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BLINK

SPELL 4

Conjuration
Teleportation

Casting
Somatic Casting,
Duration 1 minute

CONTINUAL FLAME
Evocation
Light

Verbal Casting

https://www.patreon.com/pathfinder2
HEIGHTENED SPELL 2

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

You blink quickly between the Material and Ethereal Planes. You gain resistance 5 to all damage (overcome by force). You can

Duration unlimited

Concentrate on the Spell to vanish and reappear 10 feet in a random direction determined by the GM; the movement doesn’t trigger
reactions. At the end of your turn, you vanish and reappear as above.

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.

CHARM

HEIGHTENED SPELL 1

Emotion
Enchantment
Mental

Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one humanoid creature
Duration 1 hour or until dismissed

Darkness
Evocation

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.

CIRCLE OF PROTECTION

UNCOMMON HEIGHTENED SPELL 3

Abjuration
Casting
Material Casting,
Somatic Casting
Range touch; Area 10-foot-aura centered on the touched creature
Duration 1 minute

Verbal Casting

CLAIRVOYANCE

SPELL 4

Casting 1 minute (Material, Somatic, Verbal)
Range 500 feet

Duration 1 minute
You create an invisible floating eye at a location within range (even if it’s outside your line of sight or line of effect). The eye can’t
move, but you can see in all directions as if using your normal visual senses.

COMPREHEND LANGUAGE
Divination

Casting
Somatic Casting,
Range 30 feet; Targets one creature
Duration 1 hour
The target
understand
Heightened
Heightened

HEIGHTENED SPELL 2
Verbal Casting

can understand the meaning of a single language it is hearing or reading when you cast the spell. This doesn’t let it
codes, language couched in metaphor, and the like.
(3rd) The target can also speak the language.
(4th) You can target up to 10 creatures, and targets can also speak the language.

CONFUSION
Emotion
Enchantment
Mental

SPELL 4
Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one creature
Duration 1 minute or until dismissed

You befuddle your target with strange impulses, causing it to act randomly. The effects are determined by the target’s Will save.
Success Babbles incoherently and is slowed 1 for 1 round.
Critical Success The target is unaffected.
Failure confused for 1 minute. It can attempt a new save at the end of each of its turns to end the confusion.
Critical Failure confused for 1 minute with no save to end early.
Heightened (8th) You can target up to 10 creatures.

HEIGHTENED SPELL 2
Casting
Material Casting,
Somatic Casting
Range 120 feet; Area 20-foot burst

Verbal Casting

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.

DETECT SCRYING

UNCOMMON SPELL 4

Detection
Divination

Casting
Somatic Casting,
Area 30-foot aura
Duration 10 minutes

Verbal Casting

You detect the presence of scrying effects in the area. If detect scrying is higher level than a scrying effect, you gain a glimpse of the
scrying creature and learn its approximate distance and direction.
Heightened (6th) The duration increases to 24 hours.

DIMENSION DOOR
Conjuration
Teleportation

Choose chaotic, evil, good, or lawful. If you choose chaos, this spell gains the lawful trait and so on. Creatures in the area gain a +1
conditional bonus to AC against attacks by creatures of the chosen alignment and saves against effects from such creatures. This
increases to +3 against effects from such creatures that directly control the target and attacks made by such summoned creatures.
Summoned creatures of the chosen alignment can’t willingly enter without a Will save. Use the first result for repeated attempts.
Heightened (4th) The duration increases to 1 hour.

Divination
Scrying

DARKNESS

SPELL 4

Casting
Somatic Casting,
Range 60 feet

Verbal Casting

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.

DIMENSIONAL ANCHOR
Abjuration

Casting

Somatic Casting,

SPELL 4
Verbal Casting Range 30 feet; Targets one creature

Duration varies
You interfere with the target’s ability to travel dimensions. The target is immune to teleportation and any effect that would move it to
a different plane. The duration is determined by its Will save.
Success The effect lasts for 1 round.
Critical Success No effect.
Failure The effect lasts for 1 minute.
Critical Failure The effects lasts for 1 hour.

DISCERN LIES
Divination
Mental
Revelation

Casting
Somatic Casting,
Duration 10 minutes

UNCOMMON SPELL 4
Verbal Casting

You gain a +4 conditional bonus to Perception vs. lies.

DREAM MESSAGE

HEIGHTENED SPELL 3

Casting 10 minutes (Somatic, Verbal)
Range planetary; Targets one creature you know by name and have met in person
Duration 1 day or until dismissed

Enchantment
Mental

You send a message to your target’s dream. The message is oneway, up to 1 minute of speech (roughly 150 words). If the target is
asleep, she receives the message instantly. If not, she receives it the next time she sleeps. As soon as she receives it, the spell is
dismissed, and you know the message was sent.
Heightened (4th) You can target up to 10 creatures you know by name and have met in person. You must send the same message to
all of them; the spell is dismissed for each creature individually.

ENERVATION
Attack
Necromancy
Negative

SPELL 4

ILLUSORY CREATURE
Auditory
Illusion
Visual

Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one creature
Duration 1 minute

Casting
Somatic Casting,
Range 500 feet

HEIGHTENED SPELL 2
Verbal Casting

Duration concentration

Make a ranged touch attack. If you succeed, the effect depends on the target’s Fortitude save; if you critically succeed, treat the result

You create an illusory image of a Huge or smaller creature. It makes appropriate sounds, generates normal smells, and feels right to

as one degree worse. enervated effects last for only the duration.
Success The target is enervated 1.

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

Critical Success The target is unaffected.
Failure The target is enervated 2.

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.

Critical Failure The target is enervated 4.

FALSE LIFE
Necromancy

HEIGHTENED SPELL 2
Casting

Somatic Casting,

Verbal Casting

Duration 1 day

FLY

SPELL 4
Casting

Somatic Casting,

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

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

GASEOUS FORM

SPELL 4

gains a fly Speed of 10 feet and can slip through tiny cracks.

Casting

Somatic Casting,

UNCOMMON SPELL 4

its edges don’t pass through any creatures or objects or the spell is lost (though creatures can enter the area afterward normally).

HEIGHTENED SPELL 1
Somatic Casting,

Range touch; Targets one creature Duration 1 minute or until dismissed

action, or activity is completed.
Heightened (4th) The spell is not dismissed if the target acts in a hostile manner.

HEIGHTENED SPELL 1
Casting

Somatic Casting,

Verbal Casting

You ward yourself with shimmering magical energy, gaining a +1 item bonus to AC. While wearing mage armor, you use your unarmored
proficiency to calculate your AC.
Heightened (2nd) The bonus increases to +2, and you gain a +1 item bonus to saving throws.
Heightened (4th) The bonus increases to +3, and you gain a +2 item bonus to saving throws.
Heightened (6th) The bonus increases to +4, and you gain a +3 item bonus to saving throws.
Heightened (8th) The bonus increases to +5, and you gain a +4 item bonus to saving throws.
Heightened (10th) The bonus increases to +6, and you gain a +5 item bonus to saving throws.

Verbal Casting

MODIFY MEMORY

Area 30-foot line

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.

Divination
Mental

UNCOMMON SPELL 4

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

Duration permanent
You alter the target’s memories, either erasing a memory, enhancing a memory’s clarity, altering a memory, or adding a false memory.

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.

HALLUCINATORY TERRAIN

Somatic Casting

Duration 1 day

only the portion of the spell that would have entered the globe (so if the spell also had targets outside the globe or part of its area
were beyond the globe, those targets or area would still be affected normally). You must form the sphere in an unbroken open space so

Casting

Material Casting,

The target becomes invisible. This makes it unseen to all creatures, though they can attempt to find the target, making it sensed by
them instead (see page 303). If the target acts in a hostile manner, the spell is dismissed after that hostile action, reaction, free

Abjuration

You create an immobile globe around you that attempts to dispel any spell from outside the globe whose area or targets enter into the
globe, as if the globe were a dispel magic spell 1 level lower than its actual spell level. Even if the dispel attempt succeeds, it prevents

Necromancy
Negative

HEIGHTENED SPELL 2
Casting

MAGE ARMOR

Verbal Casting

Area 10-foot burst centered on one corner of your space
Duration 1 minute

GRIM TENDRILS

one (to a maximum of Gargantuan).

Illusion
Visual

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

GLOBE OF INVULNERABILITY

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

INVISIBILITY

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

Duration 1 minute

Abjuration

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.

Verbal Casting

Range touch; Targets one creature
Duration 1 minute

Polymorph
Transmutation

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

You gain a number of temporary Hit Points equal to 6 plus your spellcasting ability modifier.
Heightened (+2) The temporary Hit Points increase by 6.

Transmutation

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

The target can attempt a Will save to resist the spell.

UNCOMMON SPELL 4

Casting 10 minutes (Material, Somatic, Verbal)
Range 500 feet; Area 50-foot burst
Duration 24 hours

Illusion

Success The target is unaffected but thinks your spell was something harmless instead of modify memory, unless it identifies the
spell (usually by spending the Identify Magic action).
Critical Success The target is unaffected and realizes you tried to alter its memory.
Failure During the first 5 minutes of the spell’s duration, you can Concentrate on the Spell to modify a memory once each round.

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.

When you do, you imagine up to 6 seconds of memory to modify, to a maximum of 5 continuous minutes of memory.
Any memories you’ve altered remain changed as long as the spell is active. If the target moves out of range before the 5 minutes is
up, you can’t alter any further memories.
Heightened (6th) You can cast the spell on a willing target in order to suppress all memory of a particular topic, detailed in 50 words

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).

or fewer. The spell patches these omissions with indistinct haze. Instead of having a duration, the effects last indefinitely even in the
absence of magic and can be removed only by powerful spells such as alter reality.

NIGHTMARE
Illusion
Mental

UNCOMMON SPELL 4
Casting 10 minutes (Material, Somatic, Verbal)

PHANTOM STEED
Conjuration

HEIGHTENED SPELL 2

Casting 10 minutes (Somatic, Verbal)

Range planetary; Targets one creature you know by name
Duration 1 day or until dismissed

Range 30 feet
Duration 8 hours or until dismissed

You send disturbing nightmares to your target. The next time the target falls asleep, it must attempt a Will saving throw against the
nightmare. If you know the target only by name and have never met them, the target gets a +4 circumstance bonus to the Will saving

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

throw.
SuccessThe target suffers no adverse effects from the nightmare, other than its memories.
Critical Success The target suffers no adverse effects and is inoculated for 1 week.
Failure The target awakens fatigued.

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

Critical Failure The target awakens fatigued and is drained 2 until no longer fatigued.

OUTCAST’S CURSE
Attack
Curse
Enchantment
Mental
Misfortune

SPELL 4

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

Success Per failure, but the effect ends on its own after 1 minute instead.
Critical Success The target is unaffected.
Failure The target must roll twice and use the worse result whenever attempting a Deception, Diplomacy, Intimidation, or Performance
check, and all creatures she encounters have an initial attitude toward her of one step worse (for instance, unfriendly instead of
indifferent). The effect is permanent.
Critical Failure Per failure, but all creatures the target encounters have an initial attitude towards her of two steps worse.

Enchantment
Mental

HEIGHTENED SPELL 3
Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one humanoid creature

Heightened (7th) You can target up to 10 humanoid creatures.
Heightened (9th) You can target up to 10 creatures, and they don’t have to be humanoids.

SPELL 4

Casting
Somatic Casting,
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.

Illusion
Mental
Nonlethal

HEIGHTENED SPELL 1

Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one creature
Duration 1 minute

Pain wracks the target, dealing
Success Full damage, but no
Critical Success The target is
Failure Full damage, and the

2d4 mental damage and 1d4 persistent mental damage. The target must attempt a Will saving throw.
persistent damage and the spell ends immediately.
unaffected.
target is sick 1. If the target recovers from being sick, its persistent mental damage ends as well and the

spell ends.
Critical Failure Per failure, but the target is sick 2.
Heightened (+1) The damage increases by 2d4 and the persistent damage by 1.

The area looks like a bank of impenetrable black fog. Sensory stimuli (such as sounds, smells, and light) don’t pass from inside the
area to outside the area. Scrying spells can’t perceive any stimuli from the area, and mind-reading effects don’t work in the area.

READ OMENS
Divination
Prediction

UNCOMMON SPELL 4
Casting 10 minutes (Material, Somatic, Verbal)
Choose a particular goal, event, or activity that will occur within 1 week. You learn a cryptic clue or piece of advice

that could help with the chosen event, often in the form of a rhyme or omen.

REMOVE CURSE

SPELL 4

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

the curse from the item.

Failure The target is paralyzed for 1 round.
Critical Failure The target is paralyzed for 4 rounds. At the start of each of its turns, it can attempt a new Will save to reduce the
remaining duration by 1 round or end it entirely on a critical success.
Heightened (4th) You can target a humanoid or non-humanoid creature.

PHANTOM PAIN

Duration 24 hours

You attempt to remove one curse afflicting the target. Treat this as counteracting the curse (see page 319). If the curse comes from a
cursed item or other external source, a success indicates that the target creature can rid itself of the cursed item, but doesn’t remove

You attempt to paralyze the target, potentially freezing it in place, depending on the outcome of the target’s Will save.
Success The target is slowed 1 for 1 round.
Critical Success The target is unaffected.

Death
Emotion
Fear
Illusion
Mental

UNCOMMON SPELL 4

Casting 10 minutes (Material, Somatic, Verbal)
Range touch; Area 100-foot burst

Healing
Necromancy

Duration varies

PHANTASMAL KILLER

PRIVATE SANCTUM
Abjuration

You afflict the target with a curse that makes its presence off-putting and grating, depending on the outcome of its
Will save.

PARALYZE

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.

RESILIENT SPHERE
Abjuration
Force

SPELL 4

Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one Large or smaller creature

Duration 1 minute
You create an immobile sphere of force around the target’s space to either trap or protect it, blocking anything that would cross
through the sphere. The sphere has AC 5, TAC 5, and Hardness 10. It can take 2 extra Dents and is destroyed when broken.
Disintegrate destroys the sphere instantly. The spell’s duration ends when the sphere is destroyed. If the target is unwilling, the
effects of the sphere depend on the target’s Reflex save.
Success The target disrupts the sphere’s integrity, so the sphere functions normally but begins with 3 Dents.
Critical Success The target disrupts the sphere, causing it to collapse entirely.
Failure The sphere has its normal effect.

RESIST ENERGY
Abjuration

Casting
Somatic Casting,
Range touch; Targets one creature

HEIGHTENED SPELL 2
Verbal Casting

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.

RESTORATION
Healing
Necromancy

HEIGHTENED SPELL 2

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

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

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.

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

ROPE TRICK
Conjuration
Extradimensional

UNCOMMON SPELL 4
Casting 10 minutes (Material, Somatic, Verbal)
Range touch; Targets one touched piece of rope from 5 to 30 feet long

Duration 8 hours
You cause the target rope to rise vertically into the air. Where it ends, an extradimensional space springs up, connected to the top of
the rope. This space can be reached only by climbing the rope.
The entrance to the space can’t be seen, and it can be pinpointed only by the presence of the rope. The rope can’t be removed or
hidden, though it can be detached from the extradimensional space by pulling it with 16,000 pounds of weight, critically succeeding at an
Athletics check against the spell’s DC, or destroying the rope. The space holds up to eight Medium creatures and their gear. A Large
creature counts as two Medium creatures, a Huge creature counts as four Medium creatures, and a Gargantuan creature fills the space on
its own.
If the rope is detached or destroyed or if a creature attempts to enter the space that would put it over its capacity, the space begins
to unravel. It disappears in 1d4 rounds, depositing the creatures within safely on the ground below.

SILENCE
Illusion

HEIGHTENED SPELL 2
Casting

Somatic Casting,

Verbal Casting Range touch; Targets one willing creature

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.

Healing
Mental
Necromancy
Positive

HEIGHTENED SPELL 1
Casting
Somatic Casting,
Verbal Casting
Range 30 feet; Targets one willing or unconscious living creature
Duration 1 minute
You grace the target’s mind, boosting its mental defenses and healing its wounds. The target regains Hit Points

equal to 1d6 plus your spellcasting ability modifier when you Cast the Spell and gains a +1 conditional bonus to saves against mental
effects for the duration.
Heightened (+1) The amount of healing increases by 2d6.

SOUND BURST
Evocation
Sonic

Casting

HEIGHTENED SPELL 2
Somatic Casting,

Verbal Casting

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.

Enchantment
Mental

SPELL 4
Casting

Somatic Casting,

Verbal Casting

Range 30 feet; Targets one creature

Duration varies
You suggest a course of action to the target, which must be phrased in such a way as to seem like a logical course of action to the
target and can’t be self-destructive or obviously against the target’s self-interest. The target’s response depends on its Will save.
Success The target is unaffected and thinks you were talking to them normally, not casting a spell on them.
Critical Success The target is unaffected and knows you tried to control it.
Failure The target immediately follows your suggestion. The spell has a duration of 1 minute, or until the target has completed a
finite suggestion or the suggestion becomes self-destructive or has other obvious negative effects, at which point the spell is
dismissed.
Critical Failure Per failure, but the duration is 1 hour or until dismissed.
Heightened (8th) You can target up to 10 creatures.

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

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 (+1) The damage increases by 1d8.

SPELL IMMUNITY

SPELL 4
Somatic Casting,

Verbal Casting

Range touch; Targets one creature
Duration 24 hours
Choose a spell and name it aloud as part of the Verbal Casting action. Spell immunity attempts to dispel that spell (see page 197)
whenever spell immunity’s target is the target of the named spell or in that spell’s area. Successfully dispelling a spell that targets an
area or multiple targets with spell immunity negates the effects only for spell immunity’s target.

SPIRITUAL WEAPON
Casting

HEIGHTENED SPELL 2
Casting
Somatic Casting,
Verbal Casting
Range touch; Targets one willing living creature

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.

Failure Full damage and deafened for 1 round.
Critical Failure Double damage and deafened for 1 minute.

Attack
Evocation
Force

Detection
Divination

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

Success Half damage.
Critical Success No damage.

Casting

STATUS

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

Range 30 feet; Area 10-foot burst

You deal 3d8 sonic damage to creatures in the area, depending on their Fortitude saves.

Abjuration

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.

SUGGESTION

Duration 1 minute

SOOTHE

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.

HEIGHTENED SPELL 2
Somatic Casting,

Verbal Casting; Requirement You must have a deity.

Heightened (3rd) Level 2.
Heightened (4th) Level 3.
Heightened (5th) Level 5.
Heightened (6th) Level 7.
Heightened (7th) Level 9.
Heightened (8th) Level 11.
Heightened (9th) Level 13.
Heightened (10th) Level 15.

Summon Monster List

Range 120 feet

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

Duration concentration, up to 1 minute

2nd: Level 1: animated bureau, imp devil, mephit elemental, quasit demon
3rd: Level 2: animated armor, lemure devil, sloth demon

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.

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

TALKING CORPSE

UNCOMMON SPELL 4

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

Necromancy

Duration 10 minutes
You grant the corpse a semblance of life, which it uses to speak the answers to three questions. This uses the physical body’s latent
memories rather than calling back the deceased’s spirit, so the corpse must be mostly intact. The more damage it has taken, the more
inaccurate or patchwork its answers, and it must have a throat and mouth to speak at all. If anyone has previously cast this spell on the
corpse in the last week, the spell automatically fails. The corpse can attempt a Will save to resist the questions as if it were the original
creature at its time of death, with the following effects.
Success The target can lie or refuse to answer your questions.
Critical Success The target can lie or refuse to answer your questions, and the target’s spirit haunts you throughout the day, bothering
you and causing you to be unable to gain any rest for 1 day.
Failure The target must answer truthfully, but its answers can be brief, cryptic, and repetitive. It can still mislead you or attempt to stall
so that the spell’s duration runs out before you can ask all your questions.
Critical Failure Per failure, but the target’s answers are more direct and less repetitive, though still cryptic. It takes a –2 conditional
penalty to Deception checks to deceive you.

TELEPATHY
Divination
Mental

SPELL 4
Casting

Somatic Casting,

Verbal Casting

Duration 10 minutes

You can communicate telepathically with all creatures within 30 feet. The communication is two-way once you have established a connection
by communicating with a creature. You can communicate only with creatures that share a language with you.
Heightened (6th) Telepathy loses the linguistic trait. You can communicate telepathically with creatures using shared mental imagery even if
you don’t share a language.

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

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.

