
AIR BUBBLE SPELL

Casting Verbal Casting; Trigger  A creature within range enters an environment where it can’t breathe. 
Range  60 feet; Targets  the triggering creature 

Duration  1 minute or until dismissed

A bubble of pure air appears around the target’s head, allowing it to breathe normally. The spell is dismissed as soon as the target

returns to an environment where it can breathe normally.

Conjuration

ALARM SPELL

Casting 10 minutes (Material, Somatic, Verbal); 
Requirements  3 gp silver bell focus 
Range  touch; Area  20-foot burst 
Duration  8 hours

The focus is whisked away until the magic is broken or the spell expires. When you cast alarm, select a password. Whenever a Small or

larger corporeal creature enters the spell’s area without speaking the password, alarm sends your choice of a mental alert that awakens

you (in which case the spell gains the mental trait) or an audible alarm with the sound and volume of a hand bell (in which case the
spell gains the auditory trait). Either option automatically awakens you, and the bell allows each creature in the area to awake if it
succeeds at a DC 15 Perception check. A creature aware of the alarm must succeed at a Stealth check against the spell’s DC or trigger
the alarm when moving into the area.
Heightened (3rd) You can specify criteria for creatures that sound the alarm. For instance, orcs or people with red hair.

Abjuration

BANE SPELL

Casting Somatic Casting Verbal Casting 

Area  30-foot aura; Targets  enemies in the aura 

Duration  concentration, up to 1 minute

Divine censure makes it difficult for your enemies to attack. Targets take a –1 conditional penalty to attack rolls. Bane can dispel bless.

Enchantment 

Mental

BLESS SPELL

Casting Somatic Casting, Verbal Casting 

Area  30-foot aura; Targets  you and allies in the aura 

Duration  concentration, up to 1 minute

Blessings from beyond make your companions potent. They gain a +1 conditional bonus to attack rolls. Bless can dispel bane.

Enchantment 

Mental

COMMAND SPELL

Casting Somatic Casting, Verbal Casting 

Range  30 feet; Targets  one creature 

Duration  until the end of the target’s next turn

You shout a command that’s hard to ignore. You can command the target to approach you, run away (as if it had
the fleeing condition), drop what it’s holding, drop prone, or stand in place. The effects depend on the target’s Will save.

Success The target is unaffected.
Failure The target spends its first action doing as you commanded, and the spell is dismissed.
Critical Failure The target does as you commanded, spending as many actions as possible doing so, and does nothing else.

Heightened (5th) You can target up to 10 creatures.

Auditory 

Enchantment 

Lingual 

Mental

CREATE WATER SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch

Cupping your hands, water begins to flow. You create 2 gallons of water. If no one drinks it, it evaporates after 1 day.

Conjuration 

Water

DETECT ALIGNMENT UNCOMMON SPELL

Casting Somatic Casting, Verbal Casting 

Area  30-foot aura

Your eyes glow as you sense aligned auras. Choose chaotic, evil, good, or lawful. You detect auras of that alignment. You receive no
information beyond presence or absence. You can choose not to detect creatures or effects you’re aware have that alignment.

Only divine spellcasters, undead, and beings from the Outer Sphere have an alignment aura if they are 6th level or higher.
Heightened (2nd) You also learn each aura’s location and strength.

Detection 

Divination

DETECT POISON UNCOMMON SPELL

Casting Somatic Casting, Verbal Casting 

Range  30 feet; Targets  one object or creature

You detect whether a creature is venomous or poisonous, or an object is poison or has been poisoned. You do not ascertain whether
the target is poisonous in multiple ways, nor do you learn the type or types of poison. Certain substances like lead and alcohol are
poisons and thus can mask other poisons.
Heightened (2nd) You determine the number and types of poison.

Detection 

Divination

DISRUPTING WEAPONS SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  up to two weapons, each of which must be unattended or wielded by you or a willing ally 

Duration  1 minute

Targets’ attacks deal an extra 1d4 positive damage to undead.
Heightened (3rd) Target up to three weapons, 2d4 damage.
Heightened (5th) Target up to four weapons, 3d4 damage.

Necromancy 

Positive

FEAR SPELL

Casting Somatic Casting, Verbal Casting 

Range  30 feet; Targets  one creature 

Duration  varies

You plant fear in the target, with effects based on its Will save.
SuccessThe target is frightened 1.
Critical Success The target is unaffected.
Failure The target is frightened 2.
Critical Failure The target is frightened 3 and fleeing for 1 round.

Heightened (3rd) You can target up to five creatures.

Emotion 

Enchantment 

Fear 

Mental

HARM SPELL

Casting Somatic Casting or more 

Range  touch, Range 30 feet, or Area  30-foot aura (see text); Targets  one living creature or willing undead

creature

You channel negative energy to harm the living or heal the undead.
You restore Hit Points equal to 1d8 plus your spellcasting ability modifier to a willing undead target, or deal that amount of negative

damage to a living target. The number of actions spent Casting this Spell determines its targets, range, area, and other parameters.
• Somatic Casting The spell has a range of touch. You must succeed at a melee touch attack to damage a living target.
• Somatic Casting, Verbal Casting The spell has a range of 30 feet and doesn’t require a touch attack when targeting a living
creature. A living target must attempt a Fortitude save, taking half damage on a success, no damage on a critical success, or double
damage on a critical failure.
• Material Casting, Somatic Casting, Verbal Casting You disperse negative energy in a 30-foot aura. This has the same effect

as the two-action version, but it targets all living and undead creatures in the burst and reduces the amount of healing or damage to

your spellcasting ability modifier.
Heightened (+1) the amount of healing or damage increases by 1d8, or by 2d8 if you’re using the 1- or 2-action version to heal
undead.

Necromancy 

Negative

HEAL SPELL

Casting Somatic Casting or more 

Range  touch, Range  30 feet, or Area  30-foot aura (see text); Targets  one willing living creature or one undead

creature

You channel positive energy to heal the living or damage the undead. You restore Hit Points equal to 1d8 plus your spellcasting ability
modifier to a willing living target, or deal that amount of positive damage to an undead target. The number of actions you spend when

Casting this Spell determines its targets, range, area, and other parameters.
• Somatic Casting The spell has a range of touch. You must succeed at a melee touch attack to damage an undead target.
• Somatic Casting, Verbal Casting The spell has a range of 30 feet and doesn’t require a touch attack when targeting an undead
creature. An undead target must attempt a Fortitude save, taking half damage on a success, no damage on a critical success, or double
damage on a critical failure.
• Material Casting, Somatic Casting, Verbal Casting You disperse positive energy in a 30-foot aura. This has the same effect

as the two-action version, but it targets all living and undead creatures in the burst and reduces the amount of healing or damage to

your spellcasting ability modifier.
Heightened (+1) The amount of healing or damage increases by 1d8, or by 2d8 if you’re using the 1- or 2-action version to heal the
living.

Healing 

Necromancy 

Positive
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LOCK SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one door, lock, or container 
Duration  1 day or until dismissed

The target’s latch mechanism clinks shut, held fast by unseen magical restraints. You magically lock the target, either setting the Thievery
DC equal to your spell DC or using the base lock DC with a +4 conditional bonus, whichever is higher. Any key or combination that once

opened a lock affected by this spell does not do so for the duration of the spell.
If the lock is opened, the spell is dismissed. Assuming the target is not barred in some other way, you can unlock and open it by

spending a Somatic Casting action during which you touch the target. Doing so does not dismiss the spell. You can dismiss the spell at

any time and from any distance with a Verbal Casting action.
Heightened (2nd) The duration increases to unlimited, but you must add a Material Casting action and expend 6 gp worth of gold dust as
an additional cost.

Detection 

Divination

MAGIC WEAPON SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one nonmagical weapon that is unattended or that is wielded by you or a willing ally 

Duration  1 minute

The weapon glimmers with magic and energy. The target becomes a +1 magic weapon, gaining a +1 item bonus to attack rolls and

dealing another die of damage on a hit.

Transmutation

MENDING SPELL

Casting 1 hour (Somatic Casting, Verbal Casting) 
Range  touch; Targets  nonmagical object of light Bulk or less

You remove the broken condition from the target if it is broken, or repair 1 Dent it has taken if it is dented.
Heightened (2nd) You can target a nonmagical object of 1 Bulk or less.
Heightened (3rd) You can target a nonmagical object of 2 Bulk or less, or a magical object of 1 Bulk or less.

Transmutation

PROTECTION UNCOMMON SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one creature 

Duration  1 minute

Choose chaotic, evil, good, or lawful when you cast this spell. If you choose chaos, this spell gains the lawful trait and vice versa.
If you choose evil, this spell gains the good trait and vice versa.
The target gains a +1 conditional bonus to their Armor Class against attacks by creatures of the chosen alignment and on saving throws

against effects created by such creatures. This bonus increases to +3 against effects from such creatures that would directly control the

target and against attacks made by summoned creatures of the chosen alignment.

Abjuration

PURIFY FOOD AND DRINK SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  1 cubic foot of contaminated food or water

You remove toxins and contaminations from food and drink, making them safe to consume. This doesn’t prevent natural decay or spoilage.
One cubic foot of liquid is roughly 8 gallons.

Necromancy

RAY OF ENFEEBLEMENT SPELL

Casting Somatic Casting, Verbal Casting 

Range  30 feet; Targets  one creature Duration  1 minute

Attempt a ranged touch attack against the target. If you succeed, that creature attempts a Fortitude save in order to determine the

spell’s effect. If you critically succeed at your attack roll, the target treats the result of its Fortitude save as one degree worse.
Success The target gains enfeebled 1.
Critical Success The target is unaffected.
Failure The target gains enfeebled 2.
Critical Failure The target gains enfeebled 3.

Attack 

Necromancy

SANCTUARY SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one creature 

Duration  1 minute or until dismissed

Creatures attempting to attack the target must attempt a Will save each time, with outcomes depending on their saves. If the target acts
in a hostile manner, the spell is dismissed.

Success The creature can attempt its attack and any other attacks against the target this turn.
Critical Success Sanctuary is dismissed.
Failure The creature can’t attack the target and wastes the action.
It can’t attempt further attacks against the target this turn.
Critical Failure The creature wastes the action and can’t attempt to attack the target for the rest of sanctuary’s duration.

Abjuration

SUMMON MONSTER SPELL

Casting Material Casting,  Somatic Casting Verbal Casting 

Range  30 feet 
Duration  concentration, up to 1 minute or until dismissed

You summon a level 0 creature from the summon monster list. This creature fights for you until the spell ends. The creature gains the
summoned trait. The spell automatically ends if the monster’s Hit Points drop to 0. Summoned creatures have 2 actions per turn (which
they use when you Concentrate on the Spell) and can’t use reactions. The creature attacks your enemies to the best of its abilities. If
you can communicate with it, you can attempt to command it as part of your action to Concentrate on a Spell, but the GM determines

the degree to which it follows your commands.
Heightening the spell increases the maximum level of monster you can summon. You can always summon a monster of a lower level

than the spell allows.
Heightened (2nd) Level 1.
Heightened (3rd) Level 2.
Heightened (4th) Level 3.
Heightened (5th) Level 5.
Heightened (6th) Level 7.
Heightened (7th) Level 9.
Heightened (8th) Level 11.
Heightened (9th) Level 13.
Heightened (10th) Level 15.

Summon Monster List

1st:  Level 0: animated broom, bloodseeker, bobcat, dog, dire rat, fire beetle, pig, pony, viper 
2nd:  Level 1: animated bureau, imp devil, mephit elemental, quasit demon 

3rd:  Level 2: animated armor, lemure devil, sloth demon 

4th:  Level 3: animated statue, hell hound, minor elemental 

5th:  Level 5: Lesser elemental; Level 4: bearded devil 
6th:  Level 7: blood demon, major elemental; Level 6: lust demon, nightmare, salamander 

7th:  Level 9: bone devil, efreeti genie, greater elemental, wrath demon; Level 8: erinyes devil 
8th:  Level 11: Elder elemental, toad demon; Level 10: barbed devil, slaver demon 

9th:  Level 13: ice devil, treachery demon; Level 12: slime demon, valkyrie 
10th:  Level 15: phoenix; Level 14: boar demon

Conjuration

VENTRILOQUISM SPELL

Casting Somatic Casting, Verbal Casting 

Duration  1 minute

Whenever you speak, you can make your voice seem to come from somewhere else within 30 feet. Any creature that hears the sound
can attempt to disbelieve your illusion.
Heightened (2nd) The spell’s duration increases to 1 hour, and you can also change the tone, quality, and other aspects of your voice.
A creature must succeed at a Perception check against you before it can attempt to disbelieve your illusion.

Auditory 

Illusion
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