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BLADE BARRIER
Evocation
Force

Casting
Material Casting,
Range 120 feet

HEIGHTENED SPELL 6
Somatic Casting

DIVINE WRATH
Evocation

Verbal Casting

https://www.patreon.com/pathfinder2

Casting
Somatic Casting,
Range 120 feet; Area 20-foot burst

HEIGHTENED SPELL 4
Verbal Casting

Duration 1 minute

Choose an alignment your deity has (chaotic, evil, good, or lawful).

Blades of force form a churning wall. The wall is a straight line 20 feet high, 120 feet long, and 2 inches thick and provides cover. You
deal 8d8 force damage to each creature in its space when the wall is created, that attempts to pass through the wall, or that ends its
turn inside the wall; the creature must attempt a Reflex save. A creature that succeeds when the wall is created is pushed to the
nearest space on the side of its choice.
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. If it was trying to move through, it fails but can try again with later actions.
Heightened (+1) The damage increases by 1d8.

You can’t cast this spell if you don’t have a deity or your deity your deity is true neutral. You deal 5d8 damage of that alignment
depending on the Fortitude saves of creatures in the area.
Creatures that match the alignment are unaffected. Those that neither match nor oppose it treat their result as one degree better.
Success The creature takes half damage.
Critical Success The creature takes no damage.
Failure The creature takes full damage and is sick 1.
Critical Failure Full damage, sick 2 and slowed 1 while sick.
Heightened (+1) The damage increases by 1d8.

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

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.

CRISIS OF FAITH
Enchantment
Mental

HEIGHTENED SPELL 3

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

You assault the target’s faith, riddling the creature with doubt and mental turmoil for 8d4 mental damage, or 8d6 mental damage if it can
cast divine spells. The effects are determined by its Will save.
Success The target takes half damage.
Critical Success The target takes no damage.
Failure The target takes full damage.
Critical Failure The target takes double damage and can’t cast divine spells for 1 round.
To many deities, casting this spell on a follower of your own deity without significant cause is anathema.
Heightened (+1) Damage increases by 2d4 (2d6 if divine spellcaster)

DIMENSIONAL LOCK
Abjuration

Casting
Somatic Casting,
Range 120 feet; Targets 30-foot burst
Duration 1 day

UNCOMMON SPELL 7
Verbal Casting

You create a shimmering barrier that attempts to dispel all teleportation effects and planar travel into or out of the area, including items
that allow access to extradimensional spaces (such as a bag of holding). Dimensional lock dispels any attempt to summon a creature into
the area but doesn’t stop the creature from departing when the summoning ends.

DIVINE DECREE
Evocation

Casting
Somatic Casting,
Range 40 feet; Area 40-foot aura
Duration varies

SPELL 7
Verbal Casting

You utter potent words linked to your faith. Choose an alignment your deity has (chaotic, evil, good, or lawful). You can’t cast this spell if
you don’t have a deity or your deity is true neutral. You deal 9d6 damage to creatures in the area; each creature must attempt a Will
save. Creatures that match the alignment are unaffected. Those that neither match nor oppose it don’t suffer effects other than damage
and treat their result as one degree better.
Success The creature takes half damage.
Critical Success The creature is unaffected.
Failure It takes full damage and is enfeebled 2 for 1 minute.
Critical Failure It takes double damage and is enfeebled 2 for 1 minute. A 10th-level creature or lower must attempt a second save. On
a failure, it’s paralyzed for 1 minute; on a critical failure, it dies. If you’re on your home plane, a creature that critically fails is
banished with the effect of a failed banishment save.
Heightened (+1) The damage increases by 1d6 and the level of creatures that must attempt a second save on a critical failure by 2.

ENERGY AEGIS

SPELL 7

Casting 1 minute (Material, Somatic, Verbal)
Range touch; Targets one creature
Duration 24 hours

Abjuration

You protect the target with a powerful, long-lasting barrier. It gains resistance 5 to acid, cold, electricity, fire, force, and sonic.
Heightened (9th) The resistances increase to 10.

FINGER OF DEATH
Death
Necromancy

SPELL 7

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

You point your finger toward the target and speak a word of slaying. You deal 65 negative damage to the target, and the target must
attempt a Fortitude save. If the damage from finger of death reduces the target to 0 Hit Points, the target dies instantly.
Success The target takes half damage.
Critical Success The target is unaffected.
Failure The target takes full damage.
Critical Failure The target dies instantly.
Heightened (+1) The damage increases by 10.

FLAME STRIKE
Evocation
Fire

HEIGHTENED SPELL 5

Casting
Somatic Casting,
Verbal Casting
Range 120 feet; Area 10-foot radius, 40-foot-tall cylinder

You call a rain of divine fire that plummets down from above, dealing 11d6 fire damage. Each creature in the area must attempt a
Reflex save. Because the flame is infused with divine energy, creatures in the area apply only half their usual fire resistance.
Creatures that are immune to fire treat their result on the saving throw as one degree of success better instead of gaining the usual
benefit of immunity.
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.

HARM
Necromancy
Negative

HEIGHTENED SPELL 1
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.

HEAL
Healing
Necromancy
Positive

HEIGHTENED SPELL 1
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

REGENERATE
Healing
Necromancy

SPELL 7
Casting
Somatic Casting,
Verbal Casting
Range touch; Targets one willing or unconscious living creature

Duration 1 minute

creature

You channel positive energy to heal the living or damage the undead. You restore Hit Points equal to 1d8 plus your spellcasting ability

The target temporarily gains regeneration 15, which restores 15 Hit Points to it at the start of each of its turns. While it has

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.

regeneration, the target can’t die from damage and its dying value can’t exceed 3. If the target takes acid or fire damage, its
regeneration deactivates until after the end of its next turn.

•
•

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.

LENG’S STING
Attack
Necromancy
Poison

Casting

SPELL 7
Somatic Casting,

Verbal Casting

You deal 9d4 piercing damage to the touched creature and afflict it with leng spider venom, depending on its

Success The target takes 4d6 poison damage.
Critical Success The target is unaffected.

Leng Spider Venom (poison) Level 13; Maximum Duration 6 rounds; Stage 1 drained 1 (1 round); Stage 2 drained 1 and confused for 1
round (1 round).

PLANE SHIFT

UNCOMMON SPELL 7
Casting 10 minutes (Material, Somatic, Verbal)
Range touch; Targets one willing creature, or up to eight willing creatures joining hands

The target or targets move to another dimensional plane, such as the Plane of Fire, the shadow Plane, Hell, or the Abyss. Attempting to
reach a particular plane requires specific knowledge of the plane and a magic tuning fork created from material from that plane; while the
tuning forks for most prominent planes are uncommon, just like the spell plane shift, more obscure planes and demiplanes often have
rare tuning forks.
The spell is highly imprecise, and you appear 1d20×25 miles from the last place one of the targets (of your choice) was located the
last time that target traveled to the plane. If it’s the first time traveling to a particular plane for all targets, you appear at a random
location on the plane, though you can use other means of transit, such as teleport, to travel while on the new plane. Plane shift doesn’t
provide a means of return travel, though casting plane shift again allows you to return to your previous plane unless there are
extenuating circumstances.

Healing
Necromancy

Abjuration

Casting

HEIGHTENED SPELL 2
Somatic Casting,

Verbal Casting

Range touch; Targets one creature
Duration 1 minute
Choose acid, cold, electricity, fire, or sonic damage. The target and its gear gain resistance 5 against the damage type you chose.
Heightened (4th) The resistance increases to 10 and you can target up to two creatures.
Heightened (7th) The resistance increases to 15 and you can target up to five creatures.

Attack
Evocation
Fire
Good
Light

Casting

HEIGHTENED SPELL 3
Somatic Casting,

Verbal Casting

Range 120 feet; Targets one creature
You shoot a blazing-hot ray of light tinged with holy energy. Make a ranged touch attack against the target. If you
hit, you deal 5d6 fire damage. If the target is a fiend or undead, you deal 5d6 additional good damage to it. On a

critical hit, double all the damage.
If the light passes through an area of magical darkness or targets a creature affected by magical darkness, searing light attempts to

Failure The target is afflicted with leng spider venom at stage 1.
Critical Failure The target is afflicted with leng spider venom at stage 2.

RAISE DEAD

Heightened (9th) The regeneration increases to 20.

RESIST ENERGY

SEARING LIGHT

Range touch; Targets one creature

Fortitude save.

Conjuration
Teleportation

Each time the creature regains Hit Points from regeneration, it also regrows one damaged or ruined organ (if any). During the spell’s
duration, the creature can also reattach severed body parts by spending an Interact action to hold the body part to the stump.

UNCOMMON HEIGHTENED SPELL 6
Casting 10 minutes (Material, Somatic, Verbal)
Cost diamonds worth a total value of the target’s level (minimum 1) × 200 gp

Range 10 feet; Targets one dead creature of level 13 or lower
You attempt to call forth the dead creature’s soul, requiring the creature’s body be present and relatively intact. The creature must have
died within the past 3 days. If Pharasma has decided that the creature’s time has come (GM’s discretion), or if the creature doesn’t wish
to return to life, this spell automatically fails, but the diamonds aren’t consumed in the casting.
If the spell is successful, the creature is no longer dead and returns to life with 1 Hit Point, no spells prepared, no points in any
pools, and it is still suffering from any longterm debilitations of the old body. The time spent in the Boneyard leaves the character
temporarily debilitated, making it enervated 2 for 1 week; this condition can’t be removed or reduced by any means until the week has
passed. The creature is also permanently changed in some way by their time in the afterlife, such as a slight personality shift, a streak of
white in the hair, or a strange new birthmark.
Heightened (7th) The maximum level of a creature you can target increases to 15. The cost increases to the target’s level (minimum 1) ×
400 gp.
Heightened (8th) The maximum level of a creature you can target increases to 17. The cost increases to the target’s level (minimum 1) ×
800 gp.
Heightened (9th) The maximum level of a creature you can target increases to 19. The cost increases to the target’s level (minimum 1) ×
1,600 gp.
Heightened (10th) The maximum level of a creature you can target increases to 21. The cost increases to the target’s level (minimum 1)
× 3,200 gp.

dispel the darkness. If you need to determine whether the light passes through an area of darkness, draw a line between you and the
spell’s target.
Heightened (+2) The fire damage by 3d6 and the good damage against fiends and undead increases by 3d6.

SHADOW BLAST
Evocation
Shadow

UNCOMMON HEIGHTENED SPELL 5

Casting
Somatic Casting,
Range varies; Area varies

Verbal Casting

You shape the mutable and quasi-real substance of the shadow Plane into a deadly blast. Choose acid, bludgeoning, cold, electricity,
fire, piercing, or slashing, and choose a 30-foot cone, a 15-foot burst within 120 feet, or a 50-foot line. The blast deals 7d8 damage of
the type you chose to creatures in the area; these creatures must attempt their choice of a Reflex or Will save.
Success Half damage.
Critical Success No damage.
Failure Full damage.
Critical Failure Double damage.
Heightened (+1) The damage increases by 1d8.

SOUND BURST
Evocation
Sonic

Casting

HEIGHTENED SPELL 2
Somatic Casting,

Verbal Casting

Range 30 feet; Area 10-foot burst

You deal 3d8 sonic damage to creatures in the area, depending on their Fortitude saves.
Success Half damage.
Critical Success No damage.
Failure Full damage and deafened for 1 round.
Critical Failure Double damage and deafened for 1 minute.
Heightened (+1) The damage increases by 1d8.

SPIRIT BLAST
Necromancy

Casting
Somatic Casting,
Range 30 feet; Targets one creature

HEIGHTENED SPELL 6
Verbal Casting

You concentrate ethereal energy and attack a creature’s spirit, dealing 16d6 force damage. It must attempt a Fortitude save.
Because spirit blast affects the creature’s spirit, it can damage a target projecting its consciousness or possessing another creature
even if the target’s body is elsewhere. The possessed creature isn’t harmed by the blast. The blast doesn’t harm creatures that have
no spirit, such as constructs.
Success Half damage.
Critical Success No damage.
Failure Full damage.
Critical Failure Double damage.
Heightened (+1) The damage increases by 2d6.

SUMMON MONSTER
Conjuration

Casting

HEIGHTENED SPELL 1
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
Heightened
Heightened
Heightened

(5th)
(6th)
(7th)
(8th)

Level
Level
Level
Level

5.
7.
9.
11.

Heightened (9th) Level 13.
Heightened (10th) Level 15.

Summon Monster List
1st:
2nd:
3rd:
4th:
5th:
6th:
7th:
8th:
9th:
10th:

Level 0: animated broom, bloodseeker, bobcat, dog, dire rat, fire beetle, pig, pony, viper
Level 1: animated bureau, imp devil, mephit elemental, quasit demon
Level 2: animated armor, lemure devil, sloth demon
Level 3: animated statue, hell hound, minor elemental
Level 5: Lesser elemental; Level 4: bearded devil
Level 7: blood demon, major elemental; Level 6: lust demon, nightmare, salamander
Level 9: bone devil, efreeti genie, greater elemental, wrath demon; Level 8: erinyes devil
Level 11: Elder elemental, toad demon; Level 10: barbed devil, slaver demon
Level 13: ice devil, treachery demon; Level 12: slime demon, valkyrie
Level 15: phoenix; Level 14: boar demon

VAMPIRIC TOUCH
Attack
Death
Necromancy
Negative

HEIGHTENED SPELL 3

Casting
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.

WEAKENING GROUND
Abjuration
Consecration

SPELL 7

Casting 1 minute (Material, Somatic, Verbal)

Cost 1 vial of holy water
Area 30-foot burst centered on you
Duration 24 hours
You sanctify the area, sprinkling it with holy water and materials anathema to particular foes to render them vulnerable to destruction.
Choose aberrations, celestials, dragons, fiends, or undead. All such creatures in the area reduce their resistances by 3 and gain weakness 3
to physical damage.
Heightened (9th) Affected creatures reduce their resistances by 4 and gain weakness 4 to physical damage.

