no

You convert the weapons of the oppressor into deadly
and powerful weapons of the oppressed. You transform one
unattended 10-foot section of rope or chain or unattended
pair of handcuffs, manacles, shackles, or similar device
per caster level. The items are transformed into spiked
chains, and any creature that wields them is treated as
being proficient with them. Additionally, the transformed
weapons gain an enhancement bonus to attack and damage
rolls equal to 1/5 your caster level. If used by a creature who
was bound by the rope or chain, or held by the handcuffs,
manacles, shackles or similar device within the last 24 hours,
that creature gains an additional +4 bonus on all attack and
damage rolls made with the weapon.

CONCEAL MEMORIES

School abjuration; Level bard 3, mesmerist 2, sorcerer/
wizard 4

Casting Time 1 standard action

Components V, S, M (a piece of a broken clock)

Range personal

Target you

Duration 1 day/level

You can temporarily suppress some of your own
memories, limiting the information that could be revealed to
your enemies. You may choose to suppress up to 24 hours of
memories per casting of this spell. Memories suppressed in
this way cannot be recalled, extracted, or altered through any
means while under the effects of this spell, and any attempts
to do so instead recall only a pleasant white fog and gentle
buzzing sensation in place of those memories.

CUNNING SOUL TRAP

School necromancy; Level occultist 6, sorcerer/wizard 8,
witch8

Casting Time 1 standard action

Components V, S, M (a pink diamond)

Range touch

Target one possessed creature

Duration permanent

Saving Throw Will negates; Spell Resistance yes

You pull a possessing entity out of a possessed
creature and bind it within the pink diamond used as a focus
for this spell. You must touch a creature which is currently

possessed by another creature, such as by the magic jar spell

or the malevolence ability (this generally requires a successful
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melee touch attack). The possessing entity is drawn into the

‘gem and imprisoned within, unable to get free unless the gem

is destroyed. If the possessed creature had been possessed

by a magic jar spell, he immediately becomes aware of the
vacancy in his body, and may return to his body from the gem
used as a focus for that spell as a free action.

DIE FOR THE CAUSE
School necromancy [death]; Level sorcerer/wizard 8, witch

8

Casting Time 1 standard action

Components V, S, M (a drop of hero’s blood)

Range touch

Target one willing creature

Duration 1 minute/level

Saving Throw Fortitude negates; Spell Resistance yes

You slay a single willing creature for the greater good,
using his sacrifice to fuel your power and defeat your foes.
The target instantly dies, transferring his power to you. You
gain a number of temporary hit points equal to the number
of hit points the target had remaining when you cast this
spell. Additionally, you gain a +8 morale bonus to each of
your ability scores and a +4 bonus to your caster level. The
target cannot be returned to life through any means during
die for the cause’s duration, but his body can be animated
as an undead creature during this time. Creatures affected
by any charm or compulsion effects created by you are
considered to be unwilling for the purposes of this spell.

ESCAPE BONDS

School abjuration; Level bard 1, sorcerer/wizard 1
Casting Time 1 standard action

Components V

Range personal

Target you

Duration instantaneous

You can free yourself from various forms of
constraints. Any chains, manacles, ropes, or similar
constraints binding you loosen and gently fall to the ground,
making no sound upon impact. Locks and similar devices
remain attached to the bonds, if present, and the constraints
can later be used as normal.

INCITE RAGE

School enchantment [compulsion, mind-affecting]; Level
bard 4, mesmerist 4, sorcerer/wizard 5

Casting Time 1 standard action

Components V, S, M (a bloodstained hunk of instrument
quality brass)

Range 6o ft.

Area cone-shaped burst

Duration 1 round/level

Saving Throw Will negates; Spell Resistance yes

You cause an intense desire for violence directed
against a single victim. You designate a single creature
within the area. All other creatures in the area gain a +4
enhancement bonus to Strength and Constitution and
must succeed on a Will save or be compelled to attack the
designated creature until that creature is dead or the spell
ends, whichever comes first.

MAGE BOMB

School evocation [force]; Level sorcerer/wizard 8
Casting Time 1 standard action

Components V, S, M (a dead beetle)

Range o ft.

Effect one orb of force

Duration 1 hour/level or until discharged

Saving Throw Reflex half; Spell Resistance yes

When you cast this spell, you create a harmless orb
of glowing red force energy which explodes at a time you
designate within the spell’s duration, erupting in a 30-foot-
radius burst of force energy which deals 1d10 points of force
damage per caster level to creatures and objects within the
area. A successful Reflex save halves this damage. The orb
created by this spell is about the size of a grapefruit and
glows bright red, making it easy to spot (DC o Perception
check) unless well hidden. Because the orb is harmless until
it explodes, it can be picked up and moved or dispelled at any
time before then, and is no more challenging to move than a
grapefruit.

MAGE’S ERUPTING RIOT

School enchantment [compulsion, mind-affecting]; Level
bard 4, inquisitor 4, mesmerist 4, psychic 5, sorcerer/wizard 5
Casting Time 1 standard action

Components V, S, M (a bent signal whistle)

Range medium (100 ft. + 10 ft./level)

Area 20-ft.-radius spread

Duration 1 hour/level

Saving Throw Will negates; Spell Resistance yes

You cause tensions roiling beneath the surface to
erupt into outright hostility. All creatures in the affected area
are treated as though their disposition towards any creature
they were previously unfriendly towards is hostile, instead of
unfriendly. A creature affected by this spell is not compelled
to commit violence against a creature he is hostile towards,
but is more inclined to do so than previously, and may take
other, non-violent actions to thwart or work against the
object of their hostility.

MARTYR FOR THE CAUSE

School enchantment [compulsion, mind-affecting]; Level
bard 6, cleric/oracle 8, sorcerer/wizard 8, witch 8

Casting Time 1 standard action

Components V, S, M (the tear of a grieving parent)



Range personal
Target you
Duration 1 round/level

You begin to glow with a faint golden light as you

~ declare your dedication to a cause, inspiring others. While
you live, you grant allies within 30 feet a +2 morale bonus to
attack rolls, damage rolls, saving throws, and skill and ability
checks. If you die while under the effects of this spell, the
magic released by your death infuses those nearby, granting
all allies a +6 morale bonus to attack rolls, damage rolls,
saving throws, and skill and ability checks for 1 minute after
your death. Each minute thereafter, these bonuses are halved
(rounded down).

MASS UNLOCKING

School transmutation; Level bard 3, medium 4, occultist 4,
sorcerer/wizard 4

Casting Time 1 standard action

Components V, S, M (a small iron key)

Range long (400 + 40 ft./level)

Area 100-ft.-radius spread

Duration instantaneous

Saving Throw none; Spell Resistance no

You magically unlock a large number of locks. All
locks in the spell’s area are instantly undone if they have a
Disable Device DC of 20 or lower. Additionally, when you cast
this spell, make a caster level check. All locks with a Disable
Device DC less than or equal to your caster level check are
also instantly released. Locks on handcuffs, manacles, and
similar bonds designed to bind a living creature treat their
Disable Device DC as though it were 5 lower than it actually
is for this purpose.

NATURE’S REVOLUTION

School transmutation; Level druid 8

Casting Time 1 standard action

Components V, S, M (a root from a thorny plant)

Range long (400 ft. + 40 ft./level)

Area 50-ft.-radius spread

Duration 1 round/level

Saving Throw Will partial, see text; Spell Resistance yes

You cause the natural world to rise up and cast
off the chains of mankind’s oppression. This replicates the
effects of an entangle spell, except that it does not affect you
or your allies or any creatures of the animal or plant types.
Animals and plant creatures within the spell’s area gain 10
temporary hit points per caster level and their base attack
bonus becomes equal to your caster level (unless their normal
base attack bonus is higher). Additionally, any animals and
plants within the area may immediately make a new saving
throw to resist any charm or compulsion effects that they
may currently be suffering from. Finally, animals and plant
creatures within the spell’s area must succeed on a Will
save or attack your enemies to the best of their ability; even
creatures who succeed on this save may not attack you or

your allies for the spell’s duration. Animal companions and
summoned animals are not affected by this spell.

POWER TO THE PEOPLE

School transmutation; Level bard 6
Casting Time 1 standard action
Components V, S, M (a tiny banner)
Range personal

Target you

Duration 1 round/level

You turn your powers of inspiration upon the
masses, infusing your natural abilities with powerful magic.
All morale bonuses which originate from class features you
possess are doubled and can affect twice as many creatures,
or an area which is twice as large, as appropriate for the
ability. Morale penalties from class features you possess are
unaffected.

REBEL YELL

School evocation [sonic]; Level bard 6, magus 6, sorcerer/
wizard 6

Casting Time 1 standard action

Components V

Range 30 ft.

Area cone-shaped burst

Duration instantaneous and 1 round/level, see text
Saving Throw Fortitude half, and Will negates (harmless);
Spell Resistance yes

You shout out a message of resistance which
damages your foes and strengthens their enemies. All
opponents within the spell’s area suffer 10d6 points of sonic
damage (a successful Fortitude save halves this damage). All
allies within the spell’s area gain +4 morale bonus on attack
and damage rolls for 1 round per caster level.

REPULSE DEVIL

School abjuration; Level cleric/oracle 5, sorcerer/wizard 7
Casting Time 1 standard action

Components V, S, M (a drop of blood from an azata)
Range personal

Target you

Duration 1 round/level

You enshroud yourself in a potent golden light which
repels outsiders who would oppress you. You gain a +4 dodge
bonus to AC and a +4 luck bonus against lawful outsiders and
a +4 dodge bonus to AC and a +4 luck bonus to saving throws
against evil outsiders; these bonuses stack against creatures
that are both lawful and evil. Additionally, whenever a lawful
or evil outsider targets you with a compulsion effect, he must
succeed on a Will save or be stunned for 1 round.

i

pron .

ans b

it AL

el e )




|

IRESIST CONTROL

School abjuration; Level sorcerer/wizard 4
Casting Time 1 standard action
Components V, S, M (an iron bead)
Range personal

Target you

Duration 1 minute/level

You channel your innate rebellious energies in
order to hold off attempts at controlling you. You gain a +2
bonus on all Will saves made to resist charm and compulsion
effects. Additionally, if you become possessed by an entity
which does not displace your consciousness into another
vessel, you may attempt a Charisma check each round to
retain control over your actions.

RISE UP

School enchantment [compulsion, mind-affecting]; Level
bard 6, cleric/oracle 7, paladin 4, sorcerer/wizard 8

Casting Time 1 standard action

Components V, S, M (heart blood from a dragon)

Range medium (100 ft. + 10 ft./level)

Target one creature/level, no two of which may be more than
30 ft. apart.

Duration 1 round/level

Saving Throw Will negates (harmless); Spell Resistance
yes (harmless)

You fill the lowly and downtrodden with the strength
to stand up to their oppressors. The targets gain a +4 bonus to
attack and damage rolls against creatures of a higher CR than
their Hit Dice. Against targets who are 4 or more CRs higher
than the target’s Hit Dice, these bonuses are doubled to +8.

SHATTERGLASS

School evocation; Level magus 1, sorcerer/wizard 1
Casting Time 1 standard action

Components V, S, M (a shard of glass)

Range medium (100 ft. + 10 ft./level)

Area 20-ft.-radius spread

Duration instantaneous

Saving Throw Fortitude negates (object); Spell Resistance
no

You cause all non-magical glass within the spell’s
area to shatter and fly about the spell’s area like deadly snow"
before settling in a pattern evenly distributed about the
ground. Creatures in the area suffer 1d4 points of slashing
damage and the ground within the spell’s area is considered
to be covered in caltrops.

SLEEPER

School enchantment [compulsion, mind-affecting]; Level
sorcerer/wizard 6

Casting Time 1 standard action

Components V, S, M (a pinch of black sand)

Range medium (100 ft. + 10 ft./level)

Target one living creature
Duration 1 day/level or until discharged
Saving Throw Will negates; Spell Resistance yes

You cause a single living creature to be implanted
with an overwhelming compulsion to perform a specific task
you desire. You must specify a single task to be performed,
which must be expressed in no more than 100 words, and
a single condition to be met before the task is attempted,
which must also be expressed in no more than 100 words.
When the condition is met, the target feels an overwhelming
compulsion to perform the required task. After completing
the task, the target loses all memory of what he did during
the task and is not aware of events that transpired while
under the effects of this spell. Additionally, if the target fails
his saving throw, the memory of you having cast this spell
upon him becomes permanently repressed, though it can be
recovered by a modify memory spell or similar effect.

STORM THE WALLS

School transmutation; Level bard 1, bloodrager 1, cleric/
oracle 1, druid 1, inquisitor 1, magus 1, medium 1, mesmerist 1,
occultist 1, psychic 1, sorcerer/wizard 1, summoner 1, witch 1
Casting Time 1 standard action

Components V, S, M (a rabbit shank)

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

Target one creature

Duration 1 round

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

You fill the target with a powerful rush of speed and
agility which allows him to easily cross barriers. The target
gains an enhancement bonus to each of his movement speeds
equal to +10 feet per caster level, and can move up even sheer
vertical surfaces as though they were horizontal surfaces.

TURN ON MASTER

School enchantment [compulsion, mind-affecting]; Level
bard 3, mesmerist 3, sorcerer wizard 4

Casting Time 1 standard action

Components V, S, M (a hunk of beef)

Range medium (100 ft. + 10 ft./level)

Target one animal companion, eidolon, familiar, or phantom
Duration 1 round/level

Saving Throw Will negates; Spell Resistance yes

You erase the bond which gives a character dominion
over one of his most trusted companions, replacing it with
hostility. The target gains a +4 bonus to its Strength and
Dexterity scores and a number of temporary hit points equal
to twice your caster level, and becomes hostile towards its
master, attacking him to the best of its ability. A creature
affected in this way cannot be banished or dismissed by its
master for the spell’s duration.
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