pmmzmpep'




Compendium Arcanurh_ _\fqlume 1: Cantrips & Orisons

ATHFINDER

CREDITS

PUBLISHED BY D20PFSRD.COM PUBLISHING
Written by Timothy Wallace
')Edlting & Layout by John Reyst
Artwork & lllustrations
Michael Scotta (Stock Art: Half-EIf Magic-user)
€ross-666 ( )
‘Some artwork copyright William McAusland, used with
permission.
Publisher's Choice Quality Stock Art (c) Rich Hershey /
Fat Goblin Games

COMPATIBILITY

Compatibility with the Pathfinder Roleplaying Game
requires the Pathfinder Roleplaying Game from Paizo
Publishing, LLC. See http://paizo.com/pathfinderRPG
for more information on the Pathfinder Roleplaying
Game. '

Paizo Publishing, LLC does not guarantee compatibility,
and does not endorse this product. 1
Pathfinder is a registered trademark of Paizo
Publishing, LLC, and the Pathfinder Roleplaying Game
and the Pathfinder Roleplaying Game Co itibility
Logo are trademarks of Paizo Publlshl LC, and are
used under the Pathfinder Rolep'laylng ame- . 4
Compatibility License. See - W g
http://paizo. com/pathﬂnderRPG/compatlblllty fo‘
information on the compatibility license.
This product is dual licensed OGL and Creative
Commons.

Get discounts at the Open Gaming Store and 100% FREE TR |
d2opfsrd.com Publishing products by backing my Patreon : |
campaign! Check it out! ¥ i

Join the

to chat about d2opfsrd.com, Pathfinder,
or gaming in general!

B

+ | Fans of d20pfsrd.com


http://eross-666.deviantart.com/art/agua-png-314078735
https://www.patreon.com/d20pfsrd
https://www.patreon.com/d20pfsrd
https://www.patreon.com/d20pfsrd
https://www.facebook.com/groups/fansofd20pfsrd/
https://www.facebook.com/groups/fansofd20pfsrd/
https://www.facebook.com/groups/fansofd20pfsrd/

Compendium
Arcanum Volume
- L
Cantrips &
Orisons

by Tim Wallace

ABOUT THE AUTHOR

Tim Wallace is an aspiring d20 roleplaying
game designer. His design credits include a
large portion of the Pathfinder conversion of
by Rite Publishing, the
Martial Arts Guidebook (in development), and
~ bits of indie design work that he has posted on
the . He also has a series of
#\, character sheets that he has designed over the
\yea-rs You can read more from Tim on
on , Or on

“‘ Errant D&

i

ABOUT THIS BOOK

A multi-variable spell is a spell which, once

learned, you can cast as a spell one level higher o
or lower than the original spell. This mechanic w
was first introduced in Monte Cook’s Arcana
Evolved. Multi-variable spells gives

spellcasters great flexibility and so Tim decided »
to begin by adding the Heightened and A
Diminished qualities to Pathfinder spells.

So, in addition to the normal Pathfinder spell
details, you will see one or two new bits of text,
specifically, either a “Diminished Effects” line, a
“Heightened Effects” line, or both.

This is the first book of a set intended to include

all spells from the Pathfinder Roleplaying Game «
Core Rulebook, Advanced Player’s Guide,

Ultimate Combat, and Ultimate Magic, now- -

with heightened and d1m1n1shed effecy//

Shas 3

g
DIMINISHED EFFECTS : }75 g

This section describes changes to the spe’ll'lf o
it is cast using a slot one Level lower than

normal. You must be able to cast a spell at

its regular Level before you can use th -l
diminished effects. If you use a Mhed I A

effect, treat the spell as one Level lower - ._,‘,./ ds . |
than listed for purposes of spell slot used, |
saving throw DCs, magic item pricing, and - i |
so on. Spells that are o-level (or 15t-level s i

alchemist-, paladin-, or ranger-only spells)
have no diminished effects.

HEIGHTENED EFFECTS

This section describes changes to the spell if

it is cast using a slot one Level higher than . P
normal. If you use a heightened effect, treat ' : 34
the spell as one Level higher than listed, for :
purposes of spell slot used, saving throw
DCs, magic item pricing, and so on,
regardless of what Level slot you use. Spells
that are oth Level (or 6th-level alchemist-

only spells or 4th-level paladin- or ranger-
only spells) have no heightened effects.k :

%!
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ACID SPLASH

School conjuration (creation) [acid]; Level inquisitor O,
magus 0, sorcerer/wizard 0, summoner 0, witch 0

CASTING

Casting Time 1 standard action
ComponentsV, S

EFFECT

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

Effect one missile of acid

Duration instantaneous

Saving Throw none; Spell Resistance no

DESCRIPTION

%ﬁ)u fire a small orb of acid at the target. You
must sueceed on a ranged touch attack to hit
your target. The orb deals 1d3 points of acid
damage. This acid disappears after 1 round.

Heightened Effects You may choose to hold
_the orb for up to 1 round before selecting a
target as a free action. If you do not choose a
target after 1 round, you take 1d3 points of acid
*',,' damage and the orb vanishes. If it hits its
: "tei‘rget the orb deals 1d4 points of acid damage.

an invisible mark is made, detect magic causes
it to glow and be visible, though not necessarily
understandable.

See nvisibility, true seeing, a gem of seeing, or
a robe of eyes likewise allows the user to see an
invisible arcane mark. A read magic spell
reveals the words, if any. The mark cannot be
dispelled, but it can be removed by the caster or
by an erase spell. '

If an arcane mark is placed on a living being,
the effect gradually fades in about a month.

Arcane mark must be cast on an object prior to
casting instant summons on the same object_
(see that spell description for details).

Heightened Effects The spell allows you 1
round per caster level to write your mark, with _
no space or word limitation. With enough - e
patience and castings of this spell, youseould
literally inscribe a book. You can key | emark

to a specific creature, making it visible only to: 7 -

that creature; such a usage adds the [language-
dependent] descriptor to the spell.

As well, the target must make a Reflex save or

[

s suffert point of Strength damage.

&Y’

ARCANE MARK

School universal; Level magus 0, sorcerer/wizard 0,
summoner 0, witch 0

CASTING

Casting Time 1 standard action
Components V, S

EFFECT

Range touch

Effect one personal rune or mark, all of which must fit
within 1 sq. ft.

Duration permanent

Saving Throw none; Spell Resistance no

DESCRIPTION

This spell allows you to inscribe your personal
rune or mark, which can consist of no more
than six characters. The writing can be visible
or invisible. An arcane mark spell enables you
to etch the rune upon any substance without
harm to the material upon which it is placed. If

pPg. 2
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BRAND

School transmutation [curse]; Level inquisitor 0

CASTING

Casting Time 1 standard action
Components V, S, DF

EFFECT

Range touch

Target creature touched

Duration 1 day/level

Saving Throw Fortitude negates; Spell Resistance yes

DESCRIPTION

- Brand etches an indelible rune or mark of no
more than 6 characters onto a creature,
inflicting 1 point of damage. The mark may be
placed on any exposed portion of the creature,
typically the head or forearm. A brand can be
hidden by clothing or removed by scraping it
away (causing 1d6 points of damage), though

“the brand returns if the damage is healed.

Heightened Effects The spell allows you 1

~, round per caster level to etch the rune or mark,

“with no space or word limitation.

CREATE WATER

School conjuration (creation) [water]; Level cleric/oracle
0, druid 0, inquisitor O, paladin 1

CASTING

Casting Time 1 standard action
Components V, S

EFFECT

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

Effect up to 2 gallons of water/level
Duration instantaneous

Saving Throw none; Spell Resistance no

DESCRIPTION

This spell generates wholesome, drinkable
water, just like clean rain water. Water can be
created in an area as small as will actually
contain the liquid, or in an area three times as
large—possibly creating a downpour or filling

many small receptacles. This water disappears
after 1 day if not consumed.

Note: Conjuration spells can't create
substances or objects within a creature. Water i
weighs about 8 pounds per gallon. One cubic

foot of water contains roughly 8 gallons and

weighs about 60 pounds.

Heightened Effects The water created can
appear with force, dousing flames and putting
out small fires. An elemental creature with the
fire subtype caught in the area of the spell
suffers 1d6 points of damage per two caster B
levels (maximum 5d6, Reflex save for half

damage). An elemental creature of the water.

subtype caught in the area of the spell enjoys

1d6 points of healing per two caster levels «

(maximum 5d6).
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DANCING LIGHTS

R School evocation [light]; Level bard 0, magus 0;
R sorcerer/wizard 0, witch 0

DAZE

School enchantment (compulsion) [mind-affecting];
Level bard 0, inquisitor 0, magus 0, sorcerer/wizard 0,
summoner 0, witch 0

CASTING

CASTING

Casting Time 1 standard action
ComponentsV, S

Casting Time 1 standard action
Components V, S, M (a pinch of wool or similar
substance)

EFFECT

EFFECT

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

Effect Up to four lights, all within a 10-ft.-radius area
Duration 1 minute (D)

Saving Throw none; Spell Resistance no

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

Target one humanoid creature of 4 HD or less
Duration 1 round

Saving Throw Will negates; Spell Resistance yes

DESCRIPTION #

"DESCRIPTION

%[epending on the version selected, you create
. up to four lights that resemble lanterns or
: terches (and cast that amount of light), or up to
four glowing spheres of light (which look like
will-o'-wisps), or one faintly glowing, vaguely
humanoid shape. The dancing lights must stay
~within a 10-foot-radius area in relation to each
. other but otherwise move as you desire (no
e 1 'ﬁi’ concentration required): forward or back, up or
A%, down, straight or turning corners, or the like.
: “Theé lights can move up to 100 feet per round. A
. light winks out if the distance between you and
VIS T'v’it exceeds the spell's range.

X

i o

You can only have one dancing lights spell
active at any one time. If you cast this spell
while another casting is still in effect, the
previous casting is dispelled. If you make this
spell permanent, it does not count against this
limit.

Dancing lights can be made permanent with a

permanency spell.

Heightened Effects The number of lights
created doubles. Further, the spell’s duration
increases to one minute per level.

This spell clouds the mind of a humanoid .
creature with 4 or fewer Hit Dice so that it takes

no actions. Humanoids of 5 or more HD are not
affected. A dazed subject is not stunned, so .
attackers get no special advantage against it.

After a creature has been dazed by this spell, it -~

is immune to the effects of this spell fopa"
minute. B A\ //A:.\_

st iy

Heightened Effects The spell can affect a i Huds
living creature of any type with 6 or fewer Hit -

Dice.
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DETECT MAGIC

Schooi'dj\}'iﬁation; Level bard 0, cleric/oracle 0, druid 0,
ir]qui's”l:[or 0, magus 0, sorcerer/wizard 0, summoner 0,
witch 0

CASTING

Casting Time 1 standard action
Components V, S

EFFECT

Range 60 ft.

Area cone-shaped emanation '
Duration concentration, up to 1 min./level (D)
Saving Throw none; Spell Resistance no

DESCRIPTION

‘You detect magical auras. The amount of
information revealed depends on how long you
study a particular area or subject.

15 Round: Presence or absence of magical auras.

2" Round: Number of different magical auras and the

power of the most potent aura.

34 Round: The strength and location of each aura. If the

items or creatures bearing the auras are in line of sight,
_you can make Knowledge (arcana) skill checks to

determine the school of magic involved in each. (Make

one check per aura: DC 15 + spell level, or 15 + 1/2 caster

level for a nonspell effect.) If the aura emanates from a

maglc item, you can attempt to identify its properties
\(see Sidebar: Identifying the Properties of Magic
Items).

directed at such alocation, the spell indicates an aura v
strength of dim (even weaker than a faint aura). How
long the aura lingers at this dim level depends on its
original power.

Outsiders and elementals are not magical in
themselves, but if they are summoned, the
conjuration spell registers. Each round, you can
turn to detect magic in a new area. The spell
can penetrate barriers, but 1 foot of stone, 1 inch
of common metal, a thin sheet of lead, or 3 feet
of wood or dirt blocks it.

Detect magic can be made permanent with a
permanency spell.

Heightened Effects The spell’s duration'is
reduced to 3 rounds/level, but you gain a +10
enhancement bonus on Spellcraft checks made
to identify the properties and command words
of magic items in your possession. This spell .
does not allow you to identify ai’tlfacts s

Notes This spell combines the gffect of the-. \/Q
%

following spells: detect magic and identify.

~_

Identifying the Properties of Magic Items

"Magical areas, multiple types of magic, or Check When using detect magic to learn Ehev 4/
A : . properties of magic items, the DC is 15 ;
A% strong local magical emanations may distort or | Y s o/
conceal weaker auras. Action Attempting to ascertain the propemés 5.7
of a magic item takes 3 rounds per item tobe
Aura Strength: An aura's power depends on a spell's identified and you must be able to thoroughly
functioning spell level or an item's caster level; see the examine the object.
accompanying table. If an aura falls into more than one Retry When using detect mag,c or ldentlf_y to
category, detect magic indicates the stronger of the two. learn the properties of magic items, you can
Lingering Aura: A magical aura lingers after its original only attempt to ascertain the properties of an
source dissipates (in the case of a spell) or is destroyed individual item once per day. Additional
(in the case of a magic item). If detect magic is cast and attempts reveal the same results.
Table: Duration of Magic Aura
Original Strength Duration of Lingering Aura
Faint 1d6 rounds
Moderate 1d6 minutes
Strong 1d6 x 10 minutes
Overwhelming 1d6 days
Table: Aura Strength
Spell or Object Faint Moderate Strong Overwhelming
Functioning spell (spell level) 3 or lower 4th_gth 7th_gth 10+ (deity-level)
Magic item (caster level) 5t or lower 6™-11th 12th-20t 215% (artifact)
pg' 5 S AR A
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DETECT POISON

Schooi_dNiha.tion; Level antipaladin 1, cleric/oracle O,
druid 0, inquisitor 0, paladin 1, ranger 1, sorcerer/wizard
0, witch 0

CASTING

Casting Time 1 standard action
Components V, S

EFFECT

Range close (25 ft. + 5 ft.72 levels)

Target or Area one creature, one object, or a 5-ft. cube
Duration instantaneous

Saving Throw none; Spell Resistance no

DESCRIPTION

You determine whether a creature, object, or
'a‘j,‘ea has been poisoned or is poisonous. You can
determine the exact type of poison with a DC 20
Wisdom check. A character with the Craft
(alchemy) skill may try a DC 20 Craft (alchemy)
check if the Wisdom check fails, or may try the
Craft (alchemy) check prior to the Wisdom
check. The spell can penetrate barriers, but 1
foot of stone, 1 inch of common metal, a thin

sheet of lead, or 3 feet of wood or dirt blocks it.

Heightened Effects It takes 2 feet of stone, 2
“inches of common metal, a thin sheet of lead, or
6 feet of wood to block the spell.

F

FLARE

School evocation [light]; Level bard 0, druid 0, magus 0,
sorcerer/wizard O

CASTING -

Casting Time 1 standard action
Components V i

EFFECT : S

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

Effect burst of light B Y \_{m)
Duration instantaneous ~ Dl

fos Tl

Saving Throw Fortitude negates; Spell Resistancg‘yeéj*:' 3

DESCRIPTION

&Y DISRUPT UNDEAD

School necromancy; Level inquisitor 0, magus 0,
sorcerer/wizard 0O

CASTING

Casting Time 1 standard action
Components V, S

EFFECT

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

Effect ray

Duration instantaneous

Saving Throw none; Spell Resistance yes

DESCRIPTION

You direct a ray of positive energy. You must
make a ranged touch attack to hit, and if the ray
hits an undead creature, it deals 1d6 points of
damage to it.

Heightened Effects The target takes 1d6
points-of damage per two caster levels
(maximum 5d6).

pg. 6 S

This cantrip creates a burst of light. If you cause
the light to burst in front of a single creature,
that creature is dazzled for 1 minute unless'it

makes a successful Fortitude save. Sighi Jess e/

creatures, as well as creatures already dazzled, /i
are not affected by flare.

Heightened Effects The burst of light affects
all creatures in a 10-foot-radius burst from the
target point.

Notes This spell combines the effects of the
following spells: flare and flare burst.
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GHOST SOUND

School illusion (figment); Level bard 0, magus 0,
sorcerer/wizard 0

CASTING

Casting Time 1 standard action
Components V, S, M (a bit of wool or a small lump of
wax)

EFFECT

Range close (25 ft. + 5 ft./2 levels)
Effect illusory sounds
Duration 1 round/level (D)

Saving Throw Will disbelief; Spell Resistance no
BEscRIPTION :

Ghost sound allows you to create a volume of
sound that rises, recedes, approaches, or
remains at a fixed place. You choose what type
of sound ghest sound creates when casting it
and cannot thereafter change the sound's basic

_character.

The volume of sound created depends on your

... "\ level. You can produce as much noise as four
: “»normal humans per caster level (maximum 40

humans). Thus, talking, singing, shouting,

~ & walking, marching, or running sounds can be

created. The noise a ghost sound spell produces
can be virtually any type of sound within the
volume limit. A horde of rats running and
squeaking is about the same volume as eight
humans running and shouting. A roaring lion is
equal to the noise from 16 humans, while a
roaring dragon is equal to the noise from 32
humans. Anyone who hears a ghost sound
receives a Will save to disbelieve.

Ghost sound can enhance the effectiveness of a
silent image spell.

Ghost sound can be made permanent with a
permanency spell.

Heightened Effects You may preprogram the
sound so it occurs when a specific event triggers
it (it lasts until triggered).

pg. 7
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Trigger events can be as general or as detailed

as desired, although only visual and audible

triggers work. Triggers react to what appears to ny
be the case, so disguises and illusions can fool
them. Normal darkness does not defeat a visual
trigger, but magical darkness or invisibility
does. Silent movement or magical silence
defeats audible triggers. Audible triggers can be
keyed to general types of noises or to a specific
noise or spoken word. Note that actions can
serve as triggers if they are visible or audible. A
spell cannot distinguish invisible creatures,
level, Hit Dice, or class except by external garb.
The range limit of a trigger is 15 feet per caster
level. Regardless of range, the spell can respond
only to visible or audible triggers and actions in
line of sight or within hearing distance.

GUIDANCE

School divination; Level cleric/oracle 0, druid 0,
inquisitor 0, summoner 0, witch 0

CASTING

Casting Time 1 standard action
Components V, S

EFFECT

Range touch

Target creature touched

Duration 1 minute or until discharged

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

DESCRIPTION

This spell imbues the subject with a touch of
divine guidance. The creature gets a +1
competence bonus on a single attack roll, saving

throw, or skill check. It must choose to use th 7
b




s

oy

:?%"spell, or until you take damage.

TR

bonus before making the roll to which it
applies. -
Héfghtened Effects The spell’s duration is
increased to 10 minutes or until discharged, the
competence bonus increases by +1 per three
caster levels (maximum +5 at 12th level), and
the bonus may be used on an initiative check.

H

HAUNTED FEY ASPECT

.;t;hool illusion (glamer); Level bard 0, sorcerer/wizard 0O

g
CASTING .

Casting Time 1 standard action
Components S

EFFECT

Range Personal
Target You

Duration 1 round/level (D)

DESCRIPTION

You surround yourself with disturbing illusions,
“insane fey creature. You gain DR 1/cold iron
against a single opponent until the end of the

Heightened Effects The spell’s duration
increases to 1 minute/level, and, for the
duration of the spell, you gain DR 3/cold iron.

K

KNOW DIRECTION

School divination; Level bard 0, druid 0

CASTING

Casting Time 1 standard action
Components 'V, S

EFFECT

Range personal
Target you
Duration instantaneous

DESCRIPTION

<

When you cast this spell, you instantly know the
direction of north from your current position.

The spell is effective in any environment in

which “north” exists, but it may not work in 3
extraplanar settings. Your knowledge of north is
correct at the moment of casting, but you can

get lost again within moments if you don't find

some external reference point to help you keep

track of direction.

Heightened Effects The spell’s duration
increases to 10 minutes/level, and for the ,
duration of the spell you know the sun’s current e
location relative to you and can therefore tell

what time of day it is with a DC 5 Knowledge

(nature) or Survival check. he
L .
e
S \
LULLABY ¥/ ’

Level bard 0

/.-' .
-

CASTING

Casting Time 1 standard action
ComponentsV, S

EFFECT

Range medium (100 ft. + 10 ft./level) &gﬂ/[
Area living creatures within a 10-ft.-radius burst :
Duration concentration + 1 round/level (D) g f ” g |
Saving Throw Will negates; Spell Resistance yes

DESCRIPTION S |

Any creature within the area that fails a Will
save becomes drowsy and inattentive, taking a
-5 penalty on Perception checks and a —2
penalty on Will saves against sleep effects while
the lullaby is in effect. Lullaby lasts for aslong
as the caster concentrates, plus up to 1 round
per caster level thereafter.

Heightened Effects The spell’s area increases
to a 20-foot-radius burst. Further, the targets ,
also suffer a —5 penalty on Knowledge and g
Sense Motive checks.




MAGE HAND
School transmutation; Level bard 0, magus 0, -
sorcerer/wizard 0, summoner 0

CASTING

Casting Time 1 standard action
ComponentsV, S

EFFECT

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

Target one nonmagical, unattended object weighing up
to 5 Ibs.

Duration concentration

§aving Throw none; Spell Resistance no

DEscripTION

You point your finger at an object and can lift it
and move it at will from a distance. As a move
action, you can propel the object as far as 15 feet
in any direction, though the spell ends if the
distance between you and the object ever

_exceeds the spell's range.

Heightened Effects The spell can affect

# _ magical objects.

A N

straight line. It can circumvent a barrier if there
is an open path between you and the subject,
and the path's entire length lies within the
spell's range. The creatures that receive the
message can whisper a reply that you hear. The
spell transmits sound, not meaning; it doesn't
transcend language barriers. To speak a
message, you must mouth the words and
whisper. ; e

Heightened Effects Those nearby can hear
these messages with a Perception check (DC 25
+ your Intelligence, Wisdom, or Charisma
modifier, whichever is highest).

0

OPEN/CLOSE —

School transmutation; Level bard 0, magus %
sorcerer/wizard 0, summoner 0

P

CASTING

Casting Time 1 standard action Tt .
Components V, S, F (a brass key) :

EFFECT

MESSAGE

" School transmutation [language-dependent]; Level bard
0, sorcerer/wizard 0, summoner 0, witch O

CASTING

Casting Time 1 standard action
Components V, S, F (a piece of copper wire)

Range close (25 ft. + 5 ft./2 levels)
Target object weighing up to 30 Ibs. or portal that can be
opened or closed e

Duration instantaneous ;
Saving Throw Will negates (object); Spell Resm’tance 3
yes (object)

DESCRIPTION

EFFECT

Range medium (100 ft. + 10 ft./level)
Targets one creature/level

Duration 10 min./level

Saving Throw none; Spell Resistance no

DESCRIPTION

You can whisper messages and receive
whispered replies. Those nearby can hear these
messages with a DC 25 Perception check. You
point your finger at each creature you want to
receive the message. When you whisper, the
whispered message is audible to all targeted
creatures within range. Magical silence, 1 foot of
stone, 1 inch of common metal (or a thin sheet
of lead), or 3 feet of wood or dirt blocks the
spell. The message does not have to travel in a

pg' 9 0 ey :

You can open or close (your choice) a door,
chest, box, window, bag, pouch, bottle, barrel,
or other container. If anything resists this
activity (such as a bar on a door or a lock on a
chest), the spell fails. In addition, the spell can
only open and close things weighing 30 pounds
or less. Thus, doors, chests, and similar objects
sized for enormous creatures may be beyond
this spell's ability to affect.

Heightened Effects You may apply real force =
to your manipulation, opening and closing B .
objects up to 30 Ibs. + 2 1bs. per caster level.
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PRESTIDIGITATION

School universal; Level bard 0, magus 0, sorcerer/wizard
0

CASTING

Casting Time 1 standard action
Components V, S

EFFECT

Range 10 ft.

Target, Effect, or Area see text

Duration 1 hour

Saving Throw see text; Spell Resistance no

DESCRIPTION

/ WO/ £~ SR A
Prestidigitations are minor tricks that novice

spellcasters use for practice. Once cast, a
prestidigitation spell enables you to perform
simple magical effects for 1 hour. The effects are
minor and have severe limitations. A
prestidigitation can slowly lift 1 pound of
.material. It can color, clean, or soil items in a 1-
foot cube each round. It can chill, warm, or

''~ flavor 1 pound of nonliving material. It cannot

e

A ::4‘-« materials created by a prestidigitation spell are

Wk

-

, deal damage or affect the concentration of
“spellcasters. Prestidigitation can create small
objects, but they look crude and artificial. The
3}- extremely fragile, and they cannot be used as
" tools, weapons, or spell components. Finally,
prestidigitation lacks the power to duplicate
any other spell effects. Any actual change to an
object (beyond just moving, cleaning, or soiling
it) persists only 1 hour.

Heightened Effects The spell allows you to
perform feats of legerdemain and sleight of
hand (pulling a small rabbit or dove out of your
hat, for example, or producing a bouquet of
flowers from your sleeve). If the spell is used in
this way, add your caster level to all Perform
checks. Created items vanish when the spell
does, although you may make them vanish
sooner.

You can slowly lift up to 5 Ibs. per caster level,
but no higher than a single foot above the
surface below the item.

pg. 10 i
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If this spell is ongoing while you cast other

spells, it can alter the way the new spell

manifests to an observer. For example, if a spell M
normally is accompanied by a bright flash of
light, you might choose to have the spell
accompanied by an explosion of rose petals.
This has the effect of doubling the spell Level
for the purpose of a caster’s Spellcraft check to
determine what spell you are casting.

PURIFY FOOD AND DRINK

School transmutation; Level cleric/oracle O,V‘QEuj‘z/B

CASTING %Ry /
Casting Time 1 standard action |
ComponentsV, S .

EFFECT \ |

Range 10 ft.

Target 1 cu. ft./level of contaminated food and water
Duration instantaneous

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

DESCRIPTION ¥

This spell makes spoiled, rotten, diseased,
poisonous, or otherwise contaminated food and
water pure and suitable for eating and drinking.
This spell does not prevent subsequent natural
decay or spoilage. Unholy water and similar
food and drink of significance is spoiled by
purify food and drink, but the spell has no
effect on creatures of any type nor upon magic
potions. Water weighs about 8 pounds per
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gallon. One cubic foot of water contains roughly g : ' ' i
8 gallons and weighs about 60 pounds.

Heightened Effects The spell prevents RAY OF FROST
Subsequent A decay 2 spoilage fQ_I‘ 1 School evocation [cold]; Level magus O, sorcerer/wizard -‘
day/level. In addition, food and drink purified 0 ) ;

by the spell cannot be spoiled by putrefy food >

and drink unless the caster makes a dispel

: T

Casting Time 1 standard action

check (DC = 11 + your caster level). . ComponentsV, S
' EFFECT
PUTREFY FOOD AND DRINK Range close (25 ft. + 5 ft./2 levels)
Effect ray
School transmutation [poison]; Level witch 0 Duration instantaneous
CASTING Saving Throw none; Spell Resistance yes P
_Casting Time 1 standard action RESCRIGIION y
pprpanen e s A ray of freezing air and ice projects from your
s - Hpadl pointing finger. You must succeed on a ranged
: Nese I _ touch attack with the ray to deal damage to a Y
Target 1 cu. ft./level of food and water or one potion;

see text

target. The ray deals 1d3 points of cold damage.
Duration instant 9 >
N A Heightened Effects The ray deals %oints
%

Saving Throw Will negates (object); Spell Resistance ;
_yes (object) of cold damage per two caster levels aximum

DESCRIPTION 5d6). ih;'“. S ;7\/@ .

*., This spell causes otherwise edible food to rot
‘.‘,»\Emd spoil instantly, and water and other liquids
to'become brackish and undrinkable. Holy

8 ;,: ,;ﬁ;:awwater and similar food and drink of significance v P

i Y"'are spoiled by putrefy food and drink, but the B \9] f
; ‘; spell has no effect on creatures of any type, nor : SR ’ / ¥/ : A
~upon unholy water. Water weighs about 8 WA A

pounds per gallon. One cubic foot of water
contains roughly 8 gallons and weighs about 60
pounds.

Il SEL Y i ik

Although potions and elixirs are unaffected by
the normal use of the spell, you can instead
choose to target a single such object with this
spell, destroying it if it fails a saving throw.

Heightened Effects You can target 1 potion : P
or elixir per three caster levels (maximum 5) in ’ . : 4 @
a 10-foot-radius. i




READ MAGIC. . . DESCRIPTION

School'ldj\'/'ihation; Level antipaladin 1, bard 0, You imbue the subject with magical energy that

clerie/oracle 0, druid 0, inquisitor 0, magus 0, paladin 1, protects it from harm, granting it a +1

ranger 1, sorcerer/wizard 0, summoner 0, witch 0 resistance bonus on saves. s

CASTING B
3 Casting Time 1 standard action Resistance can be made permanent with a

Components V, S, F (a clear crystal or mineral prism) permanency spell.

EFFECT : ,

Range personal < Heightened Effects The spell’s duration -

Target you increases to 10 minutes.

Duration 10 min./level

DESCRIPTION

You can decipher magical inscriptions on S

objects—books, scrolls, weapons, and the like—
that would otherwise be unintelligible. This

: deciphering does not normally invoke the magic SCENT BARE »
‘# contained in the writing, although it may do so School abjuration; Level alchemist 1, druid 0, inquisitor
in the case of a cursed or trapped scroll. o el 1
Furthermore, once the spell is cast and you CATNNG z
have read the magical inscription, you are Casting Time 1 standard action 288§ >
thereafter able to read that particular writing Components V, 5,M (a few pine SEEEERY g8 W
: : EFFECT Y74 »
“without recourse to the use of read magic. You T~
Range touch S T NP
~ can read at the rate of one page (250 words) per ) : D ellt's
¢l f y . ) Target once creature or object Y
2N minute. The spell allows you to identify a glyph  p,ration 1 min./level 05/, i\,
M Of wardlng with a DC 13 Spellcraft check, a Saving Throw Will negates (harmless); Spell Resistance
greater glyph of warding with a DC 16 Spellcraft  yes (harmless)
R ;;%% check, or any symbol spell with a Spellcraft DESCRIPTION
\E check (DC 10 + spell level). The scent ability does not help creatu }id
A the target of this spell; they have no S’c ' ; 9
Read magic can be made permanent with a & SR ol S |
/4 |
permanency spell. Heightened Effects The duration becomes 10 !
minutes per level. 4 ‘|

Heightened Effects The spell’s duration is
increased to 1 hour/level

SIFT
RESISTANCE School divination; Level bard 0, inquisitor 0"+
R > i CASTING ¢
School abjuration; Level bard 0, cleric/oracle 0, druid 0, > - ; v
inquisitor 0, paladin 1, sorcerer/wizard 0, summoner 0, Casting Time 1 standard action
witch 0 ComponentsV, S
CASTING EFFECT

Range 30 ft. X
Area one 10-ft. cube :
Duration instantaneous

Saving Throw none; Spell Resistance no

Casting Time 1 standard action
Components V, S, M/DF (a miniature cloak)

EFFECT

Range touch

Target creature touched
Duration 1 minute You examine an area at range as if you were
Saving Throw Will negates (harmless); Spell Resistance Searching for fine details with the Perception

HES Rl ) skill. Make a Perception check with a —5 { _
=% e :

DESCRIPTION

pg. 12 e
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penalty, modified as normal for conditions. No
penalty is-applied for distance. Apply the result
against ‘the DC for any hidden features, such as
secret doors, traps, or hidden treasure. You
must be able to see the area you are attempting
to search, and you only find details that can be
perceived with sight or touch. Sift detects only
objects and features, not actual creatures.

Heightened Effects The Perception check
does not have a penalty.

SPARK

_%Ehool evocation [fire]; Level bard 0, cleric/oracle 0,

uid 0, magus 0, sorcerer/wizard 0, witch 0

CASTING

Casting Time 1 standard action
Components V or S

EFFECT

Range close (25 ft. + 5 ft./2 levels)
Target one Fine object

SUMMON INSTRUMENT & —

P

>

School conjuration (summoning); Leyel bard/g:/

object catch on fire. This works as if you were

Ey Y"'usmg flint and steel except that you can use
A

spark in any sort of weather and it takes much
less time to actually ignite an object.

Heightened Effects You may make an
unattended Diminutive object or attended Fine
object catch on fire. If you decide to target an
attended object, its owner may make a Reflex
save to negate the effect. If the owner’s save
fails, he and the burning object take 1d3 fire
damage per round for 1 round per caster level
(maximum of 5 rounds). Each round the owner
may make a new Reflex save to extinguish the
fire.

pg. 13 i

Effect one summoned handheld musical instrument
Duration 1 min./level (D) . o]
Saving Throw none; Spell Resistance o &

DESCRIPTION 5 Ry /

This spell summons one handheld mus?cal
instrument of your choice. This instrument
appears in your handsor at your feet (your
choice). The instrument is typical for its type.
Only one instrument appears per casting, and it
will play only for you. You can't summon an
instrument too large to be held in two hands.
The summoned instrument disappears atthe
end of this spell.

Heightened Effects The spell’s duration is
increased to 10 minutes/level.

“Duration instantaneous CASTING =5 i} _'7 ZE @
Saving Throw Fortitude negates (object); Spell Casting Time 1 round i -:7\'2.: /8
Resistance yes (object) Components V, S /,_{...':?'.‘."'.‘.’

h DESCRIPTION EFFECT )

\?ou can make an unattended Fine flammable Range O ft.

-~
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TOUCH OF FATIGUE UNWITTING ALLY il
: wH
K School necromancy; Level sorcerer/wizard 0,_Zv9'lltch 0 School enchantment (charm) [mind-affecting]; Level o

- CASTING : bard 0
Casting Time 1 standard action , SASIING
Components V, S, M (a drop of sweat) el Casting Time 1 standard action
EFFECT : \ ComponentsV, S
Range touch \ EERECT)
Target creature touched Range close (25 ft. + 5 ft./2 levels) x
Duration 1 round/level Target one living creature
Saving Throw Fortitude negates; Spell Resistance yes Duration 1 round ;
DESCRIPTION Saving Throw Will negates; Spell Resistance yes ¥

DESCRIPTION

f ou channel negative energy through your
touch, fatiguing the target. You must succeed on ~ You befuddle the target's mind. The target has

#. a touch attack to strike a target. The subject is difficulty telling friend from foe for a short
I 2 immediately fatigued for the spell's duration. period of time. The subject is considered your 1
¥ ally and not your enemies' ally while
s This spell has no effect on a creature that is determining flanking. The subject takes ) - —
already fatigued. Unlike with normal fatigue, other hostile action against yoﬁi"" enemies due to

_the effect ends as soon as the spell's duration this spell's effect. ‘ioi; “.‘,;‘
" expires. HE N
Heightened Effects The spell’s duration
g \‘)-!«Lr»‘\ Qelghtened Effects The spell’s duration increases to 1 round/level. N,
2 ¥ ~,‘-‘. \mcreased to 1 minute/level and the target

- suffers 1 point of Dexterity damage for the

iy

v "%ﬁ'f:‘ﬁ"‘ﬁ duration of the spell. \ V4 3
3 >\
AN
VIRTUE /
School transmutation; Level S il
cleric/oracle 0, druid 0, inquisitor 0, paladin 1 e i
CASTING

Casting Time 1 standard action
ComponentsV, S, DF : |
EFFECT ' ' 3

Range touch N : l) 5
Target creature touched ' : S
Duration 1 min.
Saving Throw none; Spell Resistance yes (harmless) :

DESCRIPTION : ; -

With a touch, you infuse a creature with a tiny (i e T
surge of life, granting the subject 1 temporary
hit point.

Heightened Effects The subject is granted
1d4 temporary hit points + 1 point per two
caster levels (maximum 1d4+5).

‘;‘ pPg- 14 el
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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
$XIsting work may be recast, transformed or adapted; (c)
|str|bute means to reproduce, license, rent, lease, sell,
broadcast, publicl’y 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
~‘i:md_-identifying marks including trade dress; artifacts,
creatures, characters, stories, storylines, plots, thematic

. :f.,_;‘ 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 o
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 i
Copyright: You must update the COPYRIGHT NOTICE i
portion of this License to include the exact text of the

COPYRIGHT NOTICE of any Open Game Content You are

copying, modifying or distributing, and You must add the

title, the copyright date, and the copyright holder's name

to the COPYRIGHT NOTICE of any original Open Game

Content you Distribute. -

7. Use of Product Identity: You agree not to Use any

Product Identity, including as an indication as to i

compatibility, except as expressly licensed in another,

independent Agreement with the owner of eaﬂw element N\

f that Product Identity. Y t toindicate«.. i '
(0] a roauc entity. ouagreeno om cq& ;‘D \\

24 g

compatibility or co-adaptability with any Trademark or N

'\.

Registered Trademark in conjunction with a work "4.’: d s % }
containing Open Game Content except as expressly : e ,}
licensed in another, independent Agreement with the 7
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 tha;

Product Identity. The owner of any Product used

in Open Game Content shall retain all rlghts tltle and 1.4
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 5 P |
distributing are Open Game Content. 9. Updating the
License: Wizards or its designated Agents may publish
updated versions of this License. You may use any
authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed
under any version of this License. 10. Copy of this:
License: You MUST include a copy of this License with
every copy of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of any
Contributor unless You have written permission from
the Contributor to do so. 12. Inability to Comply: If it is
impossible for You to comply with any of the terms of
this License with respect to some or all of the Open
Game Content due to statute, judicial order, or
governmental regulation then You may not Use any
Open Game Material so affected. 13. Termination: This
License will terminate automatically if You fail to comply
with all terms herein and fail to cure such breach W.gthin
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30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License. 14.
Reformatloer any provision of this License is held to be
uneﬁforceable such provision shall be reformed only to
the extent necessary to make it enforceable.
15. Copyright Notice:
System Reference Document. Copyright 2000 leards of
the Coast, Inc.; Authors: Jonathan Tweet, Monte Cook,
Skip Williams, based on material by E. Gary Gygax and
Dave Arneson.
Pathfinder RPG Core Rulebook. Copyright 2009, Paizo
Publishing, LLC; Author: Jason Bulmahn, based on
material by Jonathan Tweet, Monte Cook, and Skip
Williams.
Pathfinder Roleplaying Game GameMastery Guide.
Copyright 2010, Paizo Publishing, LLC; Authors: Cam
‘Banks, Wolfgang Baur, Jason Bulmahn, Jim Butler, Eric
gggle, 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 Advanced Player's Guide.
Copyright 2010, Paizo Publishing, LLC; Author: Jason
«.. Lf Bulmahn.
4‘\ Pathfinder Roleplaying Game Ultimate Magic. Copyright
‘\%BU 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.
Copyright 2011, Paizo Publishing, LLC. Authors: Jason
Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary,
Jason Nelson, Stephen Radney-MacFarland, Sean K
Reynolds, Owen K.C. Stephens, and Russ Taylor.
Monte Cook's Arcana Evolved. Copyright 2005, Author:
Monte J. Cook.
Arcana Evolved Spell Treasury Copyright 2006, Author:
Monte J. Cook.
Errant d20 Designer. Copyrlght 2012-2014, Timothy
Wallace; Author: Timothy Wallace.
Multi-Variable Spell Compendium: 0-2™ level Spells.
Copyright 2014, Errant d20 Games; Author: Timothy
Wallace.
Compendium Arcanum Volume 1: Cantrips & Orisons.
Copyright 2014, d20PFSRD.com Publishing; Author:
Timothy Wallace.
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All company names, logos, and artwork, images,
graphics, illustrations, trade dress, and graphic design
elements and proper names are designated as Product
Identity. Any rules, mechanics, illustrations, or other
items previously designated as Open Game Content

elsewhere or which are in the public Domain are not
included in this declaration.

DECLARATION OF OPEN GAME
CONTENT

All content not designated as Product Identity is declared
Open Game Content as described in Section 1(d) of the
Open Game License Version 1.0a.

CREATIVE COMMONS

This work is licensed under a Creative Commons
Attribution-Share Alike 3.0 License.
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