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AERIAL FORM
Polymorph
Transmutation

HEIGHTENED SPELL 4

You transform into a Medium flying animal battle form. You count as an animal in addition to your normal traits. Your gear is absorbed
into you; the constant abilities of your gear still function, but you can’t activate it. When you transform, you gain the following:
• AC 26 (TAC 25), ignore armor’s check penalty and reduced Speed.
• One or more unarmed melee attacks, which are the only types of attacks you can use. You’re trained with them. Your attack modifier
is +13 and your damage bonus is +5. These are Dexterity based (for the purpose of sluggish, for example).
• 5 temporary Hit Points while you have the form.
• Low-light vision.
• Acrobatics bonus of +14 unless your own bonus is higher.
These special statistics can be adjusted only by penalties, circumstance bonuses, and conditional bonuses. Your battle form prevents
casting spells, speaking, or taking most manipulate actions that require hands. (The GM decides if there’s doubt.) You can dismiss the
spell with a concentrate action. When you prepare this spell, choose from the options below. You gain the attacks, Speeds, and special
abilities listed. You can choose the specific type of animal (such as an owl or eagle for bird). This has no effect on the Size or statistics.
• Bat Speed 20 feet, fly Speed 30 feet; echolocation 40 feet (auditory blindsight); fangs Damage 2d8 piercing; wing (agile), Damage 2d6
bludgeoning.
• Bird Speed 10 feet, fly Speed 50 feet; beak, Damage 2d8 piercing; talon (agile), Damage 1d10 slashing.
• Pterosaur Speed 10 feet, fly Speed 40 feet; scent; beak, Damage 3d6 piercing.
• Wasp Speed 20 feet, fly Speed 40 feet; stinger, Damage 1d8 piercing plus 1d6 persistent poison.
Heightened (5th) Your battle form is Large and your fly Speed is accelerated 10. You must have enough space to expand or the spell is
lost. Your statistics are AC 28 (TAC 26); attack modifier of +15; damage bonus +8; 10 temporary HP; Acrobatics +18.
Heightened (6th) Your battle form is Huge, your attacks have 10-foot reach, and your fly Speed is accelerated 15 feet. You must have
enough space or the spell is lost. Your statistics are AC 31 (TAC 28); attack modifier +19; damage bonus +4 and double damage dice
(including persistent damage); 15 temporary HP; Acrobatics +20.

BANISHMENT

SPELL 5

Abjuration

Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one creature that isn’t on its home plane

BLACK TENTACLES

SPELL 5
Verbal Casting

Tentacles rise and attempt to Grapple each creature in the area.
Make spell rolls against the Fortitude DC of each creature. Any creature you succeed against is grabbed and takes 3d6 bludgeoning
damage. Whenever a creature ends its turn in the tentacles, the tentacles attempt to grab that creature if they haven’t already, and deal
1d6 bludgeoning damage to any creature grabbed.
The tentacles’ escape DC is equal to your spell DC. A creature can attack a tentacle in an attempt to release its grip. It has AC 25
and TAC 23 and is destroyed if it takes 12 damage or more.

BURNING HANDS
Evocation
Fire

Casting
Somatic Casting,
Area 15-foot cone

HEIGHTENED SPELL 1
Verbal Casting

Gouts of flame rush from your hands. You deal 3d6 fire damage to creatures in the area; they must each attempt a Reflex save.
Success The creature takes half damage.
Critical Success The creature takes no damage.
Failure The creature takes full damage.
Critical Failure The creature takes double damage.
Heightened (+1) The damage increases by 2d6.

Casting

SPELL 5
Material Casting,

Somatic Casting

Verbal Casting

Range 120 feet
Duration 10 minutes
You create an opaque wall of light in a vibrant color. The wall is straight and vertical, stretching 60 feet across and 30 feet high. If it
would pass through a creature, the spell is lost. The wall sheds bright light 20 feet on each side. You can ignore its effects.
Roll 1d4 to determine the color of the wall. Each color has a particular effect on items, effects, or creatures that attempt to pass
through. Chromatic wall can’t be dispelled normally; rather, each color is automatically dispelled when targeted by a specific spell, even
if that spell is a lower level than chromatic wall.
1: Red Destroys ranged weapon ammunition (such as arrows and crossbow bolts) that would pass through, and deals 20 fire damage to
anyone passing through (Reflex half, or none on a critical success). Dispelled by cone of cold.
2: Orange Destroys thrown weapons that would pass through, and deals 25 acid damage to anyone passing through (Reflex half, or
none on a critical success). Dispelled by gust of wind.
3: Yellow Stops acid, cold, electricity, fire, force, negative, positive, and sonic effects from passing through, and deals 35 electricity
damage to anyone passing through (Reflex half, or none on a critical success). Dispelled by disintegrate.
4: Green Stops toxins, gases, and breath weapons from passing through, and deals 10 poison damage to anyone passing through and
makes them enfeebled 1 (Fortitude half damage and negate enfeebled, and no damage on a critical success) for 1 minute. Dispelled by
passwall.
Heightened (7th) The spell’s duration increases to 1 hour. Roll 1d8 to determine the wall’s color. A red, orange, yellow, or green wall
deals an extra 10 damage.
5: Blue Stops auditory, petrification, and visual effects from passing through, and those passing through suffer the effects of flesh to
stone. Dispelled by magic missile.
6: Indigo Stops divination and mental effects from passing through, and those passing through suffer the effects of warp mind.
Dispelled by searing light.
7: Violet Prevents spells from targeting the other side (area effects still cross as normal), and creatures passing through are slow 1 for
1 minute (sent to another plane, as the effect of plane shift, on a critical failure). Dispelled by dispel magic.
8: Reroll, and the wall’s save DC gets a +2 conditional bonus.

CLOAK OF COLORS

You send the target back to its home plane, to the place it was before leaving. The effect depends on the target’s Will save. You can
add a Material Casting action to give the creature a –2 circumstance penalty to its save. The component must be a specially gathered
object that is anathema to the creature, not from a spell component pouch. You can cast this spell only when you’re on your home
plane.
Success The creature resists being banished.
Critical Success The creature resists being banished and you are stunned until the end of your next turn.
Failure The creature is banished.
Critical Failure The creature is banished and can’t return to your home plane by any means for 1 week.
Heightened (9th) You can target up to 10 creatures. The extra material component affects these targets if it is anathema to them.

Conjuration
Casting
Material Casting,
Somatic Casting
Range 120 feet; Area 20-foot burst adjacent to a flat surface
Duration 1 minute or until dismissed

CHROMATIC WALL
Abjuration

Casting
Somatic Casting,
Verbal Casting
Duration 1 minute or until dismissed
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Illusion
Visual

SPELL 5

Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one creature

Duration 1 minute
A cloak of swirling colors shrouds the target. Creatures are dazzled while adjacent to it, and attacks cause a brilliant flash of light.
When a creature hits the target with a melee attack, it must attempt a Will save. It’s bolstered until the end of its next turn.
Success The attacker is unaffected.
Failure The attacker is blinded for 1 round.
Critical Failure The attacker is stunned for 1 round.

CLOUDKILL
Death
Necromancy
Poison

SPELL 5
Casting

Material Casting,

Somatic Casting

Verbal Casting

Range 120 feet; Area 20-foot burst
Duration 1 minute or until dismissed

You conjure a moving bank of poisonous fog. This functions as obscuring mist, except the area moves 10 feet away from you each
round. You deal 7d6 poison damage to each breathing creature that starts its turn in the spell’s area; each creature must attempt a
Fortitude save.
Success The creature takes half damage.
Critical Success The creature takes no damage.
Failure The creature takes full damage.
Critical Failure The creature takes double damage.
Heightened (+1) The damage increases by 1d6.

COMMAND
Auditory
Enchantment
Lingual
Mental

HEIGHTENED SPELL 1
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.

CONE OF COLD
Cold
Evocation

SPELL 5

Casting
Somatic Casting,
Area 30-foot cone

ELEMENTAL FORM
Polymorph
Transmutation

Verbal Casting

SPELL 5

Casting
Somatic Casting,
Verbal Casting
Duration 1 minute or until dismissed

Icy cold rushes forth from your hands. You deal 14d6 cold damage to creatures in the area; they must each attempt a Reflex save. When
Casting this Spell, you can add a Material Casting action to include a small crystal or icicle. If you do, increase the area to a 60-foot

You transform into a Medium elemental battle form.
You count as an elemental in addition to your normal traits. Your gear is absorbed into you; the constant abilities still function, but

cone.
Success The creature takes half damage.

you can’t activate it. When you transform, you gain the following:
• Darkvision.
• Acrobatics (air or fire) or Athletics (earth or water) bonus of +17; ignore this change if your own bonus is higher.
• AC 28 (TAC 26), ignore armor’s check penalty and reduced Speed.

Critical Success The creature takes no damage.
Failure The creature takes full damage.

• 10 temporary Hit Points while you have the form.
• Resistance 5 to critical hits and precision damage.

Critical Failure The creature takes double damage.
Heightened (+1) The damage increases by 2d6.

CONTINUAL FLAME
Evocation
Light

HEIGHTENED SPELL 2

Casting
Material Casting,
Somatic Casting Verbal Casting
Cost 6 gp worth of ruby dust Range touch; Targets one object

These special statistics can be adjusted only by penalties, circumstance bonuses, and conditional bonuses. Your battle form prevents
casting spells or using most actions with the manipulate trait that require hands (the GM decides if there’s doubt). You can dismiss

Duration unlimited
A magical flame springs up from the object, as bright as a torch. It doesn’t need oxygen, react to water, or generate heat.
Heightened (+1) The cost increases as follows: 16 gp for 3rd level; 30 gp for 4th; 60 gp for 5th; 120 gp for 6th; 270 gp for 7th; 540 gp
for 8th; 1,350 gp for 9th; and 3,350 gp for 10th.

CONTROL WATER
Evocation
Water

SPELL 5

Casting
Somatic Casting,
Verbal Casting
Range 500 feet; Area 50 feet long by 50 feet wide

You can raise or lower the level of water in the chosen area by 10 feet. Water creatures in the area suffer the effects of slow.

CREATION
Conjuration

HEIGHTENED SPELL 4

artistry or complex moving parts, never functions as a cost or the like, and can’t be made of special materials or materials with a rarity
of uncommon or higher. It is obviously temporary conjured.
Heightened (5th) The item is expert quality and can use minerals.

CRUSHING DESPAIR
Casting

SPELL 5
Somatic Casting,

• Earth Speed 20 feet, burrow Speed 20 feet; fist, Damage 2d10 bludgeoning.
• Fire Speed 50 feet; fire resistance 10, weakness 5 to cold and 5 to water; tendril, Damage 1d8 fire plus 1d4 persistent fire.
• Water Speed 20 feet, swim Speed 60 feet; fire resistance 5; wave, Damage 1d12 bludgeoning, and you can spend an action
immediately after a hit to push the target 5 feet.
Heightened (6th) Your battle form is Large and your attacks have 10-foot reach. You must have space to expand or the spell is lost.
Your statistics are Acrobatics or Athletics +19, AC 31 (TAC 28); 15 temporary HP; attack modifier +19; damage bonus +13.

Area 30-foot cone
Duration 1 or more rounds

HEIGHTENED SPELL 2

Casting 10 minutes (Somatic, Verbal)

Range touch; Targets one willing creature
Duration 1 day
Choose severe cold or heat. The target is protected from the temperature you chose (but not extreme cold or heat).

UNCOMMON SPELL 5

Casting 10 minutes (Material, Somatic, Verbal)

Range touch; Area 100-foot burst Duration 24 hours

spell is of a higher level than false vision, you can attempt a Perception check to disbelieve the illusion, though even if you’re
successful, you can’t learn what’s truly going on in the area.

Heightened (7th) The area increases to a 60-foot cone.

DIMENSION DOOR

Illusion

Any scrying spell sees, hears, smells, and otherwise detects whatever you wish within the area, rather than what is actually in the area.
You can Concentrate on the Spell each round to change the illusion as you desire, including playing out a complex scene. If the scrying

Failure As a success, but lasting 1 minute.
Critical Failure As failure, but automatically slowed 1 for 1 minute.

HEIGHTENED SPELL 4
Somatic Casting,

Abjuration

FALSE VISION

sobs uncontrollably.
Critical Success The creature is unaffected.

Casting

ENDURE ELEMENTS

Heightened (3rd) The target is protected from severe cold and heat.
Heightened (5th) The target is protected from severe cold, severe heat, extreme cold, and extreme heat.

Verbal Casting

You inflict despair on creatures in the area. The effects are determined for each creature by its Will save.
Success For 1 round, it can’t take reactions and must attempt another save at the start of its turn or be slowed 1 for that turn as it

Verbal Casting

Range 60 feet

You instantly transport yourself and any items you’re wearing and holding from your current space to a clear space within range you can
see. If this would bring another creature with you—even if you’re carrying it in an extradimensional container—the spell is lost.
Heightened (5th) The range increases to 1 mile. You don’t need to be able to see your destination, as long as you have been there in
the past and know its relative location and distance from you.

DROP DEAD

abilities listed.
• Air fly Speed 80 feet, and movement doesn’t trigger reactions; gust, Damage 1d4 bludgeoning.

the number of damage dice (including persistent damage).

You create a temporary standard-quality object. It must be of vegetable matter and 5 cubic feet or smaller. It can’t rely on intricate

Conjuration
Teleportation

the spell with a action (this action has the concentrate trait).
If you prepare this spell, choose from the options below. When in battle form, you gain the attacks, movement types, and special

Heightened (7th) Your battle form is Huge and your attacks have 15-foot reach. You must have space to expand or the spell is lost.
Your statistics are Acrobatics or Athletics +23; AC 34 (TAC 32); 20 temporary HP; attack modifier +21; damage bonus +11 and double

Casting 1 minute (Material, Somatic, Verbal)

Range 0 feet
Duration 1 hour

Emotion
Enchantment
Mental

• One or more natural melee attacks, which are the only types of attacks you can use. You’re trained with them. Your attack modifier
is +15 and your damage bonus is +9. These are Dexterity based (air or fire) or Strength based (earth or water).

UNCOMMON SPELL 5

Illusion
Visual

Casting
Somatic Casting; Trigger A creature within range is hit by an attack from an enemy.
Range 120 feet; Targets one creature
Duration concentration, up to 1 minute
The target appears to fall down dead, though it actually turns invisible. Its illusory corpse remains where it fell, complete with an
appropriate fatal wound. This illusion looks and feels like a dead body. If the target’s death seems absurd—for instance, a barbarian at
full health appears to be slain by 2 damage—the GM can grant the attacker an immediate Perception check to disbelieve the illusion.
If the target acts hostile, the spell is dismissed afterward. This ends the entire spell, so the illusory corpse disappears too.
Heightened (7th) The spell isn’t dismissed if the target acts hostile.

FIREBALL
Evocation
Fire

HEIGHTENED SPELL 3
Casting

Somatic Casting,

Verbal Casting

Range 500 feet; Area 20-foot burst

A burst of fire explodes, dealing 8d6 fire damage; creatures in the area must attempt a Reflex save.
Success The creature takes half damage.
Critical Success The creature is unaffected.
Failure The creature takes full damage.
Critical Failure The creature takes double damage.
Heightened (+1) The damage increases by 2d6.

FLAMING SPHERE
Evocation
Fire

Casting

HEIGHTENED SPELL 2
Somatic Casting,

HUMANOID FORM
Polymorph
Transmutation

Verbal Casting

Range 30 feet; Area one 5-foot square
Duration concentration or until dismissed (see below)

Casting

HEIGHTENED SPELL 2
Somatic Casting,

Verbal Casting

Duration 10 minutes or until dismissed

You create a sphere of flame in a square within range. The sphere deals 4d6 fire damage to each creature in the sphere’s square; each
creature must attempt a Reflex save. Once per round when you Concentrate on this Spell, you can direct the sphere to roll to a spot

You transform your appearance to look like a Small or Medium humanoid, such as a drow, dwarf, elf, goblin, halfling, human, orc, or
lizardfolk. You count as a humanoid in addition to your normal traits while in this form, as well as gaining any trait related to the
creature’s kind (such as goblin or human). If this transformation reduces your size, it reduces your reach accordingly (using the effects

within range and deal 3d6 fire damage; each creature in that square must attempt a Reflex save. You can’t Concentrate on the Spell to
move the sphere during the round you create it.
Success The creature is unaffected.
Failure The creature takes full damage.

of the shrink spell). This transformation doesn’t change your statistics in any way. You can still wear and use your gear, and it changes
size to match your new form if necessary. The item’s size change ends immediately if the item leaves your person.
You don’t gain the special abilities of the humanoid form you assume. This spell grants you a +4 conditional bonus to Deception
checks to pass as a generic member of the chosen ancestry, but you can’t make yourself to look like a specific person. If you want to

Critical Failure The creature takes double damage.
Heightened (+1) The damage increases by 1d6.

Impersonate an individual, you still need to create a disguise, though the GM won’t factor in the difference in ancestry when choosing
the DC of your Deception check.
Heightened (3rd) You gain darkvision or low-light vision if the form you assume has that ability.
Heightened (5th) You can take on the appearance of a Large humanoid. If this increases your size, you gain the effects of the enlarge

GENTLE REPOSE
Necromancy

Casting
Somatic Casting,
Range touch; Targets one corpse

HEIGHTENED SPELL 2
Verbal Casting

spell.

ILLUSORY CREATURE

Duration 1 day
The corpse doesn’t decay, nor can it be transformed into an undead. Time spent under the effect of this spell doesn’t count when
determining the success of spells that require a fresh corpse.
Heightened (5th) The spell’s duration is permanent, but you must add a Material Casting action during which you expend 6 gp worth of
embalming fluid as a cost.

GRIM TENDRILS
Necromancy
Negative

Casting
Somatic Casting,
Area 30-foot line

HEIGHTENED SPELL 1
Verbal Casting

Black shadows curl out from your fingertips and race through the air, taking the form of ephemeral vines spiked with thorns.
You deal 3d4 negative damage and 1 persistent bleed damage to living creature in the line, depending on their Fortitude saves.
Success The creature takes half negative damage and no bleed.
Critical Success The creature is unaffected.
Failure The creature takes full damage.
Critical Failure Double negative and persistent bleed damage.
Heightened (+1) The negative damage increases by 2d4 and the persistent bleed damage increases by 1.

HALLUCINATION
Illusion
Mental

SPELL 5

Casting
Material Casting,
Somatic Casting
Range 30 feet; Targets one creature

Duration 1 hour
The target consistently believes one thing is another, can’t detect something that’s there, or detects something that’s not there. You
choose which of these options applies and determine the specifics of the hallucination. For example, you could make the target think all
elves are humans, be unable to detect the presence of his brother, think his beloved pocket watch is always on his person even when it
isn’t, or believe there’s a tower in the center of town.
The target can attempt a Will save to disbelieve the hallucination every time he Seeks or Interacts with the subject of the hallucination.
For example, the target could attempt to disbelieve each time he encountered an elf, bumped into his brother accidentally, tried to
check his pocket watch, or studied the tower to spot vulnerabilities.
The target can attempt to disbelieve with a large circumstance bonus in circumstances determined by the GM, such as if the target
attempted to climb the nonexistent tower.
Heightened (6th) Choose Duration 1 day or Targets up to 10 creatures.
Heightened (8th) Choose Duration unlimited or Targets any number of creatures.

HALLUCINATORY TERRAIN

UNCOMMON HEIGHTENED SPELL 4

Casting 10 minutes (Material, Somatic, Verbal)
Illusion
Range 500 feet; Area 50-foot burst
Duration 24 hours
You create an illusion that causes natural terrain to look, sound, feel, and smell like a different kind of terrain. This doesn’t disguise any
structures or creatures in the area.
Any creature that touches the illusion or uses the Seek action to examine it can attempt to disbelieve your illusion.
Heightened (5th) Your image can also disguise structures or create illusory structures (but still doesn’t disguise creatures).

Auditory
Illusion
Visual

Casting
Somatic Casting,
Range 500 feet
Duration concentration

HEIGHTENED SPELL 2
Verbal Casting

You create an illusory image of a Huge or smaller creature. It makes appropriate sounds, generates normal smells, and feels right to
the touch. If you and the image are ever farther than 500 feet apart, the spell ends.
The image can’t speak, but you can use your actions to speak through the creature, with the spell disguising your voice as
appropriate. You might need to attempt a Deception or Performance check to convincingly mimic the creature, as determined by the
GM. This is especially likely if you’re trying to imitate a specific person and engage with someone that person knows.
In combat, the illusion counts as a creature for flanking. It uses your spell roll for attack rolls and saving throws and your spell DC for
its AC. If the image is hit by an attack or fails a save, the spell is dismissed. The creature has two actions per turn, which it takes
when you Concentrate on the Spell.
The illusion can’t directly affect the physical world, though its attacks can cause damage by making the target believe they’re real. If
the illusory creature hits with a Strike, the target takes mental damage equal to 1d4 plus your spellcasting ability modifier. This is a
mental effect. The illusion’s Strikes are nonlethal. If the damage doesn’t correspond to the image of the monster—for example, if a
Large dragon dealt only 5 damage— the GM might allow the target to attempt a Perception check to disbelieve the spell as a free
action. Any relevant resistances and weaknesses apply if the target thinks they do, as judged by the GM. For example, if the illusion
wields a warhammer and attacks a creature resistant to bludgeoning damage, the creature would take less mental damage. However,
illusory damage does not suppress regeneration or trigger other effects that require a certain damage type.
Any creature that touches the image or uses the Seek action to examine it can attempt to disbelieve your illusion.
When a creature disbelieves the illusion, it recovers from half the damage it had taken from it (if any) and doesn’t take any further
damage from it. The GM should track illusory damage dealt by the illusion.
Heightened (+1) The damage of the image’s Strikes increases by 1d4 and the maximum size of creature you can create increases by
one (to a maximum of Gargantuan).

ILLUSORY OBJECT
Illusion
Visual

Casting

HEIGHTENED SPELL 1
Somatic Casting,

Verbal Casting

Range 500 feet; Area 20-foot burst
Duration 10 minutes
You create an illusory visual image of a stationary object. The entire image must fit within the spell’s area. The object appears to
animate naturally, but it doesn’t make sounds or generate smells. For example, water would appear to pour down an illusory waterfall,
but it would be silent.
Any creature that touches the image or uses the Seek action to examine it can attempt to disbelieve your illusion.
Heightened (2nd) Your image makes appropriate sounds, generates normal smells, and feels right to the touch. The spell gains the
auditory trait. The duration increases to 1 hour.
Heightened (5th) As the 2nd-level version, but the duration is unlimited.

ILLUSORY SCENE
Auditory
Illusion
Visual

SPELL 5

Casting 10 minutes (Verbal, Somatic)

Evocation
Force

Range 500 feet; Area 30-foot burst
Duration 1 hour

You form an imaginary scene that includes up to 10 discrete creatures or objects of various sizes, all of which must be within the spell’s
area. These elements all generate appropriate sounds and smells, and they feel right to the touch. Elements of an illusory scene are
incapable of speech. Unlike the illusory creature spell, creatures in your scene lack combat abilities and statistics. Your scene doesn’t
include changes to the environment around it, though you can place your scene within the illusory environment of a hallucinatory terrain
spell.
When you create the scene, you can choose to have it be static or follow a program. Though a static scene is stationary, it includes
basic natural movement. Wind blowing on an illusory piece of paper would rustle it, for example. A program can be up to 1 minute long,
and it repeats when finished. For instance, you could create a programmed scene of two orcs fighting each other, and their fight would go
the same way for each repetition.
If you create a loop, the two fighters end up in the same place at the start of the fight and at the end of it, but you can smooth the
program so it’s hard to tell when the loop ends or begins.
However, anyone observing long term almost always notices the program looping. You’re unable to alter the program after you create
the illusion.
Any creature that touches any part of the image or uses the Seek action to examine it can attempt to disbelieve your illusion.
If they were interacting with a portion of the illusion, they disbelieve only that portion. They disbelieve the entire scene only on a
critical success.
Heightened (6th) Creatures or objects in your scene can speak.
You must speak the specific lines for each actor when creating your program. The spell disguises your voice for each actor as
appropriate.
Heightened (8th) Per 6th-level, and the duration is unlimited.

INVISIBILITY SPHERE
Illusion
Visual

HEIGHTENED SPELL 3

Casting
Material Casting,
Somatic Casting
Area 10-foot aura; Targets you and any number of creatures in range

You and all targets are invisible except to each other as long as you remain within the spell’s area. If a creature made invisible by this
spell leaves the spell’s area, it becomes visible and remains so even if it returns to the spell’s area. If any creature made invisible by
this spell acts in a hostile manner, the spell is dismissed after that hostile action, reaction, free action, or activity is completed.
While exploring, it’s easy to move together and remain invisible. This is untenable in a battle, however. Once an encounter begins,
creatures remain invisible until the end of the first round, at which point the spell ends.
Heightened (5th) The duration increases to 1 hour or until dismissed.

Electricity
Evocation

Casting
Somatic Casting,
Area 60-foot line

HEIGHTENED SPELL 1

Casting

Verbal Casting or more

Range 120 feet; Targets one creature

You send a dart of force streaking toward a creature that you can see. It automatically hits and deals 1d4+1 force damage. When
Casting this Spell, you can increase the casting by a Material Casting action, a Somatic Casting action, or both. For each component
you add, increase the number of missiles you shoot by one. You choose the target for each missile individually.
Heightened (+2) You shoot one additional missile with each action you spend.

MARINER’S CURSE
Attack
Curse
Necromancy

SPELL 5

Casting
Somatic Casting,
Verbal Casting
Range touch; Targets one creature

You afflict the target with the curse of the roiling sea, depending on its Will save.
Success The target becomes sick 1. Reducing its sick condition to 0 ends the curse.
Critical Success The target is unaffected.
Failure The target becomes sick 1 and can’t reduce its sick condition below 1 while the curse remains. Whenever it is sick and on
the water at least a mile from shore, it is also slowed 1.
Critical Failure Per failure, but the target becomes sick 2.

MIND PROBE
Divination
Lingual
Mental

UNCOMMON SPELL 5
Casting
1 minute (Material, Somatic, Verbal Casting)
Range 30 feet; Targets one creature
Duration 1 minute

You access the target’s memories and knowledge unless it fends you off with a Will save.
Success The target is
Failure Each round of
target can attempt
success, the target

unaffected.
the probe’s duration, you ask a different question and attempt to uncover the answer. For each question, the
a Deception check against your spell DC; if the target succeeds, you don’t learn the answer, and on a critical
sends you a false answer that you believe is a truthful answer.

Critical Failure Per failure, but the target takes a –4 circumstance penalty to Deception checks against questions you ask as part of
the probe.

Duration 10 minutes or until dismissed

LIGHTNING BOLT

MAGIC MISSILE

HEIGHTENED SPELL 3
Verbal Casting

NEGATE AROMA

HEIGHTENED SPELL 1

Abjuration

Casting
Somatic Casting,
Verbal Casting
Range touch; Targets one willing or unconscious creature
Duration 1 hour
The target loses its scent, preventing creatures from noticing it using scent alone. A creature attempting a Perception check with scent
and other senses might be able to notice the lack of natural scent. If the target has a stench attack, that ability is also negated.
Heightened (5th) The range increases to 30 feet, and you can target up to 10 creatures.

PASSWALL
Conjuration
Earth

All creatures in the area must attempt a Reflex save to avoid taking 5d12 electricity damage.

UNCOMMON SPELL 5
Casting
Somatic Casting,
Verbal Casting
Range touch; Area 5-foot-wide, 10-foot-tall, 10-footdeep section of wooden, plaster, or stone wall

Success Half damage.

Duration 1 hour

Critical Success No damage.
Failure Full damage.

You create a visible tunnel through the wall in the chosen area, replacing the area with empty space; if the wall is thicker than 10
feet, the tunnel ends 10 feet in. Even a small layer of metal in the wall prevents this spell from functioning. This spell doesn’t reduce
the integrity of the structure, so the wall doesn’t collapse even if it’s load-bearing. When the spell ends, anyone inside the tunnel is

Critical Failure Double damage.
Heightened (+1) The damage increases by 1d12.

LOCATE
Earth
Transmutation

UNCOMMON HEIGHTENED SPELL 3
Casting 10 minutes (Material, Somatic, Verbal)
Range 500 feet; Targets one specific object or type of object

Duration concentration
You learn the direction to the target (if you picked a specific object, such as “my grandmother’s sword”) or the nearest target (if you
picked a type of objects, such as “swords”). If the target is a specific object, you must have observed it directly with your own senses.
If it’s general, you still need to have an accurate mental image of the type of object. If there’s lead or running water between you and
the target, you can’t locate the object. If you picked a type of object, this means you might find that is an object farther away if a nearer
one is behind lead or running water.
Heightened (5th) You can target a specific creature or ancestry instead of an object. You must have met the creature or a creature of
that ancestry up close in order to do so.

shunted to the nearest exit.
Heightened (7th) The tunnel can be up to 20 feet deep.
The areas of the wall that contain your tunnel’s entrance (and exit, if applicable) appear completely normal (unless subjected to true
seeing), despite the tunnel’s existence. The tunnel’s entrance normally counts as a solid wall, but you can specify a password or a
trigger stimulus. Anyone speaking the password or fulfilling the trigger stimulus can enter the tunnel freely.

PHANTASMAL KILLER
Death
Emotion
Fear
Illusion
Mental

Casting

Somatic Casting,

HEIGHTENED SPELL 4
Verbal Casting

Range 120 feet; Targets one living creature
You create a phantasmal image of the most fearsome creature imaginable to the target. Only the spell’s target can
see the killer, though you can see the vague shape of the illusion as it races forth to attack. The effect of the
killer is based on the outcome of the target’s Will saving throw.

Success The target is frightened 1.
Critical Success The target is unaffected.
Failure The target takes 11d6 mental damage and is frightened 2.
Critical Failure The target is so afraid it might instantly die.
It must attempt a Fortitude saving throw; if the target fails, it is reduced to 0 Hit Points and dies. On a successful Fortitude save,
the target still takes 16d6 mental damage, is fleeing until the end of its next turn, and is frightened 4.
Heightened (+1) The damage on a failure increases by 2d6 and on a critical failure by 3d6.

PHANTOM STEED
Conjuration

HEIGHTENED SPELL 2

Casting 10 minutes (Somatic, Verbal)

SUMMON MONSTER
Conjuration

Casting

HEIGHTENED SPELL 1
Material Casting,

Somatic Casting

Verbal Casting

Range 30 feet

Range 30 feet

Duration 8 hours or until dismissed

Duration concentration, up to 1 minute or until dismissed

You conjure a Large, magical, horselike creature that only you (or another Medium or Small creature you choose when casting the spell)

You summon a level 0 creature from the summon monster list. This creature fights for you until the spell ends. The creature gains the

can ride. The horse is clearly phantasmal in nature, has 18 AC and 10 Hit Points, and automatically fails all saves. If reduced to 0 Hit
Points, it disappears and the spell is dismissed.

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

The steed has a Speed of 40 feet and can hold your body weight (or the body weight of the creature you chose) plus 20 Bulk.

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

Heightened (4th) The steed has a Speed of 60 feet, can walk on water, and ignores areas of natural difficult terrain.
Heightened (5th) The steed has a Speed of 60 feet, can walk on water, and ignores areas of natural difficult terrain. It can also walk on

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

air (per air walk) but must end its turn on solid ground or fall.

than the spell allows.

Heightened (6th) The steed can walk or fly at a Speed of 80 feet, can walk on water, and ignores areas of natural difficult terrain.

PRYING EYE
Divination
Scrying

SPELL 5
Casting 10 minutes (Material, Somatic, Verbal)
Range see text

Heightened (2nd) Level 1.
Heightened (3rd) Level 2.
Heightened (4th) Level 3.
Heightened (5th) Level 5.
Heightened (6th) Level 7.

Duration concentration, up to 10 minutes
You create an invisible, floating eye, 1 inch in diameter, at a location you can see within 500 feet. It sees in all directions with your

Heightened (7th) Level 9.
Heightened (8th) Level 11.

normal visual senses and continuously transmits what it sees to you.

Heightened (9th) Level 13.

The first time you Concentrate on the Spell each round, you can either move the eye up to 30 feet, seeing only things in front of the
eye or move it up to 10 feet, seeing everything in all directions around it. There is no limit to how far from you the eye can move, but
if you and the eye ever cease to be on the same plane of existence, the spell ends immediately. You can attempt Seek actions through
the eye if you want to attempt Perception checks with it.

SEE INVISIBILITY
Divination
Revelation

HEIGHTENED SPELL 2

Casting
Somatic Casting,
Duration 10 minutes

Verbal Casting

You can see invisible creatures and objects. They appear to you as translucent shapes, and you treat them as if they were concealed.
Heightened (5th) The spell has a duration of 8 hours.

SENDING
Divination

SPELL 5
Casting

Material Casting,

Somatic Casting

Verbal Casting

You send the creature a message of 25 words or fewer, and it can respond immediately with its own message of 25 words or fewer.

SHADOW SIPHON
Casting

SPELL 5
Verbal reaction; Trigger a spell or magical effect deals damage

Range 60 feet; Targets the triggering spell

You transform the triggering spell into a partially illusory version of itself. Treat this as a dispel attempt, except that if the dispel attempt
is successful, any creatures that would be damaged by the spell instead take only half as much damage. Treat shadow siphon’s
counteract level as 2 higher for this dispel attempt.

SHADOW WALK
Conjuration
Shadow
Teleportation

UNCOMMON SPELL 5

Casting 1 minute (Material, Somatic, Verbal)
Duration 8 hours or until dismissed

travel along this border, they move as far as they would through the Material Plane in 1 hour. At any point, a target can dismiss the
spell’s effects, although this affects only that target. The shadow bending is inexact, so when the spell ends, the targets appear roughly 1
mile from their intended location on the Material Plane (though those who are traveling together appear together).

SHOCKING GRASP

HEIGHTENED SPELL 1
Somatic Casting,

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

TELEKINETIC HAUL
Evocation

Casting

SPELL 5
Somatic Casting,

Verbal Casting

Range 120 feet; Targets one object weighing up to 500 pounds and with no dimension longer than 20 feet
Duration concentration, up to 1 minute
When you cast this spell, you move the target up to 20 feet, potentially suspending it in midair. When you Concentrate on the Spell,
you can do so again, and you can choose a different eligible target.

TELEPATHIC BOND
Divination
Mental

UNCOMMON SPELL 5

Casting 1 minute (Material, Somatic, Verbal)
Range touch; Targets you and up to four willing creatures touched

The targets can communicate telepathically with any or all of the other targets from any point on the same planet.

shadow Plane, and while on the shadow Plane, they are exposed to potential encounters with that plane’s denizens. The shadows on the
border between the planes bend space, speeding up your movement with respect to the Material Plane. Every 3 minutes the targets

Casting

1st: Level 0: animated broom, bloodseeker, bobcat, dog, dire rat, fire beetle, pig, pony, viper

Duration 8 hours

Range touch; Targets you and up to nine willing creatures touched

The targets enter the edge of the shadow Plane, where it borders the Material Plane. Targets can’t see the Material Plane while on the

Attack
Electricity
Evocation

Summon Monster List

10th: Level 15: phoenix; Level 14: boar demon

Range planetary; Targets one familiar creature

Illusion
Shadow

Heightened (10th) Level 15.

Verbal Casting

Range touch; Targets one creature

On a hit, the target takes electricity damage equal to 1d12 plus your spellcasting ability modifier. If the target is
wearing metal armor or is made of metal, you gain a +1 circumstance bonus to your attack roll with shocking grasp and the target takes
1d6 persistent electricity damage on a hit. On a critical hit, double the damage, but not the persistent damage.
Heightened (+1) The damage increases by 1d12 and the persistent electricity damage increases by 1.

TONGUES
Divination

UNCOMMON SPELL 5
Casting

Somatic Casting,

Verbal Casting

Range touch; Targets one creature
Duration 10 minutes
The target can understand the meaning of the words of all languages as well as speak the languages of other creatures.
When in a mixed group of creatures, each time she speaks, the target can choose a creature and speak in a language that creature
understands, even if she doesn’t know what language that is.

VAMPIRIC TOUCH
Attack
Death
Necromancy
Negative

Casting

HEIGHTENED SPELL 3
Somatic Casting,

Verbal Casting

Range touch; Targets one living creature
You deal 4d6 negative damage to the target (double damage on a critical hit). You gain temporary Hit Points equal

to the negative damage the target takes (after applying resistances and the like). You lose any remaining
temporary Hit Points after 1 minute.
Heightened (+1) The damage increases by 1d6.

VEIL
Illusion
Visual

HEIGHTENED SPELL 4
Casting

Somatic Casting,

Verbal Casting

Range 30 feet; Targets up to 10 creatures
Duration 1 hour or until dismissed
You disguise the targets as other creatures of the same body shape and roughly similar height (within 6 inches) and weight (within 50
pounds). The disguise can hide the targets’ identities or let them appear to be of another ancestry, but it’s not good enough to
impersonate specific individuals. The spell doesn’t change voice, scent, or mannerisms. You choose the disguise for each target, so you
could make one appear to be a dwarf and another an elf, for example.
Casting veil counts as setting up a disguise for the purpose of the Impersonate action. It ignores any circumstance penalties the targets
might take for being disguised as a dissimilar creature, and it also gives the targets a +4 conditional bonus to Deception checks to prevent
others from seeing through their disguises. You can dismiss any or all of these disguises with a Verbal Casting action.
Heightened (5th) The spell also disguises the targets’ voices and scents, gaining the auditory trait.
Heightened (7th) The targets can appear as any creature of the same size, even specific individuals. You must have seen an individual to
reproduce their appearance. The spell also disguises the targets’ voices and scents, gaining the auditory trait.

WALL OF FIRE
Evocation
Fire

Casting

HEIGHTENED SPELL 4
Material Casting,

Somatic Casting

Verbal Casting Range 120 feet

Duration 1 minute

You create either a 5-foot-thick, 60-foot-long, 10-foot-high wall of flame in a straight line or a 5-foot-thick, 10-foot-radius ring of flame. The
wall stands vertically in either form; if you wish, the wall can be of a shorter length or height. Everything on each side of the wall is
concealed from creatures on the opposite side. Any creature crossing the wall or occupying the wall’s area at the start of its turn takes
4d6 fire damage.
Heightened (+1) The fire damage increases by 1d6.

WALL OF ICE
Cold
Evocation
Water

SPELL 5
Casting

Material Casting,

Somatic Casting

Verbal Casting

Range 120 feet
Duration 1 minute

You create either a 1-foot-thick, 60-foot-long, 10-foot-high wall of ice in a straight line (the wall doesn’t have to be vertical but it must be
anchored on both sides to a solid surface) or a 1-footthick, 10-foot hemisphere of ice. The ice that makes up the wall is opaque. If you
wish, the wall can be of a smaller length, height, or radius. You must evoke the wall in an unbroken open space so its edges don’t pass
through any creatures or objects, or the spell is lost.
Each 10-foot-by-10-foot section of the wall has AC 10, TAC 8, and Hardness 13. Each section is immune to cold and water.
A section also has weakness to fire 15; a section of the wall broken by fire is completely destroyed immediately, melting and evaporating
into water and steam. A section broken or destroyed by means other than fire can be moved through as difficult terrain and deals 2d6 cold
damage to anyone passing through it.
Heightened (+2) The Hardness of each section of the wall increases by 4 and the cold damage for crossing a broken or destroyed section
increases by 1d6.

WALL OF STONE
Conjuration
Earth

Casting

SPELL 5
Material Casting,

Somatic Casting

Verbal Casting

Range 120 feet

You create a 1-inch-thick, 120-foot-long, and 20-foot-high wall of stone. You can shape the wall’s path, placing each 5 feet of the wall on
the border between squares. The wall doesn’t need to stand vertically, so you can use it to form a bridge or set of stairs, for example.
You must conjure the wall in an unbroken open space so its edges don’t pass through any creatures or objects or the spell is lost. Each
5-foot-by-5-foot section of the wall has AC 10, TAC 6, and Hardness 17. A broken section of the wall can be moved through, but rubble
created from it is difficult terrain.
Heightened (+2) The Hardness of each section of the wall increases by 5.

WEAPON STORM
Evocation

Casting
Somatic Casting,
Area 30-foot cone or 10-foot aura

HEIGHTENED SPELL 4
Verbal Casting

Your Somatic Casting action for this spell is a swing with one weapon you’re holding that you’re trained with, so you can use the Somatic
Casting action even if you don’t have a hand free.
The weapon magically multiplies into duplicates that swipe at all creatures in either a cone or an aura, dealing five dice of damage to
creatures in the area. This damage has the same type as the chosen weapon and uses the same die size. Determine the die size as if
you were attacking with the weapon; for instance, if you were wielding a two-hand weapon in both hands, you’d use its two-hand damage
die. Each creature in the area must attempt a Reflex save.
Success Half damage.
Critical Success Unaffected.
Failure Full damage.
Critical Failure Double damage, plus the weapon’s critical specialization effect.
Heightened (+1) Add another damage die.

