
AUGURY SPELL

Casting 10 minutes (Material, Somatic, Verbal)

You ask about the results of a particular course of action. The spell can predict results up to 30 minutes into the

future, and reveals the GM’s best guess among the following outcomes.
• Weal The results will be good.
• Woe The results will be bad.
• Weal and Woe The results will be a mix of good and bad.
• Nothing There won’t be particularly good or bad results.
The GM rolls a secret DC 6 flat check. On a failure, the result is always “nothing.” This makes it impossible to tell whether a

“nothing” result is accurate. If anyone casts augury on the same topic, use the secret roll result from the first casting. It’s possible to get
a different result if circumstances change.

Divination 

Prediction

CALM EMOTIONS SPELL

Casting Somatic Casting, Verbal Casting 

Range  120 feet; Area  10-foot burst 
Duration  concentration, up to 1 minute

Creatures in the area become calm, depending on their Will saves.
Success Calming urges give a –1 conditional penalty to attack rolls.
Critical Success The creature is unaffected.
Failure You suppress emotion effects and prevent the creature from acting hostile. If it is subject to hostility from any other creature, it
ceases to be affected by calm emotions.

Critical Failure As failure, but hostility doesn’t end the effect.

Emotion 

Enchantment 

Mental

CONTINUAL FLAME 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 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

DARKNESS 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

DARKVISION SPELL

Casting Somatic Casting, Verbal Casting 

Duration  1 hour

You gain darkvision.
Heightened (3rd) The spell’s range is touch and it targets 1 creature.

Divination

DEAFNESS SPELL

Casting Somatic Casting, Verbal Casting 

Range  30 feet; Targets  one creature

The target loses hearing, depending on its Fortitude save, and is bolstered against all castings of deafness.
Success The target is deafened for 1 round.

Necromancy

Critical Success The target is unaffected.
Failure The target is deafened for 10 minutes.
Critical Failure The target is deafened permanently.

DEATH KNELL SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one living creature at 0 HP

You snuff out a creature at the brink of death, based on its Will save. If this kills it, you gain 10 temporary HP

and a +1 conditional bonus to attack and damage rolls for 10 minutes.
Success The target increases its dying value by 1.
Critical Success The target is unaffected.
Failure The target dies.

Attack 

Death 

Necromancy

DETECT ALIGNMENT UNCOMMON HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Area  30-foot aura

Your eyes glow as you sense aligned auras. Choose chaotic, evil, good, or lawful. You detect auras of that alignment. You receive no
information beyond presence or absence. You can choose not to detect creatures or effects you’re aware have that alignment.
Only divine spellcasters, undead, and beings from the Outer Sphere have an alignment aura if they are 6th level or higher.

Heightened (2nd) You also learn each aura’s location and strength.

Detection 

Divination

DETECT POISON UNCOMMON HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Range  30 feet; Targets  one object or creature

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

Detection 

Divination

ENDURE ELEMENTS SPELL

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).
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.

Abjuration

FAERIE FIRE SPELL

Casting Somatic Casting, Verbal Casting 

Range  120 feet; Area  10-foot burst 
Duration  1 minute

All creatures in the area are limned in colorful, heatless fire of a color of your choice. Visible creatures can’t be concealed while
affected by faerie fire. If the creatures are invisible, they are concealed while affected by faerie fire, rather than being unseen.

Evocation 

Light

GENTLE REPOSE SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one corpse 

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.

Necromancy

GHOULISH CRAVINGS SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one creature

You touch the target to afflict it with ghoul fever; the target must attempt a Fortitude save.
Success The target takes a –2 conditional penalty to saving throws against ghoul fever for 1 day or until she

contracts it, whichever comes first.
Critical Success unaffected.
Failure The target is afflicted with ghoul fever at stage 1.

Attack 

Disease 

Evil 

Necromancy
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Critical Failure The target is afflicted with ghoul fever at stage 2.
ghoul Fever  (disease) Level  3; Stage 1 carrier with no ill effect (1 day); Stage 2 3d8 damage and regains half as many Hit Points from

all healing (1 day); Stage 3 as stage 2 (1 day); Stage 4 3d8 damage and gains no benefit from healing (1 day); Stage 5 as stage 4 (1
day); Stage 6 dead, and rises as a ghoul at the next midnight.

HARM HEIGHTENED SPELL

Casting Somatic Casting or more 

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

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

damage to a living target. The number of actions spent Casting this Spell determines its targets, range, area, and other parameters.
• Somatic Casting The spell has a range of touch. You must succeed at a melee touch attack to damage a living target.
• Somatic Casting, Verbal Casting The spell has a range of 30 feet and doesn’t require a touch attack when targeting a living

creature. A living target must attempt a Fortitude save, taking half damage on a success, no damage on a critical success, or double
damage on a critical failure.
• Material Casting, Somatic Casting, Verbal Casting You disperse negative energy in a 30-foot aura. This has the same effect as

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

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

Necromancy 

Negative

HEAL 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

LOCK HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

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

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

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

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

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

Detection 

Divination

MENDING HEIGHTENED SPELL

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

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

Transmutation

REMOVE FEAR SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one creature

You can counteract a single fear effect that the target suffers from. This can also remove nonmagical fear effects if the source’s level is
equal to or lower than double remove fear’s level.

This frees only the target, not any other creatures under the fear effect.
Heightened (6th) The spell’s range increases to 30 feet, and you can target up to 10 creatures.

Enchantment

REMOVE PARALYSIS SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one creature

You can counteract a single effect inflicting paralysis on the creature. This does not cure someone who suffers paralysis from some

natural state or effect, such a being paralyzed from birth or paralysis caused by nonmagical wounds or toxins.
Heightened (6th) The spell’s range increases to 30 feet, and you can target up to 10 creatures.

Healing 

Necromancy

RESIST ENERGY 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 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.
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.

Healing 

Necromancy

RESTORE SENSES SPELL

Casting Somatic Casting, Verbal Casting 

Range  touch; Targets  one creature

You can counteract a single effect making the target blinded or deafened. This can counteract both temporary magic and permanent

consequences of magic, but it doesn’t cure someone who is missing the sense from some natural state or effect, such as from birth or

from a nonmagical wound or toxin.
Heightened (6th) The spell’s range increases to 30 feet, and you can target up to 10 creatures. You can choose the effect to
counteract separately for each selected creature.

Healing 

Necromancy

SEE INVISIBILITY SPELL

Casting Somatic Casting, Verbal Casting 

Duration  10 minutes

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.

Divination 

Revelation

SHIELD OTHER SPELL

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

Duration  10 minutes or until dismissed

The target’s essence and your own become linked. The target takes half damage from all sources that deal Hit Point damage, and you
take the remainder of the damage. When you take damage through this link, don’t apply any resistances, weaknesses, and the like that
you have to that damage; you simple take that amount of damage. The spell is dismissed if the target is ever more than 30 feet away
from you.

Necromancy

SILENCE SPELL

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

Duration  1 minute

The target makes no sound, preventing creatures from noticing it using hearing. The target can’t use sonic attacks, nor can it use
actions with the auditory trait. (This prevents it from casting spells that include Verbal Casting actions.) Heightened (4th) The silence
effect emanates from the touched creature, silencing all sound in or passing through a 10-foot radius and preventing any auditory and
sonic effects in the affected area. While within the radius, creatures are subject to the effects listed above. Depending upon the
position of the effect, a creature might be able to notice the lack of sound reaching it. For example, if the silence effect blocks a
corridor leading to a noisy party, a creature might notice those sounds abruptly cease.

Illusion
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SOUND BURST SPELL

Casting 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.

Evocation 

Sonic

SPIRITUAL WEAPON SPELL

Casting Somatic Casting, Verbal Casting; Requirement You must have a deity. 
Range  120 feet 
Duration  concentration, up to 1 minute

A weapon made of pure magical force manifests and attacks foes you designate within range. This weapon is ghostly and appears as your
deity’s favored weapon.

When you cast the spell, the weapon appears next to a foe of your choice within range and makes a Strike against it. Each time you

Concentrate on the Spell, you can move the weapon to a new target within range (if you choose to do so) and make a Strike with it.
The spiritual weapon uses and contributes to your multiple attack penalty.

Attacks with the weapon use your attack modifier with that type of weapon, but substitute your spellcasting ability modifier instead of

the normal ability modifier. Regardless of its appearance, the weapon deals force damage equal to 1d8 plus your spellcasting ability
modifier. When you Strike with the weapon, you can deal damage of the normal damage type of the weapon instead of force damage (or
any of the available damage types for a versatile weapon). No other attributes of the weapon apply, and even a ranged weapon attacks
adjacent creatures only.

A spiritual weapon counts as a weapon for triggers, resistances, and so forth.
The weapon doesn’t take up space, grant flanking, or have any other attributes a creature would. The weapon can’t make any kind of

attack other than a normal Strike, and feats or spells that affect weapons do not apply to this weapon.
Heightened (+2) The weapon’s damage increases by 1d8.

Attack 

Evocation 

Force

STATUS 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

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

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

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

Conjuration

Summon Monster List

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

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

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

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

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

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

UNDETECTABLE ALIGNMENT UNCOMMON SPELL

Casting 1 minute (Material, Somatic, Verbal) 
Range  touch; Targets  one creature or object 

Duration  1 day

The target registers as neutral to all effects that would detect its alignment.

Abjuration

VENTRILOQUISM HEIGHTENED SPELL

Casting Somatic Casting, Verbal Casting 

Duration  1 minute

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

Auditory 

Illusion

WATER BREATHING 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 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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