
AERIAL FORM SPELL

Casting Somatic Casting, Verbal Casting 

Duration  1 minute or until dismissed

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.

Polymorph 

Transmutation

AIR WALK SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one creature 

Duration  1 minute

The target can walk on air as if it were solid ground. It can ascend and descend in this way at a maximum of a 45-degree angle.

Transmutation

ANIMAL FORM HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Duration  1 minute or until dismissed

You transform into a Medium 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 19 (TAC 17), 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 +7 and your damage bonus is +1. These are Strength based (for the purpose of enfeebled, for example).
• 5 temporary Hit Points while you have the form.
• Low-light vision.
• Athletics bonus of +7 unless your own is higher.
These special statistics can be adjusted only by penalties, circumstance bonuses, and conditional bonuses. Your battle form prevents

casting spells, speaking, or using most actions with the manipulate trait that require hands. (The GM decides if there’s doubt.) You can
dismiss the spell with a concentrate action.

If 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 lion or snow leopard for cat). This has no effect on size or statistics.
• Ape Speed 25 feet, climb Speed 20 feet; scent; fist, Damage 2d6 bludgeoning
• Bear Speed 25 feet; scent; jaws, Damage 2d8 piercing; claw (agile), Damage 1d8 slashing.
• Bull Speed 30 feet; scent; horn, Damage 2d8 piercing.
• Canine Speed 40 feet; scent; jaws, Damage 2d8 piercing.
• Cat Speed 40 feet; scent; jaws, Damage 2d6 piercing; claw (agile), Damage 1d10 slashing.
• Deer Speed 45 feet; scent; antler, Damage 2d6 piercing.
• Frog Speed 25 feet, swim, Speed 25 feet; scent; jaws, Damage 2d6 bludgeoning; tongue (reach 15 feet), Damage 2d4 bludgeoning.
• Shark swim Speed 35 feet; scent; jaws, Damage 2d8 piercing.
• Snake Speed 20 feet, climb Speed 20 feet, swim Speed 20 feet; scent; fangs, Damage 2d4 piercing plus 1d6 poison.

Heightened (3rd)  Your statistics are AC 23 (TAC 21); attack modifier +11; damage bonus +5; 10 temporary HP; Athletics +12.
Heightened (4th) Your battle form is Large and your attacks have 10-foot reach. You must have enough space to expand or the spell is

lost. Your statistics are AC 25 (TAC 22); attack modifier +14; damage bonus +9; 15 temporary HP; Athletics +14.

Polymorph 

Transmutation

Heightened (5th) Your battle form is Huge and your attacks have 15-foot reach. You must have enough space to expand or the spell is

lost. Your statistics are AC 27 (TAC 24); attack modifier of +16; damage bonus +7 and double the number of damage dice; 20
temporary HP; Athletics +18.

BARKSKIN HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one creature 

Duration  1 minute

The target’s skin is covered in bark. The target gains resistance 1 to bludgeoning and piercing damage and weakness 2 to fire.
Heightened (+2) The resistances increase by 2 and weakness by 3.

Abjuration 

Plant

BURNING HANDS HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Area  15-foot cone

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.

Evocation 

Fire

CHARM HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Range  30 feet; Targets  one humanoid creature 

Duration  1 hour or until dismissed

To the target, your words are honey and your visage bathed in dreamy haze. It must attempt a Will save, with a +4 circumstance

bonus if you or your allies recently threatened it or acted hostile.
You can dismiss charm with a Verbal Casting action. If you act hostile to the target, the spell ends. When the spell ends, the target

doesn’t necessarily realize it was charmed unless its friendship with you or the actions you convinced it to take clash with its

expectations, which could potentially allow you to convince the target to continue being your friend via mundane means.
Success The target is unaffected, but thinks your spell was something harmless instead of charm, unless it identifies the spell
(usually with Identify Magic).

Critical Success The target is unaffected and aware you tried to charm it.
Failure The target’s attitude becomes friendly toward you. If it was friendly, it becomes helpful. It can’t act hostile toward you.
Critical Failure Target is helpful and can’t act hostile toward you.

Heightened (4th) You can target any creature, not just humanoids.
Heightened (8th) You can target up to 10 creatures of any kind.

Emotion 

Enchantment 

Mental

CONTINUAL FLAME HEIGHTENED SPELL

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.

Evocation 

Light

CREATE FOOD HEIGHTENED SPELL

Casting 10 minutes (Somatic, Verbal) 
Range  30 feet

You create enough food to feed six Medium creatures for a day; it’s bland and unappealing and leaves the eater unsatisfied. After 1
day, if no one has eaten the food, it decays and becomes inedible.
Most Small creatures eat one-fourth as much as a Medium creature (one-sixteenth as much for most Tiny creatures), and most Large

creatures eat 10 times as much (100 times as much for Huge creatures and so on).
Heightened (4th) You can feed 12 Medium creatures.
Heightened (6th) You can feed 50 Medium creatures.
Heightened (8th) You can feed 200 Medium creatures.

Conjuration
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CREATION SPELL

Casting 1 minute (Material, Somatic, Verbal) 
Range  0 feet 
Duration  1 hour

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
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.

Conjuration

DARKNESS HEIGHTENED SPELL

Casting Material Casting,  Somatic Casting Verbal Casting 

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

A shroud of darkness prevents light from penetrating or emanating within the area. This suppresses magical light of the spell’s level or
lower. Light can’t pass through, so creatures in the area can’t see outside. From outside, it appears as a globe of pure darkness.
Heightened (4th) Even creatures with darkvision (but not greater darkvision) treat targets seen through the darkness as concealed.

Darkness 

Evocation

DINOSAUR FORM SPELL

Casting Somatic Casting, Verbal Casting 

Duration  1 minute or until dismissed

You transform into a Large animal battle form. You must have space to expand or the spell is lost. 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 25 (TAC 22), ignore armor’s check penalty and reduced Speed.
• 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

+14; your damage bonus is +9. These are Strength based.
• 15 temporary Hit Points while you have the form.
• Low-light vision and scent.
• Athletics 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 using most actions with the manipulate trait that require hands (the GM decides if there’s doubt). You can
dismiss the spell with a concentrate action.

If you prepare this spell, choose from the following options.
You gain the attacks, Speeds, and special abilities listed. You can choose the specific type of animal (such as allosaurus instead of

tyrannosaurus). This has no effect on size or statistics.
• ankylosaurus Speed 25 feet; +1 conditional bonus to AC, but not TAC; tail (backswing, reach 10 feet), Damage 2d6 bludgeoning; foot,

Damage 2d6 bludgeoning.
• Brachiosaurus Speed 25 feet; tail (reach 15 feet), Damage 2d6 bludgeoning; foot (2d8 bludgeoning).
• deinonychus Speed 40 feet; talon (agile), Damage 2d4 piercing plus 1 persistent bleed; jaws, Damage 1d10 piercing.
• Stegosaurus Speed 30 feet; tail (reach 10), Damage 2d8 piercing.
• Triceratops Speed 30 feet; horn (2d8 piercing plus 1d6 persistent bleed on a critical hit); foot (2d6 bludgeoning).
• tyrannosaurus Speed 30 feet; jaws (deadly, reach 10), Damage 1d12 piercing; tail (reach 10), Damage 1d10 bludgeoning.

Heightened (5th) Your battle form is Huge and your attacks have 15-foot reach, or 20 if they started with 15. Your statistics are AC 27
(TAC 24); attack modifier +16; damage bonus +6 and double damage dice; 20 temporary HP; Athletics +17.
Heightened (7th) Your battle form is Gargantuan and your attacks have 20-foot reach, or 25 if they started with 15. Your statistics are AC
33 (TAC 29); attack modifier +23; damage bonus +18 and double damage dice; 25 temporary HP; Athletics +24.

Polymorph 

Transmutation

ENLARGE HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Range  30 feet; Targets  one willing creature 

Duration  1 minute

The target grows to size Large. Its equipment grows with it but returns to natural size if removed. The creature is sluggish 1. Its reach
increases by 5 feet (or by 10 feet if it started out Tiny) and it gains a +2 conditional bonus to melee damage. This spell has no effect
on a Large or larger creature.
Heightened (4th) The creature instead grows to size Huge. The conditional bonus to melee damage is +4 and reach increases by 10 feet
(or 15 feet if the creature started out Tiny). The spell has no effect on a Huge or larger creature.
Heightened (6th) As level 4 but you can target up to 10 creatures.

Polymorph 

Transmutation

FIRE SHIELD SPELL

Casting Somatic Casting, Verbal Casting 

Duration  1 minute

You wreathe yourself in flames, gaining cold resistance 5.
Additionally, adjacent creatures that hit you with a melee attack, as well as creatures that touch you or hit you with an unarmed

attack, take 2d6 fire damage each time they do.
Heightened (+2) The cold resistance increases by 5 and the fire damage increases by 1d6.

Evocation 

Fire

FIREBALL HEIGHTENED SPELL

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.

Evocation 

Fire

FLAMING SPHERE HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

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

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 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.
Critical Failure The creature takes double damage.

Heightened (+1) The damage increases by 1d6.

Evocation 

Fire

FLY SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one creature 

Duration  1 minute

The target gains a fly Speed of 30 feet.
Heightened (7th) The duration increases to 1 hour.

Transmutation

FREEDOM OF MOVEMENT SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one creature touched 

Duration  1 minute

While under this spell’s effect, the target ignores all effects that would entangle or hamper her. When she attempts to escape an

effect that has her immobilized, grabbed, or restrained, she automatically succeeds unless it’s a magical effect of a higher level than

the freedom of movement spell.

Abjuration

GASEOUS FORM SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one willing creature 

Duration  1 minute

The target transforms into a vaporous state. In this state, the target is amorphous and loses any item bonus to AC. It gains resistance
8 to physical damage and is immune to precision damage. It can’t cast spells or use actions that have the attack or manipulate trait. It
gains a fly Speed of 10 feet and can slip through tiny cracks.

Polymorph 

Transmutation

HALLUCINATORY TERRAIN UNCOMMON SPELL

Casting 10 minutes (Material, Somatic, Verbal) 
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).

Illusion
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HEAL HEIGHTENED 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

INSECT FORM HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Duration  1 minute or until dismissed

You transform into a Medium animal battle form. You count as an animal in addition to your normal traits while in this form. Your gear is
absorbed into your form; the constant abilities of your gear still function, but you can’t activate any item abilities. When you transform,
you gain the following:
• Low-light vision.
• Treat your Athletics bonus as +12, unless your own bonus is already higher.
• AC 23 (TAC 20), ignore armor’s check penalty and reduced Speed.
• 10 temporary Hit Points that go away when you leave your battle form.
• Each form grants one or more natural melee attacks, as detailed in the insect types below, which are the only types of attacks you

can use. You’re trained with them. When attacking with them, your attack modifier is +10 and your damage bonus is +2. These are
Strength-based attacks (for the purposes of the enfeebled condition, for example).

The special statistics of your battle form can be adjusted only by penalties, circumstance bonuses, and conditional bonuses.
Your battle form prevents you from casting spells, speaking, or using most actions with the manipulate trait that require hands (the GM

determines which actions of this sort you can take if there’s doubt).You can dismiss this spell with a Concentrate on the Spell action.
If you prepare this spell, choose from the following options.
When in battle form, you gain the attacks, movement types, and special abilities listed. You can choose a more specific type of animal

to turn into (such as a ladybug or scarab for beetle). This has no effect on your battle form’s size or statistics.
• Ant mandibles, Damage 2d6 bludgeoning; Speed 30 feet, climb 30 feet.
• Beetle mandibles, Damage 2d10 bludgeoning; Speed 25 feet.
• Centipede darkvision; mandibles, Damage 1d8 piercing plus 1d4 persistent poison; Speed 25 feet, climb 25 feet.
• Mantis scent; foreleg, Damage 2d8 bludgeoning; Speed 40 feet.
• Scorpion darkvision, tremorsense 60 feet; stinger, Damage 1d8 piercing plus 1d4 persistent poison; pincer (agile), Damage 1d6

bludgeoning; Speed 40 feet.
• Spider darkvision; fangs, Damage 1d6 piercing plus 1d4 persistent poison; web (touch attack, range increment 20 feet), Damage

entangles the target for 1 round; Speed 25 feet, climb 25 feet.
Heightened (4th)Your battle form is Large and your attacks have 10-foot reach. You must have enough space to expand into or the spell

fails and is lost. Your transformed statistics are as follows: Athletics +14; AC 26 (TAC 22); 15 temporary HP; attack modifier +13; damage

bonus +6.
Heightened (5th) Your battle form is Huge and your attacks have 15-foot reach. You must have enough space to expand into or the spell

fails and is lost. Your transformed statistics are as follows: Athletics +18; AC 28 (TAC 24); 20 temporary HP; attack modifier +15; damage

bonus +2 and double the number of weapon damage dice (including those of persistent damage).

Polymorph 

Transmutation

LIGHTNING BOLT HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Area  60-foot line

All creatures in the area must attempt a Reflex save to avoid taking 5d12 electricity damage.
Success Half damage.
Critical Success No damage.
Failure Full damage.
Critical Failure Double damage.

Heightened (+1) The damage increases by 1d12.

Electricity 

Evocation

PASS WITHOUT TRACE HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Duration  1 hour

You reduce the tracks you leave behind, adding a +4 conditional bonus to the DC needed to track you, or setting the DC of tracking
you equal to the spell’s DC, whichever is higher. You can gain only one of these two benefits; casting pass without trace multiple

times doesn’t improve the DC further.
Heightened (2nd) The duration increases to 8 hours.
Heightened (4th) The duration increases to 8 hours. The spell has a 20-foot range and a 20-foot aura area, affecting up to 10 creatures
of your choice within that area.

Abjuration

PEST FORM HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Duration  10 minutes or until dismissed

You transform into a Tiny nonthreatening animal, such as a cat, rat, insect, or lizard. You count as an animal in addition to your normal

traits while in this form. You can choose the specific type of animal you turn into (such as a rat or praying mantis). This has no effect
on your battle form’s size or statistics. Your gear is absorbed into your form; the constant abilities of your gear still function, but you
can’t activate any item abilities. When you transform, you gain the following abilities:
• AC 13 (TAC 13) and ignore your armor’s check penalty and Speed reduction.
• One or more natural melee attacks, which are the only types of attacks you can use. You’re trained with them.
When attacking with them, your attack modifier is +6 and your attacks deal 1 piercing damage (or another type depending on your

form, as the GM sees fit). These are Dexterity-based attacks (for the purposes of the sluggish condition, for example).
• Weakness 5 to all physical damage. (If you take physical damage while in this form, you take 5 additional damage.)
• speed 10 feet.
• Low-light vision, scent.
• Acrobatics +10 and Stealth +10 (unless your own total modifiers are higher); Athletics –4.
The special statistics of your pest form can be adjusted only by penalties, circumstance bonuses, and conditional bonuses.
Your pest form prevents you from casting spells, speaking, or spending most actions with the manipulate trait that require your hands

(the GM determines which manipulate actions you can spend if there’s doubt). You can dismiss this spell by using an action (this
action has the concentrate trait).
Heightened (2nd) The duration increases to 1 hour.
Heightened (4th) You can turn into a flying creature, such as a bird. You also gain a fly Speed of 20 feet.

Polymorph 

Transmutation

PHANTOM STEED HEIGHTENED SPELL

Casting 10 minutes (Somatic, Verbal) 
Range  30 feet 
Duration  8 hours 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)
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.
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.

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

Conjuration

RESIST ENERGY HEIGHTENED SPELL

Casting 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.

Abjuration

RESTORATION HEIGHTENED SPELL

Casting 10 minutes (Somatic, Verbal) 
Range  touch; Targets  one creature

When you cast restoration, choose to either reduce a condition or lessen the effect of a toxin. A creature can benefit from only one

restoration spell each day, and it can’t benefit from restoration more than once to reduce the stage of the same exposure to a given

toxin.
• Reduce a Condition Reduce the value of the target’s enfeebled, sluggish, or stupefied condition by 2. You can instead reduce two of
the listed conditions by 1 each.
• Lessen a Toxin Reduce the stage of one toxin the target suffers from by one stage. This can’t reduce the stage below stage 1 or
cure the affliction.

Healing 

Necromancy
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Heightened (4th) Add drained to the list of conditions you can reduce. When you lessen a toxin, reduce the stage by two. You also gain
a third option that allows you to reduce the target’s enervated value by 1. You can’t use this to reduce a permanent enervated condition.
Heightened (6th) Per the 4th-level restoration, but you can reduce a permanent enervated condition if you add a Material Casting action

while casting the spell, during which you provide 100 gp worth of diamond dust as a cost.

SHAPE STONE SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  cube of stone 10 feet across or smaller

You shape the stone into a rough shape of your choice; it can’t include intricate parts, fine details, moving pieces, or the like.
Any creature standing atop the stone when you reshape it must attempt an Acrobatics check.
Success Unaffected.
Failure The creature falls prone.
Critical Failure The creature falls off the stone (if applicable) and falls prone.

Earth 

Transmutation

SHOCKING GRASP HEIGHTENED SPELL

Casting Somatic Casting, 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.

Attack 

Electricity 

Evocation

SOLID FOG SPELL

Casting Material Casting,  Somatic Casting Verbal Casting 

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

Per obscuring mist, except that the area is also difficult terrain.

Conjuration 

Water

SPEAK WITH PLANTS SPELL

Casting Somatic Casting, Verbal Casting 

Duration  10 minutes

You can ask questions of and receive answers from plants, but the spell doesn’t make them more friendly or intelligent than normal.
Most normal plants have a limited and distinctive view of the world around them, so they don’t recognize details about creatures or

know anything about the world beyond their immediate vicinity.
Wary and cunning plant monsters are likely to be terse and evasive, while less intelligent ones often make inane comments.

Divination 

Plant

STATUS HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one willing living creature 

Duration  1 day

As long as you and the target are on the same plane of existence and both alive, you know the target’s direction from you, its distance
from you, and any conditions affecting it.
Heightened (4th) The spell’s range increases to 30 feet, and you can target up to 10 creatures.

Detection 

Divination

STONESKIN SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one creature 

Duration  20 minutes

The target’s skin hardens like stone. It gains resistance 5 to physical damage (any bludgeoning, piercing, or slashing damage) and
weakness 5 to adamantine. Each time the target is hit by a bludgeoning, piercing, or slashing attack, stoneskin’s duration decreases by 1
minute.
Heightened (6th) The resistance and weakness increase to 10.
Heightened (8th) The resistance and weakness increase to 15.

Abjuration

SUMMON NATURE’S ALLY HEIGHTENED 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 nature’s ally 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.

Conjuration

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 Nature’s Ally List
1st:  Level 0: bloodseeker, bobcat, dog, dire rat, fire beetle, pig, pony, viper 
2nd:  Level 1: Constrictor snake, electric eel, goblin dog, horse, hunting spider, hyena, leopard, mephit elemental, wolf 
3rd:  Level 2: blue shark, boar, crocodile, deinonychus, giant bat, giant snake, panther, pteranodon, warg, warhorse 
4th:  Level 3: ankhrav, bunyip, cockatrice, dryad, giant scorpion, grizzly bear, hyaenadon, lion, minor elemental 

5th:  Level 5: Lesser elemental, redcap, smilodon; Level 4: great white shark, tiger 
6th:  Level 7: quetzalcoatlus pterosaur; Level 6: ankylosaurus, cave bear, shambler, smilodon tiger 

7th:  Level 8: Greater elemental, megalodon, roc, giant anaconda, mastodon, treant 
8th:  Level 11: Elder elemental, goliath spider; Level 10: tyrannosaurus 
9th:  Level 13: purple worm; Level 12: rusalka, sea serpent 
10th:  Level 15: phoenix

WALL OF FIRE SPELL

Casting 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.

Evocation 

Fire

WALL OF THORNS HEIGHTENED SPELL

Casting Material Casting,  Somatic Casting Verbal Casting 

Range  60 feet 
Duration  1 minute

You create a 5-foot-thick, 60-foot-long, and 10-foot-high wall of brambles and thorns in a straight line. The wall stands vertically. If you
wish, the wall can be of a shorter length or height. Everything on each side of the wall has cover from creatures on the opposite side,
and the wall’s space counts as difficult terrain. For every move action a creature uses that enters at least one of the wall’s spaces,
that creature takes 4d4 piercing damage.
Each 5-foot-by-5-foot section of the wall has AC 10, TAC 6, and Hardness 9. A broken section can be moved through freely.

Heightened (+1) The Hardness of each section of the wall increases by 2 and the piercing damage increases by 1d4.

Conjuration 

Plant

WATER BREATHING HEIGHTENED SPELL

Casting 1 minute (Somatic, Verbal) 
Range  30 feet; Targets  up to five creatures 

Duration  1 hour

The targets can breathe underwater.
Heightened (3rd) The duration increases to 8 hours.
Heightened (4th) The duration increases to 24 hours.

Transmutation

WATER WALK HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one creature 

Duration  10 minutes

The target can walk on the surface of water and other liquids without falling through. It can go underwater if it wishes, but in that case
it must swim normally and doesn’t gain the ability to breathe underwater.
Heightened (4th) The spell’s range increases to 30 feet, and you can target up to 10 creatures.

Transmutation
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WEAPON STORM SPELL

Casting Somatic Casting, Verbal Casting 

Area  30-foot cone or 10-foot aura

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.

Evocation

WEB HEIGHTENED SPELL

Casting Material Casting,  Somatic Casting Verbal Casting 

Range  30 feet; Area  10-foot burst Duration  1 minute

You create a sticky web in the area that impedes creatures’ movement each time they try to move through it. Squares filled with the web
are difficult terrain. Each square can be cleared of the web by a single attack or effect that deals at least 5 slashing damage or 1 fire
damage. A square has AC 5 and TAC 5, and it automatically fails its saving throws.
Each time a creature begins to use a move action while in the web, it must attempt an Athletics check or Reflex save against your spell

DC to avoid being entangled or immobilized. A creature that gets out of the web ceases to be entangled by it.
Success The creature is unaffected. If it used an Athletics check, it clears the web from every square it leaves after leaving the square.
Critical Success As success, and it doesn’t need to attempt further saving throws against the web this turn.
It clears the web from every square it leaves after leaving the square.
Failure The creature is entangled until the start of its next turn but doesn’t need to attempt further Athletics checks or saving throws

against the web during this action.
Critical Failure The creature is immobilized until the start of its next turn, after which it is entangled for 1 round.

Heightened (4th) The spell’s area increases to a 20-foot burst, and its range increases to 60 feet.

Conjuration
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