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101 Desert Spells
Typical deserts may include extremely dry, vast, 

sunbaked hills of sand and also the scrubby, 
rocky, mostly dry expanse dotted with cacti. In 
addition, precipitation-free ice sheets, polar caps 
or other stretches of frozen ground are correctly 
identified as desert. This text expands the notion of 
desert terrain to include “desert” as a verb and thus 
to incorporate “deserted” as an option for terrain. As 
such, this book includes long-desolate ghost towns, 
abandoned mines, and other places that are deserted 
of their intended inhabitants as potential sites to 
trigger some bonus effects from some of these spells. 
Most of the spells here will fit one of the traditional 
desert types (generally dry and hot), but there are 
many that extend into these alternative conceptions. 
In addition, many of these spells require components 
that are generally found in deserted areas but are 
themselves quite suitable for areas other than deserts.

Spells Lists
Alchemist Formulae

1st-Level Alchemist Formulae
Arctic Pelt: Gain resist cold 5 and a bonus on 
Fortitude saves against cold dangers.
Lightning Aura: Aura of lightning causes 1d6 
damage to those within 5 feet of you.
Protection from Sand and Wind: Immunity to 
nonlethal damage from sandstorms.

2nd-Level Alchemist Formulae
Color Darkvision: See in full color with darkvision.
Desert Climber: Grant +2 to Perception, Climb and 
Escape Artist checks to avoid and overcome natural traps.
Discerning Sight: Improved long-distance vision 
and +4 on checks made to discern mirages.
Dusty Shroud: Gain fast healing 2 and a blur effect 
when in dusty areas.
Endure Drought: Touched creature avoids fatigue 
from dehydration or starvation.
Firesight: See through fire and smoke without penalty.
Salt Mephit’s Affinity: Touched creatures gain fast 
healing 2 in arid environments and a dehydrating attack.
Sunscreen: Protects against damage and effects 
caused by light.

3rd-Level Alchemist Formulae
Desert Healer: Gain bonuses to speed, skills, armor 
and saves when in desert terrain.
Drake’s Surge: You may take an additional move 
action as a swift action.
Generate Resistance: Target gains the ability to 
create resistance to cold or fire.
Into the Arctic: Gain the benefits of endure elements 
and a +2 on Acrobatics, Perception and Survival 
checks.
Into the Desert: Gain the benefits of endure 
elements and a +4 on Constitution checks to avoid 
dehydration due to thirst.
Superchromatic Vision: +4 or +8 on sight-based 
Perception checks, -2 on saves against sight-based 
effects.

4th-Level Alchemist Formulae
Bursts of Frost and Flame: You can convert cold 
and fire into one another producing damaging 
bursts.
Claws of the Ghul: Claws bypass cold iron and 
magic damage reduction.
Healing Ice: Touch heals cold-subtype creatures or 
damages fire-subtype creatures.
Mirage: Transform into a volume of air and gain 
ability to cause hallucinations.

5th-Level Alchemist Formulae
Endure Drought,Mass: Multiple creatures avoid 
fatigue from dehydration or starvation.
Hag Form, Sand: You become a sand hag.

6th-Level Alchemist Formulae
Cliff Giant Form: You assume the form of a cliff 
giant.
Hag Form, Winter: You transform into a winter hag.

Antipaladin Spells

2nd-Level Antipaladin Spells
Firesight: See through fire and smoke without 
penalty.

3rd-Level Antipaladin Spells
Desert Panic: Targets are overcome by anxiety 
about being unprepared in the desert.
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Bard Spells
2nd-Level Bard Spells
Discerning Sight: Improved long-distance vision 
and +4 on checks made to discern mirages.
Echoes of the Desert: Enchanting sounds echo to 100 
ft. from you, fascinating those who fail their saves.

3rd-Level Bard Spells
Aghasura’s Bluff: Creatures move toward you and 
stand fascinated.
Asleep Unaware: Target falls asleep but believes it 
is awake.
Confer with Desert Animals: Touched animal is 
altered so that it can communicate with you.
Desert Panic: Targets are overcome by anxiety 
about being unprepared in the desert.
Dismiss Undead: Touch drives away undead.
Stave off Loneliness: Create four shadowy 
humanoids to interact with.

4th-Level Bard Spells
Empty Words: Touched creature suffers 1d4 
Charisma damage per round when it uses words.
Mirage: Transform into a volume of air and gain 
ability to cause hallucinations.
Scotomata: Targets cannot see and do not believe 
that you and others you designate exist.

5th-Level Bard Spells
Ghost Story: A phantasmal ghost manifests causing 
2d6 Con damage and panicking multiple targets.
Summon Mirage: Summon a living mirage.

Bloodrager Spells
1st-Level Bloodrager Spells
Arctic Pelt: Gain resist cold 5 and a bonus on 
Fortitude saves against cold dangers.
Jack Rabbit: You transform into a jack rabbit.
Lightning Aura: Aura of lightning causes 1d6 
damage to those within 5 feet of you.
Protection from Sand and Wind: Immunity to 
nonlethal damage from sandstorms.
Sinkhole: A small, short-lasting sinkhole forms 
and the ground shakes violently.
Sunburn: You cause a target’s skin to burn and 
blister causing it 1d4 nonlethal damage/level.

2nd-Level Bloodrager Spells
Amphiptere’s Flight: Bat-like wings grant limited 
flight.
Cone of Salt: Deal 1d4 slashing damage in a 15-ft. 
cone and sicken living targets.
Darts of Light: Produce 1 dart/3 levels which cause 
1d4 damage each on a successful hit.
Desert Climber: Grant +2 to Perception, Climb and 
Escape Artist checks to avoid and overcome natural 
traps.
Discerning Sight: Improved long-distance vision 
and +4 on checks made to discern mirages.
Exploding Rock: A rock explodes causing 2d6 or 
more piercing damage to everything within 10 feet.
Firesight: See through fire and smoke without 
penalty.
Sand Trap: Creates a minor sand trap.
Vertiginous Faller: Curse causes the target to 
experience vertigo whenever it is knocked prone.
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3rd-Level Bloodrager Spells
Aghasura’s Bluff: Creatures move toward you and 
stand fascinated.

Desert Panic: Targets are overcome by anxiety 
about being unprepared in the desert.

Dismiss Undead: Touch drives away undead.

Drake’s Surge: You may take an additional move 
action as a swift action.

Goring Gang: You and your allies gain a horn, a 
gore attack, and powerful charge.

Paralytic Stream: Line of poison causes 1d4 Dex 
damage each round for 4 rounds.

Sha’s Steps: Gain the Following Step and Step 
Up feats.

Wind Chill: Waves of cold air cause 3d6 nonlethal 
cold damage per round for up to 5 rounds.

4th-Level Bloodrager Spells
Amarok’s Aspect: You gain a wolf’s head, +4 to Str, 
Dex, Con and natural armor, and a special bite attack.

Burning Beams: Several beams of burning light 
cause 2d6 fire damage per round.

Bursts of Frost and Flame: You can convert cold and 
fire into one another producing damaging bursts.

Claws of the Ghul: Claws bypass cold iron and 
magic damage reduction.

Flying Grappler: +4 Str, +2 Dex, and the ability to 
fly while maintaining a grapple.

Healing Ice: Touch heals cold-subtype creatures or 
damages fire-subtype creatures.

Swirling Sandstorm: Rapidly swirling electrically 
charged sand causes 1d6/level damage in a 20-ft. 
radius.

Thermal Inversion Line: 120-ft. line causes fire 
damage at one end, cold at the other, and a mix in 
between.

Cleric/Oracle Spells
0-Level Cleric/Oracle Spells
Arctic Pelt: Gain resist cold 5 and a bonus on 
Fortitude saves against cold dangers.

Withstand Heat (or Cold): Touched creatures have 
greater capacity to withstand hot or cold conditions.

1st-Level Cleric/Oracle Spells
Protection from Sand and Wind: Immunity to 
nonlethal damage from sandstorms.
Sunburn: You cause a target’s skin to burn and 
blister causing it 1d4 nonlethal damage/level.

2nd-Level Cleric/Oracle Spells
Century in the Sun: Objects become dried out and 
gain the broken condition.
Desert Climber: Grant +2 to Perception, Climb and 
Escape Artist checks to avoid and overcome natural 
traps.
Discerning Sight: Improved long-distance vision 
and +4 on checks made to discern mirages.
Endure Drought: Touched creature avoids fatigue 
from dehydration or starvation.
Firesight: See through fire and smoke without 
penalty.
Vertiginous Faller: Curse causes the target to 
experience vertigo whenever it is knocked prone.

3rd-Level Cleric/Oracle Spells
Death by Scarabs: Summon a scarab swarm.
Desert Healer: Gain bonuses to speed, skills, armor 
and saves when in desert terrain.
Generate Resistance: Target gains the ability to 
create resistance to cold or fire.
Healing Ice: Touch heals cold-subtype creatures or 
damages fire-subtype creatures.
Into the Arctic: Gain the benefits of endure elements and 
a +2 on Acrobatics, Perception and Survival checks.
Into the Desert: Gain the benefits of endure 
elements and a +4 on Constitution checks to avoid 
dehydration due to thirst.
Ride the Bat: Summons a dire bat that serves as a 
mount.
Sunscreen: Protects against damage and effects 
caused by light.

4th-Level Cleric/Oracle Spells
Benevolent Commands: Use command to bestow 
benefits.
Call the Desert Winds: Four summoned air 
elementals appear as whirlwinds.
Death by Scorpions: Summon a scorpion swarm.
Hunger of the Ghul: Target is sated only by eating 
creatures with particular experiences.
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5th-Level Cleric/Oracle Spells
Call Efreeti: Call an efreeti to serve you.

Create Ghost Town (Lesser): Create a few 
abandoned buildings in a small area.

Endure Drought,Mass: Multiple creatures avoid 
fatigue from dehydration or starvation.

Ghostly Form: Ghostly form composed of shadow 
matter.

Into the Arctic, Mass: Extend the benefits of into the 
arctic to several creatures.

Into the Desert, Mass: Extend the benefits of into 
the desert to several creatures.

Lamia’s Drain: Targets suffer 1d4+level/3 Wisdom 
damage and gain a penalty on saves against 
enchantments.

Lammasu’s Devotion: Transform gaining lammasu 
abilities to defend others.

Life Bane: Melee weapon becomes more powerful 
and more damaging against living targets.

Solar Aura: Gain a powerfully bright aura that 
overcomes darkness and can blind targets.

Summon Winter Wolf: Summon a winter wolf.

6th-Level Cleric/Oracle Spells
Healing Ice, Mass: Heals cold-subtype creatures 
and damages fire-subtype creatures.

7th-Level Cleric/Oracle Spells
Bring Forth The Dustman: Summon a dustman 
creature.

Call Noble Efreeti: Call a noble efreeti to serve you.

Create Ghost Town: Create several abandoned 
buildings within a large area.

Deserted: Target believes it has been abandoned.

Flames of Phlegethon: Excessive heat scalds flesh 
and destroys objects.

Summon Arctic Scourge: Summon a young white 
dragon, winter wolves and ogres.

Summon Mirage: Summon a living mirage.

8th-Level Cleric/Oracle Spells
Summon Crimson Worm: Summons a colossal, 
crimson variant of the purple worm.

Druid Spells
0-Level Druid Spells
Arctic Pelt: Gain resist cold 5 and a bonus on 
Fortitude saves against cold dangers.
Solifugid’s Truculence: +2 on Perception and Stealth 
checks and on saves vs. mind-affecting effects.
Withstand Heat (or Cold): Touched creatures have 
greater capacity to withstand hot or cold conditions.

1st-Level Druid Spells
Cactus: A cactus grants partial cover.
Concentrate Condensate: Move moisture in a 
region onto a 10-ft. square.
Jack Rabbit: You transform into a jack rabbit.
Protection from Sand and Wind: Immunity to 
nonlethal damage from sandstorms.
Sunburn: You cause a target’s skin to burn and 
blister causing it 1d4 nonlethal damage/level.

2nd-Level Druid Spells
Aspect of the Great Roadrunner: Gain +2 Dex and 
+10 ft. to your base speed.
Century in the Sun: Objects become dried out and 
gain the broken condition.
Confer with Desert Animals: Touched animal is 
altered so that it can communicate with you.
Dehydrating Circle: Living creatures take 2d8 
damage from dehydration in 20-ft.-radius burst.
Desert Climber: Grant +2 to Perception, Climb and 
Escape Artist checks to avoid and overcome natural traps.
Discerning Sight: Improved long-distance vision 
and +4 on checks made to discern mirages.
Endure Drought: Touched creature avoids fatigue 
from dehydration or starvation.
Firesight: See through fire and smoke without penalty.
Salt Mephit’s Affinity: Touched creatures 
gain fast healing 2 in arid environments and a 
dehydrating attack.
Sandstorm Sight: See through naturally-occurring 
sandstorms without penalty.
Sunscreen: Protects against damage and effects 
caused by light.

3rd-Level Druid Spells
Caravan of Camels: You and your allies are 
transformed into camels.
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Death by Scarabs: Summon a scarab swarm.
Into the Arctic: Gain the benefits of endure elements 
and a +2 on Acrobatics, Perception and Survival 
checks.
Into the Desert: Gain the benefits of endure 
elements and a +4 on Constitution checks to avoid 
dehydration due to thirst.
Paralytic Stream: Line of poison causes 1d4 Dex 
damage each round for 4 rounds.
Ride the Bat: Summons a dire bat that serves as a 
mount.
Superchromatic Vision: +4 or +8 on sight-based 
Perception checks, -2 on saves against sight-based 
effects.
Wind Chill: Waves of cold air cause 3d6 nonlethal 
cold damage per round for up to 5 rounds.

4th-Level Druid Spells
Burning Beams: Several beams of burning light 
cause 2d6 fire damage per round.
Call the Desert Winds: Four summoned air 
elementals appear as whirlwinds.
Death by Scorpions: Summon a scorpion swarm.

5th-Level Druid Spells
Endure Drought,Mass: Multiple creatures avoid 
fatigue from dehydration or starvation.
Into the Arctic, Mass: Extend the benefits of into the 
arctic to several creatures.
Into the Desert, Mass: Extend the benefits of into 
the desert to several creatures.

Scouring Blast: Short-lived wind blocks vision and 
deals 3d6 damage.
Summon Winter Wolf: Summon a winter wolf.

6th-Level Druid Spells
Biting Winds: Deadly wind emanates from you.
Hag Form, Sand: You become a sand hag.
Sand Surge: Sand and energy move in waves 
outward from you causing 1d6/2 levels damage.

7th-Level Druid Spells
Hag Form, Winter: You transform into a winter hag.
Terra Tsunami: Wave of earth rises 20 feet and 
crushes everything in its path.

8th-Level Druid Spells
Summon Crimson Worm: Summons a colossal, 
crimson variant of the purple worm.

Inquisitor Spells
1st-Level Inquisitor Spells
Arctic Pelt: Gain resist cold 5 and a bonus on 
Fortitude saves against cold dangers.
Protection from Sand and Wind: Immunity to 
nonlethal damage from sandstorms.

2nd-Level Inquisitor Spells
Desert Climber: Grant +2 to Perception, Climb 
and Escape Artist checks to avoid and overcome 
natural traps.
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Discerning Sight: Improved long-distance vision 
and +4 on checks made to discern mirages.

Firesight: See through fire and smoke without 
penalty.

3rd-Level Inquisitor Spells
Desert Healer: Gain bonuses to speed, skills, armor 
and saves when in desert terrain.

Desert Panic: Targets are overcome by anxiety 
about being unprepared in the desert.

Healing Ice: Touch heals cold-subtype creatures or 
damages fire-subtype creatures.

Into the Arctic: Gain the benefits of endure elements 
and a +2 on Acrobatics, Perception and Survival 
checks.

Into the Desert: Gain the benefits of endure 
elements and a +4 on Constitution checks to avoid 
dehydration due to thirst.

4th-Level Inquisitor Spells
Benevolent Commands: Use command to bestow 
benefits.

5th-Level Inquisitor Spells
Into the Arctic, Mass: Extend the benefits of into the 
arctic to several creatures.

Into the Desert, Mass: Extend the benefits of into 
the desert to several creatures.

Lammasu’s Devotion: Transform gaining lammasu 
abilities to defend others.

6th-Level Inquisitor Spells
Healing Ice, Mass: Heals cold-subtype creatures 
and damages fire-subtype creatures.

Magus Spells

1st-Level Magus Spells
Jack Rabbit: You transform into a jack rabbit.

Lightning Aura: Aura of lightning causes 1d6 
damage to those within 5 feet of you.

Sinkhole: A small, short-lasting sinkhole forms 
and the ground shakes violently.

Sunburn: You cause a target’s skin to burn and 
blister causing it 1d4 nonlethal damage/level.

2nd-Level Magus Spells
Amphiptere’s Flight: Bat-like wings grant limited 
flight.

Cone of Salt: Deal 1d4 slashing damage in a 15-ft. 
cone and sicken living targets.

Darts of Light: Produce 1 dart/3 levels which cause 
1d4 damage each on a successful hit.

Dehydrating Circle: Living creatures take 2d8 
damage from dehydration in 20-ft.-radius burst.

Desert Climber: Grant +2 to Perception, Climb and 
Escape Artist checks to avoid and overcome natural 
traps.

Discerning Sight: Improved long-distance vision 
and +4 on checks made to discern mirages.

Exploding Rock: A rock explodes causing 2d6 or 
more piercing damage to everything within 10 feet.

Firesight: See through fire and smoke without 
penalty.

Sand Trap: Creates a minor sand trap.

3rd-Level Magus Spells
Aghasura’s Bluff: Creatures move toward you and 
stand fascinated.

Dismiss Undead: Touch drives away undead.

Drake’s Surge: You may take an additional move 
action as a swift action.

Endless Sands: Target creatures believe they are 
lost in an endless desert.

Generate Resistance: Target gains the ability to 
create resistance to cold or fire.

Goring Gang: You and your allies gain a horn, a 
gore attack, and powerful charge.

Paralytic Stream: Line of poison causes 1d4 Dex 
damage each round for 4 rounds.

Sha’s Steps: Gain the Following Step and Step Up 
feats.

Wind Chill: Waves of cold air cause 3d6 nonlethal 
cold damage per round for up to 5 rounds.

4th-Level Magus Spells
Amarok’s Aspect: You gain a wolf’s head, +4 to 
Str, Dex, Con and natural armor, and a special bite 
attack.

Burning Beams: Several beams of burning light 
cause 2d6 fire damage per round.



101 Desert Spells

8

Bursts of Frost and Flame: You can convert cold 
and fire into one another producing damaging 
bursts.

Claws of the Ghul: Claws bypass cold iron and 
magic damage reduction.

Corrosive Liquefaction: Corrosive acid fills an 
area, completely dissolving creatures and objects.

Flying Grappler: +4 Str, +2 Dex, and the ability to 
fly while maintaining a grapple.

Healing Ice: Touch heals cold-subtype creatures or 
damages fire-subtype creatures.

Swirling Sandstorm: Rapidly swirling electrically 
charged sand causes 1d6/level damage in a 20-ft. 
radius.

Thermal Inversion Line: 120-ft. line causes fire 
damage at one end, cold at the other, and a mix in 
between.

5th-Level Magus Spells
Ghost Story: A phantasmal ghost manifests causing 
2d6 Con damage and panicking multiple targets.

Hag Form, Sand: You become a sand hag.

Life Bane: Melee weapon becomes more powerful 
and more damaging against living targets.

Lightning Shards: Lightning, thunder and flying 
glass deal damage in a 60 ft. cone.

Molten Carapace: Creates magical hide armor 
making you immune to cold and fire damage.

6th-Level Magus Spells
Hag Form, Winter: You transform into a winter hag.

Mirage Lightning: Shadowy duplicate of you fools 
others and casts lightning bolt.

Sand Surge: Sand and energy move in waves 
outward from you causing 1d6/2 levels damage.

To The Desert With You: Teleports target into a 
desert.

Paladin Spells
1st-Level Paladin Spells
Discerning Sight: Improved long-distance vision 
and +4 on checks made to discern mirages.

Protection from Sand and Wind: Immunity to 
nonlethal damage from sandstorms.

2nd-Level Paladin Spells
Firesight: See through fire and smoke without 
penalty.

4th-Level Paladin Spells
Benevolent Commands: Use command to bestow 
benefits.
Lammasu’s Devotion: Transform gaining lammasu 
abilities to defend others.
Solar Aura: Gain a powerfully bright aura that 
overcomes darkness and can blind targets.

Ranger Spells
1st-Level Ranger Spells
Arctic Pelt: Gain resist cold 5 and a bonus on 
Fortitude saves against cold dangers.
Aspect of the Great Roadrunner: Gain +2 Dex and 
+10 ft. to your base speed.
Desert Climber: Grant +2 to Perception, Climb and 
Escape Artist checks to avoid and overcome natural traps.
Discerning Sight: Improved long-distance vision 
and +4 on checks made to discern mirages.
Protection from Sand and Wind: Immunity to 
nonlethal damage from sandstorms.

2nd-Level Ranger Spells
Endure Drought: Touched creature avoids fatigue 
from dehydration or starvation.
Firesight: See through fire and smoke without 
penalty.
Into the Arctic: Gain the benefits of endure elements 
and a +2 on Acrobatics, Perception and Survival 
checks.
Into the Desert: Gain the benefits of endure 
elements and a +4 on Constitution checks to avoid 
dehydration due to thirst.
Sandstorm Sight: See through naturally-occurring 
sandstorms without penalty.
Sunscreen: Protects against damage and effects 
caused by light.

3rd-Level Ranger Spells
Desert Healer: Gain bonuses to speed, skills, armor 
and saves when in desert terrain.
Sha’s Steps: Gain the Following Step and Step Up feats.
Superchromatic Vision: +4 or +8 on sight-based 
Perception checks, -2 on saves against sight-based effects.
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4th-Level Ranger Spells
Endure Drought,Mass: Multiple creatures avoid 
fatigue from dehydration or starvation.
Into the Arctic, Mass: Extend the benefits of into the 
arctic to several creatures.
Into the Desert, Mass: Extend the benefits of into 
the desert to several creatures.

Shaman Spells
0-Level Shaman Spells
Arctic Pelt: Gain resist cold 5 and a bonus on 
Fortitude saves against cold dangers.
Withstand Heat (or Cold): Touched creatures have 
greater capacity to withstand hot or cold conditions.

1st-Level Shaman Spells
Cactus: A cactus grants partial cover.
Concentrate Condensate: Move moisture in a 
region onto a 10-ft. square.
Protection from Sand and Wind: Immunity to 
nonlethal damage from sandstorms.
Solifugid’s Truculence: +2 on Perception and Stealth 
checks and on saves vs. mind-affecting effects.
Sunburn: You cause a target’s skin to burn and 
blister causing it 1d4 nonlethal damage/level.

2nd-Level Shaman Spells
Century in the Sun: Objects become dried out and 
gain the broken condition.
Cone of Salt: Deal 1d4 slashing damage in a 15-ft. 
cone and sicken living targets.
Desert Climber: Grant +2 to Perception, Climb and 
Escape Artist checks to avoid and overcome natural traps.
Discerning Sight: Improved long-distance vision 
and +4 on checks made to discern mirages.
Endure Drought: Touched creature avoids fatigue 
from dehydration or starvation.
Firesight: See through fire and smoke without 
penalty.
Salt Mephit’s Affinity: Touched creatures gain fast 
healing 2 in arid environments and a dehydrating attack.
Sandstorm Sight: See through naturally-occurring 
sandstorms without penalty.
Sunscreen: Protects against damage and effects 
caused by light.
Vertiginous Faller: Curse causes the target to 
experience vertigo whenever it is knocked prone.

3rd-Level Shaman Spells
Caravan of Camels: You and your allies are 
transformed into camels.
Concentrate Condensate: Move moisture in a 
region onto a 10-ft. square.
Death by Scarabs: Summon a scarab swarm.
Desert Healer: Gain bonuses to speed, skills, armor 
and saves when in desert terrain.
Desert Panic: Targets are overcome by anxiety 
about being unprepared in the desert.
Healing Ice: Touch heals cold-subtype creatures or 
damages fire-subtype creatures.
Ride the Bat: Summons a dire bat that serves as a 
mount.
Wind Chill: Waves of cold air cause 3d6 nonlethal 
cold damage per round for up to 5 rounds.

4th-Level Shaman Spells
Burning Beams: Several beams of burning light 
cause 2d6 fire damage per round.
Call the Desert Winds: Four summoned air 
elementals appear as whirlwinds.
Death by Scorpions: Summon a scorpion swarm.

5th-Level Shaman Spells
Endure Drought,Mass: Multiple creatures avoid 
fatigue from dehydration or starvation.
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Ghostly Form: Ghostly form composed of shadow 
matter.
Scouring Blast: Short-lived wind blocks vision and 
deals 3d6 damage.
Summon Winter Wolf: Summon a winter wolf.

6th-Level Shaman Spells
Healing Ice, Mass: Heals cold-subtype creatures 
and damages fire-subtype creatures.

Sorcerer/Wizard Spells
0-Level Sorcerer/Wizard Spells

Abjuration
Withstand Heat (or Cold): Touched creatures have 
greater capacity to withstand hot or cold conditions.

1st-Level Sorcerer/Wizard Spells

Abjuration
Protection from Sand and Wind: Immunity to 
nonlethal damage from sandstorms.

Evocation
Lightning Aura: Aura of lightning causes 1d6 
damage to those within 5 feet of you.
Sunburn: You cause a target’s skin to burn and 
blister causing it 1d4 nonlethal damage/level.

Transmutation
Arctic Pelt: Gain resist cold 5 and a bonus on 
Fortitude saves against cold dangers.
Concentrate Condensate: Move moisture in a 
region onto a 10-ft. square.
Jack Rabbit: You transform into a jack rabbit.
Sinkhole: A small, short-lasting sinkhole forms 
and the ground shakes violently.
Solifugid’s Truculence: +2 on Perception and Stealth 
checks and on saves vs. mind-affecting effects.

2nd-Level Sorcerer/Wizard Spells
Conjuration
Darts of Light: Produce 1 dart/3 levels which cause 
1d4 damage each on a successful hit.

Sand Trap: Creates a minor sand trap.

Divination
Discerning Sight: Improved long-distance vision 
and +4 on checks made to discern mirages.

Evocation
Cone of Salt: Deal 1d4 slashing damage in a 15-ft. 
cone and sicken living targets.
Exploding Rock: A rock explodes causing 2d6 or 
more piercing damage to everything within 10 feet.

Necromancy
Vertiginous Faller: Curse causes the target to 
experience vertigo whenever it is knocked prone.

Transmutation
Amphiptere’s Flight: Bat-like wings grant limited 
flight.
Color Darkvision: See in full color with darkvision.
Dehydrating Circle: Living creatures take 2d8 
damage from dehydration in 20-ft.-radius burst.
Desert Climber: Grant +2 to Perception, Climb and 
Escape Artist checks to avoid and overcome natural traps.
Dusty Shroud: Gain fast healing 2 and a blur effect 
when in dusty areas.
Firesight: See through fire and smoke without 
penalty.
Salt Mephit’s Affinity: Touched creatures gain fast 
healing 2 in arid environments and a dehydrating 
attack.

3rd-Level Sorcerer/Wizard Spells
Abjuration
Generate Resistance: Target gains the ability to 
create resistance to cold or fire.

Sunscreen: Protects against damage and effects 
caused by light.

Conjuration
Empty House: Conjures a dilapidated house.

Ride the Bat: Summons a dire bat that serves as a 
mount.

Enchantment
Aghasura’s Bluff: Creatures move toward you and 
stand fascinated.

Echoes of the Desert: Enchanting sounds echo to 100 
ft. from you, fascinating those who fail their saves.

Wind Chill: Waves of cold air cause 3d6 nonlethal 
cold damage per round for up to 5 rounds.

Evocation
Paralytic Stream: Line of poison causes 1d4 Dex 
damage each round for 4 rounds.
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Illusion
Endless Sands: Target creatures believe they are 
lost in an endless desert.

Stave off Loneliness: Create four shadowy 
humanoids to interact with.

Necromancy
Desert Panic: Targets are overcome by anxiety 
about being unprepared in the desert.

Dismiss Undead: Touch drives away undead.

Transmutation
Drake’s Surge: You may take an additional move 
action as a swift action.

Goring Gang: You and your allies gain a horn, a 
gore attack, and powerful charge.

Sha’s Steps: Gain the Following Step and Step Up 
feats.

Sticky Heat: Invisible emanations of heat radiate 
from targets, raising the temperature around them.

Superchromatic Vision: +4 or +8 on sight-based 
Perception checks, -2 on saves against sight-based 
effects.

4th-Level Sorcerer/Wizard Spells
Conjuration
Burning Beams: Several beams of burning light 
cause 2d6 fire damage per round.

Corrosive Liquefaction: Corrosive acid fills an 
area, completely dissolving creatures and objects.

Call the Desert Winds: Four summoned air 
elementals appear as whirlwinds.

Healing Ice: Touch heals cold-subtype creatures or 
damages fire-subtype creatures.

Swirling Sandstorm: Rapidly swirling electrically 
charged sand causes 1d6/level damage in a 20-ft. 
radius.

Enchantment
Asleep Unaware: Target falls asleep but believes it 
is awake.

Empty Words: Touched creature suffers 1d4 
Charisma damage per round when it uses words.

Evocation
Thermal Inversion Line: 120-ft. line causes fire 
damage at one end, cold at the other, and a mix in 
between.

Necromancy
Hunger of the Ghul: Target is sated only by eating 
creatures with particular experiences.

Transmutation
Amarok’s Aspect: You gain a wolf’s head, +4 to 
Str, Dex, Con and natural armor, and a special bite 
attack.

Bursts of Frost and Flame: You can convert cold 
and fire into one another producing damaging 
bursts.

Caravan of Camels: You and your allies are 
transformed into camels.

Claws of the Ghul: Claws bypass cold iron and 
magic damage reduction.

Flying Grappler: +4 Str, +2 Dex, and the ability to 
fly while maintaining a grapple.

Mirage: Transform into a volume of air and gain 
ability to cause hallucinations.

5th-Level Sorcerer/Wizard Spells
Conjuration
Create Ghost Town (Lesser): Create a few 
abandoned buildings in a small area.

Molten Carapace: Creates magical hide armor 
making you immune to cold and fire damage.

Summon Winter Wolf: Summon a winter wolf.

Enchantment
Scotomata: Targets cannot see and do not believe 
that you and others you designate exist.

Evocation
Lightning Shards: Lightning, thunder and flying 
glass deal damage in a 60 ft. cone.

Illusion
Ghost Story: A phantasmal ghost manifests causing 
2d6 Con damage and panicking multiple targets.

Ghostly Form: Ghostly form composed of shadow 
matter.

Necromancy
Lamia’s Drain: Targets suffer 1d4+level/3 Wisdom 
damage and gain a penalty on saves against 
enchantments.

Life Bane: Melee weapon becomes more powerful 
and more damaging against living targets.
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6th-Level Sorcerer/Wizard Spells

Conjuration
Biting Winds: Deadly wind emanates from you.
Sand Surge: Sand and energy move in waves 
outward from you causing 1d6/2 levels damage.
To The Desert With You: Teleports target into a 
desert.

Evocation
Freezing Shatter: You slowly transform matter 
so that it becomes extremely brittle and easily 
shattered.

Illusion
Mirage Lightning: Shadowy duplicate of you fools 
others and casts lightning bolt.

7th-Level Sorcerer/Wizard Spells

Conjuration
Bring Forth The Dustman: Summon a dustman 
creature.
Create Ghost Town: Create several abandoned 
buildings within a large area.
Summon Arctic Scourge: Summon a young white 
dragon, winter wolves and ogres.
Summon Mirage: Summon a living mirage.

Evocation
Flames of Phlegethon: Excessive heat scalds flesh 
and destroys objects.
Illusion
Deserted: Target believes it has been abandoned.
Transmutation
Cliff Giant Form: You assume the form of a cliff giant.
Hag Form, Sand: You become a sand hag.
Pride of Dragonnes: You and your allies become 
dragonnes.
Terra Tsunami: Wave of earth rises 20 feet and 
crushes everything in its path.

8th-Level Sorcerer/Wizard Spells
Conjuration
Rampage of the Desert Drakes: Summon 3 to 5 
desert drakes.
Summon Crimson Worm: Summons a colossal, 
crimson variant of the purple worm.
Necromancy
Ghostly Form Curse: Curse affects many creatures, 
giving them ghost-like bodies.
Transmutation
Hag Form, Winter: You transform into a winter hag.
Super-Cooling Burst: Water in a creature or object 
instantly freezing causing considerable damage.
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9th-Level Sorcerer/Wizard Spells

Illusion
Shadow Conjuration, Black Scorpion: Creates a 
shadowy duplicate of a black scorpion.

Summoner Spells
0-Level Summoner Spells
Withstand Heat (or Cold): Touched creatures have 
greater capacity to withstand hot or cold conditions.

1st-Level Summoner Spells
Arctic Pelt: Gain resist cold 5 and a bonus on 
Fortitude saves against cold dangers.

2nd-Level Summoner Spells
Death by Scarabs: Summon a scarab swarm.
Discerning Sight: Improved long-distance vision 
and +4 on checks made to discern mirages.
Ride the Bat: Summons a dire bat that serves as a mount.
Sand Trap: Creates a minor sand trap.

3rd-Level Summoner Spells
Call the Desert Winds: Four summoned air 
elementals appear as whirlwinds.
Death by Scorpions: Summon a scorpion swarm.

4th-Level Summoner Spells
Summon Winter Wolf: Summon a winter wolf.

5th-Level Summoner Spells
Bring Forth The Dustman: Summon a dustman 
creature.
Summon Arctic Scourge: Summon a young white 
dragon, winter wolves and ogres.
Summon Mirage: Summon a living mirage.
To The Desert With You: Teleports target into a desert.

6th-Level Summoner Spells
Rampage of the Desert Drakes: Summon 3 to 5 
desert drakes.
Summon Crimson Worm: Summons a colossal, 
crimson variant of the purple worm.

Witch Spells
1st-Level Witch Spells
Arctic Pelt: Gain resist cold 5 and a bonus on 
Fortitude saves against cold dangers.

Concentrate Condensate: Move moisture in a 
region onto a 10-ft. square.
Solifugid’s Truculence: +2 on Perception and Stealth 
checks and on saves vs. mind-affecting effects.
Sunburn: You cause a target’s skin to burn and 
blister causing it 1d4 nonlethal damage/level.

2nd-Level Witch Spells
Century in the Sun: Objects become dried out and 
gain the broken condition.
Cone of Salt: Deal 1d4 slashing damage in a 15-ft. 
cone and sicken living targets.
Dehydrating Circle: Living creatures take 2d8 
damage from dehydration in 20-ft.-radius burst.
Desert Climber: Grant +2 to Perception, Climb and 
Escape Artist checks to avoid and overcome natural traps.
Discerning Sight: Improved long-distance vision 
and +4 on checks made to discern mirages.
Firesight: See through fire and smoke without 
penalty.
Salt Mephit’s Affinity: Touched creatures gain fast 
healing 2 in arid environments and a dehydrating attack.
Vertiginous Faller: Curse causes the target to 
experience vertigo whenever it is knocked prone.

3rd-Level Witch Spells
Death by Scarabs: Summon a scarab swarm.
Desert Healer: Gain bonuses to speed, skills, armor 
and saves when in desert terrain.
Desert Panic: Targets are overcome by anxiety 
about being unprepared in the desert.
Dismiss Undead: Touch drives away undead.
Empty House: Conjures a dilapidated house.
Endless Sands: Target creatures believe they are 
lost in an endless desert.
Paralytic Stream: Line of poison causes 1d4 Dex 
damage each round for 4 rounds.
Ride the Bat: Summons a dire bat that serves as a 
mount.
Wind Chill: Waves of cold air cause 3d6 nonlethal 
cold damage per round for up to 5 rounds.

4th-Level Witch Spells
Call the Desert Winds: Four summoned air 
elementals appear as whirlwinds.
Claws of the Ghul: Claws bypass cold iron and 
magic damage reduction.
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Corrosive Liquefaction: Corrosive acid fills an 
area, completely dissolving creatures and objects.
Death by Scorpions: Summon a scorpion swarm.
Empty Words: Touched creature suffers 1d4 
Charisma damage per round when it uses words.
Flying Grappler: +4 Str, +2 Dex, and the ability to 
fly while maintaining a grapple.
Healing Ice: Touch heals cold-subtype creatures or 
damages fire-subtype creatures.
Hunger of the Ghul: Target is sated only by eating 
creatures with particular experiences.
Mirage: Transform into a volume of air and gain 
ability to cause hallucinations.
Thermal Inversion Line: 120-ft. line causes fire 
damage at one end, cold at the other, and a mix in 
between.

5th-Level Witch Spells
Create Ghost Town (Lesser): Create a few 
abandoned buildings in a small area.
Ghost Story: A phantasmal ghost manifests causing 
2d6 Con damage and panicking multiple targets.
Ghostly Form: Ghostly form composed of shadow 
matter.
Lamia’s Drain: Targets suffer 1d4+level/3 Wisdom 
damage and gain a penalty on saves against 
enchantments.
Scotomata: Targets cannot see and do not believe 
that you and others you designate exist.
Scouring Blast: Short-lived wind blocks vision and 
deals 3d6 damage.
Summon Winter Wolf: Summon a winter wolf.

6th-Level Witch Spells
Hag Form, Sand: You become a sand hag.
To The Desert With You: Teleports target into a desert.

7th-Level Witch Spells
Bring Forth The Dustman: Summon a dustman 
creature.
Create Ghost Town: Create several abandoned 
buildings within a large area.
Deserted: Target believes it has been abandoned.
Hag Form, Winter: You transform into a winter hag.
Summon Mirage: Summon a living mirage.

8th-Level Witch Spells
Ghostly Form Curse: Curse affects many creatures, 
giving them ghost-like bodies.
Summon Crimson Worm: Summons a colossal, 
crimson variant of the purple worm.

Spells Descriptions
Aghasura’s Bluff
School: Enchantment (compulsion) [mind-
affecting]; Level: Bard 3, Bloodrager 3, Magus 3, 
Sorcerer/Wizard 3
Casting Time: 1 standard action
Components: V, S, M (a rattlesnake’s rattle)
Range: 30 ft.
Targets: Non-allied creatures within a 30-ft. 
emanation
Duration: 1 round/level
Saving Throw: Will partial; see text; Spell 
Resistance: Yes

When you cast this spell, target creatures within 
30 feet of you must succeed on a Will save or 

be compelled to move toward you. On their next 
turn, creatures that failed the save must begin their 
turn by moving toward you and using as much of 
their turn as possible in doing so (though they do 
not run). Creatures affected by aghasura’s bluff are 
dimly aware of others who are also affected and 
treat them as allies. Once a creature has gotten as 
close to you as it can each turn, it remains in its 
space, fascinated.

Beginning the turn after you cast this spell, 
whenever an unaffected creature is within 30 
feet of you, it also must succeed on a Will save or 
be compelled to move toward you on its turn (as 
above). If a creature succeeds on its Will save, it must 
attempt a new Will save at the start of its next turn if 
it starts that turn within 30 feet of you (with the same 
compulsion and fascination on a failed save).

Creatures will not move into your space and 
will not end their turns in others’ spaces.

Creatures with an Intelligence score below 3 are 
unaffected by the spell. At any time, if you move 
from your space, the spell ends. On your turn, as a 
move action, you may end the spell. If you do so, 
you gain a +4 bonus on all attacks you make that 
round against creatures that had failed a Will save 
against this casting of aghasura’s bluff.

If aghasura’s bluff is cast in warm desert terrain, 
all the save DCs are increased by +2.
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Amarok’s Aspect
School: Transmutation; Level: Bloodrager 4, Magus 
4, Sorcerer/Wizard 4
Casting Time: 1 standard action
Components: V, S, M (a bit of fur from an amarok’s 
muzzle)
Range: Personal
Target: You
Duration: 1 minute/level (D)

Your body grows larger and bulkier though 
your size does not change. You gain a +4 size 

bonus to your Strength, Dexterity and Constitution 
scores, and a+4 natural armor bonus. Your hair and 
skin turn utterly black, and your head transforms 
into something akin to a wolf’s head. You gain a 
bite attack that causes appropriate damage for your 
size and you are proficient with this attack. You 
gain low-light vision, darkvision 60 ft., and scent.

While so transformed, you may make a special 
attack against any creature you can see so long as that 
creature has a soul. As you appear to bite the air next 
to you, a shadowy image of that creature appears next 
to you in your space. The image need not be the same 
size as the creature you can see, and the presence of 
the image in your space does not interfere with you in 
any way. You make a bite attack against that shadowy 
image as if it were the creature itself (though this 
attack ignores any hardness or damage reduction the 
actual creature has). If you hit, you can attempt to trip 
and grab the target. (This spell does not grant you any 
additional expertise in tripping or grappling.) If you 
succeed in your attempt to trip and grab the image, 
the target itself is affected as if you had tripped and 
grabbed it. If you miss with the bite attack but can 
make multiple attacks, the shadowy image remains 
as you continue to attempt to bite it. If you miss and 
cannot make multiple attacks, the shadowy image 
fades away (though you may cause it to appear again 
on a future turn and continue attempting to attack the 
creature this way). Missing with the bite attack does 
not itself end the spell.

If you cast amarok’s aspect in cold desert terrain 
(tundra) then the duration is 10 minutes/level instead. 
And in this terrain, if your caster level is at least 9th, 
you also gain discern lies as a constant spell-like ability; 
and if your caster level is at least 12th level, you also 
gain true seeing as a constant spell-like ability.

Amphiptere’s Flight
School: Transmutation (polymorph); Level: 
Bloodrager 2, Magus 2, Sorcerer/Wizard 2
Casting Time: 1 standard action
Components: V, S, M (a bit of flesh from an 
amphiptere’s wing)
Range: Personal
Target: You
Duration: 1 minute/level (D)

You sprout very large, leathery, bat-like wings. 
These wings do not grant you true flight. 

However, on your turn, you can use the wings to 
lift yourself off the ground, ascending to a height 

Note to the GM: If a PC caster finds a way to 
cast amarok’s aspect without using the material 
component, do not permit the added spell-like 
abilities when the spell is cast in cold desert terrain 
(though you may permit the increased duration). 
The spell becomes too powerful for its level without 
the limiting effect of the material component.
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no greater than 10 feet above the ground. When 
you do this, your movement is treated as though 
you had a fly speed equal to your base speed. For 
the duration, you gain a +2 competence bonus on 
Fly checks. If you fall from any height, a DC 15 
Fly check allows you to safely fall without taking 
damage. While you are falling safely, an additional 
DC 15 Fly check each round allows you to glide, 
moving 5 feet laterally for every 10 feet you fall.

The magic of the spell modifies anything 
clothing or armor you wear to accommodate the 
wings and restores them when the spell ends.

If you cast amphiptere’s flight in temperate 
desert terrain, the duration is doubled and your 
competence bonus on Fly checks is +4 instead of +2.

Arctic Pelt
School: Transmutation; Level: Alchemist 1, 
Bloodrager 1, Cleric/Oracle 0, Druid 0, Inquisitor 1, 
Ranger 1, Shaman 0, Sorcerer/Wizard 1, Summoner 
1, Witch 1
Casting Time: 1 standard action
Components: V, S, M/DF (a pinch of rabbit’s fur)
Range: Touch
Target: Creature touched
Duration: 1 minute/level
Saving Throw: Fortitude negates (harmless); Spell 
Resistance: Yes (harmless)

The skin of the creature you touch becomes 
covered in fine fur which raises and bristles in 

response to exposure to cold. For the duration, it 
is protected as if by a weakened version of resist 
energy and it has resist cold 2. In addition, the 
touched creature gains a +2 bonus whenever it must 
attempt a Fortitude save to resist taking damage 
from exposure to cold dangers in the environment.

If arctic pelt is cast in any cold terrain, the 
resistance is resist 5 cold, the bonus to Fortitude 
saves is +4, and the duration is 10 minutes/level.

Asleep Unaware
School: Enchantment (compulsion) [mind-
affecting]; Level: Bard 3, Sorcerer/Wizard 4
Casting Time: 1 standard action
Components: V, S, F (the scale of a young or older 
brass dragon)
Range: Close (25 ft. + 5 ft./2 levels)
Target: 1 living creature
Duration: See text
Saving Throw: See text; Spell Resistance: Yes

The target is momentarily rendered unconscious 
as it falls asleep per the sleep spell (there is no hit 

die restriction). This sleep is so brief that the target 

usually remains in its current state (standing, riding, 
etc.). If the target is in motion, it is allowed a Reflex 
save to remain safely in motion while it sleeps for a 
few seconds; if it fails this save it is knocked prone 
(GM adjudication applies where applicable). The 
instant before the target falls asleep it is allowed a 
Will save; if it succeeds on this Will save, the sleep 
lasts for 1 round and then the spell ends. If the 
target fails this Will save, it believes it wakes up but 
it in fact remains asleep. Because the target believes 
it is awake, it is much harder than normal to arouse 
the sleeping target from this state. (The experiences 
of the sleeping target, who believes she is awake 
even though she is asleep, is to be determined by 
the GM and not the caster.) The normal means of 
waking someone up do not work on the target. 
Any single attack that causes at least 10 points of 
damage may awaken the target who is permitted 
another Will save each time it suffers such damage 
to be jarred awake. Otherwise, the sleep lasts for 1 
minute/level of the caster.

If the focus of this spell is from a brass dragon of 
at least adult age, the Will save DCs of this spell are 
increased by +2.

Though not a curse, the effect of this spell can 
be removed with a break enchantment, limited wish, 
miracle, remove curse, or wish spell. In addition, 
casting sleep or deep slumber on the target (if the 
target’s HD render it a valid target) overcomes 
asleep unaware and automatically renders the target 
asleep per that other spell (and so easier to awaken).

Asleep unaware is sufficiently different from deep 
slumber that there are good reasons to choose 
deep slumber. Even so, asleep unaware could prove 
to be too powerful if the focus of the spell is not 
required.

Aspect of the Great Roadrunner
School: Transmutation (polymorph); Level: Druid 
2, Ranger 1
Casting Time: 1 standard action
Components: V, S, DF
Range: Personal
Target: You
Duration: 1 minute/level

You take on an aspect of a great roadrunner. A 
tall crest forms upon your head and your skin 

becomes covered in pale gold spots. You gain a +2 
enhancement bonus to Dexterity and your base 
speed increases by 10 ft. Whenever you are in open 
terrain (such as grasslands or a desert) you also 
gain the Run feat.
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Benevolent Commands
School: Transmutation [good, lawful; see text]; 
Level: Cleric/Oracle 4, Inquisitor 4, Paladin 4
Casting Time: 1 standard action
Components: V, S, M (a lammasu’s eyelash)
Range: Personal
Target: You
Duration: Concentration up to 1 minute/level
Saving Throw: See text; Spell Resistance: See text

You gain a +4 sacred bonus to Diplomacy, 
Perception and Sense Motive checks. You gain 

the ability to use command as an at will spell-like 
ability, with the DC being the same as the DC of 
this spell; this feature of the spell is a language-
dependent, mind-affecting affect. Whenever you 
command a creature with this ability, the creature 
automatically saves if your intention (short- or 
long-term) is to cause the target harm or to violate 
or deceive the target in any way. You may, on 
your turn as a standard action, employ either 
cure moderate wounds or lesser restoration on any 
one target that has obeyed your approach or halt 
command; doing so ends the spell.

If you cast the spell in temperate desert terrain, 
you have an aura equivalent to a magic circle against 
evil but which extends only to 5 feet around you. 
Any creature obeying any of your commands 
which enters or is within this aura is affected as if it 
were the recipient of a bless spell (which persists for 
1 minute once it begins).

Biting Winds
School: Conjuration (creation) [cold]; Level: Druid 
6, Sorcerer/Wizard 6
Casting Time: 1 standard action
Components: V, S, M (wolf’s fang)
Range: 0 ft.
Effect: 30-ft.-radius emanation, centered on you
Duration: 1 round/level
Saving Throw: Reflex partial and Fortitude partial; 
see text; Spell Resistance: Yes

You create a raging, sustained, increasing blast 
of unimaginably cold air, which somehow gets 

colder each round. The force of the wind is strong 
(see wind effects in the Pathfinder Roleplaying Game 
Core Rulebook) and the temperature drops to 20° F in 
the first round and then by an additional 5 degrees 
every round thereafter (to a maximum frigidity of 
-80° F). All creatures suffer 3d4 + caster level cold 
damage per round of exposure (each round, a 
successful Reflex save halves the damage).

The effect of the wind and cold is particularly 
detrimental to warm-blooded creatures with a 

skeletal structure as the magical cold of the spell 
penetrates into their bones. Such creatures must 
also succeed on a Fortitude save each round of 
exposure or suffer cumulative effects. On the first 
failed Fortitude save, the target is fatigued; on 
the second failed save the target suffers muscular 
damage impairing muscle control (4 points damage 
to both Str and Dex); on a third failed save the target 
is confused; on a fourth failed save the target’s 
control over its muscles is severely hampered 
(additional 4 points damage to both Str and Dex); 
on a fifth failed save the target is paralyzed from 
cold; on a sixth failed save the target’s hit points are 
reduced to 0 and is dying; on a seventh failed save 
the target dies.

If a winter wolf’s fang is used as the material 
component instead, the DCs of all saves are 
increased by +2.

Bring Forth The Dustman
School: Conjuration (summoning) [darkness, 
death, evil, shadow]; Level: Cleric/Oracle 7, 
Sorcerer/Wizard 7, Summoner 5, Witch 7
Casting Time: 1 round
Components: V, S, F/DF (a glass eye and a 50 gp 
onyx)
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One summoned dustman greater shadow
Duration: 1 round/level (D)
Saving Throw: None; Spell Resistance: No

Bring forth the dustman summons a greater 
shadow with the dustman template. Otherwise, 

this spell functions as summon monster VII.
Steal Eyes (Su): A dustman creature’s touch attack 
may remove its target’s eyes. When a dustman 
creature succeeds on this special touch attack (or 
incorporeal touch, or slam, or similar attack) the 
target must make a Fortitude save (DC 10 + 1/2 the 
dustman creature’s HD + the dustman creature’s 
Charisma modifier) or lose its eyes. Creatures losing 
their eyes gain the blinded condition and cannot have 
that condition removed until sufficiently powerful 
magic is used to restore, regenerate or otherwise 
replace the creature’s eyes. A creature does not 
suffer additional hit point damage from having its 
eyes stolen (though it may suffer damage associated 
with the attack itself, per the base creature’s attacks). 
If the dustman creature that stole a creature’s eyes is 
killed, that creature’s eyes are restored. Any creature 
that saves against a dustman creature’s steal eyes 
special attack is immune to that dustman creature’s 
steal eyes special attack for 24 hours. The save DC is 
Charisma-based.
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Steal Soul (Su): As a full-round action, a dustman 
creature may attempt to steal a creature’s soul. 
This requires a successful ranged touch attack at 
a distance of no more than 30 feet as the dustman 
creature’s shadow touches its target (if there is 
no shadow to cast or the shadow cannot touch 
the target, then this attack automatically fails). 
If the attack is successful, the target suffers 2d6 
Constitution damage and gains 2 negative levels. 
If the target then succeeds on a Fortitude save (DC 
10 + 1/2 the dustman creature’s HD + the dustman 
creature’s Charisma modifier) then the target 
instead suffers 1 point of Constitution damage and 
does not gain any negative levels.

If you cast bring forth the dustman in a deserted 
area (per GM adjudication), then the spell’s duration 
is doubled and the save DCs of all the dustman 
creature’s special attacks are increased by +2.

Burning Beams
School: Conjuration (creation) [fire, light]; Level: 
Bloodrager 4, Druid 4, Magus 4, Shaman 4, Sorcerer/
Wizard 4
Casting Time: 1 standard action
Components: V, S, F (a handheld prism)
Range: Long (400 ft. + 40 ft./level)
Effect: 1 light beam + 1 light beam per 3 levels
Duration: 1 round + 1 round per 3 levels
Saving Throw: None; Spell Resistance: No

Several beams of exceedingly hot and bright 
light, each appearing to be about 3 inches in 

diameter and about 5 feet long, seem to shoot 
from the sun (or other light source) and streak 
toward targets you choose. You must succeed on 
a ranged touch attack with each beam to hit the 
target at which it is aimed (you may send more 
than 1 beam at the same target if you choose). If 
a beam hits a target it magically penetrates the 
target somewhere (an arm, a leg, etc.) with about 
half of the beam extending from each side of the 
point of contact. Though the beam appears and 
feels to be lodged, and it moves with the target 
as though it were lodged, it is made of light and 
so doesn’t snap off if struck against objects and 
persistently remains despite attempts to remove 
it (it is a beam of light and so cannot be grasped, 
for example).

Each beam causes 2d4 fire damage each 
round that it remains lodged. Any creature 
taking damage from a beam is also dazzled 
(multiple beams do not magnify this effect) 
each round that it is damaged. Because the 
beams are made of light, treat resistance to light 

Dustman Creature (CR +2)
Dustmen are formed by long exposure to the 
Plane of Shadow; most were once undead or 
outsiders. A dustman creature’s rebuild rules are 
the same as its quick rules.
Rebuild Rules: Senses lifesense 120 ft.; Speed 
dustman creatures lose their previous speeds 
and gain a fly speed of 60 feet (perfect), unless 
the base creature has a higher fly speed; Special 
Attack steal eyes, steal soul; Ability Scores +4 
Dex, +4 Cha.
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damage as if it were resistance to fire damage 
(even though the damage cause by the spell is 
fire damage). In addition, in areas of magical 
darkness, the damage is lessened: in areas as 
dark as that produced by darkness, the damage 
is halved; in areas as dark as that produced by 
deeper darkness, the damage is quartered. If an 
area of magical darkness is being produced by 
a spell or effect more powerful than the level at 
which burning beams was cast, then those beams 
cause no damage and are dispelled.

If any target of burning beams is exposed to bright 
sunlight when the spell is cast, then the beams are 
hotter and brighter and cause 2d6 fire damage each 
round instead of 2d4 fire damage.

Casters with the sun domain may choose burning 
beams as their 4th level sun domain spell.

Bursts of Frost and Flame
School: Transmutation [cold, fire]; Level: Alchemist 
4, Bloodrager 4, Magus 4, Sorcerer/Wizard 4
Casting Time: 1 standard action
Components: V, S, M (a small rock previously 
exposed to both excessive heat and excessive cold)
Range: Personal
Target: You
Duration: 1 round/level (D)
Saving Throw: None and Reflex half; see text; Spell 
Resistance: No and Yes; see text

You are sheathed in a mysterious admixture 
of blue flames and white wisps appearing to 

radiate frost. This sheath causes no damage. Any 
time you are subjected to cold or fire damage, the 
sheath converts the cold to fire or the fire to cold. 
If you are subjected to a fireball for instance, others 
in the area are exposed to fire damage but you are 
exposed to cold damage (and if you are resistant to 
cold, so much the better for you). Whatever kind 
of spell resistance or saving throw you would have 
been permitted to attempt you may still attempt 
with the same results (except that the damage 
type changes). This transformative effect, by itself, 
does not reduce any damage you suffer, it merely 
changes the type.

While sheathed, as a free action when you are 
subjected to cold or fire damage, you can cause the 
resulting transformed energy to instantly redirect 
away from you in a 20-ft. radius burst. In order to 
do this you must voluntarily fail your save if you 
are allowed one (though you may still produce 
this effect if you are not allowed a save) and lower 
your spell resistance if you have it (if the source 
was a spell). When this happens, you suffer half the 

damage even though you voluntarily failed your 
save or even if you weren’t permitted a save, and 
each creature in that burst suffers 1d6 damage (cold 
or fire, as appropriate) for every 5 points of damage 
you were dealt.

For example, you are exposed to an effect 
which would cause you 46 points of cold damage. 
You choose to use this burst feature and so you 
are exposed to 23 points of fire damage instead 
(reduced by whatever resistances to fire you might 
have) and you produce a 20-ft. radius burst of fire 
causing 4d6 fire damage to everything in the burst.

Each time you cause one of these bursts, the 
remaining duration is reduced by 1 round. If no 
duration remains after you cause a burst, the spell 
ends after the burst is produced.

If you are in terrain that is frequently subjected to 
extreme temperature changes in a 24-hour period, 
such as is the case in many deserts, the damage dice 
resulting from the burst are d8 instead of d6 and 
the Reflex save DC is increased by +2.

If someone is affected by, for example, both a 
fireball and the frosty burst from bursts of frost 
and flame, the order of effects is that the original 
spell is resolved first for that target, and then the 
effect of bursts of frost and flame occurs. Because 
using bursts of frost and flame requires an action, 
someone who is affected by both a fireball and 
another caster’s bursts of frost and flame frosty 
burst, this third person could choose to convert 
either the fire damage from the fireball or the cold 
damage from the frosty burst, but not both. If 
two or more people are in one another’s area of 
effect and all using bursts of frost and flame then the 
order in which the two people with the sheathes 
make their choices depends upon their initiative 
order, regardless of when (on which turn) the 
originating effect occurs; whoever has the better 
initiative result for that encounter gets to decide 
first whether and how to use the sheathe.

Cactus
School: Conjuration (creation); Level: Druid 1, 
Shaman 1
Casting Time: 1 standard action
Components: V, S, M (a needle of the cactus type 
to be created)
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One typical cactus
Duration: 10 min./level (D)
Saving Throw: None; Spell Resistance: No
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This spell creates a typical cactus (what counts 
as typical varies with the caster’s environment 

and knowledge). The general type (saguaro, etc.), 
its general shape, and other considerations (such 
as whether it is flowering) are determined by the 
material component and chosen during casting. 
The height of the cactus depends upon its type, 
but will be not be taller than 20 ft. You may 
choose to create the cactus in the same square as 
another Medium or smaller creature, including 
yourself. A creature standing in the same square 
as a cactus gains partial cover, which grants a +2 
bonus to Armor Class and a +1 bonus on Reflex 
saves. The presence of a cactus doesn’t otherwise 
affect a creature’s fighting space, because it’s 
assumed that the creature is using the cactus to 
its advantage when it can. The trunk of a typical 
saguaro cactus has AC 4, hardness 2, and 50 
hp. A DC 15 Climb check is sufficient to climb a 
saguaro cactus, though doing so may very well 
be painful.

The created cactus must have sufficient support; 
the spell fails if the chosen space is worked stone or 
a rope bridge, for instance. This spell cannot be cast 
underwater.

If the cactus is created in desert terrain, and the 
type of cactus chosen fits with prevailing cacti of 
that desert, then the created cactus is a bit sturdier 
than usual, it has 100 hp instead of 50, is 5 feet taller, 
and the spell’s duration is 1 day/level. In addition, 
in such terrain, if the cactus is the type that natives 
could use to obtain water, the cactus will have an 
ample supply of such water.

Call Efreeti
School: Conjuration (calling) [evil, fire, lawful]; 
Level: Cleric/Oracle 5
Casting Time: 10 minutes
Components: V, S, M/DF (offerings worth 1,000 gp 
plus payment)
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One called efreeti
Duration: Instantaneous
Saving Throw: None; Spell Resistance: No

This spell functions as lesser planar ally except 
as noted here. If you are at least 12th level, the 

efreeti you call has the advanced creature template. 
If you are at least 13th level and have both the fire 
and law domains, the efreeti you call has both the 
advanced creature and the accelerated creature 
templates.

Call Noble Efreeti
School: Conjuration (calling) [evil, fire, lawful]; 
Level: Cleric/Oracle 7
Casting Time: 10 minutes
Components: V, S, M/DF (offerings worth 1,500 gp 
plus payment)
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One called noble efreeti
Duration: Instantaneous
Saving Throw: None; Spell Resistance: No

This spell functions as planar ally except as noted 
here. If you are at least 15th level, the noble efreeti 

you call has the advanced creature template. If you 
are at least 16th level and have both the fire and law 
domains, the efreeti you call has both the advanced 
creature and the resilient creature templates.

Resilient Creature (CR +2)
This being can endure an extraordinary amount 
of punishment.
Quick Rules: +5 bonus to all saves; +5 hp/HD; DR 
5/–; Resist 5 all energy types.
Rebuild Rules: Special Defenses gains a 
circumstance bonus to all saving throws equal to 
Constitution modifier; ignores all partial affects 
upon a successful saving throw; DR 5/– (if the 
creature possessed 10 or more HD this increases 
to 10/– or 15/– if the creature possesses 15 or more 
HD); Resist 5 to all energy types (if the creature 
possessed 10 or more HD this increases to 10 or 
20 if the creature possess 15 or more HD); Ability 
Scores +10 Con.

Accelerated Creature (CR +1)
The power of speed and alacrity infuse the very 
nature of this creature.
Quick Rules: +8 bonus to initiative, +6 dodge 
bonus to AC, CMD, and Reflex saves, +4 bonus to 
Dex-based skills; Speed all modes increase by 30 
feet; Special Attacks when making a full attack 
action, may make one extra attack at full BAB; 
once per round may make an additional move 
action after it has moved.
Rebuild Rules: Spell-Like Abilities (CL equal to 
HD) continuous – haste; SQ once per round it may 
make an additional move action after it has moved; 
Ability Scores +8 Dex; Feats Combat Reflexes, 
Dodge, Improved Initiative, Mobility, Spring Attack.
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Call the Desert Winds
School: Conjuration (summoning) [air]; Level: 
Cleric/Oracle 4, Druid 4, Shaman 4, Sorcerer/
Wizard 4, Summoner 3, Witch 4
Casting Time: 1 round
Components: V, S, M (a fistful of desert sand)
Range: Medium (100 ft. + 10 ft./level)
Effect: Four summoned air elementals
Duration: 1 round/2 levels (D)
Saving Throw: None; Spell Resistance: No

Four medium air elementals appear as far away 
from you as possible within range. Each is as 

close as it can possibly be to one of the four cardinal 
directions relative to you, and each appears using its 
whirlwind special attack. They act immediately on 
your turn and move toward you at their maximum 
speed while maintaining their whirlwind. At the 
end of the turn on which you summoned them, 
each may choose to stop using its whirlwind special 
attack and behave as would any other summoned 
air elemental. None of the summoned elementals 
will voluntarily use its whirlwind attack in a space 
where it would harm you or your allies.

This spell fails if it is cast underground, 
underwater, or in another space that does not 
provide open access to the open air or sky.

If you have the air domain, the wind mystery 
or spirit, the air elemental bloodline, or are an air 
elementalist, then each of the elementals has the 
advanced creature template as well.

If you cast this spell in desert terrain then the 
duration is 1 round/level instead.

Caravan of Camels
School: Transmutation (polymorph); Level: Druid 
3, Shaman 3, Sorcerer/Wizard 4
Casting Time: 1 standard action
Components: V, S, M (hair from 1 camel/target)
Range: 20 ft.
Target: You and up to 1 ally/level
Duration: 1 minute/level (D)
Saving Throw: Will negates (harmless); Spell 
Resistance Yes (harmless)

You and up to 1 ally/level (maximum of 8 allies) 
are transformed into camels. Your sizes are 

Large, and you all gain a +2 size bonus to Strength, 
Constitution and Dexterity. Everyone gains low-
light vision and scent.

If caravan of camels is cast in warm desert terrain, 
you all also gain Endurance, a +2 competence 
bonus to Perception checks, and the duration is 1 
hour/level.

Century in the Sun
School: Evocation [light]; Level: Cleric/Oracle 2, 
Druid 2, Shaman 2, Witch 2
Casting Time: 1 standard action
Components: V, S, M/DF (a fragment of bone 
ravaged by desert sun)
Range: Personal
Effect: 20-ft.-radius burst
Duration: Instantaneous
Saving Throw: Reflex partial; Spell Resistance: Yes

A wave of heat and bright light radiates out from 
you. Living creatures in the area are relatively 

unharmed though they are blinded by the flash 
and suffer 1d6 nonlethal fire damage from the heat. 
On a successful Reflex save, a creature is dazzled 
instead of blinded and suffers no damage. (Undead 
and constructs are unaffected.)

Objects made of bone, leather, wood, rope, 
and other similar natural materials objects rapidly 
become brittle. Non-magical, unattended items 
made from natural materials lose 1 more than half 
their hit points and gain the broken condition. 
Magical items are unaffected by this spell. 
Attended, non-magical items take damage and are 
broken only if the attending individual fails a save 
with a natural 1 (see the section on magic and item’s 
saving throws in the Pathfinder® Roleplaying Game 
Core Rulebook™). Plants (but not plant creatures) 
suffer no ill effects from the light but suffer double 
damage from the heat.

If you are a cleric with the sun domain or a 
desert druid, the save DC is increased by +2 and 
the fire damage is lethal instead of nonlethal.

Claws of the Ghul
School: Transmutation (polymorph); Level: 
Alchemist 4, Bloodrager 4, Magus 4, Sorcerer/
Wizard 4, Witch 4
Casting Time: 1 standard action
Components: V, S, M (a ghul’s claw)
Range: Personal or touch
Target: You or living humanoid touched
Duration: 1 minute/level
Saving Throw: None or Fortitude negates; Spell 
Resistance: No or Yes

The target creature’s hands transform wickedly 
becoming similar to a ghul’s claws (this does not 

interfere with spellcasting). These claws become a 
natural, primary attack for the target creature, cause 
1d4 damage, and count as both cold iron and magic 
for the purposes of bypassing damage reduction. In 
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addition, the target creature gains the shapechanger 
subtype and the change shape supernatural ability 
per the universal monster rules. It can only use this 
to change into a hyena (beast shape I).

If the target is a spellcaster, then any spells it 
casts that have an elemental descriptor (air, cold, 
earth, electricity, fire, or water) are treated as 
though the caster were 1 level higher. In addition, 
the target gains resist fire 10.

Cliff Giant Form
School: Transmutation (polymorph); Level: 
Alchemist 6, Sorcerer/Wizard 7
Casting Time: 1 standard action
Components: V, S, M (a hair from a cliff giant)
Range: Personal
Target: You
Duration: 1 minute/level (D)

You assume the form of a cliff giant (a Large 
humanoid creature of the giant subtype). Once 

you assume your new form you gain the following 
abilities: a +6 size bonus to Strength, a +4 size bonus 
to Constitution, a +5 natural armor bonus, and low-
light vision. You also gain rock catching and rock 
throwing (range 60 feet, 2d6 damage), resist acid 
and fire 10.

If your transformation occurs in temperate 
or warm deserts, the duration is 10 minutes level 
instead, and you gain tremorsense 30 ft. whenever 
you are standing on unworked stone or natural 
earth (including desert sands). While in this form 
you have a strong desire to be alone. Whenever 
you are alone in this form, you treat Knowledge 
(nature) as if you were trained in that skill; if you 
were already trained in Knowledge (nature), you 
gain a +2 whenever you make a check for that skill.

Color Darkvision
School: Transmutation; Level: Alchemist 2, 
Sorcerer/Wizard 2
Casting Time: 1 standard action
Components: V, S
Range: Touch
Target: Creature touched
Duration: 1 hour/level
Saving Throw: Will negates (harmless); Spell 
Resistance: Yes (harmless)

The touched creature sees in full color with its 
darkvision.

Color darkvision can be made permanent with a 
permanency spell.

Concentrate Condensate
School: Transmutation [water]; Level: Druid 1, 
Shaman 1, Sorcerer/Wizard 1, Witch 1
Casting Time: 1 standard action
Components: V, S
Range: Medium (100 ft. + 10 ft./level)
Effect: Redistribution of water in 20-ft.-radius 
cylinder
Duration: Instantaneous
Saving Throw: None; Spell Resistance: No

You select a 20-ft.-radius region within the range 
of the spell and all the moisture in the air from 

the level of the ground up to 10 feet above the 
ground is moved from where it is into a single 10-ft.-
square of your choice on the ground anywhere 
within range. Creatures and objects in the area are 
undamaged by this although creatures may notice 
a brief sensation of dryness. The square you select 
becomes slippery thanks to the sudden abundance 
of water; however, this slipperiness isn’t dangerous 
unless there are other environmental conditions 
that would render this so (such as the temperature 
being below freezing, or the texture of the ground 
being particularly conducive to the presence of 
water making it very slick, etc.).

Cone of Salt
School: Evocation [earth]; Level: Bloodrager 2, 
Magus 2, Shaman 2, Sorcerer/Wizard 2, Witch 2
Casting Time: 1 standard action
Components: V, S, M (a pinch of salt)
Range: 15 ft.
Effect: Cone-shaped burst
Duration: Instantaneous
Saving Throw: Reflex half; Spell Resistance: Yes

You produce a cone of salt crystals that deals 1d4 
slashing damage per caster level (maximum 

5d4) and causes living creatures to be sickened for 
3 rounds. A Reflex save halves the damage and 
negates the sickened effect.

If you cast cone of salt in particularly salty 
environments (near a salt lake, the ocean, or a salt 
mine), the damage dice are d6 instead of d4 and the 
save DC is increased by +2.

Confer with Desert Animals
School: Transmutation (mind-affecting); Level: 
Bard 3, Druid 2
Casting Time: 1 standard action
Components: V, S
Range: Touch
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Target: Animal touched
Duration: 2 rounds/level
Saving Throw: Will negates;
Spell Resistance Yes

The animal you touch gains the ability 
and willingness to communicate with 

you, the form of communication varies 
and is determined by the GM. Unlike speak 
with animals, this spell affects the animal 
and not you. You can communicate with 
the animal and can suggest means of 
communicating with you. For instance, if 
there is a camel that has traveled a desert 
passage many times and can travel from one 
city to another without landmarks, it could 
convey this information to you perhaps by 
speaking, but also perhaps by drawing a 
map in the sand with its toe.

If the animal is already friendly with 
you, it may voluntarily fail its save. If the 
animal is not friendly with you, you must 
successfully touch the animal as part of the 
spell, but if you succeed and the animal then 
fails its save, it treats you as friendly unless you 
give it reason not to.

If you have the animal domain or a nature 
spirit, you add this spell to your spell list as a 2nd 
level spell.

If you cast confer with desert animals on an animal 
native to deserts and while in desert terrain, then 
the spell’s duration is 1 minute/level and the DC of 
the Will save is increased by +2.

Corrosive Liquefaction
School: Conjuration (creation) [acid]; Level: Magus 
4, Sorcerer/Wizard 4, Witch 4
Casting Time: 1 standard action
Components: V, S, M (an ounce of seps venom)
Range: Close (25 ft. + 5 ft./2 levels)
Effect: Acidic mist spreads in 20-ft. radius,
20 ft. high
Duration: 1 round/level
Saving Throw: Fortitude partial; see text; Spell 
Resistance: No

A cloud of acidic mist spreads from a point 
you designate. The cloud is thin enough that 

it does not obscure sight or provide concealment. 
The droplets are exceptionally corrosive and cause 
2d6 acid damage to all creatures and objects in the 
area (except for objects that are naturally resistant 
to acid). Each creature that starts its turn in the area 
suffers another 2d6 acid damage. Each unattended 

object in the area suffers this damage every round 
on your turn. Each creature (or object that is 
permitted saving throws) may attempt a Fortitude 
save each time it takes damage; a successful save 
halves that damage.

Any creature killed or object destroyed by the 
acid from corrosive liquefaction completely dissolves 
and leaves a pool of acid in its space. The acid in 
that space causes an additional 2d6 acid damage to 
any creature that starts its turn in that space (with 
a separate Fortitude save for half damage). Any 
object in such a space (including the equipment of 
a creature that was killed by the acid) suffers that 
additional damage each round on your turn.

The effect of corrosive liquefaction is exceptional. 
Combined with the right spells, this could be far 
too powerful for a 4th level spell. The material 
component for this spell is the balancing factor; it 
should either be exceptionally costly to acquire or 
should be such that only characters of sufficiently 
high level can get it (rendering the spell slightly 
less powerful given the challenge ratings of the 
creatures the characters are likely to encounter).
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Create Ghost Town
School: Conjuration (creation); Level: Cleric/Oracle 
7, Sorcerer/Wizard 7, Witch 7
Casting Time: 1 hour
Components: V, S
Range: Long (400 ft. + 40 ft./level)
Effect: A small ghost town, see text (S)
Duration: 1 week/level
Saving Throw: None; Spell Resistance: No

You create a small ghost town. The entire region 
you create extends around you a distance no 

farther than the maximum range of the spell (so if 
you are a 15th level caster, the radius of the area can 
extend from you to 1,000 feet or less in all directions 
around you). Within that space, which does not have 
to be a perfect circle, the area is barren except for a 
handful of dilapidated buildings (no more than 1 
per caster level) which roughly meet your design. 
The buildings aren’t necessarily unsafe, though they 
are not exceptionally well-constructed either.

You may cast create ghost town multiple times 
with an enhanced effect. If the areas overlap or are 
adjacent, then add one extra building with each 
casting beyond what each casting provides (so a 
15th level caster who casts three create ghost town 
spells creates a total of 47 buildings within the three 
total areas); the extra buildings fall within the area 
of overlap or near where the areas meet and their 
duration matches the casting that creates them. You 
may also add buildings within the area created by 
create ghost town by casting lesser create ghost town 
which simply adds more buildings within the area 
of the create ghost town space.

If the spell is cast in an area that is empty or deserted, 
the range and number of buildings are doubled.

This spell fails if it is cast in an area that could not 
support buildings (water, constantly shifting sand, 
etc.), but the terrain does not have to be hospitable, you 
could use the spell in an arctic wasteland, for instance.

Create Ghost Town, Lesser
School: Conjuration (creation); Level: Cleric/Oracle 
5, Sorcerer/Wizard 5, Witch 5
Casting Time: 1 hour
Components: V, S
Range: Medium (100 ft. + 10 ft./level)
Effect: A few dilapidated buildings, see text (S)
Duration: 1 day/level
Saving Throw: None; Spell Resistance: No

You create a small area that resembles a few 
buildings from a ghost town. The entire region 

you create extends around you a distance no farther 
than the maximum range of the spell (so if you are 

a 15th level caster, the radius of the area can extend 
from you to 250 feet or less in all directions around 
you). Within that space, which does not have to be a 
perfect circle, the area is barren except for a handful 
of dilapidated buildings (no more than 1 per 3 
caster levels) which roughly meet your design. The 
buildings aren’t necessarily unsafe, though they 
are not exceptionally well-constructed either.

You may cast lesser create ghost town multiple times 
with an enhanced effect. If the areas overlap or are 
adjacent, then add one extra building with each casting 
beyond what each casting provides (so a 9th level caster 
who casts three lesser create ghost town spells creates a 
total of 11 buildings within the three total areas); the 
extra buildings fall within the area of overlap or near 
where the areas meet and their duration matches the 
casting that creates them. Multiple castings of lesser 
create ghost town spells within the same space simply 
adds more buildings to the area.

If the spell is cast in an area that is empty or 
deserted, the range is long instead (400 ft. + 40 ft./level; 
a 15th level caster’s maximum radius is 1,000 feet) and 
number of buildings is 1 per 2 caster levels instead.

This spell fails if it is cast in an area that could not 
support buildings (water, constantly shifting sand, 
etc.), but the terrain does not have to be hospitable, you 
could use the spell in an arctic wasteland, for instance.

Darts of Light
School: Conjuration (creation) [light]; Level: 
Bloodrager 2, Magus 2, Sorcerer/Wizard 2
Casting Time: 1 standard action
Components: V, S, M (a few grains of sun-exposed 
sand taken from a desert)
Range: Close (25 ft. + 5 ft./2 levels)
Effect: Several darts of light
Duration: Instantaneous
Saving Throw: None; Spell Resistance: No

You produce 1 dart/3 levels (maximum 5 darts) 
and each speeds off to a target within range 

(multiple darts may be directed to the same target). 
You must succeed on a ranged touch attack to hit 
your targets. Any target hit by one of these darts 
suffers 1d4 damage. You gain a +1/3 levels bonus 
(maximum +5 bonus) on each dart’s attack and 
damage against a target if it is currently using 
low-light vision or darkvision, or if it has light 
blindness, light sensitivity, sunlight powerlessness, 
or any other similar weakness to light. Any creature 
damaged by a dart from this spell is dazzled until 
the end of its next turn. Any creature in dim or 
darker lighting conditions or in shadows or subject 
to a spell, spell-like ability or supernatural ability 
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with a darkness or shadow descriptor suffers 1d6, 
rather than 1d4, damage from a dart.

For example, a 10th level wizard casts darts 
of light and targets a horse standing in shadow-
covered terrain with one dart, its orc rider with 
another dart, and a nearby tiefling with another. 
The tiefling is not using its darkvision to see and 
isn’t hidden in any darkness or shadows, the orc 
has light sensitivity (and is in shadowy terrain), 
and the horse is under the cover of the shadows as 
well. The darts targeting the orc and horse get a +3 
on their attacks and cause 1d6+3 damage on a hit. 
The dart targeting the tiefling gains no bonus to hit 
and causes 1d4 damage if successful.

Death by Scarabs
School: Conjuration (summoning); Level: Cleric/
Oracle 3, Druid 3, Shaman 3, Summoner 2, Witch 3
Casting Time: 1 standard action
Components: V, S, DF
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One summoned scarab swarm
Duration: Concentration + 2 rounds
Saving Throw: None; Spell Resistance: No

This spell summons a scarab swarm which deals 
damage to any creature in its space.

If you cast death by scarabs in desert terrain, 
all disease save DCs associated with this spell 
are increased by +2 and you summon two scarab 
swarms (which must appear in adjacent spaces).

Death by Scorpions
School: Conjuration (summoning); Level: Cleric/
Oracle 4, Druid 4, Shaman 4, Summoner 3, Witch 4
Casting Time: 1 standard action
Components: V, S, DF
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One summoned scorpion swarm
Duration: Concentration + 2 rounds
Saving Throw: None; Spell Resistance: No

This spell summons a scorpion swarm which 
deals damage to any creature in its space.

If you cast death by scorpions in desert terrain, 
all poison save DCs associated with this spell are 
increased by +2 and you summon two scorpion 
swarms (which must appear in adjacent spaces).

Scorpion Swarm CR 4
XP 1,200
N Diminutive vermin (swarm)

Init +3; Senses darkvision 60 ft., tremorsense 60 ft.; 
Perception +5

DEFENSE
AC 17, touch 17, flat-footed 14 (+3 Dex, +4 size)
hp 39 (6d8+12)
Fort +5, Ref +5, Will +3
Defensive Abilities swarm traits; Immune weapon 
damage

OFFENSE
Speed 20 ft., burrow 5 ft.
Melee swarm (2d6 plus poison)
Space 10 ft.; Reach 0 ft.

STATISTICS
Str 1, Dex 16, Con 14, Int —, Wis 13, Cha 2
Base Atk +4; CMB —; CMD —
Skills Climb +7, Perception +5, Stealth +19 (+23 in 
deserts); Racial Modifiers +4 Climb, +4 Perception, 
+4 Stealth (+8 in deserts)
SQ swarm traits, vermin traits

SPECIAL ABILITIES
Poison (Ex) Swarm: injury; save Fort DC 15; 
frequency 1/round for 4 rounds; effect 1 Dexterity 
and 1 Strength damage; cure 1 save. The save DC is 
Constitution-based.

Dehydrating Circle
School: Transmutation; Level: Druid 2, Magus 2, 
Sorcerer/Wizard 2, Witch 2
Casting Time: 1 standard action
Components: V, S, M/DF (a pinch of salt)
Range: Personal
Effect: 20-ft.-radius burst
Duration: Instantaneous
Saving Throw: Fortitude half; Spell Resistance: Yes

You draw the moisture out of living creatures in 
an area in a 20-foot radius centered on yourself. 

Living creatures within range take 2d8 points of 
damage (half on a successful Fortitude save). This 
effect is especially devastating to plant and aquatic 
creatures, which take a –2 penalty on their saving 
throws. The moisture itself evaporates into the 
surrounding air.

If dehydrating circle is cast in temperate or warm 
desert terrain, then the DC for the save is increased 
by +2 and creatures failing the save also take 1d6 
nonlethal damage and are fatigued from the loss 
of water and begin to suffer dehydration (see 
Starvation and Thirst in the Pathfinder Roleplaying 
Game Core Rulebook).
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Desert Climber
School: Transmutation; Level: Alchemist 2, 
Bloodrager 2, Cleric/Oracle 2, Druid 2, Inquisitor 
2, Magus 2, Ranger 1, Shaman 2, Sorcerer/Wizard 
2, Witch 2
Casting Time: 1 standard action
Components: V, S, M/DF (see text)
Range: Touch
Target: Creature touched
Duration: 1 hour/level
Saving Throw: Will negates (harmless); Spell 
Resistance: Yes (harmless)

The target creature gains a +2 competence bonus 
on Perception, Climb, and Escape Artist checks 

while in any natural environment. This feature of 
the spell works without any material components.

If you cast desert climber in warm desert terrain 
and have the leg of an ant lion as a material 
component, the competence bonus to all the checks 
is +5 instead of +2, and the duration is doubled.

Desert Healer
School: Transmutation; Level: Alchemist 3, Cleric/
Oracle 3, Inquisitor 3, Ranger 3, Shaman 3, Witch 3
Casting Time: 1 standard action
Components: V, S, M/DF (a vial of powdered 
karkadann horn)
Range: Personal
Target: You
Duration: 10 minutes/level

Your body transforms slightly as you consume 
the powdered horn component. Your voice 

deepens, the muscles in your legs and back change 
slightly, and your blood is altered. For the duration, 
you suffer no penalty to speed or on Acrobatics 
or Stealth checks when moving through sandy or 
desert terrain; you gain a +2 natural armor bonus, 
and a +4 alchemical bonus to saves against diseases 
and poisons. Any time you attempt a Heal check to 
treat poison, you gain a +5 bonus on that attempt 
and if you succeed, the treated character gets a +8 
competence bonus on her saving throw against the 
poison instead of +4.

If you are in desert terrain and neutralize poison 
is on your spell list and you are high enough level 
to cast neutralize poison, then you may discharge the 
remaining duration of desert healer to produce the 
effect of a neutralize poison spell on a creature.
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Desert Panic
School: Necromancy [emotion, fear, mind-affecting]; 
Level: Antipaladin 3, Bard 3, Bloodrager 3, Inquisitor 
3, Shaman 3, Sorcerer/Wizard 3, Witch 3
Casting Time: 1 standard action
Components: V, S, M (a small, sun-bleached bone)
Range: Close (25 ft. + 5 ft./2 levels)
Targets: One creature/level, no two of which can be 
more than 30 ft. apart
Duration: 1 round/level; see text
Saving Throw: Will partial; Spell Resistance: Yes

You cause anxiety and uncertainty in the minds 
of your targets. They are suddenly overcome 

with concern about being in a desert without proper 
equipment or provisions. Their minds race as they 
either try to plan for what they should do, chastise 
themselves for what they should have done, or 
otherwise have their own minds turn against them. 
Those targets who fail their Will save cannot stave 
off the worst of the anxiety and are shaken.

If you cast desert panic in desert terrain, the 
anxiety is more profound and harder to resist. The 
save DC is increased by +2, and anyone failing the 
save by 5 or more, or who rolls a natural 1 on the 
save, is frightened instead.

Deserted
School: Illusion (phantasm) [curse; emotion; evil; 
mind-affecting]; Level: Cleric/Oracle 7, Sorcerer/
Wizard 7, Witch 7
Casting Time: 1 standard action
Components: V, S, DF
Range: Close (25 ft. + 5 ft./2 levels)
Target: One living creature
Duration: Permanent
Saving Throw: Will negates and Will partial; see 
text; Spell Resistance: Yes

The target of deserted is allowed an initial save. 
If that save fails, then the curse takes effect and 

remains until it is lifted. While cursed, the target 
feels abandoned, isolated and alone; this feeling 
cannot be lifted and could eventually drive the 
target mad (each week, a Will save is made against 
the DC of this spell, if that save fails, the target gains 
a random insanity; see the Pathfinder Roleplaying 
Game GameMastery Guide). Whenever someone 
leaves the target’s field of vision (and including 
everyone the target cannot see when the spell takes 
effect, which includes almost everyone), the curse 
causes the target to no longer accept that the person 
will return (this is true even if the target can still hear 
or smell someone; the sounds and odors remain, 
but the target’s mind refuses to accept that they’re 

real). If the person does return, the target’s mind 
fails to register that the person is there. The power 
of the illusion is such that the person who leaves (or 
wasn’t visible in the first place) is thereafter treated 
as though invisible, inaudible, and otherwise non-
detectable (to include the appropriate combat 
modifications in the event the other person is a 
combatant). If the target is made to confront the 
reality of the situation and touch the person whom 
the target cannot perceive (to include being hit in 
combat with a melee or natural weapon), the target 
is allowed a Will save and if that save succeeds the 
person becomes sensible to the target. If the Will 
save fails, the target breaks down, feeling certain 
that it has been abandoned and lost, and gains the 
fascinated condition for 1d6 rounds due to its own 
emotional suffering. (If the target is damaged while 
fascinated, the fascinated condition ends.)

If the target of the spell is blind when the spell 
is cast, the spell fails. If the target of the spell is 
rendered blind after the spell has taken effect, the 
target is just that much more despondent. If the 
target is granted the ability to use true seeing or a 
more powerful effect, then the effect of deserted is 
suspended until the duration of true seeing (or the 
similar effect) ends but only within the range of true 
seeing (normally this is 120 feet).

Deserted can be removed by a successful casting of 
limited wish, miracle, or wish. Break enchantment normally 
would have no effect, but if it is cast upon the victim 
of deserted and the caster level check is successful, the 
victim is freed from the effects of deserted for 1 round 
per level of the caster of break enchantment and at the 
end of that duration another Will save is allowed 
which, if successful, breaks the curse.

Dismiss Undead
School: Necromancy; Level: Bard 3, Bloodrager 3, 
Magus 3, Sorcerer/Wizard 3, Witch 3
Casting Time: 1 standard action
Components: V, S, F (anything once touched by a 
groaning spirit)
Range: Personal
Target: You
Duration: 1 round/level

While dismiss undead is in effect, you may, as 
a standard action that does not provoke 

opportunity attacks, attempt to drive away undead 
with a touch. If you succeed on a melee touch attack 
(though see below), then the undead creature must 
attempt a Will save. If it succeeds on that save, 
it cannot take actions for 1 round (as if it were 
dazed); if it fails on that save, it must move away 
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from you for 1d4 rounds as if it were suffering 
from the panicked condition. This is not a fear or 
mind-affecting effect; the power of the spell drives 
the undead creature away. If the undead creature 
cannot make decisions, then it follows a random 
pathway away from you; if it is incorporeal, it 
moves in a straight line away from you.

Instead of attempting a melee touch attack, you 
may instead sing at an adjacent undead creature. 
Make a Performance check and treat it as if it were an 
attack roll being made against the undead creature’s 
AC (not touch AC). If you are successful, treat this as 
though you had attempted a melee touch attack and 
were successful (see above). The undead creature 
does not have to be able to comprehend what you 
sing for the spell to work, though casting the spell in 
this way will fail in circumstances such as being in 
an area affected by a silence spell.

Regardless of which form of attack you attempt 
(melee touch attack or Performance check), the 
spell affects incorporeal undead as if your attack 
form were a ghost touch attack or a force effect.
If you cast dismiss undead in an area that is usually 
desolate (which would include many graveyards 
and the like), then the DC of any Will save required 
by the spell is increased by +2.

Discerning Sight
School: Divination; Level: Alchemist 2, Bard 2, 
Bloodrager 2, Cleric/Oracle 2, Druid 2, Inquisitor 2, 
Magus 2, Paladin 1, Ranger 1, Shaman 2, Sorcerer/
Wizard 2, Summoner 2, Witch 2
Casting Time: 1 standard action
Components: V, S, F (a small glass lens)
Range: Personal
Target: You
Duration: 1 hour/level

The range of your normal sight (i.e. not low-
light vision, darkvision, or other special types 

of vision) in normal or bright light is doubled and 
you gain a +2 insight bonus on Perception checks 
relying upon sight while in normal or bright light. 
(Normally, the maximum distance at which one can 
detect the presence of others in a desert is 6d6 x 20 
feet; in plains terrain it is 6d6 x 40 feet. Whenever a 
terrain type would normally affect such maximum 
distances, discerning sight doubles that range for 
you.) In addition, you gain a +4 insight bonus on 
Perception and Survival checks and Will saves made 
when interacting with or disbelieving naturally-
occurring mirages in normal or bright light.

If you cast discerning sight in desert terrain, the 
duration is 2 hours/level instead.

Drake’s Surge
School: Transmutation; Level: Alchemist 3, 
Bloodrager 3, Magus 3, Sorcerer/Wizard 3
Casting Time: 1 standard action
Components: V, S, M (a desert drake’s claw, nail, 
or scale)
Range: Personal
Target: You
Duration: 1 round/level until discharged

Once per round as a swift action, you may take 
an additional move action. You may do this 

a number of times equal to one-third your caster 
level. This spell works with haste and similar magic. 
If some other ability allows you to use a move 
action to cast spells or make attacks, you may not 
use that ability with the move action granted by 
drake’s surge.

If you cast this spell in desert terrain, your level 
is treated as 3 higher than normal for all purposes 
of this spell.

Dusty Shroud
School: Transmutation; Level: Alchemist 2, 
Sorcerer/Wizard 2
Casting Time: 1 standard action
Components: V, S, M/DF (1 vial of dust)
Range: Personal
Target: You
Duration: 1 minute/level
Saving Throw: None and Reflex half; see text; Spell 
Resistance: No and Yes

Your body becomes covered in dust and you 
gain a penchant for dusty environs. Whenever 

you are in such places (as determined by the GM) 
you gain fast healing 2 and your form becomes 
somewhat sparse and indistinct granting you 
concealment as if you were subject to a blur 
spell. However, whenever you are not in a dusty 
environment, you are sickened (though you 
yourself remain covered in dust).

As a standard action on your turn, you may 
end the spell by causing the dust covering you 
to harden and burst forth into the spaces around 
you, causing 1d4 slashing damage per caster level 
(maximum 5d4) to all creatures within 10 feet of 
you. Creatures in the area succeeding on a Reflex 
save take half damage.

If the dust component of the spell was gathered 
from a dwelling of a dust mephit, then the duration 
of the spell is doubled and the damage dice of your 
burst are d6 instead of d4.
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Echoes of the Desert
School: Enchantment (compulsion) [mind-
affecting, sonic]; Level: Bard 2, Sorcerer/Wizard 3
Casting Time: 1 standard action
Components: V, S, F (a sand stalker’s front leg)
Range: 100 ft.
Effect: Hypnotic sounds in a 100-ft. radius spread 
centered on you
Duration: Concentration up to 1 round/level
Saving Throw: Will negates; see text; Spell 
Resistance: Yes

With a wave of the hollowed sand stalker’s 
leg, you produce hypnotic sounds around 

you. Those hearing the sound must make a 
successful Will save or become fascinated. If the 
save is successful, that creature cannot be affected 
again by your castings of echoes of the desert for 
24 hours. Any creature affected by the sounds is 
fascinated except that on its turn it uses its move 
action to move in the most direct path possible 
toward you. If the affected creature must pass 
over or through danger as it approaches you, it 
gets a second saving throw. Any creature failing 
its second saving throw against this spell gains no 
further saves against it.

If the focus of this spell is destroyed, the spell 
ends. The spell has no effect on creatures that 
cannot hear and any creature that stops hearing 
the hypnotic sounds is no longer affected by the 
spell (but that creature is not treated as having 
made a successful save against this spell). If you 
are subject to a silence spell or similar effect, echoes 
of the desert ends.

If you cast this spell in desert terrain, the DCs of 
all the saves associated with this spell are increased 
by +2, and any checks you are required to make to 
maintain the spell are increased by +5.

Empty House
School: Conjuration (creation); Level: Sorcerer/
Wizard 3, Witch 3
Casting Time: 1 minute
Components: V, S, M (a broken item from an 
abandoned house)
Range: Close (25 ft. + 5 ft./2 levels)
Effect: 20-ft.-square structure
Duration: 2 hours/level
Saving Throw: None; Spell Resistance: No

You conjure a dilapidated building made of 
material that is common in the area where 

the spell is cast. The floor is uneven and features 
several split or broken boards; there may be 
moldy spots or small, mysterious puddles in 
places. Although the dwelling resembles a normal 
cottage, the doors and windows are broken and 
cannot be completely closed, and the fireplace 
fails to vent properly so that if it is used, the cabin 
fills with smoke.

Wind and precipitation can get through 
the cracks in the walls and roof, though mild 
winds and light rain will not bother anyone in 
the house. The building is weaker than normal, 
could easily be burned, and would not withstand 
brute force. There are no magical wards or 
protections supporting the building and there 
are no magical forces or entities servicing you 
or others in the building.

The empty house has no furnishings of any 
use, though there are several broken or rotten 
items (chairs, tables, and the like). If a spell, item 
or ability has additional effects in areas that are 
deserted, then those additional effects work in the 
empty house and its immediate environment.

Empty house can be made permanent with 
a permanency spell. Parts of a permanent empty 
house, if repaired, will rot, break, or decay at 
exceptionally accelerated rates so that the dwelling 
generally remains dilapidated.
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Empty Words
School: Enchantment (compulsion) [curse, mind-
affecting; see text]; Level: Bard 4, Sorcerer/Wizard 
4, Witch 4
Casting Time: 1 standard action
Components: V, S, M (a tongue)
Range: Touch
Effect: Creature touched
Duration: Permanent
Saving Throw: Will negates; Spell Resistance: Yes

The creature you touch no longer feels like 
talking, writing, singing or otherwise using 

words. The creature is not forced to refrain from 
communicating but will always attempt to do so 
without the use of words, if possible. If the creature 
is a spellcaster, it will seek means to cast spells that 
don’t require the use of verbal components.

If no other means of effecting a desire can be 
managed without words, the creature touched 
may choose to communicate, but doing so comes 
with a cost. Each round of speaking, writing, or 
otherwise using words (any spell requiring verbal 
components and with a casting time of 1 round 
or less counts as a round of speaking) causes the 
creature 1d4 Charisma damage (to a minimum of 
1) and increases the desire to refrain from speaking.

When a bard casts empty words it gains the evil 
descriptor.

Empty words cannot be dispelled, but it can be 
removed by a successful casting of break enchantment, 
limited wish, miracle, remove curse, or wish.

Endless Sands
School: Illusion (phantasm) [mind-affecting]; 
Level: Magus 3, Sorcerer/Wizard 3, Witch 3
Casting Time: 1 standard action
Components: V, S
Range: Close (25 ft. + 5 ft./2 levels)
Targets: One living creature/2 levels, no two of 
which may be more than 30 ft. apart
Duration: 1 round/level
Saving Throw: Will disbelief; Spell Resistance: Yes

You implant within the minds of your targets 
the illusion that they are in the middle of 

an apparently endless desert. Those who fail to 
disbelieve the endless sands are treated as though 
they were really standing in an apparently endless 
expanse of desert. Creatures so affected believe that 
they cannot see beyond about 400 feet thanks to the 
obscuring effect of heat distortion and bright sun. 
Targets also feel this heat effect and are treated as 
though in severe heat (approximately 110° F).

As the endless sands exists only in the minds of 
the targets, there is no heat, no heat distortion and 
no sand, but the targets have no way of realizing 
that this is the case. Targets cannot escape the 
endless sands by moving, even by teleportation.

Targets of the spell also perceive everyone else 
around them to be in the desert, but the spell has 
no visible effect to other creatures (who may assist 
allies to disbelieve the effect).

If you cast endless sands while in desert terrain 
and all your targets are in desert terrain, the save 
DC of the spell is increased by +2 and the duration 
is doubled. When the spell ends, if any of the targets 
are still actually in desert terrain, those targets are 
lost (though they may not initially realize it).

You may instead choose for endless sands to 
function in an arctic environment in which case 
an alternative name might be endless snow. The 
visibility restriction of 400 feet will remain due 
to blinding sun and the reflection on the snow. 
The temperature will be severe cold instead 
of severe heat (approximately 0° F), and the 
other effects will change accordingly. If the 
spell is cast is cold desert terrain, the save DC 
is increased, the duration is doubled, and if the 
targets remain in cold desert terrain when the 
spell ends, they are lost.

Endure Drought
School: Abjuration; Level: Alchemist 2, Cleric/
Oracle 2, Druid 2, Ranger 2, Shaman 2
Casting Time: 1 standard action
Components: V, S, M/DF (a pinch of salt or drop 
of water)
Range: Touch
Target: Creature touched
Duration: 1 hour/level
Saving Throw: Will negates (harmless); Spell 
Resistance: Yes (harmless)

The creature you touch does not gain the 
fatigued condition as a result of suffering 

nonlethal damage from starvation or thirst. Other 
consequences of starvation or thirst, and other 
consequences of suffering nonlethal damage, still 
apply normally.

If you cast endure drought in desert terrain, the 
duration is quadrupled.
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Endure Drought, Mass
School: Abjuration; Level: Alchemist 5, Cleric/
Oracle 5, Druid 5, Ranger 4, Shaman 5
Casting Time: 1 standard action
Components: V, S, M/DF (1 pinch of salt or drop of 
water per target)
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature/level, no two of which can be 
more than 30 ft. apart
Duration: 1 hour/level
Saving Throw: Will negates (harmless); Spell 
Resistance: Yes (harmless)

Each target of this spell gains the benefits of 
endure drought.

Exploding Rock
School: Evocation [earth]; Level: Bloodrager 2, 
Magus 2, Sorcerer/Wizard 2
Casting Time: 1 standard action
Components: V, S
Range: Close (25 ft. + 5 ft./2 levels)
Target: 1 stone; see text
Duration: Instantaneous
Saving Throw: None and Reflex half; see text; 
Spell Resistance: No

You cause one stone object, or a part of one 
stone object, to explode. You cause 1 cubic 

foot of stone to explode, sending fragments in all 
directions. At 6th level, you affect 2 cubic feet of 
stone, and every three levels thereafter you affect 1 
more cubic foot of stone (at 12th level you affect 4 
cubic feet of stone). Regardless of the total volume 
you are able to affect, you only cause a single object 
(or part of a single object) to explode. Each cubic foot 
of stone that explodes causes 2d6 piercing damage 
to all creatures within 10 feet of the exploding 
object. A successful Reflex save halves this damage.

You may target the floor or a wall if those are 
stone, and a piece up to the largest size you can 
effect will be blown out of that floor or wall. If the 
floor is sturdy and upon the earth, the blast will 
only go upward into a hemisphere and will not 
damage anyone on the lower level. If you target 
a wall and the wall is thinner than the size of the 
target you can effect, creatures on both sides of the 
wall suffer damage (otherwise the explosion takes 
place only on the side you can see—if you can see 
both sides, you choose which side explodes).

In most cases, the stone object itself is ruined. If 
the object contains parts of different materials, parts 

of the object that are manufactured or otherwise 
sturdy will survive the explosion (though they 
may be damaged if the explosion itself overcomes 
the hardness of the parts). For example, you cause 
a child-sized statute of a noble child, with blue 
gems for eyes and metallic strands of gold for hair 
to explode. The statute itself, provided it was not 
magical, will likely be damaged beyond repair, but 
the gems and gold strands will likely remain intact 
(though the metal may be a bit mangled). Other 
items, such as wooden doors or chests, could very 
well survive the blast. If a large stone is inside a 
chest and the lid is open, or next to a sturdy wooden 
door, the exploding fragments will damage the 
wooden objects, but wood has a hardness of 5 and 
10 hp per inch of thickness. At low levels, this spell 
would obliterate a small chest, could splinter a very 
flimsy larger chest but probably wouldn’t even 
puncture a simple door (though it could weaken 
it enough for the barbarian to hack through in a 
single blow).

Magical items, or items with magical 
components, cannot be damaged by this spell.

If you cast this spell in naturally rocky terrain, 
such as some scrub or barren areas, or some hills 
or mountains, you are treated as though you 
were 3 levels higher than you are for purposes of 
determining how large of a target you can affect 
(and therefore also for the amount of damage the 
explosion causes).

Firesight
School: Transmutation; Level: Alchemist 2, 
Antipaladin 2, Bloodrager 2, Cleric/Oracle 2, Druid 
2, Inquisitor 2, Magus 2, Paladin 2, Ranger 2, 
Shaman 2, Sorcerer/Wizard 2, Witch 2
Casting Time: 1 standard action
Components: V, S, M/DF (a pinch of sulfur)
Range: Personal
Target: You
Duration: 10 minutes/level

You can see through fire and smoke without 
penalty, ignoring any cover or concealment 

bonuses from fire and smoke. This does not allow 
you to see anything you could not otherwise see.
If you have the fire domain, the flame mystery or 
flame spirit, the fire elemental bloodline, or your 
patron is associated with fire, the duration is 1 hour/
level. If you are a ranger and you cast firesight while 
in your favored terrain, the duration is doubled 
while you remain in that terrain.
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Flames of Phlegethon
School: Evocation [evil, fire]; Level: Cleric/Oracle 
7, Sorcerer/Wizard 7
Casting Time: 1 standard action
Components: V, S, M/DF (a pinch of sand from 
Phlegethon)
Range: 0 ft.
Effect: 5 ft./level-radius emanation centered on you
Duration: 1 round/level; see text
Saving Throw: See text; Spell Resistance: Yes; see text

Excessive heat radiates from you. The effects of 
this heat depend upon the duration of exposure.

In the first round, small, flammable, unattended 
objects (books, papers, a chair, etc.) burst into flame 
causing 1d6 fire damage to anything within 5 feet 
(Reflex save for half damage). Ice melts, and the 
air becomes difficult to breathe. Creatures who do 
breathe the air suffer 1d6 fire damage this round 
and each round hereafter (no save).

In the second round, water boils away. Anyone 
exposed to boiling water takes 1d6 damage per 
round of exposure (10d6 damage per round of 
exposure if wholly submersed in boiling water). 
Large flammable objects (treasure chests, small 
trees, etc.) suffer 2d6 fire damage and burst into 
flame (causing 1d6 fire damage to anything within 
5 feet, Reflex save for half damage).

In the third round of exposure to the emanation, 
flesh begins to scald; creatures so exposed suffer 
1d6 fire damage (Fortitude for half damage) in the 
third round, and an additional 1d6 damage for 
each round thereafter (i.e. 2d6 fire damage in round 
4, 3d6 in round 5, etc.).

After four rounds of continuous exposure, even 
massive objects (a cottage, a typical tree) burst 
into flame, causing 4d6 fire damage each round to 
adjacent creatures or creatures in their spaces until 
those objects are consumed by fire.

After five rounds, metal and minerals begin to 
melt, suffering 5d6 fire damage each round. Metal 
and rock may melt (contact with molten metal or 
rock causes 2d6 fire damage to those who come in 
contact with it, no save, in addition to any other 
damage the victim suffers; immersion in molten 
metal or rock causes 20d6 fire damage each round). 
Rock that resists melting might explode, resulting 
in flying shards of superheated metal that cause 
5d6 damage (half fire, half piercing, Reflex save for 
half damage).

Any region of space exposed to flames of 
phlegethon for 6 or more rounds produces a cloudkill 
effect in that space. The fumes and vapors of this 
effect do not move, unlike cloudkill, and persist only 
until the spell ends.
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Creatures covered in metal (such as those 
wearing metal armor) suffer a -4 on all saves against 
the effects of flames of phlegethon. In extremely hot 
environments, such as some desert terrain, the DCs 
of all this spell’s saves are increased by +2.

Creatures immune to fire are immune to all the 
effects of this spell.

Flying Grappler
School: Transmutation; Level: Bloodrager 4, Magus 
4, Sorcerer/Wizard 4, Witch 4
Casting Time: 1 standard action
Components: V, S, M (a nightgaunt’s claw)
Range: Personal
Target: You
Duration: 1 round/level

Your skin takes on a color and texture similar to 
that of a bat’s wing, your muscles become both 

tougher and more flexible, and you sprout bat-
like wings. You gain a +4 enhancement bonus to 
Strength and a +2 enhancement bonus to Dexterity. 
In addition, whenever you have a grappled target, 
you are treated as though subject to the fly spell. 
(You only gain the ability to fly while you have a 
grappled target.) If your target breaks your grapple 
while you’re in flight, you fall slowly (just as if 
you had in fact cast fly and its duration expired), 
but the target falls normally, taking damage as 
appropriate. If flying grappler ends while you’re in 
flight, you (and your grappled target if you have 
one) fall immediately from that height, taking 
damage as appropriate.

When you cast flying grappler, if there are no allies 
within 30 feet of you, then the duration is doubled 
and you gain Improved Grapple (regardless of 
whether you otherwise meet the prerequisites). 
You retain these advantages thereafter regardless 
of whether there are allies nearby.

Freezing Shatter
School: Evocation [cold]; Level: Sorcerer/Wizard 6
Casting Time: 1 standard action
Components: V, S, M (flask of liquid ice)
Range: Touch
Effect: One 10-ft. square area, depth varies; see text
Duration: Concentration; see text
Saving Throw: Fortitude half; see text; Spell 
Resistance: No

You send waves of incredible cold into a wall, 
stone or other large object. For each round 

that you maintain your touch against the surface, 
two feet of depth becomes brutally cold. Creatures 

other than you starting their turns within 5 feet of 
this cold suffer 1d6/level cold damage (maximum 
10d6, Fortitude half). The object or surface that 
you touch transforms due to the cold, reducing 
its hardness by 10 points. At any time while you 
maintain concentration, any single strike against 
the cold surface that causes 25 or more points of 
damage creates a rippling effect that shatters all the 
volume of material you’ve rendered cold. A shatter 
spell which targets the surface you’ve touched also 
destroys the entire volume.

If any of the volume of the surface you’re 
freezing is magical, it is permitted a save to survive 
the shattering.

When you release your touch, if the volume of 
material is not destroyed, it returns to its normal 
temperature and state in a number of rounds equal 
to your caster level (during the first half of this time 
the volume remains fragile and susceptible to being 
shattered).

If you cast freezing shatter in any cold terrain, 
then your touch transforms three feet of depth per 
round instead, the maximum damage caused to 
those within 5 feet of the area is 15d6 instead, and 
the save DCs are increased by +2.

Generate Resistance
School: Abjuration; Level: Alchemist 3, Cleric/
Oracle 3, Magus 3, Sorcerer/Wizard 3
Casting Time: 1 standard action
Components: V, S, DF
Range: Touch
Target: Intelligent creature touched
Duration: 1 round/level (D)
Saving Throw: Fortitude negates (harmless); Spell 
Resistance: Yes (harmless)

The target of this spell must have an Intelligence 
score of 3 or higher, if it does, it gains a 

magical means to resist both cold and fire damage. 
Whenever the target is dealt cold or fire damage, it 
gains half that amount in temporary hit points.

Each round on its turn as a swift action, the target 
can choose to convert any of the temporary hit 
points it has gained from this spell into resistance 
to either cold or fire (or both). On the target’s 
turn, it may convert the temporary hit points into 
resistance in whatever combination it desires. The 
conversion rate is 1 point of resistance for every 2 
temporary hit points converted. On future rounds, 
if the target has already granted itself resistance to 
cold or fire by the use of this spell, it can instead 
increase those resistances.
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For example, the party’s cleric casts generate 
resistance on the party’s fighter. The fighter suffers 
10 fire damage from being exposed to a breath 
weapon and later suffers 2 cold damage from a 
ray of frost. The fighter has 6 temporary hit points. 
Provided she hasn’t already used those temporary 
hit points, on her turn, the fighter may convert 
those 6 temporary hit points into resist cold 3 and 
resist fire (or into some other combination of the 
two, even choosing not to use all 6 temporary hit 
points, such as resist cold 1 and resist fire 2). Later, 
if the fighter suffers 20 cold damage from a cone of 
cold (the 20 points being actual damage, after any 
resistances were applied), she gains 10 temporary 
hit points which she can convert on her turn into 
more cold or fire resistance (or a combination of 
them) if she has them.

The maximum of each resistance the target can 
create for herself is equal to her level. If the target 
already has resistance to cold or fire, those can be 
increased while generate resistance is in effect, but 
not to higher than her level. For example, a 10th 
level fighter with a racial resist 5 fire ability could 
spend 30 temporary hit points gained by generate 
resistance to end up with both resist 10 fire and 
resist 10 cold.

When the spell ends, the resistances (or bonuses 
to resistances) end as well.

If the spell is cast in terrain that is frequently 
subjected to extreme temperature changes in a 24-
hour period, such as is the case in many deserts, 
the target is treated as being 2 levels higher for the 
purposes of determining the maximum resistances 
and the duration is 1 minute/level instead.

Ghost Story
School: Illusion (phantasm) [fear, mind-affecting]; 
Level: Bard 5, Magus 5, Sorcerer/Wizard 5, Witch 5
Casting Time: 1 standard action
Components: V, S
Range: 20 ft.
Targets: Up to 1 creature/level, all of whom must be 
within 20 ft. of you
Duration: Instantaneous
Saving Throw: Will disbelief, then Fortitude 
partial; see text; Spell Resistance: Yes

You begin telling the tale of a ghost and implant 
within the minds of your targets the illusion that 

the ghost of which you are speaking manifests in 
the area. Those who fail to disbelieve the ghost story 
see the ghost and are assaulted by it, suffering 2d6 
Constitution damage and becoming panicked for 2d4 
rounds if they fail a Fortitude save. Those succeeding 

on this Fortitude save instead suffer 2d6 damage and 
are frightened for 1 round. Everyone else, including 
you, sees faint, innocuous wisps in the area.

If you cast ghost story in an area that is deserted 
or is locally known for being haunted, all the save 
DCs of this spell are increased by +2.

Ghostly Form
School: Illusion (shadow) [shadow and see text]; 
Level: Cleric/Oracle 5, Shaman 5, Sorcerer/Wizard 
5, Witch 5
Casting Time: 1 standard action
Components: V, S
Range: Personal
Target: You
Duration: 1 round/2 levels (D)
Saving Throw: Will disbelief varies and see text; 
Spell Resistance: Yes and see text

Ghostly form creates a dark ghostly version of 
you from shadow material and places your 

body in the Shadow Plane. Treat ghostly form as if 
it were a variant of beast shape except that you take 
on the form of a ghost (see Pathfinder Roleplaying 
Game Bestiary). While the spell is in effect, you have 
a ghostly form and the following abilities: fly 30 
ft. (good), darkvision 60 ft. and incorporeal. You 
are not undead and your size does not change. In 
addition, you gain corrupting touch and one other 
of the following special attacks which simulate an 
actual ghost’s special attacks. When you interact 
with a creature, if it has a reason to disbelieve the 
illusion, it is granted a Will save to disbelieve. If 
that save is successful, then all non-damage effects 
of these special attacks fail against that creature and 
all damage is reduced by half.

Corrupting Gaze (Su): You have a gaze attack 
with a range of 30 feet that causes 2d6 damage 
and 1 Charisma damage (Fortitude save negates 
Charisma damage but not physical damage).

Corrupting Touch (Su): By passing part of 
your incorporeal body through a foe’s body 
as a standard action, you inflict 1d6/2 levels 
damage (maximum 10d6) on a successful melee 
touch attack.

Draining Touch (Su): You gain a touch attack 
that drains 2 points from any one ability score 
you select on a hit.

Frightful Moan (Su): You emit a frightful moan 
as a standard action. All living creatures within 
a 30-foot spread must succeed on a Will save 
or become panicked for 2d4 rounds. This is a 
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sonic mind-affecting fear effect. A creature that 
successfully saves against the moan cannot be 
affected by your moan for 24 hours.

Telekinesis (Su): You can use telekinesis at your caster 
level as a standard action once every 1d4 rounds.

While the spell is in effect, your body is helpless 
on the Shadow Plane. If your body dies it becomes 
part of the Shadow Plane and you actually 
become a ghost (and are under the GM’s control). 
Otherwise, when the spell ends, your body appears 
in the space you currently occupy, or the nearest 
safe space. The transfer of consciousness from the 
ghostly form to your body is instantaneous and 
does not require an action.

You can cast spells while in this new form 
so long as those spells do not require material 
components or a focus. However, as your form 
is shadow matter, each of those spells gains the 
shadow descriptor, this affects the spells and 
any damage caused by your spells is halved. In 
addition, though you are incorporeal, the magic 
of the spell allows you to communicate normally, 
though your voice may sound otherworldly 
or be muted—this does not affect the verbal 
components of your spells.

If you cast ghostly form in an area that is deserted 
or often deserted, such as a ghost town or a 
graveyard, then the duration is doubled and the 
DC of the Will save to disbelieve is increased by 
+2. If you have the death domain, have selected 
the bones spirit, are a necromancer, or have a 
shadow patron, then you gain two of the special 
attacks in addition to corrupting touch.

Ghostly Form Curse
School: Necromancy [curse]; Level: Sorcerer/
Wizard 8, Witch 8
Casting Time: 8 hours
Components: V, S
Range: 1 mile/5 levels
Targets: Intelligent living creatures within range; 
see text
Duration: 1 day/level; see text
Saving Throw: Will negates; see text; Spell 
Resistance: Yes

Every living creature with an Intelligence score of 3 
or higher within range is granted a Will save. All 

those who succeed are unaffected. All those who fail 
become ghost-like versions of themselves.
Creatures who are turned ghostly by this spell are not 
dead. The magic of the spell transforms their bodies 
into ghost-like forms that otherwise are treated as 
ghosts. As such, they are not undead, though they 

are incorporeal. They can use and are affected by 
ghost touch items as if they were actual ghosts. Those 
affected by this curse are also bound to the general 
area where the spell takes effect; attempts to leave 
are always thwarted. (The general area is determined 
by the GM who also determines the means by which 
attempts to leave the area are thwarted). All those who 
have become ghost-like can see one another as if they 
hadn’t been affected (and they may not understand at 
first that they now seem to be ghosts; they may believe 
they have died), but will soon discover that they, for 
the most part, cannot interact with those who were 
unaffected by the spell. Those who were affected 
can affect the physical world in ways similar to the 
ways that ghosts can do so; each has the telekinesis 
supernatural ability that a ghost gains (the GM may 
determine that some individuals have other powers, 
such as causing an area to feel very cold, but none 
should directly cause damage).

Those who were unaffected by the spell cannot 
see the ghost-like individuals who were affected 
by the spell unless they use some magical means 
to detect them. See invisibility and true seeing allow 
someone to see the ghostly individuals.

Each creature adds a bonus to its saving throw 
equal to its number of Hit Dice (treat Hit Dice less 
than 1 as equal to 0 Hit Dice for purposes of this 
bonus) if it is awake when it attempts its saving 
throw. If you cast ghostly form curse in a deserted 
area then the Will save DC of ghostly form curse is 
increased by +4.

When you cast ghostly form curse you gain 1 
negative level. This persists until the spell ends 
and cannot be removed by any means. If you cast 
ghostly form curse multiple times, your negative 
levels stack.

Ghostly form curse cannot be dispelled (though 
the curse ends a few days after it begins), but each 
individual affected by it can have its curse removed 
by a successful casting of break enchantment, limited 
wish, miracle, remove curse, or wish.

Goring Gang
School: Transmutation (polymorph); Level: 
Bloodrager 3, Magus 3, Sorcerer/Wizard 3
Casting Time: 1 standard action
Components: V, S, M/DF (a powdered horn from a 
creature with powerful charge)
Range: Close (25 ft. + 5 ft./2 levels)
Targets: You and up to 1 willing ally/level, no two 
of which can be more than 30 ft. apart
Duration: 1 round/level
Saving Throw: None; Spell Resistance: No
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You and your allies gain a small but sturdy and 
sharp horn on your foreheads. Each of you gains 

a gore attack with this horn; it is treated as a natural, 
primary attack and causes appropriate piercing 
damage for the target’s size (1d6 for a Medium target, 
1d8 for a Large target) plus the target’s full Strength 
bonus. In addition, each target gains the powerful 
charge ability per the universal monster rules; if a 
target chooses to make a charge attack, that attack 
causes double damage (i.e. 2d8 for Large targets) 
including double the target’s Strength bonus.

In addition, each time a target of this spell succeeds 
with its gore attack against a creature which has been 
successfully damaged by any gore attack that round, 
the damage is increased by +1 for each such successful 
previous attack against that creature that round.

If the material component is karkadann horn and 
this spell is cast in warm desert terrain, then all the 
horns created by this spell are treated as magic cold 
iron weapons for the purposes of overcoming damage 
reduction, and each horn is treated as a +1 weapon.

Hag Form, Sand
School: Transmutation (polymorph); Level: Alchemist 
5, Druid 6, Magus 5, Sorcerer/Wizard 7, Witch 6
Casting Time: 1 standard action
Components: V, S, M (a fingernail or hair of a sand hag)
Range: Personal
Target: You
Duration: 1 minute/level (D)
Saving Throw: See text; Spell Resistance: No

You become a sand hag. You gain a +2 size bonus 
to Constitution, a +4 natural armor bonus, 

burrow 30 ft., darkvision 90 ft., Spell Resistance (10 
+ 1/2 your level), mimicry, and two claw attacks 
(1d4 + Str plus dehydration). In addition, you gain 
the constant use of tongues. You also gain these 
spell-like abilities:

At will—alter self, dancing lights, ghost sound, 
shifting sand, whispering wind

Dehydration (Su) A sand hag’s claws dehydrate 
those she strikes. Each time a sand hag hits a foe 
with her claw attack, the victim takes an additional 
1d6 hp nonlethal damage and becomes fatigued; 
a successful Fortitude save halves this damage 
and negates the fatigue (DC 10 + 1/2 your level + 
Cha modifier). Multiple failed saves do not cause 
a creature to become exhausted, but this fatigue 
stacks with other sources of fatigue to cause a 
creature to become exhausted.
Mimicry (Ex) A sand hag can imitate the sounds of 
almost any animal found near its lair.

While in the form of a sand hag, you have a 
powerful drive to trick others and despoil things of 
beauty. Should you wish to pursue those drives, you 
gain a +4 on Bluff, Disguise, Perception and Stealth 
checks when you are using them toward those ends. 
You do not receive these bonuses simply because you 
are in the form of a sand hag; if you are engaging in 
other pursuits while in the form of a sand hag, those 
skill checks do not gain the +4 bonus.
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If you cast this spell in desert terrain, you gain 
the constant use of pass without trace and both 
invisibility and hallucinatory terrain as at will spell-
like abilities.

Hag Form, Winter
School: Transmutation (polymorph) [evil]; Level: 
Alchemist 6, Druid 7, Magus 6, Sorcerer/Wizard 8, 
Witch 7
Casting Time: 1 standard action
Components: V, S, M (a fingernail or hair of a 
winter hag)
Range: Personal
Target: You
Duration: 1 min./level (D)
Saving Throw: See text; Spell Resistance: No; see text

You become a winter hag. You gain a +2 size 
bonus to Strength, a +6 natural armor bonus, 

darkvision 60 ft., Spell Resistance (10 + 1/2 your 
level), immunity to cold, vulnerability to fire, 
and two claw attacks (1d4 + Str). In addition, 
you gain the constant use of pass without trace 
and see invisibility. You also gain these spell-like 
abilities (which permits spell resistance if the 
spell itself does):

3/day—alter self
1/day—charm monster (see text), major image (see 

text), control weather (windy or cold weather only), 
wall of ice

While in the form of a winter hag, you have a 
powerful drive to eat children and enslave adults 
(predominately humanoid, but not exclusively 
so); your use of charm monster and major image is 
limited to pursuing these ends. Should you wish 
to pursue those drives, you gain a +6 on Bluff, 
Intimidate and Perception checks when you 
are using them toward those ends. You do not 
receive these bonuses simply because you are in 
the form of a winter hag; if you are engaging in 
other pursuits while in the form of a winter hag, 
those skill checks do not gain the +6 bonus. If you 
encounter an evil humanoid while in the form of 
a winter hag, that creature regards you with an 
initial attitude of hostile.

If you cast this spell during conditions of winter 
or in snow-covered terrain, you gain the icewalking 
and snow vision extraordinary abilities.

Icewalking (Ex) This ability works like the spider 
climb spell, but the surfaces the hag climbs must be 
icy. The hag can move across icy surfaces without 

penalty and doesn’t need to make Acrobatics 
checks to run or charge on ice.

Snow Vision (Ex) A winter hag can see perfectly 
well in snowy conditions and doesn’t take any 
penalties on Perception checks while in snow.

Any creature charmed by your use of charm 
monster while you are in the form of a winter hag is 
released from the effect as soon as this spell ends.

Healing Ice
School: Conjuration (healing) [cold]; Level: 
Alchemist 4, Bloodrager 4, Cleric/Oracle 3, Inquisitor 
3, Magus 4, Shaman 3, Sorcerer/Wizard 4, Witch 4
Casting Time: 1 standard action
Components: V, S, M/DF (a drop of blood from a 
creature with the cold subtype)
Range: Touch
Target: Creature touched; see text
Duration: Instantaneous; see text
Saving Throw: Will half (harmless); see text; Spell 
Resistance: Yes (harmless); see text

You lay your hand upon a living creature 
with the cold subtype (or a living creature 

benefitting from a spell with the cold descriptor), 
and your touch channels cold energy into that 
creature that cures 3d8 points of damage +1 point 
per caster level (maximum 15). Any creature with 
the fire subtype (or benefitting from a spell with 
the fire descriptor) that would not otherwise be 
cured by this spell suffers the same amount of 
damage instead if you succeed on a melee touch 
attack. Such a creature can apply spell resistance 
and can attempt a Will save for half damage. (Note 
that creatures with both cold and fire subtypes, 
or that are affected by spells with both kinds of 
descriptors, are only healed by this spell and 
cannot be damaged by it.)

Creatures without the cold or fire subtype (or 
living creatures not benefitting from a spell with 
the cold descriptor or any creature not affected 
by a spell with the fire descriptor) are unaffected 
by this spell if you use arcane energy to cast this 
spell. If you use divine energy to cast this spell, 
such creatures instead gain fast healing 2 (with a 
duration of 1 minute/caster level) whenever they 
are in cold terrain.

If you have the cold domain or ice subdomain, 
a bloodline power that utilizes cold energy, or a 
patron associated with cold, the curing/damage 
dice are d10s instead of d8s, and if a creature is 
attempting a saving throw against you the save DC 
is increased by +2.
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Healing Ice, Mass
School: Conjuration (healing) [cold]; Level: Cleric/
Oracle 6, Inquisitor 6, Shaman 6
Casting Time: 1 standard action
Components: V, S, M/DF (1 drop of blood from a 
creature with the cold subtype per affected target)
Range: Close (25 ft. + 5 ft./2 levels)
Targets: Up to 1 creature/level, no two of which can 
be more than 30 feet apart
Duration: Instantaneous; see text
Saving Throw: Will half (harmless); see text; Spell 
Resistance: Yes (harmless); see text

Except as noted here, this spell functions as 
healing ice but affects more targets.

Hunger of the Ghul
School: Necromancy [curse, evil]; Level: Cleric/
Oracle 4, Sorcerer/Wizard 4, Witch 4
Casting Time: 1 standard action
Components: V, S, M (a ghul’s tooth)
Range: Touch
Target: Humanoid touched
Duration: Permanent
Saving Throw: Will negates; Spell Resistance: Yes

The cursed target is no longer able to be fully 
nourished by the food it normally consumes. 

Instead, as a result of this curse, it is sustained by 
eating creatures based on their personalities and 
emotional experiences. When you cast the spell 
you select a particular emotion or personality 
trait (typical choices include innocence, 
despondence, sorrow, joy, anguish, etc.) that then 
provides the greatest sustenance for the target. 
When it consumes flesh, the more recently that 
creature experienced the associated emotion, the 
better. It is entirely possible that the target can 
be sustained by eating the flesh of animals if the 
appropriate choices are made (perhaps timidity 
is the choice and an appropriately timid creature 
is common in the area). When a creature is killed 
and eaten within an hour (the target only needs to 
eat enough food that would normally be filling, 
but it must be of the right type to truly sustain), 
the target is sated for 24 hours. If between 1 and 
4 hours pass, the target must eat twice as much 
food as normal and is fatigued for 1 hour after 
eating but is otherwise sated. If between 4 and 
12 hours pass, the target must eat twice as much 
food as normal and is fatigued for 2 hours after 
eating but is otherwise sated. If between 12 and 
24 hours pass, the target must eat three times as 

much food as normal and is fatigued for 4 hours 
after eating but is otherwise sated. If more than 
24 hours pass, the flesh cannot properly sustain 
the target. Once the target has gone more than 
24 hours without eating sustaining food, it is 
fatigued and sickened. Whenever the target’s 
fatigue progresses to exhaustion, its sickened 
state also progresses to nauseated.

Hunger of the ghul can be removed by a successful 
casting of break enchantment, limited wish, miracle, 
remove curse, or wish.

If you cast hunger of the ghul in warm desert 
terrain, then whenever the target is fatigued or 
exhausted (regardless of the cause) it gains a 
powerful aversion to daylight (though suffers no 
penalty from daylight or sunlight), gains the ability 
to speak one elemental language, Aquan, Auran, 
Ignan, or Terran based on the languages spoken by 
the creature that provided the material component 
for the spell (determined by the GM if otherwise 
unknown), and loses the ability to speak the other 
languages it knows (though it retains the ability to 
understand those languages).

An interesting option for this spell is for the target 
of the curse to at first be unaware of what it needs 
to consume in order to be sated, but to be aware 
that it needs to eat … something. Eventually, 
through divinations, the counsel of a wise sage, 
etc., the target would learn its fate.

Into the Arctic
School: Abjuration; Level: Alchemist 3, Cleric/
Oracle 3, Druid 3, Inquisitor 3, Ranger 2
Casting Time: 1 standard action
Components: V, S, M/DF (a down feather)
Range: Touch
Targets: Creature touched
Duration: 1 day/level
Saving Throw: Fortitude negates (harmless); Spell 
Resistance: Yes (harmless)

Into the arctic provides important protections and 
defenses and is particularly well-suited to those 

traveling in cold and very cold areas. The recipient 
gains the benefits of endure elements whenever it is 
in cold regions. In addition, the recipient gains a +2 
competence bonus on Acrobatics, Perception and 
Survival checks when in cold, snowy, or icy areas.

If the recipient of the spell is in cold desert 
terrain or terrain that is very cold (persistently 
below 0° F) and takes lethal damage from extreme 
cold, that damage is reduced by 1 hit point per die.
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Into the Arctic, Mass
School: Abjuration; Level: Cleric/Oracle 5, Druid 5, 
Inquisitor 5, Ranger 4
Casting Time: 1 standard action
Components: V, S, M/DF (1 down feather per target)
Range: Close (25 ft. + 5 ft./2 levels)
Targets: One creature/level, no two of which can be 
more than 30 ft. apart
Duration: 1 day/level
Saving Throw: Fortitude negates (harmless); Spell 
Resistance: Yes (harmless)

This spell functions like into the arctic except that 
it affects multiple creatures.

Into the Desert
School: Abjuration; Level: Alchemist 3, Cleric/
Oracle 3, Druid 3, Inquisitor 3, Ranger 2
Casting Time: 1 standard action
Components: V, S, M/DF (a pinch of salt)
Range: Touch
Targets: Creature touched
Duration: 1 day/level
Saving Throw: Fortitude negates (harmless); Spell 
Resistance: Yes (harmless)

Into the desert provides important protections and 
defenses and is particularly well-suited to those 

traveling in arid or very hot areas. The recipient 
gains the benefits of endure elements a +2 on Survival 
checks made in arid or very hot areas, and a +4 on all 
Constitution checks to avoid dehydration due to thirst.

If the recipient of the spell is in terrain that could 
be considered a desert, the recipient’s Constitution 
score is treated as though it were 4 points higher 
than it actually is for purposes of determining 
how long it can persist without water before 
risking taking nonlethal damage. Furthermore, 
all nonlethal damage due to starvation or thirst is 
reduced by 1 point per die.

Into the Desert, Mass
School: Abjuration; Level: Cleric/Oracle 5, Druid 5, 
Inquisitor 5, Ranger 4
Casting Time: 1 standard action
Components: V, S, M/DF (a pinch of salt)
Range: Close (25 ft. + 5 ft./2 levels)
Targets: One creature/level, no two of which can be 
more than 30 ft. apart
Duration: 1 day/level
Saving Throw: Fortitude negates (harmless); Spell 
Resistance: Yes (harmless)

This spell functions like into the desert except that 
it affects multiple creatures.

Jack Rabbit
School: Transmutation (polymorph); Level: 
Bloodrager 1, Druid 1, Magus 1, Sorcerer/Wizard 1
Casting Time: 1 standard action
Components: V, S, DF
Range: Personal
Target: You
Duration: 1 minute/level

You transform into a jack rabbit. Your size becomes 
Tiny (you weigh 8 pounds), you gain a +4 size 

bonus to your Dexterity, a -2 penalty to your Strength, 
and a +1 natural armor bonus. Your base speed 
becomes 50 ft. and you gain a +8 bonus to Acrobatics 
checks when jumping. Your color is roughly that of 
the sand common in your area (if you are in a region 
currently experiencing snow cover you may choose 
white instead). Unlike other polymorph spells, you 
gain no other attributes of the jack rabbit.

If you cast jack rabbit in desert terrain you also gain 
the Run feat and the duration is 10 minutes/level instead.

Lamia’s Drain
School: Necromancy [mind-affecting]; Level: 
Cleric/Oracle 5, Sorcerer/Wizard 5, Witch 5
Casting Time: 1 standard action
Components: V, S, M/DF (a lamia’s tear)
Range: Close (25 ft. + 5 ft./2 levels)
Targets: Up to 1 creature/3 levels, no two of which 
can be more than 30 feet apart
Duration: Instantaneous
Saving Throw: Will half; see text; Spell Resistance: Yes

The targets’ minds are powerfully struck by an 
overwhelming assault. Each target suffers 1d4 

points of Wisdom damage + 1 point per three caster 
levels, and suffers a penalty on saving throws against 
all enchantment spells and effects equal to the Wisdom 
damage it suffered until the Wisdom damage has 
been healed. For each point of Wisdom damage 
healed, the penalty is reduced by 1 point. A successful 
Will save halves the damage and negates the saving 
throw penalty. (For example, a target fails its save and 
suffers 7 points of damage to its Wisdom score and 
gains a -7 penalty to its saves against enchantment 
spells and effects, likely made even worse by the 
sudden drop in Wisdom. If that target heals 1 point of 
Wisdom the next day, the target then is suffering from 
6 points of Wisdom damage and remains subject to a 
-6 penalty on the associated saves.)

If lamia’s drain is cast in temperate desert terrain 
the attack causes Wisdom drain instead, the saving 
throw penalty is then keyed to the amount of 
Wisdom drain suffered and correspondingly is 
reduced as the Wisdom drain is healed.
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Lammasu’s Devotion
School: Transmutation [good]; Level: Cleric/Oracle 
5, Inquisitor 5, Paladin 4
Casting Time: 1 standard action
Components: V, S, M/DF (a bit of claw willingly 
given by a lammasu)
Range: Self
Target: Personal
Duration: 1 round/level (D)

Your body and persona transform. Your size becomes 
Large and you become a larger, more impressive 

version of yourself. Your hair becomes wild like a lion’s 
mane, your facial features become somewhat more 
fearsome, and two, powerful, eagle-like wings sprout 
from your back (magically coordinating with your 
armor so as to neither damage the armor nor impair 
your ability to fly). You gain a +4 size bonus to your 
Strength and Constitution scores, a fly speed (60 feet, 
good maneuverability), darkvision 60 ft. and low-light 
vision, and the pounce and rake special abilities.

While in this form, you are powerfully motivated 
to serve as a champion of the oppressed and to treat 
those who are being unjustly attacked in an almost 
parentally protective way. Whenever you are acting 
on these motives, you gain a +4 sacred bonus on 
Diplomacy, Perception and Sense Motive checks, and 
you also gain the ability to cast bless, lesser restoration, 
and searing light at will as spell-like abilities.

Whenever you are in temperate desert terrain 
while acting on these motives, you may also use 
greater invisibility as a spell-like ability, but you may 
not target yourself; doing so reduces the duration 
of lammasu’s devotion by 3 rounds. Finally, when in 
desert terrain and acting on these motives, you may 
cast dimension door as a spell-like ability to help those 
you are protecting escape. Doing so ends the spell.

Life Bane
School: Necromancy; Level: Cleric/Oracle 5, Magus 
5, Sorcerer/Wizard 5
Casting Time: 1 standard action
Components: V, S, DF
Range: Touch
Target: Melee weapon touched
Duration: 1 round/level
Saving Throw: None; Spell Resistance: No

You channel necromantic power into a melee 
weapon. If the weapon is not already magical, 

it acts as a +2 weapon of its type. If the weapon is 
already magical, its enhancement bonus increases 
by +1 (to a maximum of +5). When the weapon is 
wielded by an undead creature or a creature that 
is treated as undead (such as a target of any of the 

undead anatomy spells) then the weapon also deals an 
additional +1d6 damage to living targets that it hits.

If you cast life bane in a graveyard or other area 
where dead or undead might be present but that is 
not regularly inhabited by living creatures (other 
than normal plants, vermin and animals), then 
the weapon’s additional damage against living 
creatures is +2d6 instead of +1d6.

Lightning Aura
School: Evocation [electricity]; Level: Alchemist 1, 
Bloodrager 1, Magus 1, Sorcerer/Wizard 1
Casting Time: 1 standard action
Components: V, S, F (the scale of a blue dragon)
Range: Personal
Target: You
Duration: 1 round/level (D)
Saving Throw: Reflex half; see text; Spell 
Resistance: Yes

You are surrounded by an aura of lightning. Each 
creature within 5 feet of you when you cast the 

spell suffers 1d6 electricity damage (Reflex save for 
half). Thereafter, at the start of your turn, creatures 
in the aura again suffer 1d6 electricity damage 
(Reflex save for half). The focus of your spell can 
strengthen the aura in a variety of ways based on 
the age of the blue dragon whose scale you’re using. 
If the scale comes from a dragon aged between 101 
and 1000 years (older than young adult but younger 
than wyrm), the damage, duration and size of the 
aura are doubled. If the scale comes from a dragon 
at least 1001 years old (wyrm or older), the damage, 
duration and size of the aura are tripled.

If you cast lightning aura in warm desert terrain, 
the damage dice are d8 instead of d6 and all the save 
DCs associated with the spell are increased by +2.

Lightning Shards
School: Evocation [earth, electricity, sonic]; Level: 
Magus 5, Sorcerer/Wizard 5
Casting Time: 1 standard action
Components: V, S, F (an iron spike wrapped in 
copper wire)
Range: 60 ft.
Area: Cone-shaped burst
Duration: Instantaneous
Saving Throw: Reflex half and Fortitude partial 
and Reflex half; see text; Spell Resistance: Yes

Arcs of lightning shoot out from your body, 
coruscating and forking through the air and 

ground. Creatures and objects in the area suffer 4d6 
points of electricity damage (Reflex save for half 
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damage). Sand and dust on the ground in the area 
is converted into brittle glass, littering the affected 
area with fragments of glass shards. Simultaneously 
with the flash of lightning, a powerful sonic 
thunderclap causes 3d6 points of sonic damage 
and deafens everyone in the area for 1d4 rounds 
(a successful Fortitude save halves the damage and 
negates the deafness). The thunderclap shatters the 
glass fragments and the remaining energy of the 
spell sprays the bits outward away from you and 
causes 2d6 piercing damage to everyone in the area 
(Reflex save for half damage).

If you cast lightning shards in a region where the 
ground is predominately covered in or composed 
of sand (per GM adjudication), then the number of 
glass shards created by the spell is exponentially 
greater and the damage caused by the flying bits of 
glass is 6d6 piercing damage instead.

If there is little or no dust or sand in the area, 
then the spell still causes the electricity and sonic 
damage but does not cause the piercing damage.

Mirage
School: Transmutation (polymorph) [air]; Level: 
Alchemist 4, Bard 4, Sorcerer/Wizard 4, Witch 4
Casting Time: 1 standard action
Components: S, M (250 gp worth of diamond dust)
Range: Personal
Target: You
Duration: 1 minute/level (D)
Saving Throw: None; see text; Spell Resistance: 
No; see text

You become a shimmering volume of air. In 
most respects, your transformation is as per 

gaseous form (you cannot attack or cast most spells, 
etc.) except that you are not a misty vapor but are 
instead magically transformed air and your fly 
speed is 20 feet instead of 10 feet. You gain natural 
invisibility. If you are in an area of extreme heat 
or reflection (such as a desert, an open ocean, or a 
snow plain), you also gain project mirage.
Natural Invisibility (Ex) You remain invisible at 
all times, even when attacking. This ability isn’t 
subject to the invisibility purge spell. Against foes 
that cannot pinpoint your location, you gain a +20 
bonus on Stealth checks when moving or a +40 
bonus when standing still.
Project Mirage (Ex) As a standard action, you can 
create an illusory vision in areas of extreme heat or 
reflection—such as a desert, open ocean, or snow 
plain—to lure victims toward you, instinctively 
using your victims’ own desires for comfort to form 

the illusion. This is a mind-affecting glamer effect 
that is otherwise identical to hallucinatory terrain 
and that you can dismiss as a swift action.

If you use the project mirage ability, treat it as 
hallucinatory terrain for purposes of determining the 
effect on targets (for example, they get a Will save to 
disbelieve if they interact with it, using this spell to 
determine the save DC). All mind-affecting glamer 
effects produced by this spell end when this spell ends.

Mirage Lightning
School: Illusion (shadow) [shadow]; Level: Magus 
6, Sorcerer/Wizard 6
Casting Time: 1 standard action
Components: V, S, F (the scale of an old or older 
blue dragon)
Range: Medium (100 ft. + 10 ft./level); see text
Effect: Shadow duplicate casting a lightning bolt
Duration: Concentration, up to 1 round/level until 
discharged; see text
Saving Throw: Will disbelief (if interacted with); 
Spell Resistance: Yes
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Mirage lightning generates an illusory duplicate 
of you at a space within range. That duplicate 

thereafter produces a lightning bolt from its space to 
another space within range. The duplicate can produce 
the lightning bolt immediately or you can delay the 
effect for up to 1 round/level by concentrating. If 
your concentration is broken, your line of sight to the 
duplicate is interrupted, or the duration expires, the 
duplicate disappears and the lightning bolt never is 
produced. For adjudicating the effect of the lightning 
bolt, treat mirage lightning as shadow evocation except 
as otherwise noted here. Anyone not aware of you 
but able to see the duplicate might have no reason to 
suspect the duplicate isn’t you (the effectiveness of 
this illusion will be determined by the GM). Until the 
duplicate produces the lightning bolt, treat it as a project 
image. Once the duplicate produces the lightning bolt, 
the spell ends.

If you cast mirage lightning in warm desert terrain, 
the damage dice are d8 instead of d6 and all the save 
DCs associated with the spell are increased by +2.

Molten Carapace
School: Conjuration (creation) [cold, fire]; Level: 
Magus 5, Sorcerer/Wizard 5
Casting Time: 1 standard action
Components: V, S, M (a piece of remorhaz armor 
plate about 4-inches in diameter)
Range: Personal
Target: You
Duration: 1 round/level
Saving Throw: Fortitude partial; see text; Spell 
Resistance: No

A magical hide armor wraps around you; it has an 
icy blue color dotted with patches of an almost 

translucent red along your spine. This armor grants 
you a +4 armor bonus to AC and renders you immune 
to both cold and fire damage. In addition, the armor is 
exceedingly hot. Anyone touching you suffers 6d6 fire 
damage. Creatures striking you with natural weapons 
or unarmed strikes suffer this damage as well, and any 
weapon striking the armor suffers the same damage. 
Any creature or item subject to this damage suffers 
only half damage on a successful Fortitude save.

Creatures striking you multiple times in the same 
attack suffer the damage only once, but the save DC 
increases by +2 for each attack and the saving throw 
is resolved at the conclusion of the attacks (though 
the damage applies even if you are incapacitated or 
killed by the attacks). A weapon striking you multiple 
times in the same attack is similarly affected.

If you are in cold terrain, you gain a burrow speed 
of 20 ft. which works only to burrow through ice.

Paralytic Stream
School: Evocation [poison]; Level: Bloodrager 3, 
Magus 3, Druid 3, Sorcerer/Wizard 3, Witch 3
Casting Time: 1 standard action
Components: V, S, M (a drop of assassin bug 
poison)
Range: 60 ft.
Area: 60-ft. line
Duration: Instantaneous
Saving Throw: Reflex negates and see text; Spell 
Resistance: Yes

You project a stream of liquid poison in a 60-
ft. line. All creatures in the area must succeed 

on a Reflex save or be touched by the poison. Any 
creature touched by the poison is affected by the 
poison in the line.

Line—Contact; save Fort DC same as spell; 
frequency 1/round for 4 rounds; effect 1d4 Dex; cure 
2 consecutive saves.

Pride of Dragonnes
School: Transmutation (polymorph); Level: 
Sorcerer/Wizard 7
Casting Time: 1 standard action
Components: V, S, M (a claw from a dragonne for 
each target)
Range: 20 ft.
Target: You and up to 1 ally/level
Duration: 1 minute/level (D)
Saving Throw: Will negates (harmless); Spell 
Resistance Yes (harmless)

You and up to 1 ally/level (maximum of 7 allies) 
are transformed into Large-sized dragonnes 

(including your tails, you are about 10 feet long and 
weigh about 1,000 pounds). You all gain a +4 size 
bonus to Strength, a +2 size bonus to Constitution, 
a +4 natural armor bonus and fly 30 feet (poor). 
Everyone gains darkvision 60 feet, low-light vision 
and scent. You all also gain one bite (1d8), two claw 
attacks (1d6) and the pounce special attack.

Each transformed individual can end its own 
transformation on its own turn as a standard action. 
Once an individual reverts to its own form, the spell 
ends for that individual. Generally, spellcasters 
cannot cast spells while in this form, though any 
individual might have access to class abilities, feats 
or magic that makes it possible.

If pride of dragonnes is cast in temperate deserts, 
everyone affected also gains a +4 competence bonus 
to Perception checks, and the duration of the spell 
is 1 hour/level.
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Protection from Sand and Wind
School: Abjuration; Level: Alchemist 1, Bloodrager 
1, Cleric/Oracle 1, Druid 1, Inquisitor 1, Paladin 1, 
Ranger 1, Shaman 1, Sorcerer/Wizard 1
Casting Time: 1 standard action
Components: V, S, M (a grain of sand)
Range: Touch
Target: Creature touched
Duration: 1 hour/level
Saving Throw: Will negates (harmless); Spell 
Resistance Yes (harmless)

The subject gains immunity to nonlethal damage 
caused by sandstorms or their equivalent. In 

addition, whenever the target is subjected to strong 
winds, treat the wind affecting the target as if its 
speed were one half its actual amount (which 
in some cases will not reduce the wind force 
category, see the Wind Effects table in the Pathfinder 
Roleplaying Game Core Rulebook).

Rampage of Desert Drakes
School: Conjuration (summoning); Level: Sorcerer/
Wizard 8, Summoner 6
Casting Time: 1 round
Components: V, S, F (a tiny bag and a small candle)
Range: Close (25 ft. + 5 ft./2 levels)
Effect: Three or more summoned desert drakes 
(see text)
Duration: 1 round/level (D)
Saving Throw: None; Spell Resistance: No

You summon 3 to 5 desert drakes (roll 1d6, 1-2: 
3 drakes, 3-4: 4 drakes, 5-6: 5 drakes). They 

appear where you designate and act immediately. 
In most other respects, this functions as summon 
monster VIII. The desert drakes take advantage of 
their numbers in combat.

If the desert drakes are summoned into desert 
terrain then they all have the advanced creature 
template.

Ride the Bat
School: Conjuration (summoning) [see text]; Level: 
Cleric/Oracle 3, Druid 3, Shaman 3, Sorcerer/
Wizard 3, Summoner 2, Witch 3
Casting Time: 1 round
Components: V, S, F/DF (a tiny bag and a small 
candle)
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One summoned dire bat
Duration: 1 minute/level (D)
Saving Throw: None; Spell Resistance: No

This spell replicates summon monster III with the 
following exceptions. It summons a dire bat 

which does not engage in combat except to protect 
itself, and which willingly accepts you as a rider.

If you cast ride the bat in an area that is considered 
desolate or deserted, then the duration of the spell 
is 10 minutes per level instead and the summoned 
dire bat also gains the advanced creature template.

Salt Mephit’s Affinity
School: Transmutation; Level: Alchemist 2, Druid 
2, Shaman 2, Sorcerer/Wizard 2, Witch 2
Casting Time: 1 standard action
Components: V, S, M/DF (1 vial of brine per target)
Range: Touch
Targets: 1 creature touched/level (maximum of 6)
Duration: 1 round/level
Saving Throw: Fortitude negates and Fortitude 
half; see text; Spell Resistance: Yes and Yes; see text

The bodies of the creatures you touch transform 
slightly as they become decidedly more saline; 

the targets must drink the vials of brine while 
you cast the spell. Each target gains fast healing 
2 but only while it is in an arid environment (as 
determined by the GM). Whenever a target creature 
is not in an arid environment, it suffers a -2 penalty 
to its Constitution score (which ends immediately 
when the spell effect on it ends).

When salt mephit’s affinity is in effect, each target 
can produce a dehydrating effect on its turn as a 
standard action, ending the spell for itself. When 
this happens, that target draws moisture from an 
area in a 20-ft. radius centered on itself. Living 
creatures (other than anyone affected by this 
casting of salt mephit’s affinity) within this range 
suffer 2d6 points of nonlethal damage (Fortitude 
save for half). Creatures of the plant type or aquatic 
subtype suffer a -2 penalty on their saves against 
this dehydrating effect and suffer lethal damage.

Sand Surge
School: Conjuration (creation) [earth]; Level: Druid 
6, Magus 6, Sorcerer/Wizard 6
Casting Time: 1 standard action
Components: V, S, F/DF (a bludgeoning weapon)
Range: 60 ft.
Effect: Surging sand in 60-ft. radius undulations
Duration: Instantaneous
Saving Throw: Reflex half; Spell Resistance: No

You slam your staff (or other bludgeoning weapon) 
into the ground at your feet and a wave of 

energy and sand spreads out away from you in large, 
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undulating ripples. These ripples spread quickly, 
causing the terrain to rise and fall with the main wave 
moving out from you to the end of the range over the 
course of your turn. With the wave, pouring out from 
the place where you slam the ground, sand created by 
the spell sprays outward, pulsing up and down with the 
wave of energy through the terrain. This wave of energy 
causes creatures in the area to be knocked prone, and 
the spraying sand blinds creatures until the end of their 
next turns and causes 1d6 points of piercing damage per 
three caster levels (maximum 6d6). A successful Reflex 
save halves the damage and prevents a creature from 
being blinded and from being knocked prone.

Objects in the area that are not firmly rooted 
may topple, as may objects whose weight is 
unevenly distributed; a coin-filled chest might 
remain in place whereas a dining room table may 
end up moved a few inches and some of the chairs 
around it might topple. Effects on items in the area 
are resolved per GM discretion.

If sand surge is cast in naturally very sandy 
terrain such as might be found in a desert, in 
desolate barrens or at a beach, the damage is 1d6/2 
levels instead (maximum 10d6), and any blindness 
that is inflicted persists for 1d4 rounds.

Sand Trap
School: Conjuration (creation) [earth]; Level: 
Bloodrager 2, Magus 2, Sorcerer/Wizard 2, 
Summoner 2
Casting Time: 1 standard action

Components: V, S
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One 10-ft. cube trap; see text
Duration: 1 minute/level; see text
Saving Throw: Reflex negates; see text; Spell 
Resistance: No

Sand trap creates a small sand trap, extending 
into an extradimensional pit 10 feet downward 

and having a 10-ft. square surface which appears 
to be sand (as this is an extradimensional space it 
does not displace any existing matter). The walls 
and floor of the pit are sandy and digging into them 
simply generates more sand until the spell ends. If 
the surrounding environment is not sand, then the 
sand trap created by the spell is obvious (Perception 
DC 0), otherwise, detecting the sand trap requires 
a Perception check (DC 20 + the level at which this 
spell is cast). When a creature Small size or larger 
enters the space of the sand trap, the trap engages. 
It operates as if it were a mechanical trap through 
the mechanisms are magical. A successful Reflex 
save allows any creature in the space of the trap to 
avoid falling into the trap; Large creatures gain a 
+2 bonus to their Reflex save to avoid falling into 
the trap; Huge and larger creatures are unaffected 
by the trap. Anyone falling into the trap suffers 1d6 
damage (though if someone falling has some means 
of avoiding damage during a fall, that applies 
normally). While some sand pours into the space, 
it is not enough to bury or otherwise harm anyone 
in the trap. Climbing out of the trap requires a DC 
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20 Climb check. If the trap is not triggered before 
the duration ends, the trap disappears. If the trap is 
triggered before the duration ends, the pit remains 
until the duration ends at which time anyone in the 
trap is brought to the surface which is magically 
restored when the spell ends.

If you cast sand trap in an area dominated by 
naturally occurring sand (such as a desert or beach), 
all the save DCs and Climb check DCs associated 
with the spell are increased by +2.

Sandstorm Sight
School: Transmutation; Level: Druid 2, Ranger 2, 
Shaman 2
Casting Time: 1 standard action
Components: V, S, M/DF (a sha’s eyelash)
Range: Personal
Target: You
Duration: 10 minutes/level

You can see through naturally-occurring 
sandstorms as though they weren’t there. If 

a sandstorm would normally offer concealment, 
you are not impeded by that concealment for those 
targets. If a sandstorm is magically created, you 
can only see through it if your caster level is higher 
than the caster level of the caster of the sandstorm.

Scotomata
School: Enchantment (compulsion) [mind-
affecting]; Level: Bard 4, Sorcerer/Wizard 5, Witch 5
Casting Time: 1 standard action
Components: V, S, M (several scraps of black cloth)
Range: Medium (100 ft. + 10 ft./level)
Targets: One living creature/level, no two of which 
can be more than 30 ft. apart
Duration: 1 minute/level (D)
Saving Throw: Will negates; Spell Resistance: Yes

This spell convinces the targets that you and several 
others that you designate simply do not exist. 

While you cast scotomata you may designate a number 
of creatures equal to one-third your caster level; those 
creatures and you become those whom the targets 
cannot see. You may choose to designate a target of the 
spell; in that case the other targets fail to recognize the 
existence of this individual as normal, but it remains 
aware of itself. (That is, you can choose to make 
someone who is a target of the spell also someone to 
designate as disappearing to other targets.)

Even the target’s allies cannot effectively 
alert the target to your presence or the presence 
of those you designated, as the target sees right 

through you and the designated others and your 
and their equipment. Objects you or they pick 
up during this spell also become invisible to the 
target, although they immediately become visible 
when you or they become visible or when you or 
they put them down.

This spell does not magically silence you or 
the other designees, however, and so the target 
can hear sounds you and they make, including 
speech, while this spell is in effect. If you or they 
make noise within the target’s earshot while this 
spell is in effect, the target receives a new Will 
save at the start of its turn to see you or them 
(and once a target can see a designee, it remains 
able to). If you or they talk or make sounds for 
multiple rounds while this spell is in effect, 
the target receives a save each round. There 
are many other means of discovering a target: 
for example, a target might attempt to move 
through a space occupied by a designee. Each 
such opportunity offers a new Will save for a 
target to see a designee.

Dispel magic does not restore the target’s mind; 
break enchantment or a stronger spell is required 
to dispel scotomata. However, if you or a designee 
attacks a target or casts a spell that damages a target 
or requires a target to make a saving throw (other 
than a new save against this spell), the spell’s effect 
for you or that designee immediately ends.

For the duration of the spell, the target is treated 
as flat-footed with respect to anyone it cannot see.

If you cast scotomata in terrain that naturally 
produces visual illusions, such as a desert, then all the 
save DCs associated with the spell are increased by +2.

Scouring Blast
School: Evocation [air, earth]; Level: Druid 5, 
Shaman 5, Witch 5
Casting Time: 1 standard action
Components: V, S
Range: Medium (100 ft. + 10 ft./level)
Effect: Sandstorm in a 20-ft. radius, 20 ft. high
Duration: 2 rounds
Saving Throw: None; Spell Resistance: Yes (see text)

You generate a short-lived, stationary windstorm 
of stinging sand that blocks all vision. Each 

creature in the area takes 3d6 points of piercing 
damage each round; the area is considered a 
windstorm (see Wind Effects). If a creature with 
spell resistance successfully resists this spell, it is 
unaffected by the winds and sand, but is still unable 
to see within the area of the spell.
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Sha’s Steps
School: Transmutation; Level: Bloodrager 3, Magus 
3, Ranger 3, Sorcerer/Wizard 3
Casting Time: 1 standard action
Components: V, S, M/DF (a sha’s foot)
Range: Personal
Target: You
Duration: 1 round/level

You gain the Following Step and the Step Up 
feats for the duration of the spell.

If you cast sha’s steps in warm desert terrain, the 
duration is 1 minute/level and you gain a +2 size 
bonus to Dexterity.

Shadow Conjuration, 
Black Scorpion
School: Illusion (shadow) [shadow]; Level: 
Sorcerer/Wizard 9
Casting Time: 1 standard action
Components: V, S
Range: See text
Effect: See text
Duration: See text
Saving Throw: Will disbelief (if interacted with); 
varies; see text; Spell Resistance: Yes; see text

This spell works like greater shadow conjuration 
except that it mimics summon monster IX and 

creates a black scorpion using material from the 
Plane of Shadow. (See Pathfinder Roleplaying Game 
Bestiary 2.)

If you cast this spell in warm desert terrain, the 
black scorpion has the advanced creature template.

Sinkhole
School: Transmutation; Level: Bloodrager 1, Magus 
1, Sorcerer/Wizard 1
Casting Time: 1 standard action
Components: V, S
Range: Close (25 ft. + 5 ft./2 levels)
Effect: 10-ft.-diameter sinkhole and surrounding 
region; see text
Duration: 3 rounds
Saving Throw: Reflex partial; see text; Spell 
Resistance: No

The ground in an area you select shakes hard, 
becomes unstable and a sinkhole forms. The 

ground around this hole shakes and becomes 
unsteady. Creatures outside the 10-ft.-diameter 
sinkhole but within 20 feet of the center of the 
hole must succeed on a Reflex save or fall prone. 
Creatures occupying any of the spaces in the 10-ft.-

diameter sinkhole region must succeed on a Reflex 
save or fall prone and become entangled for the 
remaining duration of the spell.

If sinkhole is cast in easily movable terrain, such 
as sandy deserts, the save DCs are increased by +2.

Solar Aura
School: Evocation [good, light]; Level: Cleric/
Oracle 5, Paladin 4
Casting Time: 1 standard action
Components: V, S, M/DF (a drop of sweat from a 
good-aligned sun giant)
Range: 60 ft.
Area: 60-ft.-radius emanation, centered on you
Duration: 1 minute/level
Saving Throw: None and Fortitude negates; see 
text; Spell Resistance: No and Yes; see text

Light levels within 60 feet of you increase by one 
step (supernatural darkness becomes normal 

darkness). This does not count as a light effect for 
the purpose of light and darkness effects; your aura 
is not hindered by any type of magical darkness of 
equal or lower level, and its effect is applied after 
all light and darkness effects. In areas of bright or 
brighter light, your aura causes sighted creatures 
to become dazzled for as long as they remain in the 
aura. Once per round as a standard action, you can 
direct light toward a single target within your aura, 
and that creature must succeed at a Fortitude save 
or be permanently blinded.

If you are in desert terrain, the duration is 10 
minutes/level, any save DCs associated with this 
spell are increased by +2, and the spell is treated as 
though it were 1 level higher (maximum of 9th level) 
for purposes of determining the magical darkness 
that can affect it (for paladins, this means solar aura 
will be treated as a 5th level spell for those purposes).

Solifugid’s Truculence
School: Transmutation; Level: Druid 1, Shaman 1, 
Sorcerer/Wizard 1, Witch 1
Casting Time: 1 standard action
Components: V, S, M (a Tiny or smaller solifugid)
Range: Touch
Target: Creature touched
Duration: 1 minute/level
Saving Throw: Will negates (harmless); Spell 
Resistance: Yes (harmless)

The target creature gains a +2 competence 
bonus on Perception and Stealth checks. The 

target also becomes more hostile and belligerent 
than usual. Whenever the target is acting on its 
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aggressive impulses (per GM adjudication), it also 
gains a +2 resistance bonus on all saves against 
mind-affecting effects.

If you cast solifugid’s truculence in warm desert 
or scrub terrain, the competence and resistance 
bonuses are +4 instead of +2.

Stave off Loneliness
School: Illusion [shadow] (shadow); Level: Bard 3, 
Sorcerer/Wizard 3
Casting Time: 1 standard action
Components: V, S
Range: Close (25 ft. + 5 ft./2 levels)
Effect: Four humanoids
Duration: 1 minute/level; see text
Saving Throw: Will disbelief (if interacted with); 
varies; see text; Spell Resistance: Yes; see text

You bring forth four shadowy humanoids of 
various sorts. You determine their general 

types (human, elf, dwarf, etc.) when you cast the 
spell though they cannot be of a type you have not 
experienced. These creatures are normal humanoids 
in all respects and are treated as commoners; each 
being’s level is 4 lower than your own (if you are 7th 
level you create four 3rd-level commoners). They 
speak and act as commoners would. In particular, 
they are friendly to you and your allies. They are 
not combatants and will attempt to avoid combat.

If you cast stave off loneliness in an area that is 
isolated or deserted, then the duration of the spell 
is 1 hour/level instead.

Note to the GM: It wouldn’t be unreasonable to 
create individuals with personalities for this spell; 
it could be particularly fun to have one or more of 
these individuals to reflect aspects of the caster’s 
unconscious. The spell is not intended to be used 
to provide valuable information to players.

Sticky Heat
School: Transmutation; Level: Sorcerer/Wizard 3
Casting Time: 1 standard action
Components: V, S
Range: Medium (100 ft. + 10 ft./level)
Targets: One creature/level, no two of which can be 
more than 30 ft. apart
Duration: 1 minute/level
Saving Throw: Fortitude partial; see text; Spell 
Resistance: Yes

What you cast sticky heat, each creature in the 
area failing its save immediately begins to 

radiate heat in an area around itself to 15 feet in all 

directions (if all the targets succeed on their initial 
saves, the spell fails). The amount of heat is 10 
degrees per caster level warmer than the otherwise-
ambient temperature in the area. Anyone within any 
of these emanations may suffer the consequences 
of exposure to high heat (see Heat Dangers in the 
Pathfinder Roleplaying Game Core Rulebook). Until the 
spell ends, anyone currently unaffected by sticky 
hear who enters or starts its turn in an emanation 
must succeed on a Fortitude save or also begins 
emanating heat to a radius of 15 feet (succeeding 
on a previous save does not prevent being forced 
to attempt a new save each round that one remains 
within or enters an emanation area). Each such 
emanation duplicates the original in that it raises 
the temperature relative to the ambient temperature 
and any creature that fails a Fortitude save within 
that area also begins radiating heat similarly. (The 
heat from overlapping emanations does not stack; 
the heat for each area is relative to the otherwise-
existing temperature in the area.)

If you and the original targets are all in desert 
terrain when you cast the spell, the duration is 
doubled and the save DC of all the saving throws 
associated with the spell is increased by +2.

Summon Arctic Scourge
School: Conjuration (summoning) [cold, evil]; Level: 
Cleric/Oracle 7, Sorcerer/Wizard 7, Summoner 5
Casting Time: 1 round
Components: V, S, M/DF (a drop of frost giant 
blood)
Range: Close (25 ft. + 5 ft./2 levels)
Effect: Several summoned creatures (see text)
Duration: 1 round/level (D)
Saving Throw: None; Spell Resistance: No

This spell summons 1 young white dragon, 2 
winter wolves and 1d3+1 ice trolls; each of the 

summoned creatures has the fiendish template. 
They appear where you designate and act 
immediately, on your turn.

If you cast Summon Arctic Scourge while in 
cold desert or mountains terrain, the summoned 
creatures also have the advanced creature template.

Summon Crimson Worm
School: Conjuration (summoning) [see text]; 
Level: Cleric/Oracle 8, Druid 8, Sorcerer/Wizard 8, 
Summoner 6, Witch 8
Casting Time: 1 round
Components: V, S, DF
Range: Medium (100 ft. + 10 ft./level)
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Effect: 1 summoned purple worm variant
Duration: 1 round/level (D)
Saving Throw: None; Spell Resistance: No

This spell summons a colossal crimson worm. It 
appears underground at the spot you designate 

and acts on your turn. It attacks your opponents to 
the best of its ability. If you can communicate with 
the worm, you can direct it not to attack, to attack 
particular enemies, or to perform other actions.

Crimson Worm CR 13
XP 25,600
N Colossal magical beast
Init -2; Senses darkvision 60 ft., tremorsense 60 ft.; 
Perception +18

DEFENSE

AC 25, touch 0, flat-footed 25 (-2 Dex, +25 natural, 
-8 size)
hp 232 (16d10+144)
Fort +19, Ref +8, Will +5

OFFENSE

Speed 20 ft., burrow 20 ft., swim 10 ft.
Melee bite +21 (8d6+12/19-20 plus grab), sting +21 
(4d6+12 plus poison)
Space 20 ft.; Reach 15 ft.
Special Attacks swallow whole (8d6+18 
bludgeoning damage, AC 21, 20 hp)

STATISTICS

Str 35, Dex 6, Con 25, Int 1, Wis 8, Cha 8
Base Atk +16; CMB +38 (+42 grapple); CMD 45 
(can’t be tripped)
Feats Awesome Blow, Critical Focus, Improved 
Bull Rush, Improved Critical (bite), Power Attack, 
Staggering Critical, Weapon Focus (bite, sting)
Skills Perception +18, Swim +22

SPECIAL ABILITIES

Poison (Ex) Sting—injury; save Fort DC 27; 
frequency 1/round for 6 rounds; effect 1d4 Strength 
damage; cure 3 consecutive saves. The save DC is 
Constitution-based.

Celestial Rebuild Rules: Defensive Abilities 
gains DR 10/evil; gains cold, acid and electricity 
resistance 15; SR gains SR 19; Special Attacks smite 
evil 1/day as a swift action (+0 attack, +16 damage 
against evil foes; smite persists until target is dead 
or the celestial creature rests).

Fiendish Rebuild Rules: Defensive Abilities 
gains DR 10/good; gains cold and fire resistance 

15; SR gains SR 19; Special Attacks smite good 1/
day as a swift action (+0 attack, +16 damage against 
good foes; smite persists until target is dead or the 
fiendish creature rests).

If you are good, then the worm has the celestial 
template. If you are evil, then it has the fiendish 
template. If you are neutral, then you must choose 
which template it has. Each time you cast the spell, 
the worm’s alignment and this spell’s type match 
your alignment.

If you cast summon crimson worm while in rocky 
desert or remote badlands, then the worm also has 
the advanced creature template.

Summon Mirage
School: Conjuration (summoning); Level: Bard 5, 
Cleric/Oracle 7, Sorcerer/Wizard 7, Summoner 5, 
Witch 7
Casting Time: 1 round
Components: V, S, DF
Range: Long (400 ft. + 40 ft./level)
Effect: 1 summoned living mirage
Duration: 1 round/level (D)
Saving Throw: None; Spell Resistance: No

This spell summons a living mirage at the spot 
you designate and acts on your turn. It is 

mindless and so you cannot direct it to move, attack, 
or do anything else. The living mirage summoned 
by this spell does not have the celestial or fiendish 
template.

If you cast this spell in areas of extreme heat or 
reflection, such as a desert, open ocean or snow 
plain, the duration is doubled and all the DC’s of the 
living mirage’s special attacks and extraordinary 
abilities are increased by +2.

Summon Winter Wolf
School: Conjuration (summoning) [cold, see text]; 
Level: Cleric/Oracle 5, Druid 5, Shaman 5, Sorcerer/
Wizard 5, Summoner 4, Witch 5
Casting Time: 1 round
Components: V, S, DF
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One summoned winter wolf
Duration: 1 round/level (D)
Saving Throw: None; Spell Resistance: No

This spell summons to your side a winter wolf. 
It appears where you designate and acts 

immediately, on your turn. If the area into which 
the winter wolf is summoned is snow-covered, the 
summoned winter wolf has the advanced creature 



101 Desert Spells

49

template. In addition, if you are good it has the 
celestial template, if you are evil it has the fiendish 
template, and if you are neutral you may choose 
either. The spell’s type matches your alignment.

If you are a cleric with the ice subdomain or the 
cold domain or who worships a deity of cold, ice, 
snow or winter; an arctic or plains druid; a sorcerer 
with the boreal bloodline; or a witch with a patron 
associated with cold, ice, snow or winter; then 
when you cast this spell you may summon two 
winter wolves instead of one, but the duration of 
the spell is halved.

Sunburn
School: Evocation [light]; Level: Bloodrager 1, 
Cleric/Oracle 1, Druid 1, Magus 1, Shaman 1, 
Sorcerer/Wizard 1, Witch 1
Casting Time: 1 standard action
Components: V, S, F/DF (a lens)
Range: Close (25 ft. + 5 ft./2 levels)
Target: 1 creature
Duration: Instantaneous
Saving Throw: Reflex or Fortitude halves; see text; 
Spell Resistance: Yes

You cause an intense, hot light to shine onto the 
skin of the target creature. If it is aware that 

you are targeting it with a spell it may attempt a 
Reflex save; if it is unaware that you are targeting it 
with a spell it gains a Fortitude save; in either case, 
a successful save halves the damage. If the target 
fails its save it takes 1d4 nonlethal damage per 
caster level (maximum 5d4 nonlethal damage) and 
the area of skin on the target you affected remains 
slightly discolored and lightly blistered for 1 day/
caster level. Neither the discoloration nor blistering 

causes any penalties. Sunburn fails if you target a 
creature that does not have exposed skin.

The area of skin affected depends upon the 
circumstances; the hot shining light created 
by the spell is like sunlight and as such, the 
discoloration and blistering will affect only the 
skin that is exposed. Not only is skin covered by 
clothing or armor unaffected, but any skin not 
facing the direction of the light is unaffected. For 
game purposes, the area that is discolored and 
burned should be small (per GM adjudication) 
unless the target creature is particularly vulnerable 
(mostly unclothed, etc.). The light from this spell 
is not long-lasting or powerful enough to cause 
damage to creatures that are normally particularly 
susceptible to damage from light (such as undead 
or those vulnerable to sunlight).

If you cast sunburn in an area where natural 
sunburns occur, the save DC of the spell is increased 
by +2 and the damage dice are increased from d4 to 
d6. If you have the sun domain, the range of the 
spell is doubled, your damage is increased by +1 
per die, and you may choose for the damage to be 
lethal instead of nonlethal damage.

Sunscreen
School: Abjuration; Level: Alchemist 2, Cleric/
Oracle 3, Druid 2, Ranger 2, Shaman 2, Sorcerer/
Wizard 3
Casting Time: 1 minute
Components: V, S, M/DF (a vial of powdered zinc)
Range: Touch
Target: Creature touched
Duration: 10 minutes/level
Saving Throw: Fortitude negates (harmless); Spell 
Resistance: No
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Sunscreen protects the target creature from 
damage and deleterious effects from exposure 

to any form of light. The target gains a +2 alchemical 
bonus on saves against any spell or effect with 
the light descriptor which also causes damage. 
In addition, the touched creature gains a form of 
resistance akin to that provided by resist energy 
except that it protects against any damage caused 
by light (treat as if it were resist light 10 and treat 
damage effects from spells and effects with the 
light descriptor as if they caused light damage for 
purposes of this spell).

In addition, sunscreen temporarily negates the 
effects of light blindness and light sensitivity and 
allows a creature with sunlight powerlessness 
to attempt a Fortitude save at the start of each 
of its turns if it would be staggered to avoid the 
staggered condition on that round (though it still 
cannot attack).

Sunscreen offers no protection against fire, heat, 
dehydration or other effects sometimes associated 
with exposure to intense sunlight.

Super-Cooling Burst
School: Transmutation [cold]; Level: Sorcerer/
Wizard 8
Casting Time: 1 standard action
Components: V, S, M (a white dragon scale or tooth)
Range: Medium (100 ft. + 10 ft./level)
Effect: 20-ft. radius burst
Duration: Instantaneous
Saving Throw: Fortitude half; see text; Spell 
Resistance: Yes

Creatures and objects in the area experience 
an instantaneous super-cooling of the water 

within them. Metals, solid stone, long-dried woods, 
and other materials containing little or no water 
are unaffected (long-dried skeletons, for example, 
would be immune). Almost all living creatures, 
plants, and some other objects suffer terribly when 
the water within them freezes. In addition to the 
cold damage from freezing, some objects and 
creatures’ bodies are destroyed by the fracturing 
caused by the expanding ice.

Creatures and objects in the area suffer 1d6 cold 
damage/level (maximum 20d6), suffering only half 
damage on a successful Fortitude save. Creatures 
and objects with a Constitution score also suffer 1 
point of Constitution damage for every 10 points 
of cold damage they take (regardless of whether 
the creature succeeds on its Fortitude save). If 
a creature or object is killed or destroyed by this 
spell, it shatters as the ice within it explodes.

If super-cooling burst is cast in any cold climate, 
the damage dice are d8s instead of d6s. If a creature 
in such a climate fails its save, then if it suffers at 
least 40 points of cold damage it is staggered for 
1d6 rounds. If it suffers at least 60 points of damage 
it is also fatigued while it is staggered. The fatigue 
lifts when the creature is no longer staggered.

If the material component is from an old or older 
dragon, add +1 to the DC of the save for every 400 
years of age of the dragon.

Superchromatic Vision
School: Transmutation; Level: Alchemist 3, Druid 
3, Ranger 3, Sorcerer/Wizard 3
Casting Time: 1 standard action
Components: V, S
Range: Touch
Target: Creature touched
Duration: 1 hour/level
Saving Throw: Will negates (harmless); Spell 
Resistance: Yes (harmless)

Many regions contain vast areas of what appear 
to most to be a single color (or almost no 

differences in color): miles of open snow plains, 
desert dunes, etc. In fact, these regions are filled 
with thousands of variations, some of which are 
undetectable by most creatures. The subject of 
superchromatic vision gains heightened sensitivity to 
minute differences in hue and gains a +4 on sight-
based Perception checks in all circumstances, or a 
+8 on sight-based Perception checks in these areas 
that seem devoid of color differences.

The target’s super-sensitivity is risky. Against 
effects that affect sight (such as the blindness and 
dazzled conditions, gaze attacks, spells like color spray 
and the like), the subject suffers a -2 on saving throws.

Swirling Sandstorm
School: Conjuration (creation) [earth, electricity]; 
Level: Bloodrager 4, Magus 4, Sorcerer/Wizard 4
Casting Time: 1 standard action
Components: V, S, M (a bit of sand from a desert 
drake’s sandstorm breath)
Range: 20 ft.
Effect: Cloud of sand and electricity spreads in a 
20-ft. radius from you, 20 ft. high
Duration: 1 round/level
Saving Throw: Reflex half; see text; Spell 
Resistance: No

With a flourish of your arms, dust and sand 
appear around you and rise to fill the area; 

every bit of matter in the cloud is electrically charged 
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and the area crackles and sparks with energy as the 
sand spins rapidly around you. The space from 
which you cast the spell remains unaffected like 
an eye in a storm; swirling sandstorm grants you no 
special resistances. When you first cast the spell, and 
then each round on your turn, creatures and objects 
in the cloud suffer 1d6/level damage from the fast-
moving, electrically charged sand (Reflex for half). 
Half of this damage is slashing damage and the other 
half is electricity damage. While the cloud remains, 
it obscures all sight as obscuring mist, though a 
severe wind is necessary to disperse the sandstorm 
in 4 rounds (and wind at least as powerful as a 
windstorm will disperse it in a single round).

If you cast swirling sandstorm in terrain that is 
exceptionally sandy, such as many deserts, or in 
the territory of any dragon that has any attack that 
causes electricity damage, the damage dice are d8 
instead of d6 and the save DC is increased by +2.

Terra Tsunami
School: Transmutation [earth]; Level: Druid 7, 
Sorcerer/Wizard 7
Casting Time: 1 standard action
Components: V, S
Range: Medium (100 ft. + 10 ft./level)
Area: 20-ft.-by-40-ft. region of land
Duration: Instantaneous
Saving Throw: Reflex half; see text; Spell 
Resistance: No

You select a 20 ft. by 40 ft. area of land that rises 
out of the ground as a sudden, enormous wave. 

The wave rises 20 feet upward and comes crashing 
down another 20 feet onto everything in front of 
the area you selected (after the wave crashes, the 
original space and the space onto which the wave 
crashes make up a 40-ft.-by-40-ft. square). Creatures 
in the space you originally selected are carried 
upward by the wave and slammed into the ground 
when the wave strikes downward. Creatures in the 
space where the wave crashes are crushed by the 
falling debris.

Creatures in the space you originally selected 
that succeed at a Reflex save are moved out of 
that space into the nearest safe spaces (adjacent 
to or behind the direction of the slamming wave). 
Creatures that fail this save are carried upward 
and are slammed into the ground when the wave 
crashes. These creatures take 2d6 falling damage 
(and can avoid this damage as they could any 
other falling damage if they have some means of 
doing so).

Creatures in the space where the wave hits 
(including those that were carried upward and fell 
into this area) take 1d6/level bludgeoning damage 
from the weight of the collapsing wave and are 
knocked prone. Creatures in this area (including 
those that missed the initial Reflex save and were 
carried upward) take half damage on a successful 
Reflex save and are not knocked prone. There may 
initially be more creatures in this 20-ft.-by-40-ft. 
space than can fit after the wave hits; resolve this 
after the spell ends (see below). The wave then 
retreats, dragging earth, objects and creatures 
back into the original space (where the objects and 
creatures may be scattered somewhat randomly).

Any creature knocked prone and reduced to 
0 or fewer hit points as a result of this spell is 
buried beneath the space where the wave returns 
to (the original space you selected). The depth to 
which they are buried is 3d4 feet. See Cave-Ins 
and Collapses for rules for excavating those who 
are buried.

If terra tsunami is cast in desert terrain, or in 
any area where the ground is loose and subject to 
considerable natural shifting, any creatures that 
are buried by the spell are buried to a depth of 6d4 
feet instead. The spell does not function in water or 
inside structures.

Thermal Inversion Line
School: Evocation [cold, fire]; Level: Bloodrager 4, 
Magus 4, Sorcerer/Wizard 4, Witch 4
Casting Time: 1 standard action
Components: V, S, M (an ice cube and a hot ember)
Range: 120 feet
Area: 120-ft. line
Duration: Instantaneous
Saving Throw: Reflex half; Spell Resistance: Yes

A 120-ft. line of rapidly changing temperatures 
begins at the edge of your space and ends at 

a point of your choosing within range. You choose 
one end of the line to be predominantly cold, the 
other end is predominately hot. Creatures in the 
line suffer cold damage, fire damage, or a mixture 
of the two based upon where along the line they’re 
located. Creatures resistant to cold or fire resist the 
respective damage types.

Those in the line suffer a total of 1d6 damage/
level to a maximum of 10d6 damage. The damage 
at the cold end of the line is all cold, at the other end 
it all fire, and in the middle is a mixture. For each 30 
feet along the line, the damage alters as follows: the 
first 30 feet is all cold, the last 30 feet is all fire, and 
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the middle 60 feet is half fire and half cold. Roll the 
damage as a single roll, halving the result.

For example, a 7th level sorcerer casts thermal 
inversion line affecting a number of targets. The 
sorcerer chooses the end nearest herself to be the 
fire end. The player rolls 27 damage. Creatures 
in the first 30 feet suffer 27 fire damage, those in 
the final 30 feet suffer 27 cold damage and those 
in the middle suffer 13 fire and 13 cold damage. 
Like a lightning bolt, if the damage caused to an 
interposing barrier shatters or breaks through it, the 
bolt may continue beyond the barrier if the spell’s 
range permits; otherwise, it stops at the barrier just 
as any other spell effect does.

This spell does not work underwater.
If you cast this spell in desert terrain or other 

terrain that often has extreme temperature 
differences in a single day (per GM adjudication), 
the DC of the save is increased by +2 and the 
damage dice are d8 instead of d6.

To The Desert with You
School: Conjuration (teleportation); Level: Magus 
6, Sorcerer/Wizard 6, Summoner 5, Witch 6
Casting Time: 1 standard action
Components: V, S
Range: Touch
Target: Touched creature
Duration: Instantaneous
Saving Throw: Will negates; Spell Resistance: Yes

If the target fails its Will save, it is teleported to a 
desert of your choice within a range of 100 miles 

per caster level. If there is no desert within range, 
or if you are unable to identify one, the spell fails.

Vertiginous Faller
School: Necromancy [curse]; Level: Bloodrager 
2, Cleric/Oracle 2, Shaman 2, Sorcerer/Wizard 2, 
Witch 2
Casting Time: 1 standard action
Components: V, S, M (a sha’s hair, claw or tooth)
Range: Touch
Target: Creature touched
Duration: Permanent
Saving Throw: Will negates; Spell Resistance: Yes

Whenever the target is knocked prone it also 
suffers vertigo. A creature suffering from 

vertigo caused by this curse feels the world spinning 
for 1d4 rounds during which time it suffers a -4 
penalty on Acrobatics, Climb, Ride, Stealth and 
Swim checks. Standing up from prone requires a 

successful Acrobatics check (DC 10) while in this 
state. If the target is suffering from vertigo and is 
again knocked prone, the target gains the nauseated 
condition for 1d4 rounds.

Vertiginous faller can be removed by a successful 
casting of break enchantment, limited wish, miracle, 
remove curse, or wish. In addition, spells which 
normally only suppress curses successfully remove 
vertiginous faller.

Wind Chill
School: Evocation [air, cold]; Level: Bloodrager 3, Druid 
3, Magus 3, Shaman 3, Sorcerer/Wizard 3, Witch 3
Casting Time: 1 standard action
Components: V, S, M (a piece of frostbitten skin)
Range: 40 ft.
Effect: Cone-shaped emanation
Duration: Concentration (up to 5 rounds)
Saving Throw: Fortitude partial; see text; Spell 
Resistance: Yes

Waves of incredibly cold air emanate from 
your fingertips. Each round on your turn you 

can choose to maintain the blast. Creatures caught 
in the blast must succeed on a Fortitude save each 
round or suffer 3d6 nonlethal cold damage.

Once a target has taken an amount of nonlethal 
damage equal to its total hit points, any further 
damage from wind chill is lethal damage.

A druid with the air or weather domain, a 
shaman who has selected the nature, waves or 
wind spirit, a sorcerer with the elemental (air) 
bloodline, and a witch with the elements patron 
produce more powerful cold with this spell. Their 
damage is 3d8 instead of 3d6 and the initial DC is 
increased by +2.

Withstand Heat (or Cold)
School: Abjuration; Level: Cleric/Oracle 0, Druid 0, 
Shaman 0, Sorcerer/Wizard 0, Summoner 0
Casting Time: 1 standard action
Components: V, S, DF
Range: Touch
Target: Creature touched
Duration: 8 hours
Saving Throw: Will negates (harmless); Spell 
Resistance: Yes (harmless)

The creature you touch treats very hot (or cold) 
conditions as if they were normal, conditions of 

severe heat (or cold) as though they were very hot 
(or cold), and conditions of extreme heat (or cold) 
as though they were severe heat (or cold).



101 Desert Spells

53

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. Offer 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 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.
All Logos, Book Titles, Introduction text, Description Text, and 
Images are product identity all other content is open gaming 
content.
Open Content is the designated as follows: all spells including 
their names.
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, © 2000, Wizards of the Coast, Inc..
System Reference Document, © 2000, Wizards of the Coast, Inc.; 
Authors: Jonathan Tweet, Monte Cook, Skip Williams, based on 
material by E. Gary Gygax and Dave Arneson.
Pathfinder Roleplaying Game Reference Document. © 2011, Paizo 
Publishing, LLC; Author: Paizo Publishing, LLC.
Pathfinder Roleplaying Game Core Rulebook, © 2009, Paizo 
Publishing, LLC; Author: Jason Bulmahn, based on material by 
Jonathan Tweet, Monte Cook, and Skip Williams. Pathfinder
Roleplaying Game Advanced Player’s Guide. © 2010, Paizo 
Publishing, LLC; Author: Jason Bulmahn.
Pathfinder Roleplaying Game Advanced Race Guide. © 2012, Paizo 
Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin 
Bruck, Jason Bulmahn, Adam Daigle, Jim Groves, Tim Hitchcock, 
Hal MacLean, Jason Nelson, Stephen Radney-MacFarland, Owen 
K.C. Stephens, Todd Stewart, and Russ Taylor.
Pathfinder Campaign Setting: Inner Sea Magic. © 2011, Paizo 
Publishing, LLC; Authors: Jesse Benner, Jason Nelson, Sean K 
Reynolds, Owen K.C. Stephens, Russ Taylor.
Pathfinder Campaign Setting: Rival Guide. © 2011, Paizo 
Publishing, LLC; Authors: Brandon Hodge, Colin McComb, and 
Jason Nelson.
Pathfinder Module: Emerald Spire, © 2014, Paizo Publishing, 
LLC; Authors: Keith Baker, Richard Baker, Wolfgang Baur, Jason 
Bulmahn, Ed Greenwood, Tim Hitchcock, James Jacobs, Nick 
Logue, Frank Mentzer, Erik Mona, Chris Pramas, Sean K Reynolds, 
F. Wesley Schneider, Michael A. Stackpole, Lisa Stevens, and James 
Sutter.
Pathfinder Roleplaying Game Advanced Class Guide. © 2014, Paizo 
Inc.; Authors: Dennis Baker, Ross Byers, Jesse Benner, Savannah 
Broadway, Jason Bulmahn, Jim Groves, Tim Hitchcock, Tracy 
Hurley, Jonathan H. Keith, Will McCardell, Dale C. McCoy, Jr., 
Tom Phillips, Stephen Radney-MacFarland, Thomas M. Reid, Sean 
K Reynolds, Tork Shaw, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Player Companion: Faiths of Balance. © 2011, Paizo 
Publishing, LLC; Author: Colin McComb.
Pathfinder Roleplaying Game Bestiary 2, © 2010, Paizo Publishing, 
LLC; Authors: Wolfgang Baur, Jason Bulmahn, Adam Daigle, 
Graeme Davis, Crystal Frasier, Joshua J. Frost, Tim Hitchcock, 
Brandon Hodge, James Jacobs, Steve Kenson, Hal MacLean, Martin 
Mason, Rob McCreary, Erik Mona, Jason Nelson, Patrick Renie, 
Sean K Reynolds, F. Wesley Schneider, Owen K.C. Stephens, James 
L. Sutter, Russ Taylor, and Greg A. Vaughan, based on material by 
Jonathan Tweet, Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game Bestiary 3, © 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.
Pathfinder Roleplaying Game Bestiary 4, © 2013, Paizo Publishing, 
LLC; Authors: Dennis Baker, Jesse Benner, Savannah Broadway, 
Ross Byers, Adam Daigle, Tim Hitchcock, Tracy Hurley, James 
Jacobs, Matt James, Rob McCreary, Jason Nelson, Tom Phillips, 
Stephen Radney-MacFarland, Sean K Reynolds, F. Wesley 
Schneider, Tork Shaw, and Russ Taylor.
Pathfinder Roleplaying Game Bestiary 5, © 2015, Paizo Inc.; 
Authors: Dennis Baker, Jesse Benner, John Bennett, Logan Bonner, 
Creighton Broadhurst, Robert Brookes, Benjamin Bruck, Jason 
Bulmahn, Adam Daigle, Thurston Hillman, Eric Hindley, Joe 
Homes, James Jacobs, Amanda Hamon Kunz, Ben McFarland, 
Jason Nelson, Thom Phillips, Stephen Radney-MacFarland, Alistair 
Rigg, Alex Riggs, David N. Ross, Wes Schneider, David Schwartz, 
Mark Seifter, Mike Shel, James L. Sutter, and Linda Zayas-Palmer.
Pathfinder Roleplaying Game Bestiary, © 2009, Paizo Publishing, 
LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, 
Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game GameMastery Guide, © 2010, Paizo 
Publishing, LLC; Author: Cam Banks, Wolfgang Baur, Jason 
Bulmahn, Jim Butler, Eric Cagle, Graeme Davis, Adam Daigle, 
Joshua J. Frost, James Jacobs, Kenneth Hite, Steven Kenson, Robin 
Laws, Tito Leati, Rob McCreary, Hal Maclean, Colin McComb, 
Jason Nelson, David Noonan, Richard Pett, Rich Redman, Sean 
K Reynolds, F. Wesley Schneider, Amber Scott, Doug Seacat, 
Mike Selinker, Lisa Stevens, James L. Sutter, Russ Taylor, Penny 
Williams, Skip Williams, Teeuwynn Woodruff.
Pathfinder Roleplaying Game Mythic Adventures, © 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 Ultimate Magic, © 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 Combat. © 2011, Paizo 
Publishing, LLC; Author: Jason Buhlman.
Pathfinder Roleplaying Game: Ultimate Equipment. © 2012, Paizo 
Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin 
Bruck, Ross Byers, Brian J. Cortijo, Ryan Costello, Mike Ferguson, 
Matt Goetz, Jim Groves, Tracy Hurley, Matt James, Jonathan H. 
Keith, Michael Kenway, Hal MacLean, Jason Nelson, Tork Shaw, 
Owen KC Stephens, Russ Taylor, and numerous RPG Superstar 
contributors.
Pathfinder Roleplaying Game Ultimate Magic. © 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.
Adherer from the Tome of Horrors, Revised, © 2002, Necromancer 

Games, Inc.; Authors: Scott Greene and Clark Peterson, based on 
original material by Guy Shearer.
Advanced Bestiary, © 2004, Green Ronin Publishing, LLC; Author: 
Matt Sernett.
Advanced Races No. 1: Tieflings, © 2013, Open Game Design, LLC; 
Author: Amanda Hammon.
Advanced Races No. 2: Darakhul, © 2013, Open Game Design, 
LLC; Author: Ben McFarland.
Advanced Races No. 3: Gearforged, © 2013, Open Game Design, 
LLC; Author: Tom Benton.
Advanced Races No. 4: Dragonkin, © 2013, Open Game Design, 
LLC; Author: Amanda Hammon.
Advanced Races No. 5: Ravenfolk, © 2013, Open Game Design, 
LLC; Author: Wade Rockett.
Advanced Races No. 6: Kobolds, © 2013, Open Game Design, LLC; 
Author: Matt Blackie and Nicholas Milasich.
Advanced Races: Gnoll. © 2014 Open Design LLC; Authors: Mike 
Franke and Chris Harris.
Aerial Servant from the Tome of Horrors Complete, © 2011, 
Necromancer Games, Inc.; Published and distributed by Frog God 
Games; Authors: Clark Greene and Clark Peterson, based on original 
material by Gary Gygax.
Amphisbaena from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Angel, Monadic Deva from the Tome of Horrors Complete, © 2011, 
Necromancer Games, Inc., published and distributed by Frog God 
Games; Author: Scott Greene, based on original material by Gary 
Gygax.
Angel, Monadic Deva from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by E. Gary Gygax.
Angel, Movanic Deva from the Tome of Horrors Complete, © 2011, 
Necromancer Games, Inc., published and distributed by Frog God 
Games; Author: Scott Greene, based on original material by Gary 
Gygax.
Angel, Movanic Deva from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by E. Gary Gygax.
Anger of Angels, © 2003, Sean K Reynolds.
Animal Lord from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Ascomid from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Atomie from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Aurumvorax from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Axe Beak from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Basidirond from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Bat, Mobat from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Authors: Scott Greene and Clark 
Peterson, based on original material by Gary Gygax.
Beetle, Slicer from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Blindheim from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Roger Musson.
The Book of Drakes, © 2011 Open Design LLC. Authors: Adam 
Daigle and Mike Welham. Book of Fiends, © 2003, Green Ronin 
Publishing; Authors: Aaron Loeb, Erik Mona, Chris Pramas, Robert 
J. Schwalb.
The Book of Experimental Might, © 2008, Monte J. Cook; All rights 
reserved.
The Book of Fiends, © 2003, Green Ronin Publishing; Authors: 
Aaron Loeb, Erik Mona, Chris Pramas, and Robert J. Schwalb.
The Book of Hallowed Might, © 2002, Monte J. Cook.
Book of Monster Templates © 2010, Steven D. Russell; Authors 
Steven D. Russell with Ben McFarland, Crystal Fraiser, Jonathan 
McAnulty, Justin Sluder and Michael Welham.
Brownie from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
E. Gary Gygax.
Brownie from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Bunyip from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Dermot Jackson.
Carbuncle from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Authors: Scott Greene, based on original 
material by Albie Fiore.
Caryatid Column from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Jean Wells.
Cave Fisher from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Lawrence Schick.
The Complete Advanced Feats, © 2011 Open Design LLC. Author: 
Siegfried Trent.



101 Desert Spells

54

Crypt Thing from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Roger Musson.
Crystal Ooze from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Daemon, Ceustodaemon (Guardian Daemon) from the Tome of 
Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott 
Greene, based on original material by E. Gary Gygax.
Daemon, Ceustodaemon (Guardian Daemon) from the Tome of 
Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott 
Greene, based on original material by Ian McDowall.
Daemon, Derghodaemon from the Tome of Horrors Complete, © 
2011, Necromancer Games, Inc., published and distributed by Frog 
God Games; Author: Scott Greene, based on original material by 
Gary Gygax.
Daemon, Derghodaemon from the Tome of Horrors, Revised, © 
2002, Necromancer Games, Inc.; Author: Scott Greene, based on 
original material by E. Gary Gygax.
Daemon, Guardian from the Tome of Horrors Complete, © 2011, 
Necromancer Games, Inc., published and distributed by Frog God 
Games; Author: Scott Greene, based on original material by Ian 
McDowall.
Daemon, Hydrodaemon from the Tome of Horrors Complete, © 
2011, Necromancer Games, Inc., published and distributed by Frog 
God Games; Author: Scott Greene, based on original material by 
Gary Gygax.
Daemon, Hydrodaemon from the Tome of Horrors, Revised, © 
2002, Necromancer Games, Inc.; Author: Scott Greene, based on 
original material by E. Gary Gygax.
Daemon, Hydrodaemon from the Tome of Horrors, Revised, © 
2002, Necromancer; Games, Inc.
Daemon, Piscodaemon from the Tome of Horrors Complete, © 
2011, Necromancer Games, Inc., published and distributed by Frog 
God Games; Author: Scott Greene, based on original material by 
Gary Gygax.
Daemon, Piscodaemon from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by E. Gary Gygax.
Dark Creeper from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Rik Shepard.
Dark Creeper from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Rik Shepard.
Dark Stalker from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Simon Muth.
Dark Stalker from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Simon Muth.
Death Dog from the Tome of Horrors Complete, © 2011, 
Necromancer Games, Inc.; published and distributed by Frog 
God Games; Author: Scott Greene, based on original material by 
Underworld Oracle.
Death Worm from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene and Erica Balsley.
Decapus from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Jean Wells.
Deep Magic. © 2014 Open Design LLC. Authors: Wolfgang Baur, 
Tom Benton, Creighton Broadhurst, Jason Bulmahn, Ross Byers, 
Charles Lee Carrier, Tim Connors, Adam Daigle, Jonathan Drain, 
Mike Franke, Ed Greenwood, Frank Gori, Jim Groves, Amanda 
Hamon Kunz, Sam Harris, Brandon Hodge, Phillip Larwood, 
Jeff Lee, John Ling, Jr., Chris Lozaga, Ben McFarland, Nicholas 
Milasich, Carlos Ovalle, Richard Pett, Marc Radle, Stephen Radney-
MacFarland, Wade Rockett, Stephen Rowe, Adam Roy, Amber E. 
Scott, Neil Spicer, Owen K.C. Stephens, Joshua Stevens, Christina 
Stiles, Matt Stinson, Stefen Styrsky, Dan Voyce, and Mike Welham.
Demodand, Shaggy from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Demodand, Slimy from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Demodand, Tarry from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Demon Cults: The Cult of Selket. © 2014, Open Design; Author 
Jeff Lee.
Demon Lord, Kostchtchie from the Tome of Horrors Complete, © 
2011, Necromancer Games, Inc.; published and distributed by Frog 
God Games; Author: Scott Greene, based on original material by 
Gary Gygax.
Demon Lord, Pazuzu from the Tome of Horrors Complete, © 2011, 
Necromancer Games, Inc.; published and distributed by Frog God 
Games; Author: Scott Greene, based on original material by Gary 
Gygax.
Demon, Nabasu from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Dire Corby from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Jeff Wyndham.
Disenchanter from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Roger Musson.
Divine Favor: the Cleric. Author: Stefen Styrsky © 2011, Open 
Design LLC, www.koboldquarterly.com.
Divine Favor: the Inquisitor. Author: Stefen Styrsky © 2011, Open 

Design LLC, www.koboldquarterly.com.

Dracolisk from the Tome of Horrors, © 2002, Necromancer Games, 
Inc.; Author: Scott Greene, based on original material by Gary 
Gygax.
Dragon Horse from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Dragon, Faerie from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Brian Jaeger and Gary Gygax.
Dust Digger from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Dwarves of the Ironcrags, © 2009. Authors: Wolfgang Baur, Adam 
Daigle, Michael Furlanetto, Brandon Hodge, Joshua Stevens, and 
Dan Voyce.
Ear Seeker from the Tome of Horrors, © 2002, Necromancer Games, 
Inc.; Author: Scott Greene and Erica Balsley, based on original 
material by Gary Gygax.
Executioner’s Hood from the Tome of Horrors Complete, © 2011, 
Necromancer Games, Inc.; published and distributed by Frog God 
Games; Author: Scott Greene, based on original material by Gary 
Gygax.
The Expanded Elven Archer, © 2012, Open Design LLC; Authors: 
Charles Lee Carrier, John Ling, Jr., and Nicholas Milasich.
The Expanded Shaman, © 2012, Open Design LLC; Author: Marc 
Radle.
The Expanded White Necromancer, © 2013, Open Design LLC; 
Author: Marc Radle.
Flail Snail from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Simon Tilbrook.
Flumph from the Tome of Horrors Complete, © 2011, Necromancer 
Games, Inc.; published and distributed by Frog God Games; Author: 
Scott Greene, based on original material by Ian McDowell and 
Douglas Naismith.
Flumph from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by Ian 
McDowell and Douglas Naismith.
Foo Creature from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Forlarren from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Ian Livingstone.
Froghemoth from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
E. Gary Gygax.
The Genius Guide To: The Godling. © 2010, Super Genius Games. 
Author: Owen K.C. Stephens
Giant Slug from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Giant, Wood from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Wizards of the Coast.
Gloomwing from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Grippli from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Gryph from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Peter Brown.
Hangman Tree from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Hippocampus from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene and Erica Balsley, 
based on original material by Gary Gygax.
Huecuva from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Underworld Oracle.
Ice Golem from the Tome of Horrors, © 2002, Necromancer Games, 
Inc.; Author: Scott Greene.
Imperial Gazetteer: The Principality of Morgau and Doresh, and 
Subterranean Realms, © 2012, Open Design, LLC; Authors: 
Wolfgang Baur and Scott Gable.
Iron Cobra from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Philip Masters.
Jackalwere from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Journeys to the West, © 2012, Open Design LLC; Author: Christina 
Stiles.
Jubilex from the Tome of Horrors Complete, © 2011, Necromancer 
Games, Inc., published and distributed by Frog God Games; Author: 
Scott Greene, based on original material by Gary Gygax.
Jubilex from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Kamadan from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Nick Louth.
Kech from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 

Gary Gygax.
Kelpie from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Lawrence Schick.
Kobold Quarterly Issue 1, © 2007, Open Design LLC, www.
koboldquarterly.com. All rights reserved.
Kobold Quarterly Issue 5, © 2008, Open Design LLC, www.
koboldquarterly.com. All rights reserved.
Kobold Quarterly Issue 6, © 2008, Open Design LLC, www.
koboldquarterly.com. All rights reserved.
Kobold Quarterly Issue 7, © 2008, Open Design LLC, www.
koboldquarterly.com; Authors: John Baichtal, Wolfgang Baur, 
Ross Byers, Matthew Cicci, John Flemming, Jeremy Jones, Derek 
Kagemann, Phillip Larwood, Richard Pett, and Stan!.
Kobold Quarterly Issue 8, © 2009, Open Design LLC, www.
koboldquarterly.com. All rights reserved.
Kobold Quarterly Issue 9, © 2009, Open Design LLC, www.
koboldquarterly.com. All rights reserved.
Kobold Quarterly Issue 20, © 2012, Open Design LLC, www.
koboldquarterly.com. All rights reserved.
Kobold Quarterly Issue 21, © 2012, Open Design LLC, www.
koboldquarterly.com. All rights reserved.
Kobold Quarterly Issue 23, © 2012, Open Design LLC, www.
koboldquarterly.com. All rights reserved.
Korred from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Leprechaun from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Lurker Above from the Tome of Horrors Complete, © 2011, 
Necromancer Games, Inc.; published and distributed by Frog God 
Games; Author: Scott Greene, based on original material by Gary 
Gygax.
Magma ooze from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene.
Marid from the Tome of Horrors III, © 2005, Necromancer Games, 
Inc.; Author: Scott Greene.
Midgard Bestiary for Pathfinder RPG. © 2012 Open Design LLC; 
Author: Adam Daigle with Chris Harris, Michael Kortes, James 
MacKenzie, Rob Manning, Ben McFarland, Carlos Ovalle, Jan 
Rodewald, Adam Roy, Christina Stiles, James Thomas, and Mike 
Welham.
Midgard Campaign Setting, © 2012, Open Design, LLC; Authors: 
Wolfgang Baur, Jeff Grubb, Brandon Hodge, Christina Stiles, and 
Dan Voyce.
Mihstu from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
E. Gary Gygax.
Mite from the Tome of Horrors, © 2002, Necromancer Games, Inc.; 
Author: Scott Greene, based on original material by Ian Livingstone 
and Mark Barnes.
Mongrelman from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Monster Focus: Ghouls. Copyright 2013, Jason Bulmahn; Author: 
Jason Bulmahn.
Monster Focus: Skeletons. Copyright 2013, Jason Bulmahn; Author: 
Jason Bulmahn.
Monte Cook’s Arcana Unearthed, © 2003, Monte J. Cook.
Moon Dog from the Tome of Horrors Complete, © 2011, 
Necromancer Games, Inc., published and distributed by Frog God 
Games; Author: Scott Greene, based on original material by Gary 
Gygax.
Muckdweller from the Tome of Horrors Complete, © 2011, 
Necromancer Games, Inc., published and distributed by Frog God 
Games; Author: Scott Greene, based on original material by Gary 
Gygax.
Nabasu Demon from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
E. Gary Gygax.
Necrophidius from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Simon Tillbrook.
Nereid from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Northlands, © 2011, Open Design, LLC; Author: Dan Voyce; www.
koboldquarterly.com.
Path of the Magi, © 2002, Citizen Games/Troll Lord Games; 
Authors: Mike McArtor, W. Jason Peck, Jeff Quick, and Sean K 
Reynolds.
Pech from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Phycomid from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Pirates of the Western Ocean, © 2012, Open Design, LLC; Author: 
Ben McFarland; www.koboldquarterly.com.
Player’s Guide to the Crossroads, © 2012, Open Design, LLC; 
www.koboldquarterly.com.
Player’s Guide to the Dragon Empire, © 2012, Open Design, LLC; 
Author: Adam Roy.
Player’s Guide to the Seven Cities, © 2013, Open Design, LLC; 
Author: Adam Roy.
Poltergeist from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Lewis Pulsipher.



101 Desert Spells

55

Quickling from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Quickwood from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Rot Grub from the Tome of Horrors, © 2002, Necromancer Games, 
Inc.; Author: Scott Greene and Clark Peterson, based on original 
material by Gary Gygax.
Rot Grub from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene and Clark Peterson, based on 
original material by Gary Gygax.
Russet Mold from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Sandman from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Roger Musson.
Scarecrow from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Roger Musson.
Shadow Demon from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Neville White.
Skreyn’s Register: The Bonds of Magic, © 2002, Sean K Reynolds.
Skulk from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Simon Muth.
Slime Mold from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Slithering Tracker from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Soul Eater from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by David Cook.

Southlands Bestiary for Pathfinder Roleplaying Game. © 2015 Open 
Design. Authors: Kristian Ahonen, Eric Anderson, Anonymous, 
Joshua Banks, Wolfgang Baur, dpb, Clinton Boomer, Marina de 
Santiago Buey, Angelica Burns, Jarrod Camiré, Aaron Cheung, 
Jim Davis, Lee DeBoer, Dan Dillon, John Doh, Chris Doyle, 
Harold Farmer, John Foster, Erik Freund, Leonard Grand, Amanda 
Hamon Kunz, Andrew Harshman, Jacob Haywood, Steven T. Helt, 
Jeffrey Hersh, Andrew Hind, Richard Iversen, Alex Kanous, Henry 
S. Kurtz, Richard Lawson, Jeff Lee, Chris Lockey, Ari Marmell, 
Ben McFarland, Jesse McGatha, Brett A. McLean, Brian Wiborg 
Mønster, Matt Morrissette, Robert H. Nichols, Stacy Nichols, 
Kalervo Oikarinen, Gunnar Ólafsson, Richard Rossi, Stephen Rowe, 
Adam Roy, Wendall Roy, Matt Rupprecht, Allen F. Schell, Brian 
Suskind, Troy Taylor, James Thomas, John Tolios, James Whittaker, 
Clarence Wisdom, and Henry Wong. 
Spriggan from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene and Erica Balsley, based on 
original material by Roger Moore and Gary Gygax.
Sunken Empires, © 2010, Open Design, LLC; Authors: 
Brandon Hodge, David “Zeb” Cook, and Stefen Styrsky. www.
koboldquarterly.com.
Tales of the Old Margreve, © 2010, Open Design LLC; Authors: 
Eileen Connors and Tim Connors.
Tenebrous Worm from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Tentamort from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Mike Roberts.
The Tome of Horrors II, © 2004, Necromancer Games, Inc.; Author: 
Scott Greene.
The Tome of Horrors III, © 2005, Necromancer Games, Inc.; 
Author: Scott Greene.
Tick, Giant & Dragon from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.
Tome of Horrors, © 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.
Tome of Horrors III, © 2005, Necromancer Games, Inc; Author: 
Scott Greene, with Casey Christofferson, Erica Balsley, Kevin 
Baase, Lance Hawvermale, Travis Hawvermale, Ian S. Johnston, 
Patrick Lawinger, Nathan Paul, Clark Peterson, Greg Ragland, 
Robert Schwalb and Bill Webb.
Tome of Horrors Complete. © 2011, Necromancer Games, Inc., 
published and distributed by Frog God Games; Author: Scott 
Greene.
Trapper from the Tome of Horrors Complete, © 2011, Necromancer 
Games, Inc.; published and distributed by Frog God Games; Author: 
Scott Greene, based on original material by Gary Gygax.
Troll, Ice from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Russell Cole.
Troll, Rock from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene.
Vegepygmy from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by 
Gary Gygax.
Wolf-In-Sheep’s-Clothing from the Tome of Horrors, Revised, © 
2002, Necromancer Games, Inc.; Author: Scott Greene, based on 
original material by Gary Gygax.
Wood Golem from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Authors: Scott Greene and Patrick Lawinger.
Yellow Musk Creeper from the Tome of Horrors, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Albie Fiore.
Yellow Musk Zombie from the Tome of Horrors, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Albie Fiore.
Yeti from the Tome of Horrors, © 2002, Necromancer Games, Inc.; 
Author: Scott Greene, based on original material by Gary Gygax.
Zombie, Juju from the Tome of Horrors, Revised, © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on original 
material by Gary Gygax.

101 Desert Spells © 2018, Rite Publishing, LLC. Author: David J. 
Paul.




	Credits
	Introduction
	Spells Lists 
	Alchemist Formulae 
	Antipaladin Spells 
	Bard Spells 
	Bloodrager Spells 
	Cleric/Oracle Spells 
	Druid Spells 
	Inquisitor Spells 
	Magus Spells 
	Paladin Spells 
	Ranger Spells 
	Shaman Spells 
	Sorcerer/Wizard Spells 
	Summoner Spells 
	Witch Spells 

	Spells Descriptions 
	B
	C
	D
	E
	F
	G
	H
	I
	J
	M
	P
	R
	T
	V
	W

	OPEN GAME LICENSE Version 1.0a

