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oo  IINNTTRROODDUUCCTTIIOONN  oo  
  

So, this is my Ultimate Edition of my previously published netbook, the (Not 
Really) Complete Tome of Spells. I say “Ultimate” because I’ve drawn spells 
from a ton of sources, not just the old 2nd Edition spell compendiums. I was 
alerted to the existence of the 2nd Edition Great Net Spellbook and Great Net 
Prayerbook (I’d seen them probably 15 years ago and then completely forgot 
about them in the meantime), and I’ve scoured all the 3rd- and 3.5-edition books 
and online sources (d20pfsrd.com is a wonderful source) I could find in order to 
convert to 5th edition. All in all, there are just above 1,000 spells in this netbook. 
As with my original edition, a lot of spells here have been tweaked both for 5th 
edition, both for mechanics and for flavor. Many of the spells have changed quite 
a bit. 
 
I’ve had much more opportunity to play 5e since I put out the last netbook—and 
possibly more importantly, I’ve had the opportunity to play dedicated 
spellcasters. I’ve been (hopefully) able to get a much better feel for both the way 
to streamline the spells and to make sure they’re better balanced. 
 
I’d like to thank everyone from r/dndnext who helped me by pointing out my 
numerous mistakes and typoes and for making helpful suggestions for 
improvement, especially folks such as u/dynath (who pointed out the Net Spell 
and Prayerbooks and went through first run-through of those spells), u/Asmor, 
and many others who went above and beyond the call of duty with their 
suggestions and proofreading. I seriously couldn’t have done it without you 
guys. You guys win at least half an internet each. 
 
As always: comments, complaints, and cute cat pictures should be sent to 
faolyn@gmail.com. 
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Absolutely none of the spells here are original to me; I merely converted them. The spells were 
taken from the following sources (although all of the Pathfinder spells were taken from 
http://www.d20pfsrd.com, which in turn credited it to various sources; I’ve listed those 
sources here): 
 
Advanced Player’s Guide © 2010 Paizo Publishing, 
LLC.; Author: Jason Bulmahn. 

Book of Exalted Deeds © Wizards of the Coast, Inc.; 
Author: James Wyatt, Christopher Perkins, Darrin 
Drader 

Book of Vile Darkness © 2002 Wizards of the Coast, 
Inc.; Author: Monte Cook 

Frostburn © 2004 Wizards of the Coast, Inc.; Authors: 
Wolfgang Baur, James Jacobs, George Strayton 

Eberron Campaign Setting © 2004 Wizards of the 
Coast, Inc.; Author: Keith Baker 

Ghostwalk © 2003 Wizards of the Coast, Inc.; Authors: 
Monte Cook and Sean K Reynolds 

Magic of Eberron © 2005 Wizards of the Coast, Inc.; 
Authors: Bruce R. Cordell, Stephen Schubert, Chris 
Thomasson 

Oriental Adventures © 2001 Wizards of the Coast, Inc.; 
Author: James Wyatt 

Liber Mortis © 2004 Wizards of the Coast, Inc.; 
Authors: Andy Collins, Bruce Cordell 

Manual of the Planes © 2002 Wizards of the Coast, 
Inc.; Authors: Jeff Grubb, Bruce R. Cordell, David 
Noonan 

Pathfinder Adventure Path #91: Battle of Bloodmarch 
Hill © 2015 Paizo Inc.; Authors: Patrick Renie, David 
Schwartz, Stephen Radney-MacFarland, Tyler Beck, 
Adam Daigle, Richard Pett 

Pathfinder Adventure Path #93: Forge of the Giant God 
© Paizo, Inc.; Authors: Tim Hitchcock, Mark 
Moreland, Sean K. Reynolds, Benjamin Bruck, Greg A. 
Vaughan 

Pathfinder Campaign Setting: Horsemen of the 
Apocalypse: Book of the Damned, Vol. 3 © 2011 Paizo 
Publishing, LLC; Author: Todd Stewart 

Pathfinder Campaign Setting: Inner Sea Gods © 2014 
Paizo Publishing, LLC.; Authors: Sean K. Reynolds, 
Amanda Hamon, James Jacobs, John Ling, Mark 
Moreland, David N. Ross, F. Wesley Schneider, 
Amber E. Scott, Tork Shaw, James L. Sutter, Jerome 
Virnich 

Pathfinder Campaign Setting: Inner Sea Magic © 2011 
Paizo Publishing, LLC.; Authors: Jesse Benner, Jason 
Nelson, Seak K. Reynolds, Owen K.C. Stephens, Russ 
Taylor 

Pathfinder Campaign Setting: Inner Sea Monster Codex 
© 2015 Paizo, Inc.; Authors: John Compton, Paris 
Crenshaw, Mike Myler, Tork Shaw, Larry Wilhelm 

Pathfinder Campaign Setting: The Inner Sea World 
Guide © 2011 Paizo Publishing, LLC.; Authors: Keith 
Baker, Wolfgang Baur, Clinton J. Boomer, Jason 
Bulmahn, Joshua J. Frost, Ed Greenwood, Stephen S. 
Greer, Jeff Grubb, James Jacobs, Michael Kortes, Tito 
Leati, Mike McArtor, Rob McCreary, Erik Mona, Jason 
Eric Nelson, Jeff Quick, Sean K Reynolds, F. Wesley 
Schneider, Leandra Christine Schneider, David 
Schwartz, Amber E. Scott, Stan!, Owen K.C. Stephens, 
Todd Stewart, James L. Sutter, Greg A. Vaughan, 
Jeremy Walker, JD Wiker. 

Pathfinder Chronicles: Princes of Darkness, Book of the 
Damned Vol. 1 © 2009 Paizo Publishing, LLC.; Author: 
F. Wesley Schneider 

Pathfinder Player Companion: Champions of Purity © 
2013 Paizo Publishing, LLC.; Authors: Jessica 
Blomstrom, Adam Daigle, Shaun Hocking, Daniel 
Marthaler, Tork Shaw, Christina Stiles. 

Pathfinder Player Companion: Giant Hunter’s Handbook 
© 2014 Paizo Inc.; Authors: Alexander Augunas, Luis 
Loza, Ron Lundeen, David N. Ross 

Pathfinder Player Companion: Knights of the Inner Sea 
© 2012 Paizo Publishing, LLC.; Authors: Gareth 
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Hanrahan, Steve Kenson, Patrick Renie, Tork Shaw, 
Jerome Virnich 

Pathfinder Player Companion: Quests & Campaigns © 
2013, Paizo Publishing, LLC.; Authors: Amanda 
Hamon, David N. Ross 

Pathfinder Player Companion: Ranged Tactics Toolbox 
© 2014 Paizo Inc.; Authors: David N. Ross, David 
Schwartz, Kaitlyn Sprague 

Pathfinder Roleplaying Game Advanced Class Guide © 
2014, Paizo Inc.; Authors: Dennis Baker, Ross Byers, 
Jesse Benner, Savannah Broadway, Jason Bulmahn, 
Jim Groves, Tim Hitchcock, Tracy Hurley, Jonathan 
H. Keith, Will McCardell, Dale C. McCoy, Jr., Tom 
Phillips, Stephen Radney-MacFarland, Thomas M. 
Reid, Sean K Reynolds, Tork Shaw, Owen K.C. 
Stephens, Russ Taylor. 

Pathfinder Roleplaying Game Advanced Race Guide © 
2012 Paizo Publishing, LLC.; Authors: Dennis Baker, 
Jesse Benner, Benjamin Bruck, Jason Bulmahn, Adam 
Daigle, Jim Groves, Tim Hitchcock, Hal MacLean, 
Jason Nelson, Stephen Radney-MacFarland, Owen 
K.C. Stephens, Todd Stewart, Russ Taylor. 

Pathfinder Roleplaying Game Mythic Adventures © 
2013 Paizo Publishing, LLC.; Authors: Jason Bulmahn, 
Stephen Radney-MacFarland, Sean K Reynolds, 
Dennis Baker, Jesse Benner, Ben Bruck, Jim Groves, 
Tim Hitchcock, Tracy Hurley, Jonathan Keith, Jason 
Nelson, Tom Phillips, Ryan Macklin, F. Wesley 
Schneider, Amber Scott, Tork Shaw, Russ Taylor, Ray 
Vallese. 

Pathfinder Roleplaying Game Occult Adventures © 
2015, Paizo, Inc.; Authors: John Bennett, Logan 
Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, 
John Compton, Adam Daigle, Jim Groves, Thurston 
Hillman, Eric Hindley, Brandon Hodge, Ben 
McFarland, Erik Mona, Jason Nelson, Tom Phillips, 
Stephen Radney-MacFarland, Thomas M. Reid, Alex 
Riggs, Robert Schwalb, Mark Seifter, Russ Taylor, 
Steve Townshend. 

Pathfinder Roleplaying Game Ultimate Combat © 2011 
Paizo Publishing, LLC.; Authors; Jason Bulmahn, Tim 
Hitchcock, Colin McComb, Rob McCreary, Jason 
Nelson, Stephen Radney-MacFarland, Sean K 
Reynolds, Owen K.C. Stephens, Russ Taylor. 

Pathfinder Roleplaying Game Ultimate Magic © 2011 
Paizo Publishing, LLC.; Authors: Jason Bulmahn, Tim 
Hitchcock, Colin McComb, Rob McCreary, Jason 
Nelson, Stephen Radney-MacFarland, Sean K 
Reynolds, Owen K.C. Stephens, Russ Taylor. 

Priest’s Spell Compendium Volume 1 © 1999 TSR Inc.; 
Compiled by Mark Middleton 

Priest’s Spell Compendium Volume 2 © 1999 TSR Inc., 
a subsidiary of Wizards of the Coast, Inc.; Compiled 
by Mark Middleton 

Priest’s Spell Compendium Volume 3 © 2000 Wizards 
of the Coast, Inc.; Compiled by Mark Middleton 

Races of Eberron © 2005 Wizards of the Coast, Inc.; 
Authors: Jesse Decker, Matthew Sernett, Gwendolyn 
F.M. Kestrel, Keith Baker 

Ravenloft, Dark Tales and Disturbing Legends © 2005 
Arthaus under license to Wizards of the Coast, Inc., a 
subsidiary of Hasbro Inc, and Sword and Sorcery, a 
division of White Wolf.; Authors: Harold Johnson, 
Brett King, Ari Marmell, Steve Miller, Ryan Naylor 

Ravenloft, Gazetteer Volume II © 2003 © 2005 Arthaus 
under license to Wizards of the Coast, Inc., a 
subsidiary of Hasbro Inc, and Sword and Sorcery, a 
division of White Wolf.; Authors: John W. Mangrum, 
Ryan Naylor, Chris Nichols, Andrew Wyatt 

Ravenloft, Gazetteer Volume V © 2004 © 2005 Arthaus 
under license to Wizards of the Coast, Inc., a 
subsidiary of Hasbro Inc, and Sword and Sorcery, a 
division of White Wolf.; Authors: Andrew Cermak, 
John W. Mangrum, Steve Miller, Ryan Naylor, 
Andrew Wyatt 

Ravenloft, Legacy of Blood: Great Families of the Core © 
2004 Arthaus under license to Wizards of the Coast, 
Inc., a subsidiary of Hasbro Inc, and Sword and 
Sorcery, a division of White Wolf.; Authors: Steve 
Miller, Anthony Pryor, Penny Williams, Skip Williams 

Sandstorm © 2005 Wizards of the Coast, Inc.; Authors: 
Bruce R. Cordell, Jennifer Clarke-Wilkes, JD Wiker 

Skull & Shackles Player’s Guide © 2012 Paizo 
Publishing, LLC.; Author: Rob McCreary 

Spell Compendium © Wizards of the Coast, Inc.; 
Authors/Compilers: Matthew Sernett, Jeff Grub, Mike 
McArtor 

Stormwrack © 2005 Wizards of the Coast, Inc.; 
Authors: Richard Baker, Joseph D. Carriker Jr., 
Jennifer Clarke-Wilkes 

The Book of Divine Magic © 2009 4 Winds Fantasy 
Gaming.; Authors: Connie J. Thomson and Robert W. 
Thomson, with Katheryn Bauer, Sean O’Connor. 

Wizard’s Spell Compendium Volume 1 © 1996 TSR, Inc.; 
Compiled by Mark Middleton 
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Wizard’s Spell Compendium Volume 2 © 

1997 TSR, Inc.; Compiled by Mark Middleton 

Wizard’s Spell Compendium Volume 3 © 1998 TSR, 
Inc., a subsidiary of Wizards of the Coast, Inc.; 
Compiled by Mark Middleton 

Wizard’s Spell Compendium Volume 4 © 1998 TSR, 
Inc., a subsidiary of Wizards of the Coast, Inc.; 
Compiled by Mark Middleton 

 

AND 
 
The Great Net Spellbook and The Great Net Prayerbook, currently collected at 
http://www.istari.org/gnba/spells/html/index.html. All spells from there were made written, compiled, and 
edited by:  

 

A.C., Aaron Sher, Aaron Wigley, Adam Dickson, Adelheyde, Adne Brunborg, Ahshay, Aki Taskinen, Al 

Singleton, Al Singleton (a.k.a. Isaac Winthrop, Quasi Nogum, and Samuel Higley), Alcoreax, Alexande 

Shternshain, Allan J. Mikkola (a.k.a. Sillvatar), Allan Longley, Allen S. Rout, Ally's Spellbook, Alvarez 

Leambruno Rafael Antonio, Andrew Grichting, Arrvid Carlson, August Neverman, Azalldam, Barbara Haddad, 

Bard, Benjamin C. Ford, Bergil, Bill Noland, Bladehawk, Boudewijn Wayers, Brain Dawson, Brendan Knox, Bret 

Mikeal O'Neal, Brian A. Weibel, Brian Dawson, Brian Graham, Brian J. Toleno, Brian Kozuszek, Brock 

Neverman, Brother Tyrus Hellbane, C.D. Hershberger, Calvin (a.k.a. Azrael), Cantor, Carlos Fernando, 

Celestarion, Charles K. Hughes, Chelymber, Chris Lawson, Christopher A. Snyder Jr., Christopher Brian Pound, 

Christopher M. Knuth, Christopher R. Invidiata, Christopher Solberg, Chua Hak Lien, Colin Roald, Coyd D. 

Watters, Craig A. Jensen, Craig Allen Campbell, Craig Singsank, D.J. McCarthy, Dan Alexander Thompson, 

Daniel Gelinas, Daniel L. Rouk, Dark Matter, Dave, David Campitelli, David E. Brooks Jr., David Kelk, David 

Kelman, David Krikorian, David Serhienko, Dean Dretske, Dennis Kefallinos, Dieme, Dimitris Xanthakis, Ditan, 

Donald A. Shaffer, Doug Newcomb (a.k.a. Grimbor), Douglas Webb, Dumbf Ound, E. Wade Bluebaugh, Ed 

Semeniuk, Ed Zeamba, Edward Keyes, Eldarr, Elf Sternberg, Elizabeth H. Brooks, ElvnShadow, Eric Quin, Eric 

Wayne Swett, Ernie Schuler, Ezra van Everbroeck, Falstaffe Starre, Genius Mage, Fayn, Fellstar, Fenzill, François 

Menneteau, Garinthrall, Gary Brewerton, Gary Dearman, Geoffrey Edward Fagan, Geoffrey Hopcraft, George 

Bounoutas, Glamden, Glen Barnett, Gregory R. Block, Health Man, Howard Abrams, Hugo M. Nijhof, Iain 

Clarke, Ingold, 'Irnar, J.D. Falk, Jadwin, James A. Hooper, James Bray, James Davenport, James Fischman, Jamie 

Ford, Jamye Worthington, Jason Hoogervorst, Jason Nelson, Jason Riek (a.k.a. Karaieth), Jay, Jeff Smith, Jeff 

Tolle, Jeff Vogel, Jeffrey William Carlson, Jibril, Jim, Jim Gitzlaff, Jim Lewallen, Jim Sisolak, Jim Valdesalice, Jim 

Vassilakos, Jim Vilandre, Joe, Joe Carl Jr., Joe Colleran, Johan Hartzenberg, John Daniel, John Deachman, John 

Dupuy, John Kirk, John M. Martz, John Murray, John Nethery, Johnny Lydon, Jon Broadfield, Jonathan Filter, 

Jonathan Salter, Jonathon Salazar (a.k.a. The Adept's Spellbook), Joseph Delisle, Joseph DuBois (a.k.a. Scooby), 

Joshua Rosenfeld, Julian Coleman, K. Yavuz Ozbay, Kai Rottenbacher, Keith C. McCormic (a.k.a. Darktooth), 

Keith Taylor, Ken Arromdee, Ken Forslund (a.k.a. Bovart Seeslom and Janx Jelantru), Kenneth C. Jenks, Kris, 

Kuglan, Kurki Risto, Lazatar, Lazzaro, Lei Wang, Lestat, Liam P. Walker, Liam Russell, Lizward, Llewllynn, 

Lord Skigg, Louis Norton, Lynn Sargent, M. Kinney, M.C. Crossman, Magic Mike, Magii-Milkman, Mangar, 

Marc Sherman, Marcos A. Avila (a.k.a. Mizar, the Brilliant), Marcus M. Trevino, Mario R. Borelli, Mark A. 

Robinson, Mark Layne, Mark Steiglitz, Mark the Malkavian, Martin Ott, Marty, Masol, Matt King (a.k.a. 

Archmage), Matt Presley, Matthew Charlap, Matthew D. Goldman, Matthias, Max Becherer, Melf, Merkridan, 

Michael Karapcik, Michael Kenyon, Michael Lerner, Michael Owen, Michael Schmitz, Mike Parasich, Moloranis, 

Morgan Blackheart of the Chaotic Realm, Mystyk, Narek, Narin, Nathan Amed, Nathan Sugioka, Nathaniel 

Tagg, Nearthia, Neil Rabideau, Nemesis, Niels Ull Jacobson, Noska Trades, Orko, Orlando de la Cruz, P.K. 

Whitehurst, Pander Pillma, Patrick M. Phalen, Patrick P. Weeks, Paul D. Jones (a.k.a. Illithid), Paul D. Walker, 

Paul Ferron, Per Beremark, Perry Horner, Peter Gourlay, Philippe Goujard, Phill Hatch, Phrixus, Pilpin, 

Quantas, Rapheal Goots, Reid Bluebaugh, Richard Griffith, Rincewind, Rob Christie (a.k.a. the Griffon), Rob 

http://www.istari.org/gnba/spells/html/index.html
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Holden, Rob McNeur, Rob van Riel, Robert A. Howard, Robert Johan Enters, Roger Terrell, Ron, Ronald Jones 

(a.k.a. Greymoon), Ronald P. Sater, Russell Wallace, Russian Wyatt, Ryan Biggs, S. W. Marshall, S.C. Lawley, 

Sam Goutsmit, Samuli Mattila, Sara, Saridan Hysakai, Savanthalas, Scott Brogley, Scott Neilly, Sean A. Reith, 

Silvadel, Sol Sukut, Steinar Bergstol (a.k.a. Jalander Northstar), Stephen P. Potter (a.k.a. Sh’r’ldana), Steve Bartell, 

Styrman, Ted Dreibelbis, Teh S. Cheng, Tenser, Tharos, The Death Quasit, The Ghost, The Jade Piper, The Jade 

Piper, The tiger, The Warlord of Heaven, The Wizard, Thomas Watson, Thomas Weigel, Tim Larson, Tim 

Larson, Tim Olivas, Tim Prestero, Tim Rightnour, Todd O. Howard, Trosli, Tryton, Valcon, Vandergast, Vegard 

Hamar (a.k.a. Elothinel Silverstar), Vernon Lee, Vinnie, Warlock's Cave, Wiley, William T. South, Wolldin, and to 

those brave souls collectively referred to as “Author Unknown.” 

 
Much of the information in the monster entry for the shade was taken from the Dragon 
Magazine #126 (October 1987) article The Ecology of the Shade and from Monstrous Compendium 
Annual Volume 4 © 1998 TSR, Inc. 
 
The spells Kilrukh’s assisting hands and Kilrukh’s defending hands were originally named 
Kll’Rkh’s, not Kilrukh’s, as they were named for a thri-kreen druid from Athas, but I changed 
the name to be pronounceable by humanoid tongues.  
 
The terms doleovore (pain-eater) and metuovore (fear-eater), which I used in the spell distort life, 
were taken from GURPS Horror. I’m not sure those words exist in the real world (my 
googlemancy failed me but let’s face it, there’s very little reason why they should), so credit 
goes to the author of that book, Kenneth Hite, or to whomever he took them from. 
 
And finally, the fonts used in this are Book Antiqua, Kingthings Petrock Light (for the 
headers), and Faerie Moot Ornate (for the os). 

 
Nothing here, except for my interpretations and adaptations of the spells, is original to me. It 
all belongs to its original creators. I’m just making it useful for 5th Edition. Please don’t sue 
me! 
 

oo
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CCAANNTTRRIIPPSS  ((00--LLEEVVEELL  SSPPEELLLLSS))    
Allergy Field (transmutation): You cause 

creatures in a small area to sneeze 
uncontrollably. 

Alpha’s Spark Shower (evocation): You attack a 
target with sparks of electricity and inflict 1d6 
damage. 

Alpha’s Sparkle Beam (evocation): You release a 
shower of sparkles that inflict 1d6 damage and 
blind your targets. 

Alter Instrument (transmutation): You turn a 
musical instrument into a different on of 
similar size and quality, or perfectly tune it. 

Befoul (transmutation): You cause organic, 
nonliving matter to age a day. 

Bigby’s Bookworm Bane (evocation): You create 
a tiny hand that destroys library pests. 

Blacksteel (transmutation): You make a weapon 
matte-black and silent. 

Bleeding Touch (necromancy): You cause 
bleeding wounds to appear on a target, 
inflicting damage equal to your spellcasting 
ability modifier each round for three rounds. 

Bloodbridge (necromancy): You draw blood from 
one creature and donate it to another, healing 
the recipient. 

Candletrick (transmutation): One candle cannot 
be snuffed. 

Chill (evocation): You briefly freeze an opponent, 
giving it disadvantage on its rolls. 

Copy (transmutation): You copy nonmagical text 
onto a blank sheet. 

Crier’s Boon (transmutation): A willing creature 
gains the ability to speak very loudly and 
clearly. 

Darsson’s Cooling Breeze (transmutation): You 
produce a pleasant breeze. 

Deepen Shadows (illusion): You lower the light 
in an area. 

Diction (transmutation): An enchanted pen 
writes words spoken in the area. 

Diminutive Darkness (transmutation): You create 
a 2-foot sphere of darkness. 

Disarm (evocation): You magically knock an 
object from a target’s hand. 

Distraction (enchantment): You cause a creature 
to be too distracted to notice things around it 
for one round. 

Druidcraft (transmutation): New variants. 

Empathy (divination): You learn a target’s basic 
emotional state. 

Erik’s Quills (conjuration): You throw porcupine 
quills at a target, inflicting damage for 3 
rounds. 

Flicker (illusion): You convince onlookers that a 
target is an illusion. 

Gnat Swarm (conjuration): You conjure a swarm 
of distracting, biting insects.  

Hailstone (conjuration): You fire a stone from 
your hand, inflicting 1d8 damage and stunning 
your target. 

Handcandle (evocation): You create flames in 
your hand, with which you can provide light or 
burn a target for 1d10 damage. 

Handfang (transmutation): A fang-filled, acid-
dripping mouth appears on your hand and 
inflicts 2d6 damage. 



10 

Haunting Sound (illusion): A scary sound 
frightens creatures that can hear it. 

Hold Portal (abjuration): You hold a door closed 
or open. 

Ill Omen (enchantment): You curse a target with 
bad luck for a round. 

Iron Scarf (transmutation): You turn your scarf 
into bludgeoning weapon that inflicts 1d10 
damage. 

Kiss of Wounding (evocation): Your magical kiss 
inflicts 1d12 damage. 

Leaf into Dagger (transmutation): You turn a leaf 
into a magical dagger. 

Legerdemain (conjuration): You perform truly 
magical stage magic. 

Liquid Orb (conjuration): You create a pint of any 
sort of liquid. 

Nature Call (conjuration): You summon one or 
two CR 0 beasts. 

Notice (enchantment): You become highly aware 
of your surroundings for 1 round. 

Odeen’s Magic Cloud (conjuration): You create a 
tiny cloud that you can use to obscure an area, 
produce a lightning bolt that inflicts 1d6 
damage, create light rain, or make rainbows. 

Open/Close (evocation): You open or close an 
unlocked container or door. 

Orison (transmutation): You pray to your deity 
for a very minor miracle. 

Pain (necromancy): Horrific pain causes a target 
to have a -2 penalty to most rolls for 1 minute. 

Prestidigitation (transmutation): New variants. 

Scatterspray (evocation): You cause unsecured 
items to go flying, possibly inflicting as much 
as 1d4 damage to all creatures within 20 feet. 

Scratch (evocation): You create an illusory itch 
on someone.  

Secret Signs (divination): You convey a thought 
to another creature via meaningful look or 
gesture. 

Slash Tongue (transmutation): You damage a 
creature’s tongue, hindering them with pain. 

Spit Venom (conjuration): Your spit blinds your 
enemies. 

Squeaking Floor (abjuration): You cause an area 
of floor to squeak if walked upon. 

Stun Ray (evocation): A blast of electricity stuns 
your target for a round. 

Sustain Fire (transmutation): A fire consumes its 
fuel at half the rate while producing as much 
heat and light. 

Thaumaturgy (transmutation): New variants. 

Thump (evocation): You whack a creature on the 
nose and stun it for a round. 

Touch of Madness (enchantment): You fill a 
creature’s mind with insane thoughts and 
incapacitate it for a round. 

Warning Shout (evocation): You shout a word of 
warning, which can be heard a mile away. 

Whisper’s Darkstaff (conjuration): You create a 
quarterstaff out of shadowstuff. 

 

11SSTT--LLEEVVEELL  SSPPEELLLLSS   

Acid Hands (evocation): You shoot a fan of 
corrosive acid at one or more foes, doing 2d8 
damage and possibly dissolving armor. 

Adhesion (transmutation): Two objects are stuck 
together magically. 

Ahrvar’s Forgery (transmutation): You can 
perfectly forge someone else’s handwriting. 
(ritual) 

Alpha’s Hunting Hound (conjuration): A fey 
spirit that takes the form of a mastiff hunts and 
tracks for you.  

Animal Animosity (enchantment): You cause 
beasts to hate your target. 
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Animal Sense (transmutation): A willing target 
gains the senses of an animal. 

Arcane Voice (illusion): You project your voice to 
a spot within range and make it sound spooky. 
(ritual) 

Assess Value (divination): You learn how much 
something is worth monetarily. (ritual) 

Augment Artistry (transmutation): You give a 
target artistic ability. 

Aura of Protection (abjuration): A magical aura 
allows you to take less damage from certain 
attacks. 

Autopsy (divination): You learn how a corpse 
died. (ritual) 

Banish Dazzle (abjuration): You protect a target 
from being blinded by bright light. 

Battle Cry (enchantment): You shout a 
challenging cry and distract your targets. 

Beneficence (illusion): You cast an illusion on 
yourself, making you look like a wise and 
blessed holy person. 

Bladethirst (transmutation): A bladed weapon 
becomes wreathed in cold flame and inflicts an 
extra 1d6 damage. 

Borrow Fortune (transmutation): You gain good 
luck now at the cost of bad luck later. 

Brambles (transmutation): A wooden weapon 
grows vicious thorns and inflicts and 
additional 2d4 damage. 

Buzzing Bee (conjuration): A magical bee 
harasses a target. 

Calder’s Starry Sky (illusion): A completely 
accurate starmap appears above you. (ritual) 

Camouflage (illusion): Your skin, clothing, and 
equipment change color to match your 
surroundings. 

Cat Spirit (transmutation): You become stealthy 
and resistant to falling damage. 

Cheat (transmutation): You magically cheat at a 
game of chance. 

Chime (abjuration): You put an alarm on an 
object, which will ring when a condition is met. 
(ritual) 

Chord of Shards (transmutation): Your music 
turns into crystal shards that slice for 2d6 
damage. 

Color (illusion): You permanently change the 
color of an inanimate, organic object. (ritual) 

Comfort (abjuration): Your song causes targets to 
forget their aches and pains. (ritual) 

Command Hair (transmutation): You cause hair 
to grow and style itself, or to act as a prehensile 
tentacle. 

Common Prayer (abjuration): A group prayer 
you lead gives all participants the ability to 
reroll a d20 that had rolled a 1.  

Compass (divination): A magical home-made 
compass points to a destination of your choice. 
(ritual) 

Confuse Self (enchantment): You confuse 
yourself to the point that you cannot be 
charmed, frightened, mind-probed, or mind-
controlled. 

Conjure Fundamental (conjuration): You conjure 
a flock of fundamentals to do your bidding. 

Create Earth (conjuration): You create solid rock, 
loose gravel, sand, or soil. 

Creeping Darkness (illusion): You create a large, 
dark cloud you can move and control that 
blinds and deafens those inside it.  

Darkray’s Enhanced Dagger (transmutation): A 
throwing dagger is imbued with radiant 
energy and inflicts additional damage equal to 
1d6 + your spellcasting ability modifier. 

Death Candle (divination): You light a special 
candle, which will only go out should a specific 
individual dies. (ritual) 

Death Grimace (transmutation): You alter a 
corpse so it has a specific “signature.” (ritual) 
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Detect Harmony (divination): You learn the 
general balance of good, evil, law, and chaos in 
the area. (ritual) 

Detect Metals and Minerals (divination): You 
sense the location of a particular ore or mineral 
in the area. (ritual) 

Detect Secret Passages and Portals (divination): 
You detect the presence of hidden doorways. 

Dispel Fatigue (abjuration): You temporarily 
remove a level of exhaustion from your target. 

Drawmij’s Breath of Life (transmutation): You 
and eight others can hold your breath twice as 
long. 

Drawmij’s Light Step (transmutation): You can 
walk without leaving tracks or disturbing the 
ground. 

Drawmij’s Scent Mask (transmutation): Your 
target is made scentless. 

Drenal’s Stone Flame (transmutation): You 
temporarily turn a torch flame into a brightly-
glowing rock. 

Ease Labor (abjuration): You significantly ease 
the act of childbirth. (ritual) 

Electric Blades (evocation): You cause a pair of 
metallic weapons to inflict an extra 1d10 or 
2d10 lightning damage and possibly stun your 
foe. 

Elemental Burst (evocation): You fire slivers of 
elemental matter, inflicting 2d8 damage to one 
target. 

Elonia’s Glamer (illusion): You make a target 
seem more or less attractive. (ritual) 

Endure Element (abjuration): A willing target 
gains resistance to damage caused by a 
mundane energy source. 

Entangling Scarf (transmutation): Your scarf 
magically restrains a foe. 

Epiphany (enchantment): A creature is imbued 
with sense of purpose, which helps to calm fear 
and madness. (ritual) 

Erase (transmutation): You erase written words, 
even magical ones. (ritual) 

Exorcism (abjuration): Through a long and 
arduous process, you exorcise a spirit that is 
possessing a person. 

Exterminate (necromancy): You instantly kill 
Tiny vermin in the area or do 2d10 damage to 
swarms (ritual) 

False Tracks (illusion): You leave animal tracks 
behind you ask you walk. (ritual) 

Fertility (transmutation): You make a willing 
creature very fertile. (ritual) 

Filth’s Bane (transmutation): You completely 
clean a target. (ritual) 

Fire Truth (divination): You enchant a candle to 
flare or gutter when a specific target tells a lie. 
(ritual) 

First Strike (transmutation): You and your allies 
have advantage on initiative. 

Fist of Stone (transmutation): Your hand 
becomes stone and your punch does 1d4+3 
damage. 

Foundation of Stone (abjuration): A willing 
target gains +2 to its AC as long as it doesn’t 
move. 

Frost Fingers (evocation): You fire a cone of ice 
shards, inflict 3d6 damage to all in the area. 

Gift of Speech (transmutation): You give an 
unintelligent creature the ability to speak. 
(ritual) 

Golden Barding (conjuration): You summon 
magical armor for your mount. 

Hail of Stone (conjuration): You summon a storm 
of stones that inflicts 1d6 damage to all caught 
within it. 

Hair (transmutation): You clean and style your 
hair. (ritual) 

Healthful Rest (abjuration): Your targets gain 
more benefit from a short rest. 
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Heethem’s Hydromorph (transmutation): You 
create magical water fountains. (ritual) 

Hesitate (enchantment): You cause creatures to 
have disadvantage on their initiative roll. 

Hidden Ward (illusion): You hide protective 
spells and magical traps, making them difficult 
to find even with magic. 

Hunter’s Lore (divination): You gain a bonus to 
Intelligence and Wisdom checks while in your 
favored terrain. 

Idea (divination): You gain advantage on one 
Intelligence- or Wisdom-based skill check. 

Inaudibility (illusion): Your target becomes 
unable to speak and makes no noises when it 
moves.  

Indisputable Possession (conjuration): You 
enchant an item so you can summon it to your 
hand at will. 

Infernal Wound (transmutation): You imbue a 
sword with fiendish energy; a creature hit by it 
takes 5 damage each round for a minute. 

Insidious Rhythm (enchantment): You sing an 
earworm of a song and distract your opponent. 

Instant Search (divination): You instantly search 
a large area. 

Interrogation (evocation): You cause a creature 
to suffer terrible pain if it doesn’t answer your 
questions. 

Invisible Object (illusion): You make an object 
invisible. 

Ironguts (abjuration): One target has advantage 
on saving throws to avoid being poisoned. 

Ironthunder Horn (evocation): A thunderous 
blast of sound knocks creatures over. 

Jayme’s Melodramatic Music (illusion): You give 
a creature a soundtrack. 

Kiss of Intoxication (enchantment): Your kiss 
causes a target to become drunk. 

Kiss of Vampirism (necromancy): Your kiss 
drains 1d10 damage and restores half that 
number of hit points to you. 

Know the Size of the Hidden (divination): You 
learn how large a buried object is. (ritual) 

Ladder (evocation): You create a magical 10-foot 
ladder.  

Laeral’s Cutting Hand (transmutation): Your 
hand becomes razor sharp and inflicts 1d8 
damage. 

Last Image (divination): You see the last thing 
seen by a corpse before it died. (ritual) 

Long Arm (transmutation): One or both of your 
arms increases by 5 feet. 

Magic Motes (abjuration): Motes of light protect 
you from oncoming damage. 

Magical Tether (evocation): You attach an 
unbreakable magical leash to a creature, 
preventing it from straying away from you. 

Memorize Page (enchantment): Your target can 
perfectly memorize a page of text. (ritual) 

Metal Arm (transmutation): You turn your arm 
into a shield and get +2 AC. 

Nectar (conjuration): You turn nectar into wine. 
(ritual) 

Odeen’s Magic Tailor (transmutation): You 
magically resize armor or clothing. (ritual) 

Painful Wounds (necromancy): You cause an 
already-wounded creature to be in so much 
pain it is incapacitated. 

Painless Death (necromancy): You instantly slay 
a completely willing creature. 

Parching Touch (necromancy): You drain water 
out of a target, inflicting 1d10 damage and a 
level of exhaustion. 

Pilpin’s Mapper (divination): A map magically 
forms on a sheet of vellum, drawing everything 
you experience. (ritual) 
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Pilpin’s Prompt (transmutation): You set 
yourself a reminder for a future appointment. 
(ritual) 

Power Word Attention (evocation): A magical 
shout gains the complete attention of all 
around you. 

Protective Amulet (abjuration): You enchant an 
amulet to provide protection from a single 
spell. 

Quick Step (transmutation): A creature’s speed 
increases by 15 feet and it can run without 
tiring for an hour. 

Ray of Clumsiness (transmutation): A beam of 
energy causes your target’s speed to be 
reduced and make it have disadvantage on 
certain skill checks. 

Ray of Flame (evocation): A beam of flames 
inflicts 2d6 damage, plus another 1d6 each 
round for a minute. 

Reconstruct (transmutation): You temporarily 
put a completely destroyed object back 
together. 

Repair (transmutation): You heal inanimate 
objects. 

Reveal Owner (divination): You gain a psychic 
impression of an object’s owner. (ritual) 

Sacred Guardian (abjuration): A mental link 
between you and another creature informs you 
when that creature is in danger.  

Sanh’s Ray of Light (evocation): A brilliant beam 
of light inflicts 1d10 damage and has the 
potential to permanently blind your target. 

Sea Sight (divination): Your target can see 
through water with ease. (ritual) 

Secret Page (transmutation): You make a page of 
text appear to say something different, 
permanently. (ritual) 

Segojan’s Armor (abjuration): You turns grass 
into armor. 

Shadetree (illusion): You create an illusory tree 
that provides cooling shade. (ritual) 

Shadows (illusion): You animate shadows, 
causing them to distract or frighten foes, or to 
help you hide. 

Sharptooth (transmutation): A creature with a 
bite attack does +1 damage. 

Shrapnel Shot (conjuration): Shards of stone 
inflict 2d10 damage to a target. 

Shut Up (transmutation): You cause a target’s 
mouth to disappear for the duration. 

Silvered Weapon (transmutation): You turn a 
weapon into silver, for use against creatures 
weak against that metal. 

Simple Distillation (transmutation): You distill 
up to five gallons of liquid. (ritual) 

Skill Enhancement (transmutation): A tool you 
enchant gives its user a +2 bonus to its 
proficiency roll. 

Snapshot (transmutation): You cause an image of 
something you see to appear on paper. (ritual) 

Special Effects (transmutation): You create a 
minor, non-harmful, permanent physical effect 
in a small area. (ritual) 

Spider bite (transmutation): You poison creatures 
within range. 

Spirit Mask (abjuration): You use a minor spirit 
to distract attempts to divine on you. 

Suspend Disease (abjuration): You “pause” an 
ongoing disease for one day. (ritual) 

Telltale Feet (transmutation): A target’s 
footprints will glow in your vision. 

Thunderous Footfalls (evocation): A creature’s 
footsteps become so loud and strong that they 
knock nearby creatures prone. 

Trance (divination): You enter a trance and gain 
the ability to sense magical effects and 
unnatural creatures within 500 feet. 

Weapon Bless (transmutation): You gain a +10 
bonus to hit and inflict +10 damage on your 
first attack on a specific, named foe. (ritual) 
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Weapon of the Earth (transmutation): You turn a 
rock or soil into a weapon. 

Web Bolt (conjuration): You hurl a ball of 
webbing that grapples and restrains your 
target.  

Whisper’s Hands of Darkness (evocation): You 
fire a cone of shadows that inflict 3d6 damage. 

Xavier’s Leaf Filter (divination): You can see 
through foliage as if it weren’t there. 
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Adamantine Weapon (transmutation): Your 

bludgeoning weapon becomes pure elemental 
adamantine, inflicting an additional 1d12 
damage. 

Aggressive Thundercloud (conjuration): You 
summon a small storm that follows and 
harasses a target with lightning bolts that inflict 
4d6 damage. 

Allegro (transmutation): You and up to 8 allies 
have your walking speed doubled. 

Alpha’s Moonlight (transmutation): You bathe 
the area in gentle moonlight instead of harsh 
sunlight. 

Alpha’s Rainbow Beam (evocation): A beam of 
light inflicts a 3d10 damage of a random type 
to an enemy. 

Ancestral Blessing (necromancy): You summon a 
spirit to aid you in some way. (ritual) 

Ancestral Vengeance (conjuration): You summon 
the spirit of one of your ancestors to attack an 
enemy that has wronged you. 

Anesthesia (enchantment): A creature becomes 
immune to pain and falls unconscious. (ritual) 

Animal Aspect (transmutation): You partially 
shapechange and gain an animalistic ability. 

Apparition (illusion): You cause the target’s face 
to become monstrous. 

Arrow flight (transmutation): You double the 
range of a bow or crossbow.  

Ash Storm (conjuration): A cylinder of whirling 
ash blocks vision and makes the area difficult 
terrain. 

Augment Familiar (abjuration): You briefly make 
your familiar much more resilient. 

Backstab Backlash (abjuration): When a creature 
sneak-attacks you, the damage rebounds on it. 

Bearhug (transmutation): You gain the ability to 
crush your target in an incredibly strong bear 
hug, inflicting 2d12 damage each round. 

Beastmask (illusion): You cause a target to look 
like a beast or monstrosity, but only to other 
members of its species. 

Bigby’s Dexterous Digits (evocation): You create 
tiny hands which can fence or box for you, 
silence or strangle a target, or through which 
you can feel things. 

Bliss (enchantment): Your target suffers from 
waves of incapacitating pleasure. 

Blistering Invective (evocation): You release 
words so cruel your target bursts into flame at 
take 4d10 damage. 

Blood Biography (divination): A drop of blood 
tells you information about the creature that 
shed it. (ritual) 

Body Blades (transmutation): Razor-sharp spikes 
grow out of your body, giving you +1 AC and 
inflicting an extra 2d10 damage to the other 
person in a grapple. 

Body of the Sun (transmutation): You are 
surrounded by golden flames and inflict 3d10 
damage and blind those who come too close. 

Body Temperature (necromantic): You bring 
warmth to a cold-blooded or undead creature, 
or make a living creature appear to have no 
body heat. (ritual) 

Bolt’s Background Bustle (illusion): You create 
the illusion of background noise to cover the 
noises you are actually making. 
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Bottomless Hate (enchantment): You do extra 
damage to your favored enemy. 

Break Limb (necromancy): You break a target’s 
leg or arm, inflicting 2d10 damage and causing 
the injury to take a very long time to heal 
without magic. 

Brumal Stiffening (transmutation): You make a 
weapon so cold it breaks easily. 

Circle of Privacy (illusion): You discourage 
trespassers from entering an area you choose. 
(ritual) 

Claws of Darkness (conjuration): You create 
talons out of material from the Shadowfell. 

Condition Protection (abjuration): A willing 
target becomes resistant to one type of 
condition. 

Control Vapor (transmutation): You can control 
mist and steam in an area within range, and 
can possibly control vaporous beings. 

Cook (transmutation): You turn raw ingredients 
into a meal. (ritual) 

Crafter’s Fortune (transmutation): The target 
gains advantage on a roll when using artisan’s 
tools and can double its crafting rate for one 
day. (ritual) 

Create Campsite (conjuration): Tiny unseen 
servants set up your camp for you. (ritual) 

Curse of Ill Fortune (necromancy): A cursed 
creature has disadvantage on all rolls for one 
round. 

Darklight’s Inexplicable Image (illusion): You 
create an audiovisual illusion or phantasm that 
appears once when triggered. (ritual) 

Death Knell (necromancy): You steal another 
creature’s life force for your own use. 

Decastave (transmutation): You create a magical 
staff that inflicts 3d6 damage and restores some 
of your hit points. 

Deeppockets (transmutation): You enchant a 
pocket to hold up to 100 pounds. 

Deific Vengeance (evocation): You smite a 
creature with godly wrath and inflict 3d10 
damage. 

Detect Charm (divination): You can discern 
whether or not creatures are under a charm. 

Dig (transmutation): You can magically dig a 
hole. (ritual) 

Dive/Rise (transmutation): You cause a target to 
sink to the bottom of the water or float to the 
surface. 

Divine Sacrifice (transmutation): You sacrifice 5 
hp to inflict 3d10 more damage to a target 
when in melee combat. 

Dolorous Blow (transmutation): Critical hits 
become easier to inflict and more damaging. 

Drawmij’s Swift Mount (transmutation): Your 
trained riding beast doubles in speed. 

Dream Feast (conjuration): Dream-food is made 
to be as nourishing as real food. 

Dumbness (necromancy): You render a creature 
unable to speak. 

Early Judgment (divination): You stun your 
target with visions of the afterlife.  

Echoes (illusion): You cause a target to hear all 
sounds as being loud enough to be damaging 
and distracting and inflict 1d6 damage each 
turn. 

Entice Gift (enchantment): You compel a 
creature to give you whatever it is holding. 

Euclarke’s Cantankerous Clothing 
(transmutation): You cause an opponent’s 
clothing to hinder and delay it. 

Euphoric Cloud (conjuration): A sphere of gas 
appears and causes all creatures within to bliss 
out. 

Fang Fist (transmutation): Your arm turns into a 
venomous snake. 

Far Sight (transmutation): Your vision improves 
by five times and you do not suffer 
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disadvantage when using a missile weapon at 
maximum range. (ritual) 

Favorable Wind (evocation): You increase the 
speed of a sailing ship. (ritual) 

Favor of Good Luck (abjuration): Your target 
automatically succeeds its next saving throw. 

Favor of Ill Luck (abjuration): Your target 
automatically fails its next saving throw. 

Favor of Serendipity (abjuration): You are 
assured of an instance of good luck while 
traveling. 

Favor of the Earth (abjuration): A small patch of 
plants is purged of disease and its yield is 
doubled. 

Fiery Eyes (evocation): Your eyes begin to burn, 
allowing you to fascinate a target or set 
combustibles aflame. 

Fiery Fists (evocation): Your fists are wreathed in 
smoky fire and your punches do an extra 2d10 
damage. 

Fireburst (evocation): The area around you 
explodes with flame, inflicting 4d6 damage to 
all those nearby. 

Fireproof (abjuration): You render an object 
immune to magical and mundane fire. 

Firestaff (evocation): Your staff bursts into 
flames, inflicting an additional 2d6 damage on 
a hit. 

Flu (necromancy): You cause a target to suffer 
from a contagious, magical flu. 

Frostfire (transmutation): You turn fire icy cold. 

Gem Record (divination): You store information 
inside of a gemstone, or read information that 
another has stored by using this spell. (ritual) 

Ghost Whip (conjuration): You create a whip 
made of force that inflicts 3d10 damage only to 
non-corporeal creatures. 

Ghoul Touch (necromancy): You grow long 
claws that inflict 2d4 damage, sap your 
opponent’s life force, and paralyze it. 

Grassdart (transmutation): You turn blades of 
grass into weapons. 

Hand of Ithiqua (evocation): A magical force 
pins your targets to the floor or wall. 

Heartfire (evocation): Targets are surrounded by 
flames that prevent them from hiding. 

Hunter’s Mercy (transmutation): Your next attack 
with a bow and arrow inflicts double damage. 

Hurl Rock (conjuration): You telekinetically hurl 
a rock, inflicting anywhere from 2d4 to 4d10 
damage. 

Illusory Maze (illusion): A phantasmal maze 
causes the target to alter its movement 
patterns. 

Ingold’s Instant Insanity (enchantment): You 
temporarily incapacitate a creature with 
insanity. 

Intensify Sensation (enchantment): You cause a 
target become incapacitated due to sensory 
overload. 

Intoxicate (enchantment): You cause your target 
to become drunk. 

Iron Maiden (conjuration): You summon suits of 
animated armor to fight for you. 

Isolde’s Answer (divination): You ask a crystal 
ball or mirror a question and gain an image in 
response. 

Kâldane’s Instant Burden (transmutation): You 
make a creature’s belongings crushingly heavy. 

Kallum’s Cold Frost (evocation): You cover an 
area with slippery ice and inflict 2d6 damage to 
all creatures in that area. 

Kilrukh’s Assisting Hands (evocation): You 
create a pair of magical hands to help you out 
in non-combat situations. (ritual) 

Kiss of Awakening (abjuration): Your kiss 
awakens a magically sleeping target. 

Kiss of the Toad (necromancy): Your kiss is toxic 
and inflicts 4d8 damage. 
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Leomund’s Trap (illusion): You create an illusory 
trap. (ritual) 

Light of Heavens (evocation): You are suffused 
with holy light, which you can use to cause 
3d10 damage or heal the same amount. 

Litany of Debasement (abjuration): Your prayer 
causes a serious negative effect in your target 
for 1 round. 

Litany of Grace (abjuration): Your prayer gives 
you a protective affect for 1 round. 

Lucky Blade (abjuration): An enchanted 
weapon’s wielder may reroll a failed attack one 
time. 

Lucky Cape (abjuration): An enchanted cloak’s 
wearer may reroll a failed saving throw one 
time. 

Magic Flask (transmutation): You enchant a 
vessel so it holds more than it should.  

Make Lost (enchantment): You cause a creature 
to forget where it is and how it traveled there. 

Merchant’s Glamer (illusion): You make objects 
for sale appear to be worth more than it really 
is. 

Mikki’s Awesome Disarm (evocation): You cause 
an object held by another creature to burst into 
flame. 

Mikki’s Tracking (divination): Your target’s 
spoor glows brightly in your vision. 

Mistaken Missive (transmutation): You cause 
text to change into their exact opposite 
meaning over the course of a week. 

Moon Rune (illusion): You write words that are 
only visible under very specific conditions. 
(ritual) 

Nap (enchantment): A short rest is made to be as 
useful as a long rest. (ritual) 

Nature’s Balance (transmutation): You transfer 
some of your physical attributes to a willing 
target. (ritual) 

Nightmare Lullaby (enchantment): Your song 
causes a target to believe it is in a waking 
nightmare. 

Noise Filter (illusion): You cause targets to 
become deaf to background sounds. 

Numbing Sphere (evocation): A sphere of 
freezing coldness inflicts 2d10 damage and 
paralyzes anyone it comes in contact with. 

Orb of Acid (conjuration): You create a ball of 
acid that inflicts 4d6 damage and briefly 
poisons your target. 

Orb of Cold (conjuration): You create a ball of 
frozen air that inflicts 4d6 damage and briefly 
blinds your target. 

Orb of Electricity (conjuration): You create a ball 
of sparks that inflicts 4d6 damage and briefly 
stuns your target. 

Orb of Fire (conjuration): You create a ball of 
smoky fire that inflicts 4d6 damage and briefly 
incapacitates your target. 

Orb of Force (conjuration): You create a ball of 
energy that inflicts 4d6 damage and briefly 
restrains your target. 

Orb of Sound (conjuration): You create a ball of 
sound waves that inflicts 4d6 and briefly 
deafens your target. 

Otto’s Soothing Vibrations (enchantment): You 
cause creatures of Intelligence 4 or less to 
become calm and passive. 

Paldeggeron’s Accurate Arrow (transmutation): 
You enchant an arrow so it always hits. 

Piercing Shriek (evocation): You release an ear-
piercing shriek that inflicts 2d10 damage and 
deafens one creature within range. 

Pleasant Dreams (abjuration): You protect a 
creature from mundane and magical 
nightmares. 

Power Word Fear (enchantment): You speak a 
terrifying magical word and frighten a target 
within range. 
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Preservation (abjuration): You perfectly preserve 
food for a month. (ritual) 

Prismal’s Handy Mirror (conjuration): You 
create a mirror that floats in midair. 

Raven’s Flight (transmutation): You briefly 
turned into a raven and fly 60 feet away. 

Ray of Ice (evocation): A beam of freezing light 
inflicts 4d6 damage and sticks your target’s feet 
to the floor. 

Ray of Paralysis (necromancy): A beam of 
energy paralyzes your target for a minute. 

Ray of Stupidity (enchantment): A beam of 
energy gives your target disadvantage on 
Intelligence-based rolls. 

Sand Glass (transmutation): You turn sand into a 
glass object. (ritual) 

Sand Spray (conjuration): You create a cone of 
sand that inflicts 2d10 damage and blinds your 
opponents. 

Sap (conjuration): Sticky sap coats everything, 
making Dexterity-based rolls and abilities 
incredibly difficult. 

Savage Maw (transmutation): Your jaws become 
optimized for biting and inflict 1d10 damage 
with each bite. 

Scent of Vengeance (transmutation): You can 
perfectly track a being who wronged you. 
(ritual) 

Seal Mouth (enchantment): You prevent a 
creature from saying mean things about you. 

See Through Other Eyes (divination): You can see 
through the eyes of another creature. 

Seek Eternal Rest (abjuration): A creature you 
are attempting to turn has disadvantage to 
resist you. 

Shadowbolt (conjuration): You create magical 
arrows out of shadowstuff. 

Shark Bolt (evocation): You create magical 
sharks which attack a target for 4d6 damage on 
each successful hit. 

Sign of Sealing (abjuration): You place a magical 
seal on an opening, preventing it from being 
opened by mundane means.  

Silverlight (evocation): An aura of silvery light 
inflicts damage to and poisons creatures that 
are weak against silver. 

Skull Watch (necromancy): You enchant a skull 
so that it screams if another creature 
approaches it. 

Skyhook (evocation): You create an immovable 
hook of force. (ritual) 

Specialization (transmutation): Your god’s might 
is channeled into your weapon, giving you 
double your proficiency bonus with it. 

Spiritual Spear (evocation): You create a magical 
spear that inflicts 2d10 damage. 

Splinter Wood (evocation): You cause a wooden 
object to explode, inflicting 4d6 damage to all 
creatures within range. 

Spring (transmutation): You create a temporary 
freshwater spring. 

Talon’s Soundmaster (illusion): You pre-record 
sounds to use later on. (ritual) 

Tenser’s Hunting Hawk (transmutation): You 
turn an arrow into a hawk. 

Thrasne’s Magical Mire (conjuration): You create 
a pit of sticky goo which prevents your targets 
from moving. 

Transmute Water to Acid (transmutation): You 
turn water into clear, scentless acid. 

Unnatural Lust (enchantment): You cause the 
target to become completely infatuated in a 
creature or object of your choice. 

Untangle (transmutation): You part entangled 
plants and cannot be tangled by other means. 

Venomous Blade (transmutation): You envenom 
a weapon, causing it to inflict an additional 2d6 
damage with each blow. 

Veschiul’s Shadowcurse (transmutation): You 
cause a target to become sensitive to sunlight. 
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Vylja’s Airbolt (evocation): Your breath becomes 
a powerful gust of wind that knocks a target 
down and inflicts 4d8 damage. 

Vylja’s Webs to Dust (transmutation): You 
destroy normal and magical webbing. 

Wall of Gloom (illusion): You create a wall of 
shadows which blocks vision and dulls sounds. 

Whip of Vermin (conjuration): You create a lash 
of venomous insects which inflicts 2d10 
damage and which you can turn into a swarm 
of insects. 

Whispers (divination): A breeze carries 
conversations to your ears. (ritual) 

Winds of Pain (necromancy): A harsh wind 
causes incredibly pain in all creatures within 
range. 

Wolfjaws (transmutation): Your hand turns into 
wolf-like jaws that inflict 2d8 damage. 

Word of Binding (conjuration): You conjure 
manacles around your target’s wrists and 
ankles. 

Wyvern Watch (evocation): A cloud of wyvern-
shaped smoke attacks an intruder. (ritual) 

Yoke of Mercy (enchantment): You force a 
creature into temporary pacifism. 

Zone of Deception (enchantment): You create an 
area in which only lies can be spoken. 
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Aalldam’s Waterspray (conjuration): A blast of 

water inflicts 4d8 damage, knocks back foes, 
and puts out fires. 

Acid Lash (transmutation): A whip of corrosive 
acid inflicts 4d10 damage. 

Agitate Wounds (necromancy): You cause your 
target’s wounds to bleed profusely, inflicting 
2d6 damage and possibly more due to 
continual bleeding. 

Agra’s Ambush (abjuration): A mental trap 
protects you from attempts to read your mind 
or charm you. 

Alpha’s Rolling Thunder (evocation): A 
thunderclap stuns, deafens, and knocks foes 
down and inflicts 5d6 damage. 

Alter Animal Intelligence (transmutation): You 
cause an unintelligent creature to gain 2 points 
of Intelligence. (ritual) 

Alter Mass (transmutation): You make an object 
lighter or heavier. (ritual) 

Amulet (abjuration): You create an amulet that 
provides you a measure of protection against 
one specific creature. 

Anonymous Interaction (enchantment): You 
cause a creature to forget details about you and 
a conversation you had with it. 

Arboreal Hammer (transmutation): You animate 
a tree branch to attack your foes, inflicting 
3d6+4 damage. 

Archer’s Redoubt (evocation): You create an 
immovable shield with an arrow slit. 

Attune Form (abjuration): Your targets become 
immune to Outer Planes’ psychic dissonance. 

Awaken Sin (enchantment): You inflict 6d10 
damage to an evil creature by forcing it to feel 
tremendous guilt for its sins. 

Azalldam’s Fabrication (transmutation): You 
turn shadows into semi-physical objects.  

Barrier Reaver (transmutation): You force an 
opening in a magical barrier. 

Bestow Curse (necromancy): New variants. 

Bite the Hand (enchantment): You cause 
conjured creatures to turn on their summoner. 

Blades of Fury (illusion): You create five illusory 
flying swords that inflict 1d8 damage each. 

Blessed Forgetfulness (enchantment): You cause 
a willing creature to forget a traumatic 
memory. (ritual) 
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Blossom (transmutation): After a long 
meditation, you cause the land around you to 
become enriched and fecund. (ritual) 

Bolt of Stone (conjuration): You fire a stone ball 
at a target and inflict 5d8 damage, and damage 
those around it with shrapnel for 2d8 damage. 

Bone Shape (transmutation): You can shape 
nonliving, non-animate bone however you like. 

Boon of Fortune (transmutation): You give a 
creature good luck. 

Bottle of Smoke (conjuration): Smoke, which you 
can capture and release at a later time, takes the 
form of a horse that you can ride. (ritual) 

Breathable Air (transmutation): You create a 
bubble of self-cleaning air. (ritual) 

Burst of Nettles (conjuration): Within a few 
seconds, stinging nettles grow, fill with acid, 
and then burst, spraying those around it for 
4d6 damage, then additional damage for the 
next two rounds. 

Call Society (illusion): You alert the nearest 
member of an organization to which you 
belong that you need help. (ritual) 

Cloud Walk (transmutation): A willing target is 
granted the ability to walk on clouds. 

Commune with Spirit (divination): You summon 
a local spirit to ask it questions. (ritual) 

Conceal Item (illusion): You render an object 
invisible as long as it remains on your person. 

Control Temperature (transmutation): You raise 
or lower the temperature by up to 50° F and 
gain resistance to cold and fire damage from 
area-effect spells. 

Create Magic Tattoo (transmutation): You tattoo 
a temporary magical sigil on a creature that 
provides protection or aid. 

Crumble (transmutation): You inflict 6d10 
damage to a structure. 

Curse of Impending Blades (transmutation): Your 
curse makes a target more likely to be hit in 
combat. 

Curse Tablet (necromancy): Your curse inflicts 
horrible nightmares and 1d10 damage each 
night for a week. 

Cursed Image (necromancy): You create a poppet 
and use it to paralyze or inflict 3d10 damage to 
your target. 

Darkbolt (transmutation): You create a 
tentacular whip that causes 5d10 damage and 
can be used to constrict your target. 

Darklight’s Haywire Hands (conjuration): Wires 
fly from your hands to entangle your foes. 

Deadly Strike (transmutation): You gain 
advantage and inflict double damage with one 
weapon. 

Death Star (necromancy): A ball of light drains 
the health from all creatures within range, 
inflicting 4d6 damage to each one. 

Deforest (transmutation): You turn normal plants 
into grass. 

Detonate (evocation): You blow up an object and 
damage those close to it. 

Dire Charm (enchantment): You inflict a target 
with unstoppable rage. 

Dirge of Discord (enchantment): Jarring music 
causes your enemies to become clumsy and 
gain disadvantage on Dexterity rolls. 

Disposal (transmutation): You create a pair of 
small portable holes to dispose of waste. (ritual) 

Ditan’s Decorating Hands (evocation): You 
create a pair of hands to help when crafting 
objects (ritual) 

Doomhound (illusion): A illusory shadow mastiff 
haunts and terrifies your target. 

Downdraft (evocation): A powerful blast of wind 
knocks flying creatures out of the sky. 

Dragon Breath (evocation): You gain a breath 
weapon that inflicts 7d6 damage. 

Drawmij’s Instant Exit (conjuration): You create 
a magical doorway that leads to a random 
nearby place. 
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Dread Word (evocation): You speak a word of 
evil that causes your target to take 3d10 
damage without a chance to resist. 

Dream Sight (divination): Your spirit leaves your 
body and travels while you sleep. 

Drought (transmutation): You cause the area 
around you to become much drier. (ritual) 

Dust Warriors (necromancy): Scattered teeth 
turn into skeletons that fight for you. 

Encrypt (illusion): You render a message 
completely unreadable. (ritual) 

Entomb (transmutation): You temporarily encase 
a target in a stone block. 

Euphoric Tranquility (enchantment): You cause a 
target to become blissed out and stunned for 10 
minutes. (ritual) 

Everfull Quiver (conjuration): You duplicate the 
arrows inside a quiver, producing an endless 
quantity of them. 

Evil Eye (enchantment): You curse a creature to 
suffer a -1 penalty to all rolls until the 
following dawn. 

Excruciating Deformation (transmutation): You 
warp a creature’s body, causing it terrible pain 
and inflicting 4d6 damage each round. 

Eyes of the Sun (evocation): Your eyes glow 
brilliantly, blinding some targets and inflicting 
6d6 damage to creatures sensitive to sunlight. 

Falstaffe’s Ethereal Firestorm (evocation): You 
create a powerful fireball that affects only 
ethereal targets. 

Farspeaker (transmutation): You enchant boxes 
to act as speakers. 

Favor of Amelioration (abjuration): You protect a 
creature from poison, stunning, and 
unconsciousness, and give it 5 temporary hp. 

Fire Aura (abjuration): An aura of green flame 
protects you from fire damage and inflicts 3d8 
damage on anything that grapples you. 

Fool’s Speech (illusion): You and your allies 
speak in a secret language that cannot be 
understood by anyone else. 

Forceball (evocation): You fire a ball of magical 
force that inflicts 7d6 damage and stun your 
targets. 

Forcewave (evocation): A sphere of concussive 
force knocks all nearby creatures prone. 

Freeze (abjuration): You put a creature in frozen 
stasis for one minute. 

Frost Whip (conjuration): A whip of icy energy 
inflicts 4d10 damage and potentially freezes 
your foe. 

Garinthrall’s Hideous Leech (conjuration): You 
summon and hurl a blood-sucking magical 
leech at a foe, inflicting 1d4 damage each turn 
until the target is dead. 

Glyph of Warding (abjuration): New variants.  

Godrage (enchantment): You become filled with 
divine fury. 

Good Hope (enchantment): Your allies gain 
advantage on all rolls for one round. 

Ghost Companion (necromancy): You turn a 
badly-injured animal into a ghostly friend. 

Grasping Hands of Horror (necromancy): 
Zombie-like hands reach out of the ground and 
grapple your foe. 

Graymantle (necromancy): You prevent a 
creature from healing for 10 minutes. 

Guardian Seal (abjuration): A magical seal keeps 
one type of creature from opening a door, lid, 
or other such closure. 

Hard Water (transmutation): You turn part of the 
water’s surface hard and capable of supporting 
weight. (ritual) 

Hellmouth Lash (transmutation): Your tongue 
turns into a whip that inflicts 6d10 damage. 

Helping Hand (evocation): You create a hand that 
seeks out a target to help you. (ritual) 
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History (divination): You gain psychic 
impressions of an object you touch (ritual) 

Holy Weapon (transmutation): Your holy symbol 
turns into a magical weapon. 

Hypothermia (transmutation): You inflict 4d10 
damage and a level of exhaustion to a target. 

Ice Shape (transmutation): You shape ice and 
snow as if it were clay. 

Iceball (evocation): You fire a ball of ice shards, 
which inflict 7d6 damage and stuns targets 
caught in it. 

Invisibility Purge (abjuration): All invisible 
creatures in the area become visible. 

Javelin (transmutation): A throwing weapon 
inflicts double damage and is given a longer 
range.  

Junglerazer (necromancy): You inflict 9d6 
damage to beasts, fey, and plants. 

Kilrukh’s Defending Hands (evocation): You 
create a pair of magical hands to parry 
oncoming attacks. 

Kiss of Slavery (enchantment): Your kiss charms 
your target. 

Lay of the Land (divination): You gain a general 
knowledge of major landmarks in a 10-mile 
radius. (ritual) 

Layla’s Morning-After Kiss (enchantment): An 
unconscious creature loses its memories of the 
last hour before it fell asleep. 

Legolath’s Weird Wildball (conjuration): You 
summon a ball of random elemental energy, 
inflicting anywhere from 6d6 to 8d6 damage, 
and also having a secondary affect. 

Lightning Rod (abjuration): A metallic object 
attracts a lightning bolt to it and away from 
you. 

Loathsome Veil (illusion): A wall of alien light 
and patterns induces nausea on those who 
come close.  

Lorloveim’s Creeping Shadow (illusion): Your 
shadow moves away from you and you can 
spy or cast spells through it. 

Love’s Pain (evocation): You attack a creature, 
but that creature’s dearest love takes 6d6 
damage instead. 

Magnetism (transmutation): You turn an iron or 
steel object into a magnet. (ritual) 

Malta’s Patterned Teleportation Square 
(conjuration): You create a pair of ornately 
patterned squares that become teleportation 
booths. 

Mass Camouflage (illusion): You grant up to 12 
people the ability to camouflage themselves. 

Mass Jump (transmutation): You increase the 
jumping ability of up to 8 allies. 

Memory Read (divination): You see your target’s 
memory. 

Mindburn (enchantment): You cause a spellcaster 
to lose its highest-level spell slot. 

Mindlocked Messenger (enchantment): You lock 
a message in a creature’s mind until it can 
deliver the message to the intended recipient. 
(ritual) 

Mirror Sending (divination): You replace your 
target’s reflection in a mirror and send it a 
message. 

Mordenkainen’s Defense Against Beasts 
(abjuration): You grant a target resistance to the 
attacks of normal animals. 

Mordenkainen’s Defense Against Slime 
(abjuration): You grant a target resistance to the 
attacks of fungi and oozes. 

Music of the Spheres (enchantment): Beautiful 
music distracts all creatures around you. 

Mystic Rope (conjuration): You create a magical 
rope with which you can climb or restrain your 
targets. 

Nightscar (illusion): You put a magical mark on a 
target that is always visible to you. 
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Node of Blasting (evocation): You place a mental 
trap on an object, stunning the first creature to 
touch it and inflicting 8d6 damage to it. 

Nystul’s Radiant Baton (conjuration): Light from 
the Plane of Radiance inflicts 5d8 damage of 
different types, depending on the light’s color. 

Otiluke’s Orb of Containment (evocation): You 
create an unbreakable magical container of 
force. 

Pander’s Whirlwind Travel (conjuration): You 
summon a whirlwind that carries you at a fast 
pace just above the ground. 

Phantom Arms and Armor (illusion): You create 
semi-illusory armor and weaponry that you 
can use in battle. 

Pilpin’s Orchestra (conjuration): You summon 
musical instruments to play for you. (ritual) 

Power Word Disrupt (evocation): You speak a 
magical word that disrupts another 
spellcaster’s concentration. 

Puppeteer (enchantment): You control the 
movements of a creature with magical puppet 
strings. 

Revenance (abjuration): You grant an undead 
creature resistance to being turned. 

Righteous Vigor (transmutation): You imbue a 
creature with divine energy, so that the more it 
successfully strikes its foe, the better its attacks 
gets and the more resilient it becomes. 

Sacred Bond (evocation): You and a willing 
creature both wear a golden bracelet, and you 
may use Lay on Hands on that creature no 
matter how far apart you are. 

Scalding Spout (conjuration): You blast a target 
with boiling steam, inflicting 7d10 damage. 

Secret Light (evocation): You create a magical 
light that only you can see. (ritual) 

Seek Teleporter (divination): You learn where a 
teleported creature ended up. 

Seeking (transmutation): You turn a thrown 
weapon or missile into a homing weapon. 

Shape Wood (transmutation): You shape wood as 
if it were clay. 

Shellskin (transmutation): A willing creature 
grows chitinous armor. 

Shivering Touch (necromancy): Your touch chills 
your targets, inflicting 3d6 damage and halving 
their movement. 

Singing Stone (transmutation): You record a song 
in a stone, to be replayed later as you wish. 
(ritual) 

Snapdragon (transmutation): You awaken 
flowering plants, turning them carnivorous. 

Spirit Jaws (evocation): You create a set of 
disembodied jaws that bite targets for 4d10+8 
damage. 

Stunning Barrier (abjuration): You surround 
yourself with a force field that stuns creatures 
who touch or hit it. 

Sunscorch (evocation): You strike your targets 
with intense heat and light for 4d10 or 6d10 
damage. 

Suppress Breath Weapon (abjuration): You 
prevent a creature from using its breath 
weapon. 

Teleport Object (conjuration): You teleport an 
object to another location. 

Throbbing Bones (necromancy): Your target’s 
bones pulsate, causing terrible pain and inflicts 
2d10 damage each round. 

Transmute Gold and Gems (transmutation): You 
turn gem into coins, or vice versa. 

Undead Torch (necromancy): You cause an 
undead creature to burst into flame, giving it 
additional fire damage when it attacks. 

Urlic’s Unwholesome Meal (illusion): You make 
bad food taste good, make illusory food seem 
real, and hide taint and poison. 

Venomdust (conjuration): You create a sticky 
poison that inflicts 3d10 damage to anyone 
who touches it. 
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Vertigo (enchantment): Your target becomes 
incredibly dizzy and has disadvantage on all 
Dexterity-based checks. 

Vision of Hell (illusion): The area around you 
appears to be a hellscape, frightening creatures 
within it. 

Wall of Light (evocation): You create a wall of 
brilliant light that blocks vision and blinds 
creatures who attempt to cross it. 

Ward of the Season (abjuration): You protect a 
creature with the power of one of the four 
seasons. 

Weapon Return (transmutation): Your throwing 
weapon will return to your hand after you use 
it in battle. 

Whip of Flame (evocation): A fiery lash inflicts 
5d10 damage on creatures that it hits. 

Whisper’s Mana Bolt (evocation): You fire a bolt 
of energy that inflicts 3d12 damage and drains 
one point from your target’s Wisdom. 

Whisper’s Rune of Protection (abjuration): You 
inscribe a rune that grants resistance to a type 
of damage. 

Wind at Back (transmutation): Eight targets 
double their speed. 

Windburn (evocation): You fire a blast of dry, hot 
air that inflicts 5d10 damage and causes 
exhaustion. 

Zone of Natural Purity (evocation): You create 
an area that benefits fey and plants and 
penalizes aberrations and undead. (ritual) 
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Acidball (evocation): You fire an explosive ball of 

corrosive acid, doing 6d6 damage over a 20-
foot area and possibly dissolving acid. 

Alcoreax’s Icetrail (transmutation): A wave of ice 
freezes the ground and air in front of you, 
suffocating those caught in it and inflict 3d8 
damage to creatures in the area. 

Alpha’s Chill of the Void (evocation): You attack 
someone with the freezing vacuum of space, 
inflicting 6d6 damage and exhausting your 
targets. 

Alpha’s Shadowfire (evocation): You fire a bolt of 
shadowy flame at a target, inflicting 6d10 
damage. 

Alter Path (transmutation): You clear the path 
ahead of you or clutter the path behind you. 

Animal Call (enchantment): You summon 
animals to perform non-combat tasks for you. 

Animate Flame (transmutation): You animate a 
flame and direct it to attack and inflict 7d6 
damage. 

Augmenting Wall (evocation): You create an 
magical wall which adds 1d10 acid, cold, fire, 
force, or lightning damage to any missile or 
thrown weapon that passes through it. 

Bands of Sirellyn (conjuration): You create 
magical bands of metal to capture your target. 

Beanstalk (conjuration): Beans that you plant 
grow into a 400-foot-tall beanstalk. 

Bigby’s Force Sculpture (evocation): You create a 
plane of force that you may shape however you 
wish. 

Blast of Sand (conjuration): A cone of sand 
inflicts 7d6 damage, and double that to some 
objects. 

Blessed Abundance (conjuration): You create an 
exact double of a small amount of nonliving 
animal or plant matter. 

Bloodsworn Retribution (necromancy): You 
swear an oath and gain a bonus to rolls needed 
to fulfill your oath in direct proportion to the 
number of hit points you choose to shed when 
you cast this spell. 

Breed True (transmutation): You ensure that 
magically-created traits are passed down to the 
target’s offspring. (ritual) 

Broom (transmutation): You create a temporary 
broom of flying. 
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Burning Blood (necromancy): You cause bleeding 
wounds to burst into flame and inflict 3d8 
damage each round. 

Cape of Wasps (conjuration): A swarm of insects 
inflicts 5d6 to creatures that hit you in combat 
and grants you the ability to fly. 

Carry Companion (transmutation): You turn an 
animal companion into a stone figurine for 
easy carrying. 

Chant (abjuration): Your prayer blesses your 
allies while harming your foes. 

Chaotic Vision (illusion): You create an illusion 
of ever-shifting and mutating terrain. 

Chilling Scythe (necromancy): You create a 
freezing-cold scythe that inflicts 3d10 damage, 
plus more if the target is undead. 

Continuous Temperature (transmutation): You 
permanently set the temperature in an area 
between 35° F and 100° F. 

Create Darkenbeast (transmutation): You turn a 
normal mammal into a hideous monster under 
your command. 

Crushing Despair (enchantment): You cause 
creatures to become so depressed they have 
disadvantage on all rolls.  

Cursed Blade (necromancy): Your weapon causes 
hit point reduction.  

Dance of the Unicorn (abjuration): People in a 30-
foot sphere around you gain resistance to air-
borne toxins. 

Darsson’s Potion (transmutation): You turn 
another spell into a potion to be consumed 
later. 

Deconstruct (transmutation): You weaken a 
construct, making it easier to harm it. 

Depress Resistance (transmutation): Your target 
becomes more susceptible to magic. 

Detect Spellcasting (divination): You detect the 
presence of spellcasting within range. 

Diamond Spray (conjuration): A cone of 
diamond shards inflicts 7d6 damage to 
aberrations, undead, and fiends. 

Dimensional Anchor (abjuration): You prevent a 
creature from traveling magically. 

Disease (illusion): You inflict someone with a 
horrific but illusory disease. 

Displacement (illusion): You (or your target) 
gains the ability to displace your image. 

Dolorous Motes (enchantment): A cloud of 
motes stuns anyone who enters it. 

Dwarkanath’s Tutor (divination): You “borrow” 
a skill from another creature. (ritual) 

Eldarr’s Shroud (evocation): You are surrounded 
with a shroud of cold, fire, or lightning, which 
both protects you from that element and can 
attack for 4d10 damage. 

Enervation (necromancy): You inflict 4d10 
damage to a target and sap its vitality. 

Entrap Spirit (necromancy): You trap a ghost 
inside a mirror. 

Explosion of Rot (necromancy): You cause 
several creatures to begin rotting away and 
inflict 7d6 damage. 

Favor of the Flying Horse (transmutation): You 
grant a horse or horse-like creature useable 
wings. 

Fellstar’s Flaming Water (transmutation): You 
set a section of the water’s surface on fire. 

Fire Charm (enchantment): You charm targets 
that can see a magical fire you create. 

Fool’s Gold (illusion): You make objects made of 
cheap metal appear to be golden. 

Forced Repentance (enchantment): You cause a 
humanoid to stop what it’s doing and confess 
its sins to you. 

Force Chest (evocation): You create an 
impenetrable box made of magical energy. 
(ritual) 



27 

Glamden’s Jet (conjuration): A line of foul liquid 
inflicts 7d6 damage to all creatures in a 90-foot 
line. 

Glassee (transmutation): You make metal, stone, 
or wood transparent. (ritual) 

Glory of the Martyr (abjuration): You take some 
of a target’s wounds onto yourself. 

Godly Protection (abjuration): Your allies are 
immune to being frightened or charmed and 
have advantage on one kind of roll. 

Gravel Vortex (conjuration): A column of 
whirling pebbles inflicts 6d6 damage on all 
creatures within. 

Gregori’s Shadow (divination): You replace a 
creature’s shadow with your own, allowing 
you to spy through it. 

Guardian Weapon (abjuration): You create an 
invisible, magical weapon to protect an area. 
(ritual) 

Hibernation (enchantment): A targeted creature 
falls into hibernation for a month. (ritual) 

Hold Spirit (enchantment): You paralyze an 
undead creature. 

Hurl Thunderbolt (evocation): You summon and 
throw a lightning bolt, inflicting 6d8 damage 
and possibly deafening and stunning your 
target. 

Ice Blade (conjuration): A sword made of ice 
shards inflicts 3d12 damage and attacks at 
advantage. 

Ice Web (conjuration): You create a giant spider 
web of frozen air that inflicts 5d6 damage and 
stuns those it ensnares. 

Illusory Pit (illusion): You create an illusion of a 
bottomless pit to hinder others’ movements. 

Ilyykur’s Mantle (abjuration): A sparkling aura 
protects you from damage and from being 
charmed or frightened. 

Infected Wounds (necromancy): A creature’s 
wounds become gangrenous, reducing its hit 
point total as it takes damage. 

Instant Audience (illusion): You summon a 
virtual audience. 

Katrine’s Fragile Egg (transmutation): You turn a 
normal egg into an extradimensional storage 
space. 

Kiri’s Container (transmutation): You create a 
temporary bag of holding. 

Kiss of Torment (necromancy): Your kiss inflicts 
5d10 damage and incapacitates your target 
with pain. 

Know Customs (divination): You gain insight 
into local knowledge. 

Lava Bolt (conjuration): You throw a bolt of lava, 
inflicting 6d8 damage, and potentially encase 
your target in rock and inflict an additional 1d8 
damage each turn. 

Lightning Shield (evocation): A shield of sparks 
protects you from lightning or acid damage. 

Log to Lizard (transmutation): You turn a log or 
large branch into a crocodile, which will fight 
for you. 

Malicious Spite (enchantment): You cause the 
target to develop growing hate for a particular 
subject. (ritual) 

Mass Protection from Evil and Good 
(abjuration): You and up to 8 allies are 
protected from certain otherworldly creatures. 

Mass Swim (transmutation): You grant 
swimming speeds to up to 8 allies. 

Mirage (illusion): You create a mirage that 
compels creatures to move towards it. 

Mystyk’s Backlash (abjuration): A magical shield 
causes half the melee damage you would 
normally take to rebound back to the attacker. 

Necromantic Bolt (necromancy): You drain a 
target’s Strength and inflict 4d10 damage. 

Needlestorm (transmutation): You cause needle-
bearing plants to fire their needles, inflicting 
5d12 damage to all those around it. 
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Nystul’s Blacklight Burst (evocation): Dark 
energy inflicts 6d6 damage to all targets within 
range, and reduces their speed by half. 

Oath of Peace (abjuration): You gain numerous 
resistances but can’t attack. 

Otto’s Drums (enchantment): Your drumming 
causes dread in your foes or inspires your 
allies. 

Possess (necromancy): You possess another 
creature’s body for a time. 

Projected Magnification (divination): You create 
a close-up, zoom-able image of a distant place. 

Psychic Poison (abjuration): You lay a trap that 
psychically damages anyone who tries to scry 
or charm the subject. 

Rastor’s Mystical Spy (divination): You turn a 
brooch into a spy camera. 

Reprobation (transmutation): You 
excommunicate a member of your faith in a 
way that makes its status obvious to all other 
faithful. 

Return to Earth (necromancy): You inflict 5d10 
damage to weaker undead within range. 

Rusting Grasp (transmutation): Your touch 
inflicts 4d10 damage to metallic objects. 

Sacred Strike (necromancy): A whip of force 
inflicts 5d10 damage and heals you. 

Sargasso (conjuration): You fill an area of water 
with movement-hindering seaweed. 

Sarius’ Giant Manifestation (conjuration): You 
create a giant out of magical force, which you 
can use in combat or for labor. 

Scapegoat (enchantment): You cause a target to 
be seen as untrustworthy and guilty of crimes. 

Searing Song (evocation): You shout or whisper a 
magical song that inflicts either 4d10 or 5d10 
damage. 

Sethron’s Fearful Baying (enchantment): You 
howl and frighten your targets, and also 
summon lupines. 

Shadow Blink (conjuration): You can teleport 
between shadows. 

Shadow Dance (transmutation): You or a willing 
target turn into a shadow. 

Shadow Play (divination): The actions of an 
areas previous occupants are replayed as 
shadows on the wall. (ritual) 

Shadowstrike (evocation): You harm an 
opponent by striking at its shadow. 

Shattershout (evocation): Your shout inflicts 
8d10 damage to nonmagical, inanimate objects. 

Shoulder Burden (abjuration): You take another’s 
curse onto yourself. (ritual) 

Shout (evocation): Your shout inflicts 5d10 
damage and deafens your targets. 

Sinister Surroundings (illusion): You make a 
large patch of land seem dismal, giving 
disadvantage on saves against being 
frightened. 

Siren Song (enchantment): Your target hears 
haunting music that lures it to wander 
aimlessly in search of its source. 

Site Warning (abjuration): An enchanted 
gemstone causes dread in the minds of all who 
come too close. (ritual) 

Sleepcloud (conjuration): You create a cloud of 
sleeping gas. 

Sleepwalking (enchantment): You plant a 
suggestion in a sleeping target’s mind. 

Sonoric’s Minions (conjuration): You summon 
etherlings to perform tasks for you. 

Sticks to Snakes (transmutation): You turn sticks, 
staves, cudgels, and other wooden items into 
snakes to fight for you. 

Stone Bridge (conjuration): You create a 100-foot-
long bridge to appear. 

Strong Jaw (transmutation): A friendly creature 
does additional damage with natural weapons. 



29 

Sunbolt (evocation): A mote of sunlight inflicts 
6d10 damage to your target and blinds all 
creatures nearby. 

Talon’s Skitmaster (illusion): You create an 
illusion to accompany the story you tell. (ritual) 

Tattoo Potion (transmutation): You enchant a 
potion so it becomes a tattoo when drunk, to be 
used later. 

Tentacles (transmutation): You grow two 
tentacles, which inflict 2d10 damage and can be 
used to grapple and squeeze your opponents. 

Terrain Bond (enchantment): You treat the area 
as favored terrain. 

Thief’s Lament (abjuration): You ward an area 
against thievery.  

Valiant Fury (transmutation): You grant a target 
several bonuses and the ability to make an 
additional attack each round. 

Vander’s Librarian (conjuration): You summon a 
spirit of knowledge to research for you. (ritual) 

View Past (divination): You create an illusory 
image of the events that happened in the recent 
past. 

Vision Stone (divination): You place telepathic 
messages inside of gemstones. (ritual) 

Wall of Coldfire (evocation): You create a wall of 
freezing cold which inflicts 5d8 damage to 
creatures who attempt to cross it. 

Wall of Sound (evocation): You create a wall of 
shimmering sound that inflicts 6d6 damage 
and deafens creatures who attempts to cross it. 

Watchful Ancestors (conjuration): An ancestral 
spirit protects you in battle. 

Whisper’s Storm of Darkness (evocation): A 
storm of nothingness inflicts 8d6 damage. 

Wing Gifting (transmutation): You give a 
creature a pair of wings. 
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Absorb Strength (necromancy): You gain the 

Strength and Constitution of a creature whose 
flesh you eat. 

Acid Fog (conjuration): Thick fog inflicts 3d10 
damage to all caught in it. 

Age Animal (transmutation): You age a beast or 
monstrosity by one or more years. 

Age Object (transmutation): You age an object by 
up to 50 years. 

Airy Water (transmutation): You make a section 
of water as breathable as air. 

Alpha’s Blue Blaze (evocation): You blast targets 
with a cone of acidic fire, inflicting 4d8 fire and 
4d8 acid damage. 

Alpha’s Heat Lightning (evocation): You attack a 
foe with fiery lightning, inflicting 4d10 fire and 
4d10 lightning damage. 

Alpha’s Starshield (abjuration): A dark aura 
protects you from light-based attacks and 
provides you with stealth. 

Animal Transfer (necromancy): You possess the 
body of a beast and have access to its abilities 
and senses. 

Apparent Master (enchantment): You force a 
construct to obey you. 

Archon’s Trumpet (evocation): You produce a 
trumpeting noise that paralyzes your targets. 

Azura’s Soul Whip (necromancy): A magical 
whip grants you the half of the 6d10 damage it 
causes in others. 

Ballant’s Stonesplit (evocation): You reduce a 
Large or smaller rock to rubble or inflict 8d10 
damage to stone-based elementals. 

Ballant’s Stonestrength (abjuration): You make a 
stone object tougher, giving it temporary hit 
points or healing it. (ritual) 
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Battletide (transmutation): You cause your 
enemies to slow down and yourself to speed 
up in battle. 

Bestow Enchantment (evocation): You “give” a 
spell to another creature to control. 

Blizzard (conjuration): You create a powerful 
blizzard, obscuring the area, freezing the 
ground, and inflicting 6d6 damage. 

Blood of Fire (necromancy): You turn your own 
blood into flaming missiles, which inflict 9d6 
damage. 

Bolt’s Hellish Hail (conjuration): A hailstorm 
causes 5d8 damage to targets in the area and 
sets the ground aflame. 

Chromatic Blade (evocation): You create a sword 
that does 7d6 damage of varying types. 

Cloud of Purification (transmutation): A white, 
fluffy cloud turns filth into clean water. 

Cloud of Putrefaction (transmutation): A bilious 
cloud befouls clean water and creates flies and 
rats. 

Cobaltas’ Thunder (evocation): With crashing 
thunder or brilliant lightning, you inflict 4d8 
damage and either deafen or blind your 
opponents. 

Cone of Acid (evocation): A 60-foot cone of acid 
inflicts 7d10 on all those caught in it and 
destroys armor. 

Cone of Fire (evocation): A 60-foot cone of flame 
inflicts 8d10 on all those caught in it. 

Cone of Force (evocation): A 60-foot cone of 
golden energy inflicts 8d10 on all those caught 
in it. 

 Conjure Beast Spirits (conjuration): You conjure 
an undead or elemental beast.  

Conjure Divine Minion (conjuration): You 
conjure a celestial or fiendish beast. 

Create Room (conjuration): You create a 
furnished and stocked room of your choice. 

Darklight’s Stapling Spikes (evocation): Bolts of 
force pin a creature to the ground or wall. 

Darkray’s Powerguard (abjuration): You are 
enveloped in a shield of ablative energy. 

Darkray’s Tracer (divination): You become 
aware when another caster you specify is 
within a mile of you. (ritual) 

Deadly Feast (necromancy): You put 
untraceable, undetectable poison in all food 
within range, inflicting 7d6 damage to those 
who eat it. 

Deathmaster’s Vial (necromancy): You create a 
jar full of life-destroying fluid that does 9d10 
damage and paralyzes your target. 

Dheryth’s Energy Cloak (abjuration): A cloak of 
energy completely protects you from force 
damage and effects. 

Disfiguring Touch (transmutation): You warp 
another creature’s body in horrific ways. 

Draw Upon Holy Might (evocation): By 
channeling your god’s power, you increase two 
attributes, gain temporary hp, and improve 
your AC. 

Dweomervessel (transmutation): You trap a spell 
in a bottle for later use. 

Eliminate Air (transmutation): You destroy the 
air in a 20-foot cube. 

False Sending (illusion): You cast sending, but 
fool the recipient into believing it was sent by 
another being. 

Favor of the Ocean Winds (abjuration): You 
assure a sailor safety if it is ever washed 
overboard. 

Feldegast’s Altered Appearance (transformation): 
You permanently alter the appearance of a 
willing target. 

Fire Spiders (conjuration): You summon several 
swarms of miniscule fire elementals. 

Fireward (abjuration): An area where no fire can 
burn springs up around you. 
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Flaming Symbol (evocation): An fiery holy 
symbol appears above your head and inspires 
your allies. 

Flesh to Ice (transmutation): You turn a creature 
into an ice statue. 

Flexible Force Field (evocation): You create a 
nearly impermeable barrier. (ritual) 

Force Blast (evocation): You inflict 8d10 damage 
to a creature or double that to an object. 

Force Shapechange (transmutation): You force a 
shapechanged creature back to its natural form 
and inflict 3d10 damage in the process. 

Forcewhip (evocation): A whip of magical energy 
damages and grapples your target. 

Globe of Tranquil Water (abjuration): You create 
an area of calm waters which protect your ship 
from magical and mundane storms. 

Glyph of Revealing (divination): You paint a 
magical rune, which causes all other written 
forms of magic in the area to glow. 

Greater Sign of Sealing (abjuration): You place a 
magical seal on an opening, preventing it from 
being opened by mundane means. 

Hypnosis (enchantment): You hypnotize a target 
and affect it mentally. (ritual) 

Illusory Feast (illusion): You create a phantasm 
of a delicious meal that causes targets to stop 
what they’re doing in order to eat. 

Impenetrable Falsehood (abjuration): Your target 
becomes a perfect liar. 

Impregnate (transmutation): You impregnate a 
female creature. (ritual) 

Imprison Possessor (abjuration): You trap a 
creature inside the body it is possessing. 

Inrar’s Fast Pregnancy (transmutation): You 
reduce the duration of a pregnancy. (ritual) 

Involuntary Shapeshifting (transmutation): You 

force a shapeshifter to polymorph constantly. 

Ironguard (abjuration): A willing target becomes 
immune to the touch of nonmagical metal. 

Joyful Rapture (abjuration): You remove 
emotion-altering effects and hit point reduction 
from your allies. 

Kiss of Sleep (enchantment): Your kiss puts your 
target to sleep. 

Kiss of Weakness (necromancy): Your kiss drains 
your target’s Strength. 

Lightbow (conjuration): You create a bow out of 
light that inflicts 6d10 damage and has a 
secondary effect with each successful strike. 

Lizard Limbs (transmutation): You may shed 
two wings and have them grow back later. 

Love Charm (enchantment): You cause a target to 
fall madly in love with you. 

Magnifying Chime (transmutation): An object 
releases sound waves that get shriller and 
inflict more damage over the course of a 
minute. 

Mark of Justice (evocation): You inflict a curse on 
your target that is triggered only after it 
performs a certain action. (ritual) 

Mass Curse of Ill Fortune (necromancy): You 
cause up to 8 targets to have disadvantage on 
all rolls for 1 round. 

Mass Protection from Energy (abjuration): You 
and up to 6 targets have resistance to one 
damage type. 

Mass Sanctuary (abjuration): Up to 8 allies are 
protected from incoming attacks. 

Metal Shape (transmutation): You shape metal as 
if it were clay. 

Mind Fog (You create a fog that causes all 
creatures caught in it to become befuddled). 

Mordenkainen’s Defense Against Lycanthropes 
(abjuration): You grant a target resistance to 
lycanthrope’s bite and claw attacks. 

Nature’s Charm (enchantment): A natural area 
fascinates all creatures who enter. 
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Northstar’s Song of the Fey (enchantment): Your 
song captivates and maddens those who hear 
it. 

Oasis (transmutation): You create a permanent 
freshwater spring. 

Oathbinding (enchantment): You bind a willing 
creature to an oath for a year. (ritual) 

Old Salt’s Curse (transmutation): You curse a 
creature with permanent seasickness. 

Pool of Deeds (divination): You view a historical 
scene in a pool of water. 

Prosperous Room (enchantment): You make a 
workroom or shop to become more prosperous 
for a month.  

Prosthesis (necromancy): You attach a severed 
limb or prosthetic limb to the stump of a 
willing creature. 

Rain of Blood (necromancy): Blood pours from 
the sky and inflicts 4d6 damage each round, 
even after a creature caught in it escapes. 

Rary’s Replay (divination): You receive psychic 
impressions from an area you are in. (ritual) 

Refusal (abjuration): You create a ward that 
prevents spellcasters from passing. 

Resist Magic (abjuration): A creature you touch 
gains magic resistance. 

Sand Shroud (transmutation): You instantly bury 
an object underground. (ritual) 

Sand Storm (conjuration): A large and violent 
sandstorm inflicts 7d6 to all creatures each 
round, and may blind them and force them to 
spend their action coughing. 

Sarcophagus of Death (evocation): You create an 
air-tight cage of force that suffocates your 
target. 

Sensory Deprivation (illusion): You engulf a 
target in illusory nothingness, temporarily 
destroying all of its senses. 

Sentry Skull (necromancy): You turn a severed 
head into a sentry, which can alert you if 
something comes near. (ritual) 

Shadowcat (illusion): You create a shadowy 
feline, through which you can spy and even 
cast spells. 

Skullsight (divination): An enchanted gemstone 
lets you see through the eyes of a prepared 
skull. 

Soul Safe (necromancy): You bind a creature’s 
soul into a jet stone, but that creature may still 
function as normal. 

Soulfire (necromancy): You set a creature’s soul 
aflame, inflicting 3d8 damage each round. 

Spirit of Flame (conjuration): You can teleport 
through flames. 

Spirit Scream (necromancy): Your wail inflicts 
8d6 damage and frightens your targets. 

Spiritual Triangle (abjuration): A permanent 
magical sigil grants you resistance to damage, 
and to being charmed or frightened. 

Stone Tell (transmutation): You give a rock the 
ability to answer questions. 

Tame Animal (enchantment): You permanently 
befriend a beast that you help. 

Telepathic Broadcast (evocation): You broadcast 
your thoughts to all creatures within range.  

Tentacle of Withering (transmutation): Your arm 
turns into a tentacle, which causes 4d10 
damage when you attack with it and renders 
part of your opponent useless. 

Thornwrack (conjuration): You cause deadly 
thorns to grow out of your target’s skin, 
inflicting 2d8 damage each round for up to 10 
minutes. 

Transmute Bone to Steel (transmutation): You 
make bone as hard as steel. 

Transmute Rock (transmutation): New variants. 

Trick (illusion): You switch your appearance and 
voice with another creature. 
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Vanishing Weapon (abjuration): You cause a 
weapon to banish conjured creatures back to 
their home Plane. 

Vanquil’s Drifting Blizzard (conjuration): You 
summon a powerful blizzard to inflict 5d8 
damage to all creatures within range. 

Visage of the Deity (transmutation): You take on 
some of your god’s power, gaining many 
abilities while doing so. 

Vylja’s Storm Armor (abjuration): Your target is 
covered in armor made from storm clouds, 
granting it an AC of 13 and resistance to 
lightning and thunder damage. 

Wall of Limbs (conjuration): You create a wall of 
flailing limbs that grapples and inflicts 6d6 
damage to creatures who attempt to cross it. 

Wall of Ooze (conjuration): You create a wall of 
slime that inflicts 5d8 damage to creatures who 
attempt to cross it. 

Wingbind (evocation): You create a web of force 
that prevents a target creature from flying. 
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Animate Blood (necromancy): You animate your 

blood to become a spy or to attack, causing 
4d10 damage one time. 

Aria of the Victorious Knights (illusion): You call 
forth illusory knights to attack and frighten 
your foes, inflicting 5d6 cold and 5d6 psychic 
damage. 

Arrow of Bone (necromancy): You imbue a 
missile or thrown weapon with poisonous 
necrotic energy, inflicting 7d10 damage and 
poisoning the target.  

Battle of Wills (evocation): You pit your will 
against another creature’s, both taking and 
inflicting damage as you do so and potentially 
killing it. 

Catching Chain (evocation): Magical chains 
capture and hinder your target, inflicting either 

3d8 damage each round or 3d10 damage on an 
escape attempt. 

Conjure Shadows (conjuration): By conjuring 
matter from the Shadowfell, you turn normal 
shadows into undead shadows. 

Consume Likeness (transmutation): You eat raw 
flesh and take on the appearance of the 
creature from which the flesh came. 

Curse of Disgust (enchantment): You curse a 
creature to become horribly ill when they 
encounter a certain object of your choice. 

Curse of Lycanthropy (transmutation): You turn 
a humanoid into werebeast. 

Curse of Undeath (necromancy): You curse a 
creature so that it rises as an undead when it 
dies. 

Danse Macabre (conjuration): A magical dance 
frightens living creatures and paralyzes and 
inflicts 6d6 damage each round to undead for 
up to 10 minutes. 

Dardan’s Desiccation (necromancy): You draw 
the moisture out of targets in a 60-foot cone, 
inflicting 11d6 damage. 

Darklight’s Lightning Web (evocation): You 
create a giant spider web of electricity that 
inflicts 8d6 damage and stuns those it ensnares. 

Darklight’s Planar Weapon (conjuration): You 
create a weapon out of planar energy that 
inflicts 9d6 damage of various types. 

Dheryth’s Energy Globe (evocation): You turn a 
gemstone into an explosive conduit to the 
Positive plane and inflict 11d6 damage to all 
those within 10 feet. 

Dissension (enchantment): You cause a large 
group of people to become angry and hostile. 

Distort Life (transmutation): You mutate a fetus 
to produce a creature of your design. 

Dusts of Death (transmutation): You turn sand 
into a deadly poison. 
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Earthmaw (transmutation): You cause a giant 
mouth to bite a target for 6d10 damage and 
possibly swallow it whole. 

Exalted Raiment (abjuration): You bless clothing 
with protective abilities. 

Explosive Head (evocation): You cause your 
target’s head to explode. 

Eye of Curses (necromancy): You inflict a wasting 
curse on a target, causing it to lose a point from 
two attributes each day. 

False Vision (illusion): You create a fake vision to 
fool attempts to scry on you. 

Feast on Fear (necromancy): You turn a 
creature’s terror into temporary hit points. 

Flesh to Ooze (transmutation): You turn one 
target into an ooze. 

Flesh to Salt (transmutation): You inflict 6d10 
damage to a target and possibly turn them into 
a salt pillar. 

Ghost Trap (abjuration): Incorporeal and ethereal 
creatures become solid in an area around you. 

Greater Animate Dead (necromancy): The 
skeletons and zombies you animate are 
permanently under your control. 

Gullship (transmutation): You grant a ship the 
ability to fly.  

Hammer of Retribution (evocation): A column of 
divine force crushes your enemies and their 
fortification, inflicting 11d6 damage. 

Hardening (transmutation): You permanently 
make an object tougher and more durable. 

Horn of Plenty (conjuration): You turn a goat’s 
horn into a cornucopia. 

Hovering Road (conjuration): You create a 
magical road that allows for easy long-distance 
travel. 

Hymn of Peace (abjuration): You create an aura 
of pacifism around you. 

Imbue with Purpose (transmutation): A weapon 
you enchant does extra damage against one 
type of creature. 

Ironskin (abjuration): You render a creature 
immune to bludgeoning, piercing, and slashing 
damage from nonmagical weapons. 

Ironwood (transmutation): You make wood as 
tough as iron permanently. 

Jungle’s Rapture (transmutation): You turn a 
target into a plant. 

Kevin’s Holy Rain (conjuration): You summon a 
rain of holy water, inflicting 8d8 damage each 
turn to fiends and undead caught in it. 

Korel’s Wisdom Beyond Death (transmutation): 
You enchant gemstones to raise the 
Intelligence, Wisdom, or Charisma of an 
undead you control. 

Learn Language (divination): You permanently 
learn an unknown language. 

Lightning Curtain (evocation): A wall of 
lightning inflicts 6d10 damage to anyone in its 
area or 3d10 damage to those within 10 feet. 

Major Curse (necromancy): You inflict a long-
lasting, possibly permanent, curse on a target. 

Mass Curse of Impending Blades 
(transmutation): Your curse makes up to 8 
targets more likely to be hit in combat. 

Master of the Rolling River (conjuration): A 
powerful wave of water inflicts 9d6 damage to 
one or more targets and knocks targets over. 

Move Snow and Ice (transmutation): You can 
move and reshape a large area of arctic terrain. 

Nature’s Exile (transmutation): You curse a 
target so that nature works against him. 

Nerve Dance (necromancy): Magical streamers 
grapple your target, inflict 7d6 damage, and 
possibly incapacitate it. 

Obedience (enchantment): You attach a slave 
collar to a target.  
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Obold’s Brightness (evocation): You create a 
cloud of electrical sparks that inflict 6d6 
damage to everyone inside. 

Overland Flight (transmutation): A willing target 
can fly for 8 hours.  

Pied Piping (enchantment): You charm creatures 
into following you. 

Poison (necromancy): Your touch poisons a 
creature with a wasting toxin. 

Prophecy (divination): You see a vision of the 
future. 

Rain of Terror (conjuration): You cause a rain of 
frogs, blood, fish, or other noxious things to fall 
out of the sky. 

Righteous Wrath of the Faithful (evocation): You 
grant your allies an additional action and +1 
damage each round. 

Rising Rot (necromantic): You cause your target 
to begin to rot from the outside in, inflicting 
4d8 damage each round. 

Scalesnare (transmutation): You throw a snake 
and it turns into a restraining tentacle that bites 
for 3d6 damage. 

Scramble Portal (transmutation): You change an 
interplaner portal’s destination. 

Seal Portal (abjuration): You permanently seal a 
gate or other such portal. 

Shadowguard (abjuration): You animate shadows 
to protect you and give you other abilities. 

Shandaril’s Tracer (divination): You place a rune 
on an object, and thereafter can always know 
where it is. 

Sheets of Acid (evocation): A wall of acid 
momentarily appears around you, inflicting 
8d10 damage to all creatures and objects in the 
area. 

Sheets of Electricity (evocation): A wall of 
lightning momentarily appears around you, 
inflicting 8d8 damage to all creatures in the 
area and possibly stunning them. 

Sheets of Fire (evocation): A wall of flames 
momentarily appears around you, inflicting 
9d8 damage to all creatures in the area and 
setting combustibles on fire. 

Sheets of Frost (evocation): A wall of cold 
momentarily appears around you, inflicting 
8d8 damage to all creatures in the area and 
possibly paralyzing them. 

Sheets of Venom (evocation): A wall of poison 
momentarily appears around you, inflicting 
8d8 damage and possibly poisoning them. 

Skylight Blade (evocation): You create a sword 
out of sunlight or moonlight that inflicts 2d8 
damage, or more to certain types of creatures. 

Spectral Beast (illusion): You summon a ghostly 
creature that attacks for you. 

Spell Catcher (abjuration): You catch a spell that 
was aimed at or near you and can throw it 
back, if you choose. 

Starharp (abjuration): Your gentle song frees 
creatures of certain conditions and heals one 
for 30 hp. 

Storm of Shards (evocation): A storm of divine 
light inflicts 7d10 damage to evil creatures and 
blinds them. 

Symphonic Nightmare (enchantment): You fill a 
target’s dreams with horrible music, keeping 
them from gaining any benefits from taking 
long rests. 

Tasirin’s Haunted Sleep (enchantment): You 
send a creature to sleep and influence its 
dreams. 

Tattoo of Power (evocation): You tattoo a spell 
onto a creature’s skin. 

Teleport Trap (transmutation): You ward an area 
so that creature who teleports in or out is 
paralyzed. 

Thousand Needles (conjuration): You conjure a 
thousand needles to inflict 7d10 damage to 
your opponent. 
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Treegrowth (transmutation): You cause a tree to 
grow out of a target creature over a period of 
days, inflicting 5d6 damage each hour until the 
creature dies. 

True Name (divination): You learn the true name 
of a creature such as a fey or fiend. 

Tunnel Swallow (transmutation): You cause a 
tunnel or hallway to “swallow” creatures 
within, inflicting 11d6 damage. 

Tyvek’s Temporary Inner Strength (abjuration): 
You grant a creature 50 temporary hp, several 
immunities, and a bonus on all saving throws. 

Unburn (transmutation): You reverse the burning 
damage of a fire-destroyed object. 

Valcon’s Spectral Army (conjuration): You create 
an army of spectral soldiers out of shadowstuff. 

Waves of Exhaustion (necromancy): All 
creatures in a 60-foot cone take a level of 
exhaustion. 

Web of Shadows (conjuration): You fill an area 
with semi-intangible webs that slows and 
inflict 3d10 damage to creatures inside it. 
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Acid Storm (transmutation): You summon a 

storm of corrosive acidic rain, doing 8d6 
damage over up to 100 square feet. 

Alpha’s Comet (conjuration): You summon a 
meteor that trails noxious gases to strike your 
foes, inflicting as much as 10d8 bludgeoning, 
fire, and poison damage. 

Alpha’s Starlight Citadel (conjuration): A 
magical citadel appears to protect you and 
your companions. 

Alter Beast (transmutation): You sculpt a beast’s 
body how you wish.  

Amorphous Blob (transmutation): You create a 
fluid that turns into an ochre jelly. 

Animate Golem (transmutation): You turn an 
inanimate, artificial body into a golem. 

Blood Burn (necromancy): You set a target’s 
blood on fire, burning it to death over the 
course of a minute. 

Blood to Dust (necromancy): You turn your 
target’s blood into dust and inflict 14d10 
damage. 

Blood to Water (necromancy): You turn a 
target’s blood into water, inflicting 8d10 
damage, a level of exhaustion, and causing it to 
lose 1d4 points of Constitution. 

Bolt of Glory (evocation): You fire a bolt of 
energy from the Positive Plane at a target, 
inflicting 10d10 damage to creatures that are 
not celestials. 

Call Dragon (conjuration): You force the closet 
dragon to heed your call and travel to you. 

Channel Flame (transmutation): You channel a 
bonfire into a deadly cone of flame that inflicts 
8d6 damage. 

Cloud of Death (necromancy): You create a cloud 
of life-destroying vapors that inflict 10d6 
damage. 

Corpse Host (necromancy): You possess a dead 
body for one week.  

Create Quasimancer (necromancy): You create 
an undead minion with spell-casting abilities.  

Cyclone Chariot (conjuration): You create a 
chariot out of a tornado.  

Darklight’s Finger of Ice (transmutation): You 
inflict 7d8+30 damage and may freeze your 
target in stasis. 

Darklight’s Tattooed Creature (transmutation): 
You turn a creature into ink and tattoo it on 
another creature, letting it be released at a later 
time.  

Darklight’s Tattooed Item (transmutation): You 
turn an inanimate object into ink and tattoo it 
on another creature, letting it be released at a 
later time.  
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Deathwalk (enchantment): You cause a creature 
to suffer from deadly insomnia and insanity. 

Déjà Vu (transmutation): You send someone 24 
hours back in time. 

Demand (enchantment): You send a message to 
any creature you know and include a suggestion 
in it. 

Diamondblade (transmutation): You make a 
normal sword incredibly sharp. 

Duo-Dimension (transmutation): You become 
2D, giving you immunity and resistance to 
many forms of attack and the ability to move 
through cracks. 

Endless Dance (enchantment): You cause all 
creatures to start dancing wildly and 
uncontrollably. 

Energy Ball (evocation): You throw a sphere of 
Positive energy or Negative energy, which 
heals 8d6 damage to some types of creatures 
and harms others for the same amount. 

Eye of the Beholder (transmutation): You can use 
the inherent magical ability of a severed 
beholder’s eyestalk. 

Flame Harvest (evocation): A magical trap causes 
a large area to burst into flame and inflict 10d8 
damage to all within it. 

Fog of Nightmares (illusion): Silvery fog forms, 
produces nightmarish imagery, and inflicts 4d6 
damage each round to frightened creatures. 

Fortunate Fate (abjuration): You protect a 
creature from potential death. 

Ghoul Gauntlet (necromancy): You slowly turn a 
target into a ghoul under your command. 

Glassteel (transmutation): You make glass or 
crystal as tough as steel permanently. 

Gunther’s Kaleidoscopic Strike (evocation): You 
drain the spell slots from an opposing 
spellcaster. 

Half-Blood Extraction (transmutation): You turn 
a half-blood creature into a full member of one 
of its parent’s species. 

Heartbreaker (necromancy): Your target suffers 
from a potentially fatal heart attack. 

Holy Star (abjuration): A mote of divine light 
appears and can be invoked to inflict 9d10 
damage, give you +6 to AC, or turn spells 
aimed at you. 

Hungry Darkness (evocation): An area of magical 
darkness bites everyone inside it for 5d6 
damage each round. 

Kiss of the Nereid (conjuration): Your kiss fills 
the target’s lungs with water. 

Legal Thoughts (enchantment): You force a target 
to permanently obey a specific law. 

Lestat’s Legion (conjuration): You create up to 10 
temporary clones. 

Mass Dominate Person (enchantment): You 
beguile up to 12 humanoids. 

Mindkiller (enchantment): You suppress the 
personality and control the body of a 
humanoid target. 

Moment of Prescience (divination): A limited 
ability to see the future gives you a large bonus 
to one d20 roll. 

Nature’s Avatar (transmutation): You grant an 
animal increased armor, energy attacks, and 
other special abilities. 

Nilspace Doorway (transmutation): You create 
an extradimensional space. 

Nine Lives (abjuration): Your target can get out 
of trouble nine times over the course of 12 
hours. 

Nymph’s Beauty (enchantment): You become so 
beautiful you blind your target or inflict 10d8 
damage. 

Otiluke’s Fire and Ice (evocation): Twin bolts of 
energy explode and inflict 13d6 damage to all 
creatures within the area. 

Otiluke’s Siege Sphere (conjuration): You create a 
sphere of force that can be used to break into 
shards over a wide area for 12d6 damage, 
spray alchemist’s fire over a smaller area for 
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6d6 damage plus 2d6 each round for a minute, 
or inflict 11d10 to a single creature. 

Power Word Sleep (enchantment): You cause 
creatures within range to fall asleep for an 
hour. 

Power Word Vaporize (transmutation): You 
utterly destroy a nonmagical object. 

Prismal’s Pictograph (transmutation): You turn a 
living creature or object into a painting. 

Probe Thoughts (divination): You probe a 
creature’s mind and learn the answers to up to 
10 question. 

Radiant Assault (evocation): A brilliant burst of 
rainbow light inflicts 10d6 damage and blinds 
and stuns creatures within range. 

Rain of Embers (evocation): Glowing coals fall 
from the sky, inflicting 12d6 damage and 
ignoring fire resistance. 

Rain of Roses (conjuration): Magical roses rain 
down from above, poisoning evil creatures 
below. 

Right of Might (transmutation): You grow in size 
and become stronger, more resilient, and more 
forceful in nature. 

Sand Gems (transmutation): You turn sand into 
gemstones. 

Seal of Destiny (abjuration): You protect a target 
from divinations that would reveal its fate. 

Seven-Eyes (abjuration): Magical orbs are 
created, with which you can cast a spell or 
protect yourself from certain attacks. 

Shade Transformation (transmutation): You turn 
a willing creature into a shade. 

Soul Anchor (enchantment): You bind a living 
creature to a local, preventing it from ever 
leaving. 

Starmantle (abjuration): A cloak of stars provides 
immunity to nonmagical weapons and 
resistance to magical ones for a creature. 

Stone Spiders (transmutation): You turn three 
pebbles into enormous spiders made of rock. 

Symbol (abjuration): New variants. 

Terror (illusion): A horrifying mental image 
inflicts 10d6 damage and frightens your 
targets. 

Timed Stasis (transmutation): You put an object 
in stasis for up to 6 months. 

Touch of the Styx (enchantment): You cause a 
creature to forget the events of the past day. 

Undead Army (necromancy): You create an army 
of zombies and skeletons from corpses all 
around you. 

Upsurge (evocation): You use the power of 
nature to inflict 8d10 damage to an unnatural 
creature. 

Wither Limb (necromancy): You wither a target’s 
body part into uselessness. 

Withering Palm (necromancy): Your touch 
drains a target’s Strength and Constitution and 
inflicts 6d10 damage. 
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Aging (necromancy): You fire a bolt of life-

draining energy that ages your target by 6d10 
years and inflicts 6d10 damage. 

Airboat (transmutation): You turn a cloud into a 
flying ship. 

Awaken Forest (transmutation): You cause 
numerous plants to gain intelligence and 
mobility. 

Bite of the King (necromancy): You swallow a 
target whole. 

Chariot of the Gods (conjuration): You summon 
a chariot and horses made of elemental fire.  

Circle of Blindness (transmutation): You create 
an area that blinds and deafens all creatures 
who enter it. 
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Continuous Weather (transmutation): You 
permanently cause an area to have a specific 
weather pattern of your choosing. 

Crown of Angels (evocation): You enchant a 
circlet which channels divine powers of 
sunlight, fire, or incapacitating glory into you. 

Demonstar (evocation): You inflict 12d6 damage 
each round to a fiend. 

Disbelief (enchantment): You convince yourself 
something doesn’t exist and it can no longer 
affect or be affected by you. 

Divine Truth (divination): You learn the 
complete truth of a matter. 

Eternal Rest (necromancy): You fire a beam of 
light which destroys weak undead and 
seriously damages stronger ones. 

Evolve (transmutation): You turn a beast or 
unintelligent monstrosity into an 
anthropomorphic animal. 

Field of Icy Razors (conjuration): Razor-sharp ice 
crystals grow around your targets, inflicting 
12d6 damage and slowing movement. 

Flensing (transmutation): You rip the skin off a 
foe, inflicting 3d10 damage and reducing Cha 
and Con each turn. 

Giant Size (transmutation): You grow to 
Gargantuan size. 

Glass Storm (conjuration): A powerful storm of 
glass shards inflicts 8d6 damage each round 
and blinds creatures within it. 

Heart and Soul (enchantment): You turn a 
creature into a complete and willing slave. 

Heart of Stone (necromancy): You remove your 
heart and replace it with a stone one, granting 
you may resistances and immunities.  

Heartseeker (transmutation) A piercing weapon 
grows blood-seeking roots and inflicts 4d8 
damage each round. 

Hellfire Ray (evocation): You fire a bolt of hellish 
flames, inflicting 12d10 damage and possibly 
damning your target’s soul. 

Holy Presence (evocation): Divine power grants 
you bonuses on your rolls, temporary hit 
points, and inflicts 8d6 damage or charms 
certain creatures. 

Hornung’s Random Dispatcher (conjuration): 
You send a target to a random plane of 
existence. 

Khelben’s Blackstaff (transmutation): You create 
a powerful magical staff that has numerous 
abilities and inflicts 6d8 damage on a successful 
hit. 

Kiri’s Soul Transfer (necromancy): You switch 
bodies with another creature. 

Laeral’s Invisible Blade (evocation): An invisible, 
silent, magical sword inflicts 8d10 damage. 

Lifeblend (transmutation): You merge two 
creatures together into a single, new entity. 

Lightning Storm (evocation): You create a 
powerful storm of lightning bolts. 

Longevity (necromancy): You stop aging for a 
time. 

Magic Susceptibility (transmutation): You curse 
a creature with vulnerability to magic. 

Mass Contagion (necromancy): You inflict a 
disease to up to 12 targets. 

Minute Size (transmutation): You shrink to Tiny 
size. 

Mirage of Despair (illusion): You cause 
everything your target sees to look horrifying 
or depressing, causing psychic damage each 
time it sees something particularly bad. 

Mordenkainen’s Capable Caravel (conjuration): 
You summon an extradimensionally-large 
sailing ship. 

Orko’s Elemental Triad (evocation): You fire 
three bolts that inflict 6d6 damage each of cold, 
fire, or lightning damage. 

Power Word Blind (transmutation): A magic 
word causes a creature to go blind. 
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Quench the Spirit (necromancy): A target takes 
6d12+30 damage and, if slain, becomes a 
zombie under your control. 

Renew Deposit (transmutation): You cause a 
mineral resource to grow back over a period of 
decades. 

Screen (illusion): You protect an area from scying 
and spying and create an illusion to fool 
viewers.  

Sheath (transmutation): You put an object in an 
extradimensional sheath and can withdraw 
and replace it at any time. 

Simbul’s Skeletal Deliquescence (transmutation): 
You turn a creature’s bones to jelly for a week. 

Smite (evocation): You smite enemies within 
range with divine energy, blinding and 
poisoning them and inflicting 10d6 damage. 

Stash (transmutation): You store up to 10 tons in 
a pocket demiplane. 

Storm (evocation): You create a powerful and 
dangerous thunderstorm, and can direct 
lightning bolts at targets for 8d6 damage. 

Stormrage (transmutation): You gain a flying 
speed, several resistances and immunities, and 
the ability to fire lightning bolts that inflict 
5d10 damage. 

Submerge Ship (transmutation): You turn a 
sailing ship into a submarine with a renewable 
air bubble. 

Succor (conjuration): An object you enchant will 
teleport a creature to your home when 
triggered. 

Suffocate (necromancy): You cause all creatures 
within range to begin to suffocate. 

Tyvek’s Immortal Words (abjuration): You 
magically inscribe words that cannot be 
destroyed by any means and that will exist 
permanently. 

Vaporize (transmutation): You completely 
destroy a 20-foot cube of inorganic matter. 

Wail of the Banshee (necromancy): Your screech 
causes up to 5 creatures to drop to 0 hit points. 

Whisper’s Damage Transference (necromancy): 
You steal up to 50 hit points from another 
creature and inflict the same amount on it. 

Year Stealing (necromancy): You steal another 
creature’s life force to extend your own 
lifespan. 
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Ancient Curse (abjuration): You protect an altar 

or other holy place with a curse that affects 
desecrators. 

Arcane Tunnel (conjuration): You create a 
wormhole between two points of space. 

Avatar (conjuration): You become a living avatar 
of your god, gaining a frightening aura, 
renewing your spell slots, resistance to 
damage, and regeneration abilities. 

Bad Medicine (enchantment): You inflict a 
terrible curse on many creatures within range, 
causing them to suffer disadvantage on attack 
rolls, saving throws, and ability checks.  

Bilocation (conjuration): You exist in two bodies 
at once. 

Black Blade of Disaster (conjuration): You create 
a flying blade made of negative force that 
strikes for 15d10 damage. 

Body Link (necromancy): You link your body 
parts so that if they are severed, you can 
control them.  

Breath of Death (necromancy): You blow out 
diseased breath, inflicting all of those around 
you with a horrible life-threatening disease.  

Breath of Life (abjuration): You blow out healing 
breath, curing the illnesses of those around 
you.  

Call (conjuration): You call an intelligent creature 
by name and, if it is willing, teleport it to you. . 
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Chain Madness (enchantment): You curse a 
target with contagious insanity. 

Chaotic Terrain (transmutation): You cause the 
ground and everything on it to warp and shift 
randomly and dangerously. 

Coalthirst’s Universal Mindbender 
(enchantment): You partially or completely 
rewrite a target’s personality. 

Create Life (necromancy): You create the body 
and soul of a living creature. 

Crystalbrittle (transmutation): You cause metal 
to become as fragile as glass. 

Cursed Earth (necromancy): You curse the land, 
causing famine, sickness, or a plague of 
zombies.  

Darklight’s Creeping Curse of Frost 
(transmutation): You cause magical ice to grow 
over a building permanently. 

Death Pact (evocation): A pact you make with 
your deity ensures that a target will be brought 
back to life should it meet a violent death. 

Ding Shu’s Draconian Holocaust (evocation): 
You create a dragon-shaped magical entity to 
fight for you.  

Elminster’s Effulgent Epuration (abjuration): You 
negate up to 12 hostile spells aimed at you. 

Energy Drain (necromancy): You inflict 8d10 
damage and permanently drain a target’s 
Strength and Constitution. 

Estate Transference (conjuration): You move a 
large plot of land, along with a dome of 
weather and air, to an elemental plane. 

Eternity of Torture (necromancy): You curse a 
creature to be incapacitated with pain for 
eternity. 

Feeblebody (transmutation): Your target’s 
Strength, Dexterity, and Constitution drop to 1. 

Genocide (necromancy): You inflict 100 points of 
damage one creature and 50 points to all others 
of the same species within the area. 

Harp of War (evocation): A silvery harp appears 
and produces seven different magical effects. 

Heart Call (conjuration): You rip a target’s heart 
right out of its chest. 

Ivy Siege (transmutation): Ivy grows over a 
building and squeezes it to rubble. 

Kiss of Death (necromancy): Your kiss instantly 
slays a creature of 100 or fewer hit points. 

Lorth’s Translocation (conjuration): You teleport 
to any place you imagine, even if you don’t 
know if such a place exists. 

Maddening Oubliette (conjuration): You 
temporarily banish a creature to a place of 
insanity. 

Mass Flesh to Salt (transmutation): You inflict 
9d10 damage to 8 creatures and possibly 
petrify them.  

Mass Flesh to Stone (transmutation): You petrify 
up to 8 creatures. 

Mass True Seeing (divination): You give truesight 
to up to 12 creatures. 

Naked Fury (necromancy): You curse the land 
with poisonous fire. 

Pilpin’s Massmorph (transmutation): You turn 
all creatures within range into a beast. 

Power Drain (necromancy): You drain another 
creature’s life force to power your spells. 

Power Word Banish (conjuration): You utter a 
word of power that instantly sends an 
extraplanar creature back to its home plane. 

Prismatic Beam (evocation): You attack a 
creature with fire, acid, lightning, poison, and 
cold damage all at once, inflicting 15d10 
damage. 

Ride the Lightning (transmutation): You turn 
into a lightning bolt and attack a target once 
each round, inflicting 10d8 damage each time. 

Rip Life (necromancy): You pull out a target’s 
soul and use it for one of several different 
functions. 
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Rising Colossus (conjuration): You create a 50-
foot-tall construct to rise out of the ground and 
obey you. 

Scourge of the Horseman (necromancy): A blast 
of energy inflicts 12d6 damage to creatures in a 
large area and reduces their hit point total by 
part of that amount.  

Skip Day (evocation): You travel 24 hours into 
the future.  

Skycastle (transmutation): You cause a castle and 
its grounds to rise into the air. 

Stop the Sun (illusion): You create the illusion of 
the sun or moon standing still in the sky. 

Tharos’ Temporal Study (transmutation): You are 
transported to a demiplane for 12 hours, put 
only a bit more than a minute will pass in the 
real world. 

Timelessness (transmutation): You put a living 
creature in stasis for up to a month. 

True Creation (conjuration): You create 
permanent objects out of shadowstuff. 

Whisper’s Mass Teleport (conjuration): You 
teleport up to 100 people or 10 Huge objects 
anywhere you wish. 

 

oo
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oo  SSPPEELLLLSS  BBYY  CCLLAASSSS  oo  
  

BBAARRDD  SSPPEELLLLSS    
 

CANTRIP (0 LEVEL) 
Allergy Field 
Alpha’s Sparkle Beam 
Alter Instrument 
Blacksteel 
Candletrick 
Copy 
Crier’s Boon 
Diction 
Disarm 
Distraction 
Empathy 
Haunting Sound 
Kiss of Wounding 
Legerdemain 
Open/Close 
Prestidigitation (variants) 
Scratch 
Secret Signs 
Slash Tongue 
Thump 
Warning Shout 
 

1ST LEVEL 
Ahrvar’s Forgery 
Arcane Voice 
Augment Artistry 
Aura of Protection 
Battle Cry 
Beneficence 
Borrow Fortune 
Buzzing Bee 
Calder’s Starry Sky 

Cat  Spirit 
Cheat 
Chime 
Chord of Shards 
Color 
Comfort 
Command Hair 
Dispel Fatigue 
Elonia’s Glamer 
Endure Element 
Erase 
Filth’s Bane 
Fire Truth 
Gift of Speech 
Hair 
Healthful Rest 
Idea 
Inaudibility 
Insidious Rhythm 
Ironthunder Horn 
Jamye’s Melodramatic 

Music 
Kiss of Intoxication 
Kiss of Vampirism 
Memorize Page 
Pilpin’s Mapper 
Pilpin’s Prompt 
Power Word Attention 
Secret Page 
Shadows 
Shut Up 
Snapshot 
Special Effects 
 

2ND LEVEL 

Allegro 
Bliss 

Blistering Invective 
Blood Biography 
Bolt’s Background Bustle 
Circle of Privacy 
Condition Protection 
Crafter’s Fortune 
Create Campsite 
Detect Charm 
Dream Feast 
Dumbness 
Echoes 
Euclark’s Cantankerous 

Clothing 
Gem Record 
Illusory Maze 
Intensify Sensation 
Intoxicate 
Kiss of Awakening 
Kiss of the Toad 
Lucky Blade 
Lucky Cape 
Make Lost 
Merchant’s Glamer 
Mikkis’ Awesome Disarm 
Mistaken Missive 
Moon Rune 
Nightmare Lullaby 
Noise Filter 
Otto’s Soothing Vibrations 
Piercing Shriek 
Pleasant Dreams 
Power Word Fear 
Prismal’s Handy Mirror 
Seal Mouth 
Sign of Sealing 
Talon’s Soundmaster 
Zone of Deception 
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3RD LEVEL 
Agra’s Ambush 
Anonymous Interaction 
Blessed Forgetfulness 
Boon of Fortune 
Call Society 
Conceal Item 
Dirge of Discord 
Drawmij’s Instant Exit 
Dread Word 
Encrypt 
Euphoric Tranquility 
Farspeaker 
Fool’s Speech 
Glyph of Warding (variants) 
Good Hope 
Guardian Seal 
History  
Kiss of Slavery 
Lay of the Land 
Layla’s Morning-After Kiss 
Mindlocked Messenger 
Music of the Spheres 
Mystic Rope 
Pilpin’s Orchestra 
Power Word Disrupt 
Puppeteer 
Singing Stone 
Teleport Object 
Vertigo 
 

4TH LEVEL 
Alter Path 
Crushing Despair 
Displacement 
Dwarkanath’s Tutor 
Fire Charm 
Fool’s Gold 
Gregori’s Shadow 
Instant Audience 
Katrine’s Fragile Egg 

Kiss of Torment 
Know Customs 
Malicious Spite 
Mirage 
Otto’s Drums 
Scapegoat 
Searing Song 
Shadow Blink 
Shadow Dance 
Shadow Play 
Shattershout 
Shout 
Siren Song 
Talon’s Skitmaster 
Vander’s Librarian 
Vision Stone 
Wall of Sound 
 

5TH LEVEL 
Apparent Master 
Archon’s Trumpet 
Battletide 
Chromatic Blade 
Cobaltas’ Thunder 
Darklight’s Stapling Spikes 
Darkray’s Powerguard 
False Sending 
Forcewhip 
Glyph of Revealing 
Greater Sign of Sealing 
Hypnosis 
Illusory Feast 
Impenetrable Falsehood 
Joyful Rapture 
Kiss of Sleep 
Kiss of Weakness 
Love Charm 
Magnifying Chime 
Mind Fog 
Northstar’s Song of the Fey 
Pool of Deeds 
Rary’s Replay 

Sleepwalking 
Spirit Scream 
Telepathic Broadcast 
Trick 
 

6TH LEVEL 
Aria of the Victorious 

Knights 
Curse of Disgust 
Danse Macabre 
Dissension 
False Vision 
Feast on Fear 
Hymn of Peace 
Learn Language 
Major Curse 
Pied Piping 
Shadowguard 
Shandaril’s Tracer 
Starharp 
Symphonic Nightmare 
Tasrin’s Haunted Sleep 
Teleport Trap 
 

7TH LEVEL 
Call Dragon 
Demand 
Diamondblade 
Endless Dance 
Fog of Nightmares 
Fortunate Fate 
Gunther’s Kaleidoscopic 

Strike 
Kiss of the Nereid 
Mass Dominate Person 
Mindkiller 
Nymph’s Beauty 
Probe Thoughts 
Starmantle 
Symbol (variants) 
Terror 
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8TH LEVEL 
Circle of Blindness 
Disbelief 
Heart and Soul 
Mirage of Despair 
Mordenkainen’s Capable 

Caravel 
Wail of the Banshee 
 

9TH LEVEL 
Coalthirst’s Universal 

Mindbender 
Harp of War 
Kiss of Death 
Mass True Seeing 
 

oo  
 

CCLLEERRIICC  SSPPEELLLLSS    
 

CANTRIP (0 LEVEL) 
Befoul 
Bloodbridge 
Candletrick 
Copy 
Diction 
Empathy 
Gnat Swarm 
Hailstone 
Handcandle 
Orison 
Squeaking Floor 
Sustain Fire 
Thaumaturgy (variants) 
Thump 
Warning Shout 
 

1ST LEVEL 
Augment Artistry 
Aura of Protection 
Beneficence 
Brambles 
Common Prayer 
Create Earth 
Death Candle 
Detect Harmony 
Dispel Fatigue 
Ease Labor 
Endure Element  
Epiphany 
Exorcism 
Fertility 
Foundation of Stone 
Healthful Rest 
Idea 
Infernal Wound 
Ironguts 
Know the Size of the Hidden 
Last Image 
Magical Tether 
Nectar 
Painless Death 
Protective Amulet 
Quick Step 
Reconstruct 
Repair 
Sacred Guardian 
Secret Page 
Silvered Weapon 
Simple Distillation 
Snapshot 
Spirit Mask 
Suspend Disease 
Trance 
Weapon Bless 
Weapon of the Earth 
 

2ND LEVEL 
Adamantine Weapon  
Ancestral Blessing 
Ancestral Vengeance 
Anesthesia 
Bliss 
Blood Biography 
Body Blades 
Body of the Sun 
Break Limb 
Curse of Ill Fortune 
Death Knell 
Deific Vengeance 
Detect Charm 
Divine Sacrifice 
Dream Feast 
Dumbness 
Early Judgment 
Favorable Wind 
Favor of Good Luck 
Favor of Ill Luck 
Favor of Serendipity  
Favor of the Earth 
Gem Record 
Ghost Whip 
Hurl Rock 
Light of Heavens 
Nap 
Preservation 
Ray of Paralysis 
Savage Maw 
Seek Eternal Rest 
Sign of Sealing 
Silverlight 
Specialization 
Spiritual Spear 
Spring 
Vylja’s Airbolt 
Vylja’s Webs to Dust 
Whispers 
Wyvern Watch 
Yoke of Mercy 
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Zone of Deception 
 

3RD LEVEL 
Amulet 
Attune Form 
Awaken Sin 
Bestow Curse (variants) 
Blessed Forgetfulness 
Blossom 
Bone Shape 
Boon of Fortune 
Breathable Air 
Call Society 
Commune with Spirit 
Control Temperature 
Doomhound 
Downdraft 
Dread Word 
Dream Sight 
Euphoric Tranquility 
Eyes of the Sun 
Favor of Amelioration 
Freeze 
Frost Whip 
Glyph of Warding (variants) 
Godrage 
Guardian Seal 
Hard Water 
Helping Hand 
History 
Holy Weapon 
Hypothermia 
Invisibility Purge 
Kilrukh’s Defending Hands 
Memory Read 
Music of the Spheres 
Revenance 
Secret Light 
Seek Teleporter 
Shellskin 
Shivering Touch 
Stunning Barrier 

Undead Torch 
Urlic’s Unwholesome Meal 
Vision of Hell 
Wall of Light 
Ward of the Season 
Whip of Flame 
 

4TH LEVEL 
Alter Path 
Animate Flame 
Blessed Abundance 
Breed True 
Chant 
Chilling Scythe 
Continuous Temperature 
Dance of the Unicorn 
Depress Resistance 
Diamond Spray 
Dimensional Anchor 
Entrap Spirit 
Favor of the Flying Horse 
Forced Repentance 
Godly Protection 
Guardian Weapon 
Hold Spirit 
Hurl Thunderbolt 
Ice Blade 
Know Customs 
Log to Lizard 
Mass Protection from Evil 

and Good 
Mirage 
Possess 
Psychic Poison 
Reprobation 
Return to Earth 
Sacred Strike 
Searing Song 
Shattershout 
Shoulder Burden 
Siren Song 
Site Warning 

Sticks to Snakes 
Stone Bridge 
Thief’s Lament 
Valiant Fury 
Vander’s Librarian 
Watchful Ancestors 
 

5TH LEVEL 
Age Object 
Airy Water 
Archon’s Trumpet 
Ballant’s Stonestrength 
Battletide 
Cloud of Purification 
Cloud of Putrefaction 
Conjure Divine Minion 
Disfiguring Touch 
Draw Upon Holy Might 
Eliminate Air 
Favor of the Ocean Winds 
Fireward 
Flaming Symbol 
Globe of Tranquil Water 
Glyph of Revealing 
Greater Sign of Sealing 
Impenetrable Falsehood 
Irnar’s Fast Pregnancy 
Joyful Rapture 
Mark of Justice 
Mass Curse of Ill Fortune 
Mass Sanctuary 
Metal Shape 
Oasis 
Pool of Deeds 
Sarcophagus of Death 
Skullsight 
Spirit of Flame 
Stone Tell 
Tame Animal 
Telepathic Broadcast 
Tentacle of Withering 
Vanishing Weapon 
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Visage of the Deity 
Vylja’s Storm Armor 
 

6TH LEVEL 
Battle of Wills 
Curse of Undeath 
Danse Macabre 
Earthmaw 
Exalted Raiment 
Eye of Curses 
Flesh to Salt 
Ghost Trap 
Greater Animate Dead 
Hammer of Retribution 
Horn of Plenty 
Hovering Road 
Hymn of Peace 
Imbue with Purpose 
Kevin’s Holy Rain 
Major Curse 
Obold’s Brightness 
Prophecy 
Righteous Wrath of the 

Faithful 
Seal Portal 
Spectral Beast 
Storm of Shards 
Thousand Needles 
True Name 
Unburn 
 

7TH LEVEL 
Animate Golem 
Blood to Water 
Bolt of Glory 
Channel Flame 
Deathwalk 
Flame Harvest 
Ghoul Gauntlet 
Half-Blood Extraction 
Holy Star 
Legal Thoughts 

Mindkiller 
Nine Lives 
Radiant Assault 
Rain of Embers 
Right of Might 
Seal of Destiny 
Starmantle 
Shade Transformation 
Symbol (variants) 
Touch of the Styx 
Undead Army 
Withering Palm 
 

8TH LEVEL 
Chariot of the Gods 
Continuous Weather 
Crown of Angels 
Disbelief 
Divine Truth 
Eternal Rest 
Giant Size 
Glass Storm 
Hellfire Ray 
Holy Presence 
Longevity 
Mass Contagion 
Minute Size 
Mirage of Despair 
Quench the Spirit 
Renew Deposit 
Smite 
Storm 
Stormrage 
Succor 
 

9TH LEVEL 
Ancient Curse 
Avatar 
Bad Medicine 
Bilocation 
Breath of Death 
Breath of Life 

Call 
Chain Madness 
Create Life 
Death Pact 
Heart Call 
Mass Flesh to Salt 
Scourge of the Horseman 
Skip Day 
Stop the Sun 
Timelessness 
 

oo  
  

DDRRUUIIDD  SSPPEELLLLSS    
 

CANTRIP (0 LEVEL) 

Allergy Field 
Darsson’s Cooling Breeze 
Deepen Shadows 
Druidcraft (variants) 
Erik’s Quills 
Gnat Swarm 
Hailstone 
Handfang 
Leaf into Dagger 
Nature Call 
Notice 
Orison 
Spit Venom 
Sustain Fire 
Warning Shout 
 

1ST LEVEL 
Animal Animosity 
Animal Sense 
Banish Dazzle 
Brambles 
Buzzing Bee 
Camouflage 
Cat Spirit 



48 

Compass 
Conjure Fundamental 
Create Earth 
Detect Harmony 
Dispel Fatigue 
Drawmij’s Breath of Life 
Drawmij’s Light Step 
Drawmij’s Scent Mask 
Ease Labor 
Endure Element 
False Tracks 
Fertility 
Fist of Stone 
Foundation of Stone 
Gift of Speech 
Hail of Stone 
Healthful Rest 
Nectar 
Quick Step 
Sea Sight 
Segojan’s Armor 
Sharp Tooth 
Silvered Weapon 
Spiderbite 
Trance 
Weapon of the Earth 
Xavier’s Leaf Filter 
 

2ND LEVEL 
Aggressive Thundercloud 
Alpha’s Moonlight 
Ancestral Blessing 
Ancestral Vengeance 
Anesthesia 
Animal Aspect 
Bearhug 
Beast Mask 
Blood Biography 
Body Temperature 
Break Limb 
Circle of Privacy 
Control Vapor 

Dig 
Dive/Rise 
Dream Feast 
Euphoric Cloud 
Fang Fist 
Far Sight 
Favorable Wind 
Favor of Serendipity 
Favor of the Earth 
Fireproof 
Frostfire 
Grassdart 
Heartfire 
Hurl Rock 
Kiss of the Toad 
Make Lost 
Mikkis’ Tracking 
Moon Rune 
Nature’s Balance 
Preservation 
Raven’s Flight 
Sap 
Savage Maw 
Scent of Vengeance 
Silverlight 
Spring 
Thrasne’s Magical Mire 
Untangle 
Venomous Blade 
Vylja’s Airbolt 
Vylja’s Webs to Dust 
Whip of Vermin 
Whispers 
Wolfjaws 
 

3RD LEVEL 
Aalldam’s Waterspray 
Alpha’s Rolling Thunder 
Alter Animal Intelligence 
Amulet 
Arboreal Hammer 
Bite the Hand 

Blossom 
Bolt of Stone 
Bottle of Smoke 
Breathable Air 
Burst of Nettles 
Cloud Walk 
Commune with Spirit 
Control Temperature 
Crumble 
Downdraft 
Drought 
Entomb 
Freeze 
Hard Water 
Hypothermia 
Ice Shape 
Lay of the Land 
Lightning Rod 
Mass Camouflage 
Mass Jump 
Scalding Spout 
Secret Light 
Shape Wood 
Shellskin 
Snapdragon 
Throbbing Bones 
Vertigo 
Ward of the Season 
Wind at Back 
Windburn 
Zone of Natural Purity 
 

4TH LEVEL 
Alter Path 
Animal Call 
Blast of Sand 
Blessed Abundance 
Cape of Wasps 
Carry Companion 
Dance of the Unicorn 
Depress Resistance 
Explosion of Rot 
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Gravel Vortex 
Hibernation 
Hold Spirit 
Lava Bolt 
Log to Lizard 
Mass Swim 
Mirage 
Needlestorm 
Return to Earth 
Sargasso 
Sethron’s Fearful Baying 
Sleepcloud 
Sticks to Snakes 
Strong Jaw 
 

5TH LEVEL 
Age Animal 
Airy Water 
Alpha’s Heat Lightning 
Animal Transfer 
Ballant’s Stonestrength 
Blizzard 
Cobaltas’ Thunder 
Conjure Beast Spirits 
Favor of the Ocean Winds 
Flesh to Ice 
Force Shapechange 
Globe of Tranquil Water 
Irnar’s Fast Pregnancy 
Ironguard 
Lizard Limbs 
Mass Protection from 

Energy 
Nature’s Charm 
Northstar’s Song of the Fey 
Oasis 
Sand Shroud 
Sand Storm 
Stone Tell 
Tame Animal 
Thronwrack 
Transmute Rock 

Vanquil’s Drifting Blizzard 
Vylja’s Storm Armor  
 

6TH LEVEL 
Curse of Lycanthropy  
Dardan’s Desiccation 
Earthmaw 
Flesh to Ooze 
Horn of Plenty 
Ironwood 
Jungle’s Rapture 
Master of the Rolling River 
Move Snow and Ice 
Nature’s Exile 
Rising Rot 
Scalesnare 
Skylight Blade 
Spectral Beast 
Treegrowth 
True Name 
 

7TH LEVEL 
Call Dragon 
Cyclone Chariot 
Darklight’s Finger of Ice 
Endless Dance 
Kiss of the Nereid 
Nature’s Avatar 
Rain of Roses 
Stone Spiders 
Upsurge 

8TH LEVEL 
Airboat 
Awaken Forest 
Heartseeker 
Lightning Storm 
Mass Contagion 
Renew Deposit 
Storm 
Stormrage 
 

9TH LEVEL 
Breath of Death 
Breath of Life 
Darklight’s Creeping Curse 

of Frost 
Ivy Siege 
Pilpin’s Massmorph 
Ride the Lightning 
 

oo  
 

PPAALLAADDIINN  SSPPEELLLLSS    
 

1ST LEVEL 
Aura of Protection 
Battle Cry 
Bladethirst 
Common Prayer 
Electric Blades 
Epiphany 
Exorcism 
Filth’s Bane 
Fire Truth 
Foundation of Stone 
Golden Barding 
Hesitate 
Interrogation 
Metal Arm 
Quick Step 
Sacred Guardian 
Silvered Weapon 
Weapon Bless 
 

2ND LEVEL 
Adamantine Weapon 
Ancestral Blessing 
Ancestral Vengeance 
Deific Vengeance 
Divine Sacrifice 
Drawmij’s Swift Mount 
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Early Judgment 
Litany of Debasement 
Litany of Grace 
Seek Eternal Rest 
Specialization 
Word of Binding 
Yoke of Mercy 
 

3RD LEVEL 
Awaken Sin 
Barrier Reaver 
Boon of Fortune 
Call Society 
Deadly Strike 
Eyes of the Sun 
Favor of Amelioration 
Godrage 
Holy Weapon 
Nightscar 
Righteous Vigor 
Sacred Bond 
Stunning Barrier 
 

4TH LEVEL 
Bands of Sirellyn 
Bloodsworn Retribution 
Chant 
Forced Repentance 
Glory of the Martyr 
Mass Protection from Evil 

and Good 
Oath of Peace 
Reprobation 
Shoulder Burden 
Watchful Ancestors 
 

5TH LEVEL 
Archon’s Trumpet 
Battletide 
Cloud of Purification 
Conjure Divine Minion 
Darkray’s Powerguard 

Draw Upon Holy Might 
Mark of Justice 
Oathbinding 
Vanishing Weapon 
 

oo  
 

RRAANNGGEERR  SSPPEELLLLSS    
 

1ST LEVEL 
Alpha’s Hunting Hound 
Animal Animosity 
Animal Sense 
Autopsy 
Banish Dazzle 
Bladethirst 
Camouflage 
Cat Spirit 
Comfort 
Compass 
Darkray’s Enhanced Dagger 
Dispel Fatigue 
Drawmij’s Breath of Life 
Drawmij’s Light Step 
Drawmij’s Scent Mask 
False Tracks 
First Strike 
Hesitate 
Hunter’s Lore 
Magical Tether 
Quick Step 
Sea Sight 
Sharptooth 
Silvered Weapon 
Telltale Feet 
Trance 
Weapon Bless 
Xaviar’s Leaf Filter 
 

2ND LEVEL 
Alpha’s Moonlight 
Animal Aspect 
Arrowflight 
Bearhug 
Beastmask 
Bottomless Hate 
Circle of Privacy 
Cook 
Create Campsite 
Decastave 
Dig 
Dive/Rise 
Drawmij’s Swift Mount 
Dream Feast 
Far Sight 
Grassdart 
Hunter’s Mercy 
Make Lost 
Mikkis’ Tracking 
Noise Filter 
Paldeggeron’s Accurate 

Arrow 
Raven’s Flight 
Savage Maw 
Scent of Vengeance 
Shadowbolt 
Silverlight 
Spring 
Tenser’s Hunting Hawk 
Venomous Blade 
Whispers 
Wolfjaws 
 

3RD LEVEL 
Amulet 
Archer’s Redoubt 
Boon of Fortune 
Bottle of Smoke 
Breathable Air 
Call Society 
Conceal Item 
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Deadly Strike 
Everfull Quiver 
Javelin 
Lay of the Land 
Mass Camouflage 
Mass Jump 
Nightscar 
Seeking 
Shape Wood 
Ward of the Season 
Weapon Return 
Wind at Back 
Zone of Natural Purity 
 

4TH LEVEL 
Alter Path 
Animal Call 
Bloodsworn Retribution 
Carry Companion 
Displacement 
Hibernation 
Mass Swim 
Sargasso 
Sethron’s Fearful Baying 
Shadow Blink 
Strong Jaw 
Terrain Bond 
 

5TH LEVEL 
Battletide 
Darkray’s Powerguard 
Force Shapechange 
Globe of Tranquil Water 
Lightbow 
Mass Protection from 

Energy 
Northstar’s Song of the Fey 
Tame Animal 
Thornwrack 
Wingbind 
 

SSOORRCCEERREERR  SSPPEELLLLSS    
 

CANTRIP (0 LEVEL) 
Alpha’s Spark Shower 
Candletrick 
Chill 
Crier’s Boon 
Darsson’s Cooling Breeze 
Diminutive Darkness 
Disarm 
Empathy 
Flicker 
Hailstone 
Handcandle 
Hold Portal 
Iron Scarf 
Kiss of Wounding 
Liquid Orb 
Open/Close 
Prestidigitation (variants) 
Scatterspray 
Stun Ray 
Thump 
Touch of Madness 
Whisper’s Darkstaff 
 

1ST LEVEL 
Acid Hands 
Animal Sense 
Arcane Voice 
Banish Dazzle 
Cheat 
Color 
Command Hair 
Compass 
Creeping Darkness 
Darkray’s Enhanced Dagger 
Drenal’s Stone Flame 
Electric Blades 
Elemental Burst 
Entangling Scarf 

Fist of Stone 
Frost Fingers 
Inaudibility 
Indisputable Possession 
Infernal Wound 
Invisible Object 
Ironthunder Horn 
Kiss of Intoxication 
Kiss of Vampirism 
Ladder 
Long Arm 
Magic Motes 
Painful Wounds 
Parching Touch 
Ray of Clumsiness 
Ray of Flame 
Reconstruct 
Repair 
Reveal Owner 
Sanh’s Ray of Light 
Shadows 
Thunderous Footfalls 
Web Bolt 
Whisper’s Hands of 

Darkness 
 

2ND LEVEL 
Aggressive Thundercloud 
Alpha’s Rainbow Beam 
Animal Aspect 
Apparition 
Augment Familiar 
Backstab Backlash 
Body Blades 
Body of the Sun 
Break Limb 
Brumal Stiffening 
Condition Protection 
Control Vapor 
Darklight’s Inexplicable 

Image 
Decastave 
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Dolorous Blow 
Dumbness 
Euphoric Cloud 
Fiery Eyes 
Fiery Fists 
Fireburst 
Fireproof 
Firestaff 
Ghost Whip 
Hand of Ithiqua 
Intensify Sensation 
Intoxicate 
Kallum’s Cold Frost 
Kiss of Awakening 
Kiss of the Toad 
Merchant’s Glamer 
Mikki’s Awesome Disarm 
Numbing Sphere 
Power Word Fear 
Ray of Ice 
Ray of Paralysis 
Ray of Stupidity 
Sand Glass 
Sand Spray 
See Through Other Eyes 
Shark Bolt 
Silverlight 
Skyhook 
Splinter Wood 
Venomous Blade 
Veschiul’s Shadowcurse 
Wall of Gloom 
 

3RD LEVEL 
Acid Lash 
Agra’s Ambush 
Alter Mass 
Attune Form 
Azalldam’s Fabrication 
Bite the Hand 
Blades of Fury 
Cloud Walk 

Control Temperature 
Curse of Impending Blades 
Darklight’s Haywire Hands 
Death Star 
Detonate 
Dragon Breath 
Dream Sight 
Euphoric Tranquility 
Excruciating Deformation 
Falstaffe’s Ethereal 

Firestorm 
Fire Aura 
Forceball 
Forcewave 
Graymantle 
Hellmouth Lash 
Invisibility Purge 
Junglerazer 
Kiss of Slavery 
Layla’s Morning-After Kiss 
Legolath’s Weird Wildball 
Loathsome Veil 
Magnetism 
Memory Read 
Mirror Sending 
Mystic Rope 
Node of Blasting 
Nystul’s Radiant Baton 
Pander’s Whirlwind Travel 
Phantom Arms and Armor 
Scalding Spout 
Spirit Jaws 
Stunning Barrier 
Sunscorch 
Suppress Breath Weapon 
Teleport Object 
Throbbing Bones 
Ulric’s Unwholesome Meal 
Vertigo 
Wall of Light 
Weapon Return 
Whisper’s Mana Bolt 

Whisper’s Rune of 
Protection 

Windburn 
 

4TH LEVEL 
Acidball 
Alcoreax’s Icetrail 
Alpha’s Shadowfire 
Animate Flame 
Augmenting Wall 
Bands of Sirellyn 
Blast of Sand 
Burning Blood 
Chaotic Vision 
Crushing Despair 
Displacement 
Dolorous Motes 
Eldarr’s Shroud 
Enervation 
Entrap Spirit 
Fellstar’s Flaming Water 
Force Chest 
Glassee 
Gravel Vortex 
Hurl Thunderbolt 
Ice Web 
Ilyykur’s Mantle 
Katrine’s Fragile Egg 
Kiss of Torment 
Malicious Spite 
Mass Swim 
Mystyk’s Backlash 
Necromantic Bolt 
Nystul’s Blacklight Burst 
Otto’s Drums 
Rusting Grasp 
Shadow Blink 
Shattershout 
Shout 
Sleepcloud 
Sunbolt 
Wall of Coldfire 
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Wall of Sound 
Whisper’s Storm of 

Darkness 
Wing Gifting 
 

5TH LEVEL 
Acid Fog 
Age Object 
Alpha’s Blue Blaze 
Alpha’s Starshield 
Azura’s Soul Whip 
Ballant’s Stonesplit 
Ballant’s Stonestrength 
Blizzard 
Blood of Fire 
Bolt’s Hellish Hail 
Chromatic Blade 
Cobaltas’ Thunder 
Cone of Acid 
Cone of Fire 
Cone of Force 
Darkray’s Powerguard 
Dheryth’s Energy Cloak 
Disfiguring Touch 
Eliminate Air 
Fireward 
Flexible Force Field 
Force Blast 
Force Shapechange 
Forcewhip 
Impregnate 
Involuntary Shapeshifting 
Ironguard 
Kiss of Sleep 
Kiss of Weakness 
Mass Protection from 

Energy 
Mind Fog 
Oasis  
Rain of Blood 
Resist Magic 
Sensory Deprivation 

Soulfire 
Spirit of Flame 
Telepathic Broadcast 
Trick 
Vanquil’s Drifting Blizzard 
Wingbind 
 

6TH LEVEL 
Battle of Wills 
Catching Chain 
Curse of Disgust 
Dardan’s Desiccation 
Darklight’s Lightning Web 
Darklight’s Planar Weapon 
Dheryth’s Energy Globe 
Explosive Head 
Ironskin 
Lightning Curtain 
Mass Curse of Impending 

Blades 
Move Snow and Ice 
Nerve Dance 
Obold’s Brightness 
Overland Flight 
Scramble Portal 
Sheets of Acid 
Sheets of Electricity 
Sheets of Fire 
Sheets of Frost 
Sheets of Venom 
Skylight Blade 
Spell Catcher 
True Name 
Unburn 
Waves of Exhaustion 
Web of Shadows 
 

7TH LEVEL 
Acid Storm 
Alpha’s Comet 
Blood Burn 
Blood to Water  

Channel Flame 
Cyclone Chariot 
Darklight’s Finger of Ice 
Déjà Vu  
Duo-Dimension 
Energy Ball 
Fortunate Fate 
Gunther’s Kaleidoscopic 

Strike 
Kiss of the Nereid 
Lestat’s Legion 
Mass Dominate Person 
Moment of Prescience 
Nymph’s Beauty 
Power Word Sleep 
Power Word Vaporize 
Probe Thoughts 
Radiant Assault 
Seven-Eyes 
Terror 
Withering Palm 
 

8TH LEVEL 
Aging 
Bite of the King 
Circle of Blindness 
Demonstar 
Field of Icy Razors 
Flensing 
Hellfire Ray 
Hornung’s Random 

Dispatcher 
Kiri’s Soul Transfer 
Magic Susceptibility 
Power Word Blind 
Sheath 
Stash 
Storm 
Stormrage 
Whisper’s Damage 

Transference 
Year Stealing 
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9TH LEVEL 
Black Blade of Disaster 
Chaotic Terrain 
Coalthirst’s Universal 

Mindbender 
Cursed Earth 
Ding Shu’s Draconian 

Holocaust 
Eternity of Torture 
Genocide 
Kiss of Death 
Naked Fury 
Power Drain 
Power Word Banish 
Prismatic Beam 
Ride the Lightning 
Rip Life 
Scourge of the Horsemen 
True Creation 
Whisper’s Mass Teleport 
 

oo  
 

WWAARRLLOOCCKK  SSPPEELLLLSS    
 

CANTRIP (0 LEVEL) 
Alpha’s Spark Shower 
Befoul 
Bleeding Touch 
Bloodbridge 
Chill 
Copy 
Crier’s Boon 
Deepen Shadows 
Diction 
Diminutive Darkness 
Empathy 
Ill Omen 
Kiss of Wounding 

Legerdemain 
Open/Close 
Pain 
Prestidigitation (variants) 
Secret Signs 
Spit Venom 
Thump 
Touch of Madness 
Whisper’s Darkstaff 
 

1ST LEVEL 
Animal Animosity 
Animal Sense 
Arcane Voice 
Beneficence 
Borrow Fortune 
Confuse Self 
Creeping Darkness 
Death Grimace 
Erase 
Exorcism 
Fire Truth 
Interrogation 
Invisible Object 
Kiss of Vampirism 
Laeral’s Cutting Hand 
Long Arm 
Magic Motes 
Memorize Page 
Metal Arm 
Painful Wounds 
Parching Touch 
Pilpin’s Prompt 
Ray of Clumsiness 
Ray of Flame 
Reconstruct 
Repair 
Reveal Owner 
Secret Page 
Shadows 
Shut Up 
Spirit Mask 

Suspend Disease 
Thunderous Footfalls 
Trance 
Web Bolt 
Whisper’s Hands of 

Darkness 
 

2ND LEVEL 
Aggressive Thundercloud 
Apparition 
Augment Familiar 
Blood Biography 
Body Blades 
Break Limb 
Claws of Darkness 
Condition Protection 
Darklight’s Inexplicable 

Image 
Dolorous Blow 
Echoes 
Euphoric Cloud 
Fiery Eyes 
Firestaff 
Flu 
Frostfire 
Ghost Whip 
Ghoul Touch 
Hand of Ithiqua 
Illusory Maze 
Intensify Sensation 
Isolde’s Answer 
Kilrukh’s Assisting Hands 
Kiss of the Toad 
Merchant’s Glamer 
Mikki’s Awesome Disarm 
Moon Rune 
Nature’s Balance 
Power Word Fear 
Raven’s Flight 
Ray of Ice 
Ray of Paralysis 
Ray of Stupidity 
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See Through Other Eyes 
Sign of Sealing 
Thrasne’s Magical Mire 
Transmute Water to Acid 
Unnatural Lust 
Venomous Blade 
Veschiul’s Shadowcurse 
Wall of Gloom 
Whip of Vermin 
Whispers 
Winds of Pain 
 

3RD LEVEL 
Acid Lash 
Agitate Wounds 
Agra’s Ambush 
Alpha’s Rolling Thunder 
Alter Mass 
Amulet 
Anonymous Interaction 
Azalldam’s Fabrication 
Call Society 
Create Magic Tattoo 
Curse of Impending Blades 
Curse Tablet 
Cursed Image 
Darkbolt 
Death Star 
Deforest 
Dire Charm 
Doomhound 
Dream Sight 
Euphoric Tranquility 
Evil Eye 
Excruciating Deformation 
Grasping Hands of Horror 
Graymantle 
Hellmouth Lash 
History 
Invisibility Purge 
Kilrukh’s Defending Hands  
Kiss of Slavery 

Loathsome Veil 
Lorloveim’s Creeping 

Shadow 
Memory Read 
Mirror Sending 
Mordenkainen’s Defense 

Against Beasts 
Mordenkainen’s Defense 

Against Slime 
Mystic Rope 
Nightscar 
Puppeteer 
Secret Light 
Shivering Touch 
Spirit Jaws 
Ulric’s Unwholesome Meal 
Venomdust 
Vision of Hell 
Whisper’s Mana Bolt 
Whisper’s Rune of 

Protection 
 

4TH LEVEL 
Alpha’s Shadowfire 
Animal Call 
Bands of Sirellyn 
Breed True 
Burning Blood 
Cape of Wasps 
Chaotic Vision 
Chilling Scythe 
Create Darkenbeast 
Crushing Despair 
Cursed Blade 
Darsson’s Potion 
Dimensional Anchor 
Displacement 
Eldarr’s Shroud 
Enervation 
Entrap Spirit 
Fire Charm 
Glamden’s Jet 

Gregori’s Shadow 
Ilyykur’s Mantle 
Infected Wounds 
Katrine’s Fragile Egg 
Kiss of Torment 
Malicious Spite 
Mass Protection from Evil 

and Good 
Mirage 
Mystyk’s Backlash 
Necromantic Bolt 
Otto’s Drums 
Possess 
Psychic Poison 
Rastor’s Mystical Spy 
Reprobation 
Rusting Grasp 
Scapegoat 
Shadow Blink 
Shadow Dance 
Shadowstrike 
Siren Song 
Site Warning 
Sleepwalking 
Sonoric’s Minions 
Tattoo Potion 
Watchful Ancestors 
Whisper’s Storm of 

Darkness 
Wing Gifting 
 

5TH LEVEL 
Absorb Strength 
Alpha’s Blue Blaze 
Alpha’s Heat Lightning 
Animal Transfer 
Blood of Fire 
Bolt’s Hellish Hail 
Create Room 
Darklight’s Stapling Spikes 
Deadly Feast 
Disfiguring Touch 
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Dweomervessel 
Feldegast’s Altered 

Appearance 
Force Shapechange 
Greater Sign of Sealing 
Hypnosis 
Impregnate 
Imprison Possessor 
Involuntary Shapeshifting 
Irnar’s Fast Pregnancy 
Ironguard 
Kiss of Sleep 
Love Charm 
Mark of Justice 
Mind Fog 
Mordenkainen’s Defense 

Against Lycanthropes 
Old Salt’s Curse 
Prosthesis 
Rain of Blood 
Refusal 
Resist Magic 
Sand Shroud 
Sand Storm 
Sarcophagus of Death 
Sensory Deprivation 
Sentry Skull 
Shadowcat 
Soul Safe 
Stone Tell 
Visage of the Deity 
Wall of Limbs 
Wall of Ooze 
 

6TH LEVEL 
Animate Blood 
Arrow of Bone 
Battle of Wills 
Catching Chain 
Conjure Shadows 
Consume Likeness 
Curse of Disgust 

Curse of Lycanthropy 
Curse of Undeath 
Darklight’s Lightning Web 
Darklight’s Planar Weapon 
Dusts of Death 
Eye of Curses 
False Vision 
Feast on Fear 
Flesh to Ooze 
Flesh to Salt 
Ghost Trap 
Mass Curse of Impending 

Blades 
Nature’s Exile 
Obedience 
Overland Flight 
Poison 
Rain of Terror 
Shadowguard 
Skylight Blade 
Symphonic Nightmare 
Tasrin’s Haunted Sleep 
Tattoo of Power 
Thousand Needles 
True Name 
Tyvek’s Temporary Inner 

Strength 
Unburn 
Valcon’s Spectral Army 
Waves of Exhaustion 
Web of Shadows 
 

7TH LEVEL 
Amorphous Blob 
Animate Golem 
Blood to Dust 
Blood to Water  
Corpse Host 
Create Quasimancer1 
Darklight’s Tattooed 

Creature 
Darklight’s Tattooed Item 

Deathwalk 
Diamondblade 
Duo-Dimension 
Flame Harvest 
Fog of Nightmares 
Hungry Darkness 
Mindkiller 
Moment of Prescience 
Nine Lives 
Nymph’s Beauty 
Power Word Sleep 
Prismal’s Pictograph 
Probe Thoughts 
Shade Transformation 
Soul Anchor 
Terror 
Touch of the Styx 
Wither Limb 
Withering Palm 
 

8TH LEVEL 
Aging 
Bite of the King 
Circle of Blindness 
Flensing 
Heart and Soul 
Heart of Stone 
Kiri’s Soul Transfer 
Laeral’s Invisible Blade 
Magic Susceptibility 
Mirage of Despair 
Power Word Blind 
Sheath 
Simbul’s Skeletal 

Deliquescence 
Stash 
Storm 
Tyvek’s Immortal Words 
Whisper’s Damage 

Transference 
Year Stealing 
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9TH LEVEL 
Bad Medicine 
Body Link 
Call 
Chain Madness 
Chaotic Terrain 
Coalthirst’s Universal 

Mindbender 
Cursed Earth 
Eternity of Torture 
Kiss of Death 
Maddening Oubliette 
Mass Flesh to Salt 
Mass Flesh to Stone 
Naked Fury 
Pilpin’s Massmorph 
Power Word Banish 
Rip Life 
Stop the Sun 
Tharos’ Temporal Study 
 

oo  
  

WWIIZZAARRDD  SSPPEELLLLSS    
 

CANTRIP (0 LEVEL) 
Alpha’s Spark Shower 
Alpha’s Sparkle Beam 
Befoul 
Bigby’s Bookworm Bane 
Blacksteel 
Candletrick 
Chill 
Copy 
Darsson’s Cooling Breeze 
Diction 
Empathy 
Flicker 
Hailstone 
Hold Portal 

Iron Scarf 
Liquid Orb 
Odeen’s Magic Cloud 
Open/Close 
Prestidigitation (variants) 
Scatterspray 
Secret Signs 
Squeaking Floor 
Stun Ray 
Sustain Fire 
Thump 
Touch of Madness 
Warning Shout 
Whisper’s Darkstaff 
 

1ST LEVEL 
Acid Hands 
Adhesion 
Ahrvar’s Forgery 
Alpha’s Hunting Hound 
Animal Sense 
Arcane Voice 
Assess Value 
Augment Artistry 
Autopsy 
Calder’s Starry Sky 
Cheat 
Chime 
Color 
Command Hair 
Compass 
Confuse Self 
Conjure Fundamental 
Creeping Darkness 
Darkray’s Enhanced Dagger 
Detect Metals and Minerals 
Detect Secret Passages and 

Portals 
Drawmij’s Breath of Life 
Drawmij’s Light Step 
Drawmij’s Scent Mask 
Drenal’s Stone Flame 

Electric Blades 
Elemental Burst 
Entangling Scarf 
Erase 
Exterminate 
Filth’s Bane 
Fire Truth 
Frost Fingers 
Hail of Stone 
Hair 
Heethem’s Hydromorph 
Hidden Ward 
Idea 
Inaudibility 
Indisputable Possession 
Instant Search 
Interrogation 
Invisible Object 
Know the Size of the Hidden 
Ladder 
Last Image 
Long Arm 
Magic Motes 
Memorize Page 
Odeen’s Magic Tailor 
Painful Wounds 
Parching Touch 
Pilpin’s Mapper 
Pilpin’s Prompt 
Power Word Attention 
Protective Amulet 
Ray of Clumsiness 
Ray of Flame 
Reconstruct 
Repair 
Reveal Owner 
Sanh’s Ray of Light 
Secret Page 
Shadetree 
Shadows 
Shrapnel Shot 
Silvered Weapon 
Simple Distillation 
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Skill Enhancement 
Snapshot 
Special Effects 
Thunderous Footfalls 
Web Bolt 
Whisper’s Hands of 

Darkness 
 

2ND LEVEL 
Anesthesia  
Animal Aspect 
Ash Storm 
Augment Familiar 
Backstab Backlash 
Bigby’s Dexterous Digits 
Blood Biography 
Body Temperature 
Break Limb 
Brumal Stiffening 
Condition Protection 
Control Vapor 
Cook 
Crafter’s Fortune 
Darklight’s Inexplicable 

Image 
Death Knell 
Deeppockets 
Detect Charm 
Dig 
Drawmij’s Swift Mount 
Dumbness 
Entice Gift 
Euphoric Cloud 
Fiery Eyes 
Fireburst 
Fireproof 
Firestaff 
Flu 
Frostfire 
Gem Record 
Ghost Whip 
Ghoul Touch 

Hand of Ithiqua 
Ingold’s Instant Insanity 
Intensify Sensation 
Intoxicate 
Iron Maiden 
Isolde’s Answer 
Kâldane’s Instant Burden 
Kallum’s Cold Frost 
Leomund’s Trap 
Magic Flask 
Merchant’s Glamer 
Mikkis’ Awesome Disarm 
Mistaken Missive 
Moon Rune 
Numbing Sphere 
Orb of Acid 
Orb of Cold 
Orb of Electricity 
Orb of Fire 
Orb of Force 
Orb of Sound 
Pleasant Dreams 
Power Word Fear 
Prismal’s Handy Mirror 
Ray of Ice 
Ray of Paralysis 
Ray of Stupidity 
Sand Glass 
Sand Spray 
See Through Other Eyes 
Shadowbolt 
Shark Bolt 
Sign of Sealing 
Silverlight 
Skull Watch 
Skyhook 
Splinter Wood 
Spring 
Transmute Water to Acid 
Venomous Blade 
Veschiul’s Shadowcurse 
Wall of Gloom 
Whip of Vermin 

3RD LEVEL 
Aalldam’s Waterspray 
Acid Lash 
Agra’s Ambush 
Alpha’s Rolling Thunder 
Alter Animal Intelligence 
Alter Mass 
Anonymous Interaction 
Attune Form 
Azalldam’s Fabrication 
Barrier Reaver 
Bestow Curse (variants) 
Bite the Hand 
Blades of Fury 
Bolt of Stone 
Bone Shape 
Call Society 
Cloud Walk 
Control Temperature 
Create Magic Tattoo 
Curse of Impending Blades 
Curse Tablet 
Darkbolt 
Darklight’s Haywire Hands 
Death Star 
Deforest 
Detonate 
Dire Charm 
Disposal 
Ditan’s Decorating Hands 
Dragon Breath 
Drawmij’s Instant Exit 
Dream Sight 
Downdraft 
Dust Warriors  
Entomb 
Euphoric Tranquility 
Excruciating Deformation 
Falstaffe’s Ethereal 

Firestorm 
Farspeaker 
Fire Aura 
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Fool’s Speech 
Forceball 
Forcewave 
Frost Whip 
Garinthrall’s Hideous Leech 
Ghost Companion 
Glyph of Warding (variants) 
Grasping Hands of Horror 
Graymantle 
Hellmouth Lash 
History 
Iceball 
Invisibility Purge 
Loathsome Veil 
Lorloveim’s Creeping 

Shadow 
Love’s Pain 
Magnetism 
Malta’s Patterned 

Teleportation Square 
Memory Read 
Mindburn 
Mirror Sending 
Mordenkainen’s Defense 

Against Beasts 
Mordenkainen’s Defense 

Against Slime 
Mystic Rope 
Node of Blasting 
Nystul’s Radiant Baton 
Otiluke’s Orb of 

Containment 
Phantom Arms and Armor 
Power Word Disrupt 
Scalding Spout 
Secret Light 
Seek Teleporter 
Shape Wood 
Spirit Jaws 
Stunning Barrier 
Sunscorch 
Suppress Breath Weapon 
Teleport Object 

Throbbing Bones 
Transmute Gold and Gems 
Undead Torch 
Ulric’s Unwholesome Meal 
Venomdust 
Wall of Light 
Weapon Return 
Whip of Flame 
Whisper’s Mana Bolt 
Whisper’s Rune of 

Protection 
Windburn 
 

4TH LEVEL 
Acidball 
Alcoreax’s Icetrail 
Alpha’s Chill of the Void 
Alpha’s Shadowfire 
Animate Flame 
Augmenting Wall 
Bands of Sirellyn 
Beanstalk 
Bigby’s Force Sculpture 
Blast of Sand 
Breed True 
Broom 
Burning Blood 
Carry Companion 
Chaotic Vision 
Continuous Temperature 
Create Darkenbeast 
Crushing Despair 
Darsson’s Potion 
Deconstruct 
Depress Resistance 
Detect Spellcasting 
Dimensional Anchor 
Disease 
Dwarkanath’s Tutor 
Eldarr’s Shroud 
Enervation 
Entrap Spirit 

Fellstar’s Flaming Water 
Force Chest 
Glassee 
Gravel Vortex 
Ice Web 
Illusory Pit 
Ilyykur’s Mantle 
Kiri’s Container 
Lava Bolt 
Lightning Shield 
Malicious Spite 
Mass Protection from Evil 

and Good 
Mass Swim 
Mystyk’s Backlash 
Necromantic Bolt 
Nystul’s Blacklight Burst 
Projected Magnification 
Psychic Poison 
Rastor’s Mystical Spy 
Rusting Grasp 
Sargasso 
Sarius’ Giant Manifestation 
Scapegoat 
Shadow Blink 
Shadow Play 
Shout 
Sinister Surroundings  
Site Warning 
Sleepcloud 
Sonoric’s Minions 
Stone Bridge 
Tattoo Potion 
Tentacles 
Thief’s Lament 
Vander’s Librarian 
View Past 
Vision Stone 
Wall of Coldfire 
Wall of Sound 
Whisper’s Storm of 

Darkness 
Wing Gifting 
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5TH LEVEL 
Acid Fog 
Age Animal 
Age Object 
Alpha’s Starshield 
Animal Transfer 
Apparent Master 
Bestow Enchantment 
Blizzard 
Bolt’s Hellish Hail 
Chromatic Blade 
Cone of Acid 
Cone of Fire 
Cone of Force 
Conjure Beast Spirits 
Create Room 
Darklight’s Stapling Spikes 
Darkray’s Tracer 
Deadly Feast 
Deathmaster’s Vial 
Disfiguring Touch 
Dweomervessel 
False Sending 
Feldegast’s Altered 

Appearance 
Fire Spiders 
Fireward 
Flexible Force Field 
Force Blast 
Force Shapechange 
Forcewhip 
Greater Sign of Sealing 
Hypnosis 
Illusory Feast 
Impregnate 
Imprison Possessor 
Involuntary Shapeshifting 
Irnar’s Fast Pregnancy 
Ironguard 
Love Charm 
Mass Protection from 

Energy 

Metal Shape 
Mind Fog 
Mordenkainen’s Defense 

Against Lycanthropes 
Oathbinding 
Old Salt’s Curse 
Prosperous Room 
Prosthesis 
Rary’s Replay 
Refusal 
Resist Magic 
Sensory Deprivation 
Sentry Skull 
Shadowcat 
Sleepwalking 
Skullsight 
Soul Safe 
Soulfire 
Spirit of Flame 
Spiritual Triangle 
Telepathic Broadcast 
Transmute Bone to Steel 
Transmute Rock 
Trick 
Vanishing Weapon 
Vanquil’s Drifting Blizzard 
Wall of Limbs 
Wall of Ooze 
Wingbind 
 

6TH LEVEL 
Animate Blood 
Arrow of Bone 
Battle of Wills 
Catching Chain 
Conjure Shadows 
Curse of Disgust 
Curse of Lycanthropy 
Curse of Undeath 
Dardan’s Desiccation 
Darklight’s Lightning Web 
Darklight’s Planar Weapon 

Distort Life 
Dusts of Death 
Explosive Head 
False Vision 
Feast on Fear 
Flesh to Ooze 
Ghost Trap 
Greater Animate Dead 
Gullship 
Hardening 
Ironskin 
Ironwood 
Korel’s Wisdom Beyond 

Death 
Learn Language 
Lightning Curtain 
Major Curse 
Mass Curse of Impending 

Blades 
Move Snow and Ice 
Nerve Dance 
Obedience 
Obold’s Brightness 
Overland Flight 
Poison 
Rain of Terror 
Scramble Portal 
Seal Portal 
Shandaril’s Tracer 
Sheets of Acid 
Sheets of Electricity 
Sheets of Fire 
Sheets of Frost 
Sheets of Venom 
Skylight Blade 
Spell Catcher 
Tasrin’s Haunted Sleep 
Tattoo of Power 
Teleport Trap 
True Name 
Tunnel Swallow 
Tyvek’s Temporary Inner 

Strength 
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Unburn 
Valcon’s Spectral Army 
Waves of Exhaustion 
Web of Shadows 
 

7TH LEVEL 
Acid Storm 
Alpha’s Comet 
Alpha’s Starlight Citadel 
Alter Beast 
Amorphous Blob 
Animate Golem 
Blood Burn 
Blood to Water 
Call Dragon 
Cloud of Death 
Corpse Host 
Create Quasimancer 
Darklight’s Finger of Ice 
Darklight’s Tattooed 

Creature 
Darklight’s Tattooed Item 
Déjà Vu 
Demand 
Diamondblade 
Duo-Dimension 
Eye of the Beholder 
Fog of Nightmares 
Glassteel 
Ghoul Gauntlet 
Gunther’s Kaleidoscopic 

Strike 
Half-Blood Extraction 
Heartbreaker 
Lestat’s Legion 
Mass Dominate Person 
Moment of Prescience 
Nilspace Doorway 
Nymph’s Beauty 
Otiluke’s Fire and Ice 
Otiluke’s Siege Sphere 
Power Word Sleep 

Power Word Vaporize 
Prismal’s Pictograph 
Probe Thoughts 
Radiant Assault 
Rain of Embers 
Sand Gems 
Seven-Eyes 
Shade Transformation 
Soul Anchor 
Stone Spiders 
Symbol (variants) 
Terror 
Timed Stasis 
Undead Army 
Wither Limb 
Withering Palm 
 

8TH LEVEL 
Aging 
Airboat 
Circle of Blindness 
Continuous Weather 
Demonstar 
Evolve 
Field of Icy Razors 
Flensing 
Giant Size 
Heart and Soul 
Heart of Stone 
Hellfire Ray 
Khelben’s Blackstaff 
Kiri’s Soul Transfer 
Lifeblend 
Magic Susceptibility 
Mordenkainen’s Capable 

Caravel 
Orko’s Elemental Triad 
Power Word Blind 
Screen 
Sheath 
Simbul’s Skeletal 

Deliquescence 

Stash 
Storm 
Stormrage 
Submerge Ship 
Suffocate 
Tyvek’s Immortal Words 
Vaporize 
Wail of the Banshee 
Whisper’s Damage 

Transference 
Year Stealing 
 

9TH LEVEL 
Arcane Tunnel 
Bilocation 
Black Blade of Disaster 
Body Link 
Call 
Chain Madness 
Chaotic Terrain 
Coalthirst’s Universal 

Mindbender 
Create Life 
Crystalbrittle 
Cursed Earth 
Ding Shu’s Draconian 

Holocaust 
Eliminster’s Effulgent 

Epuration 
Energy Drain 
Estate Transference 
Eternity of Torture 
Feeblebody 
Genocide 
Lorth’s Translocation 
Maddening Oubliette 
Mass Flesh to Stone 
Mass True Seeing 
Pilpin’s Massmorph 
Power Drain 
Power Word Banish 
Prismatic Beam 
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Ride the Lightning 
Rip Life 
Rising Colossus 
Scourge of the Horsemen 
Skip Day 
Skycastle 
Tharos’ Temporal Study 
Timelessness 
True Creation 
Whisper’s Mass Teleport 
 

oo  
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oo  TTHHEE  SSPPEELLLLSS  oo  
  
AAAALLLLDDAAMM ’’SS  WWAATTEERRSSPPRRAAYY    
3rd-level conjuration 
Casting Time: 1 action 
Range: Self (50-foot cone) 
Components: V, S, M (a beaker of water) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You create a high-pressure line of water, 
50 feet long and 10 feet wide, which gushes 
out from your hands. All creatures within 
the area must make a Strength saving 
throw. A creature takes 4d8 bludgeoning 
damage and is knocked prone on a failed 
saving throw, or half as much damage and 
remains standing on a successful one. 
 This spell can also be used to put out 
fires in a 20-foot cube centered on your 
target. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you inflict an additional 1d8 damage for 
each slot level above 3rd. 
 

AABBSSOORRBB  SSTTRREENNGGTTHH    
5th-level necromancy 
Casting Time: 1 minute 
Range: Self 
Components: V, S, M (one ounce of meat) 
Duration: 1 hour 
Source: Book of Vile Darkness 
 You eat at least an ounce of fresh, raw 
meat from a once-living creature (beast, 
dragon, giant, humanoid, or monstrosity). 
You then gain a bonus to your Strength and 
Constitution equal to that creature’s ability 
modifier for those attributes. For instance, if 

you eat the flesh of an owlbear (Strength 20, 
Constitution 17), you gain a +5 bonus to 
Strength and +3 bonus to Constitution. If 
the creature doesn’t have a positive 
modifier for one of the attributes, you gain 
no bonus to your own corresponding 
attribute.  
 

AACCIIDD  FFOOGG    
5th-level conjuration 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (powdered dried 
peas) 
Duration: 1 minute 
Source: d20pfsrd.com 
 You create a 20-foot-radius sphere of fog 
centered on a point within range. The 
sphere spreads around corners, and its area 
is heavily obscured.  
 The area inside the fog is thick and 
cloying, and acts as difficult terrain. The 
fogs are also highly acidic. Each round a 
creature ends its turn in the fog, it takes 
3d10 acid damage. It lasts for the duration 
or until a strong wind (20 miles per hour or 
more) disperses it. 
 If a target takes at least 10 points of 
damage and is wearing nonmagical armor, 
the armor’s AC is permanently reduced by 
one level of effectiveness. If the armor is 
reduced to AC 10, it is destroyed. A spell 
such as repair (q.v.) will fix the damage and 
restore the armor to its normal strength. 
 At Higher Levels. When you cast this 
spell using a spell slot of 6th level or higher, 
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the radius of the fog increases by 10 feet for 
each slot level above 1st. 
 

AACCIIDD  HHAANNDDSS    
1st-level evocation 
Casting Time: 1 action 
Range: Self (15-foot cone) 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 As you hold your hands with thumbs 
touching and fingers spread, a thin sheet of 
corrosive liquid shoots forth from your 
outstretched fingertips. Each creature in a 
15-foot cone must make a Dexterity saving 
throw. A creature takes 3d8 acid damage on 
a failed save, or half as much on a 
successful one. 
 At Higher Levels. When you cast this 
spell using a spell slot of 2nd level or 
higher, the damage increases by 1d8 for 
each slot level above 1st. 
 

AACCIIDD  LLAASSHH    
3rd-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (three drops of an 
acidic liquid) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You create a glowing line of vivid 
purple force that lashes out at your 
command towards a creature in range. 
Make a melee spell attack against the target. 
If the attack hits, the creature takes 4d10 
acid damage and if the creature is Large or 
smaller, you pull it up to 10 feet closer to 
you.  
 

AACCIIDD  SSTTOORRMM    
7th-level conjuration 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 A storm made of gelatinous, acidic 
droplets appears in a location you choose 
within range. The area of the storm consists 
of up to ten 10-foot cubes, which you can 
arrange as you wish. Each cube must have 
at least once face adjacent to the face of 
another cube.  
 Each creature in the area must make a 
Dexterity saving throw. A creature takes 
8d6 acid damage on a failed save, or half as 
much damage on a successful one, each 
round that the creature ends its turn in the 
storm and for one round afterwards. If a 
target takes at least 10 points of damage 
and is wearing nonmagical armor, the 
armor’s AC is permanently reduced by one 
level of effectiveness. If the armor is 
reduced to AC 10, it is destroyed. A spell 
such as repair (q.v.) will fix the damage and 
restore the armor to its normal strength. 
 

AACCIIDDBBAALLLL    
4th-level evocation 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S, M (a tiny ball of bat 
guano and caustic soda) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A yellowish blob of light flashes from 
your pointing finger to a point you choose 
within range and splashes outwards, 
drenching everyone nearby with droplets 
of acid. Each creature in a 20-foot-radius 
sphere centered on that point must make a 
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Dexterity saving throw. A target takes 8d6 
acid damage on a failed save, or half as 
much damage on a successful one. 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
the damage increases by 1d6 for each slot 
level above 3rd. 
 

AADDAAMMAANNTTIINNEE  WWEEAAPPOONN    
2nd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a pinch of diamond 
powder) 
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 You transform your own cudgel, mace, 
staff, or other bludgeoning weapon into one 
made of pure elemental adamantine. It does 
an additional 1d12 bludgeoning damage on 
a successful hit. 
 

AADDHHEESSIIOONN    
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a pinch of powdered 
horse’s hoof) 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 You bring together two solid, inanimate 
objects, which become stuck together. It 
requires a Strength (Athletics) ability check, 
made at disadvantage, to pry them apart 
(DC equal to your spell save DC). 
 At Higher Levels. When you cast this 
spell with a 3rd-level spell slot, you 
increase the duration to 3 hours. When you 
cast it with a 4th-level spell slot, you 
increase the duration to 8 hours. When you 
cast it with a 5th-level or higher spell slot, 
you increase the duration to 12 hours.  

AAGGEE  AANNIIMMAALL   
5th-level transmutation 
Casting Time: 1 hour 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 This spell ages any beast, dragon, or 
monstrosity with an Intelligence of 4 or less 
at a rate of 1 year per round you 
concentrate. It may make a Constitution 
saving throw each round to resist. To 
succeed, it is not affected during that 
round. 
 

AAGGEE  OOBBJJEECCTT    
5th-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a flask of seawater 
and a piece of coal) 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 You age a nonmagical item of Large size 
or smaller at a rate of 5 years per round you 
concentrate. The actual effect depends on 
the nature of the item—iron and steel will 
rust and corrode, masonry will crack and 
weaken, wood will rot away to nothing, 
and so on. This inflicts 3d6 force damage 
each round. 
 

AAGGGGRREESSSSIIVVEE  TTHHUUNNDDEERRCCLLOOUUDD   
2nd-level conjuration 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a piece of wood that 
has been struck by lightning) 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
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 You summon a storm cloud that fits in a 
5-foot square; it doesn’t fill its space. It 
hovers 10 feet above the ground, but you 
can command it to rise to 20 feet or sink to 
ground level; no action is required by you. 
When you cast the spell and as a bonus 
action on your subsequent turns, you can 
move the cloud up to 20 feet and then 
direct it to send a thunderbolt at a single 
target within 10 feet of it. The target must 
make a Dexterity saving throw, taking 4d6 
lightning damage on a failed save and no 
damage on a successful one. Anything 
within the cloud is lightly obscured, and it 
provides dim light to a 5-foot radius 
around it. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you inflict an additional 1d6 damage for 
each slot level above 2nd. 
 

AAGGIINNGG    
8th-level necromancy 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a black opal worth at 
least 500 gp) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A sickly gray bolt of energy shoots out 
from your outstretched hand towards a 
creature within range. Make a ranged spell 
attack. On a hit, the target must make a 
Constitution saving throw. The target takes 
6d10 necrotic damage and instantly ages 
that many years on a failed saving throw, 
or half as much damage and years on a 
successful one. In either case, the creature is 
also knocked unconscious for 1 minute. If 
the target dies from this damage, it is 
considered to have died of old age and can 
only be brought back through a wish. 

 The aging is permanent unless reversed 
with a greater restoration spell. The aging 
has no game affects unless the DM 
determines that the target has been pushed 
into old age, in which case the subject 
suffers from one level of exhaustion, which 
is permanent until the aging has been 
reversed.  
 Celestials, constructs, elementals, fey, 
fiends, undead, and any other sort of 
creature that doesn’t age is immune to this 
spell. 
 

AAGGIITTAATTEE  WWOOUUNNDDSS    
3rd-level necromancy 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a pinch of salt) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You choose one creature that you see 
within range that has recently been injured 
by an edged weapon (i.e., not at full hit 
points and not yet been treated with a 
healer’s kit, a curative potion, or with 
healing magic), or by another attack that 
caused bleeding. This spell will cause the 
wounds to open and bleed profusely. The 
target takes 2d6 damage and must make a 
Constitution saving throw. On a success, 
the target takes no more damage. On a 
failure, the target takes another 1d4 damage 
each round until the wound is treated. 
 

AAGGRRAA ’’SS  AAMMBBUUSSHH    
3rd-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a handful of 
roughly-ground glass) 
Duration: 8 hours 
Source: Wizard’s Spell Compendium 
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 You provide protection for yourself or 
one willing creature against unwanted 
mental intrusion. The trap will be triggered 
if a protected creature be affected by a spell 
or effect that would sense its emotions, read 
its thoughts, or put the charmed condition 
on it. The attacker must make a Wisdom 
saving throw. The attacker takes 3d10 
psychic damage on a failed saving throw, 
or half as much damage on a successful 
one. In either case, you are alerted as to the 
potential intrusion. 
 Once this spell has been triggered, it 
ends. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
the trap inflicts another 1d10 damage per 
slot level above 3rd. 
 

AAHHRRVVAARR ’’SS  FFOORRGGEERRYY    
1st-level transmutation (ritual) 
Casting Time: 1 round 
Range: Self 
Components: V, S, M (a sample of the 
handwriting to be copied) 
Duration: 10 minutes 
Source: The Great Net Spellbook 
 When you cast this spell, you gain the 
ability to perfectly mimic one person’s 
handwriting for the next ten minutes. 
 

AAIIRRBBOOAATT   
8th-level transmutation 
Casting Time: 1 action 
Range: 5 miles 
Components: V, S 
Duration: Concentration, up to 12 hours 
Source: Wizard’s Spell Compendium 
 You must be outside to cast this spell. 
You point to a cloud, which immediately 
descends towards you and changes shape 
until it becomes a ship made of clouds. You 

determine its shape (caravel, dragon-galley, 
rowboat, etc.), but that has no bearing on its 
performance. 
 You and up to eight other creatures of 
your choice may board the airboat, which 
flies at a speed of 100 feet under your 
telepathic command. You are considered to 
have proficiency with the airboat. While 
captaining the boat, you have resistance to 
lightning and thunder damage and are 
immune to harm caused by nonmagical 
winds. The airboat has an AC of 13 and 100 
hit points. 
 At Higher Levels. When cast with a 9th-
level spell slot, you may bring up to sixteen 
other creatures onboard with you. 
 

AAIIRRYY  WWAATTEERR    
5th-level transmutation 
Casting Time: 1 action 
Range: Self (20-foot-radius sphere) 
Components: S, M (a handful of salt) 
Duration: 1 hour 
Source: Stormwrack 
 You turn the water in a 20-foot bubble 
around you turns into a frothy substance 
that can be breathed as easily as air. In 
addition, movement is easier through airy 
water—a creature’s swimming speed 
increases by 20 feet and Strength (Athletics) 
checks made in order to swim are made at 
advantage, and boats traveling in a patch of 
airy water have their speed increased by 
25%. 
 

AALLCCOORREEAAXX ’’SS  IICCEETTRRAAIILL    
4th-level transmutation 
Casting Time: 1 action 
Range: Self (60-foot cone) 
Components: V, S, M (a steel pin and a cup 
of water) 
Duration: Concentration, up to 1 minute 
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Source: The Great Net Spellbook 
 You tap the ground at your feet and a 
wave of ice 10 feet high and 20 feet wide 
appears on the ground and begins to snake 
forward, leaving a sheet of ice in its wake. 
The wave moves at a rate of 30 feet in a 
straight line, but at the beginning of each of 
your turns, you may direct it to turn and 
move in a different direction at a 45- or 90-
degree angle. 
 A creature standing in the area when 
the ice enters its space will be caught by the 
icy wave and will be restrained by it 
(escape DC equal to your spell save DC). A 
restrained creature will begin to suffocate, 
as per the suffocation rules in the Player’s 
Handbook, page 183. Magical fire will melt 
the wave without harming the creatures 
trapped by it. 
 A creature who enters the area with the 
sheet of ice or ends its turn there must 
succeed on a Dexterity saving throw to 
avoid slipping on the ice and falling prone. 
The ice sheet counts as difficult terrain. In 
addition, the air up to 10 feet above the ice 
sheet is so cold that each creature that ends 
its turn in that area take 3d8 cold damage. 
 

AALLLLEEGGRROO    
2nd-level transmutation 
Casting Time: 1 action 
Range: Self (20-foot radius circle) 
Components: V, S, M (a tail feather from a 
bird of prey) 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You and up to eight allies within 20 feet 
of you have their walking speed doubled 
for the duration of this spell. 
 

AALLLLEERRGGYY  FFIIEELLDD    
Transmutation cantrip 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a pinch of ragweed) 
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 You choose a point within range that 
you can see and fill it with a 10-foot cube of 
pollen. All creatures within that area must 
make a Constitution saving throw against 
poison or suffer disadvantage on all attack 
rolls and skill checks for the next minute 
due to uncontrollable sneezing and 
watering eyes. A creature may make a new 
saving throw at the start of each of its turns, 
ending the effect on a success. A wind of at 
least 5 miles per hour will blow the pollen 
away and end the spell. 
 

AALLPPHHAA ’’SS  BBLLUUEE  BBLLAAZZEE    
5th-level evocation 
Casting Time: 1 action 
Range: Self (60-foot-long cone) 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You cause blue flames and purple acid 
to fan forth from your outstretched hand in 
a 60-foot cone. All creatures in that area 
must make a Dexterity saving throw. A 
creature takes 4d8 fire damage and 4d8 acid 
damage on a failed saving throw, or half as 
much on a successful one. 
 

AALLPPHHAA ’’SS  CCHHIILLLL  OOFF  TTHHEE  VVOOIIDD    
4th-level evocation 
Casting Time: 1 action 
Range: Self (60-foot cone) 
Components: V, S, M (a piece of ice) 
Duration: Instantaneous 
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Source: The Great Net Spellbook 
 You bring forth a wave of airless, 
supernaturally-intense cold in a 60-foot 
cone. All creatures in the area take 6d6 cold 
damage and one level of exhaustion as the 
air is sucked from their lungs. There is no 
saving throw. Creatures that don’t need to 
breathe take no exhaustion. 
 All normal vegetation of Medium size 
or smaller in the area dies, and larger 
vegetation has a 50 percent chance of dying. 
Plant creatures are no more susceptible 
than other living beings are. Normal fires in 
the area are immediately snuffed and 
standing water instantly freezes. 
 

AALLPPHHAA ’’SS  CCOOMMEETT    
7th-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a ball of pitch mixed 
with sulfur and phosphorus) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You create a sphere of flaming rock with 
a tail of noxious, superheated gasses. This 
unerringly strikes one target you can see 
within range, causing 4d8 bludgeoning 
damage and 4d8 fire damage. In addition, 
all creatures within 5 feet of the target must 
make a Dexterity saving throw, taking 4d8 
fire damage on a failed roll or half as much 
on a successful one. 
 Finally, all creatures within 10 feet of the 
target, including the target (if the target is a 
creature), must make a Constitution saving 
throw against poison. On a failed save, the 
creature is spends its action that turn 
retching and reeling, takes 2d8 poison 
damage, and is poisoned for 1 minute. 
Creatures that don’t need to breathe or are 
immune to poison automatically succeed 

on this saving throw. The gasses disperse 
after 1 round. 
 At Higher Levels: If you cast this spell 
with a 8th-level or higher spell slot, you 
inflict an additional 1d8 bludgeoning, fire, 
and poison damage for each spell slot 
above 7th. 
 

AALLPPHHAA ’’SS  HHEEAATT  LLIIGGHHTTNNIINNGG   
5th-level evocation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a short glass rod, a 
bit of fur, and a bit or iron or lodestone) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You call down a bolt of purplish-red 
lightning, which strikes a single creature 
you can see within range. Make a ranged 
spell attack to hit. On a success, that 
creature takes 4d10 fire damage and 4d10 
lightning damage. If the creature is wearing 
nonmagical metallic armor or carrying a 
metallic weapon, the creature takes an 
additional 1d10 lightning damage. The 
lightning will also set combustibles on fire. 
 At Higher Levels. If you cast this spell 
with a 6th-level or higher spell slot, you 
inflict an additional 1d10 lightning damage 
for each slot level above 5th. 
 

AALLPPHHAA ’’SS  HHUUNNTTIINNGG  HHOOUUNNDD    
1st-level conjuration  
Casting Time: 1 round 
Range: 30 feet 
Components: V, S, M (a piece of meat) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 You summon a fey spirit that takes the 
form of a white and red mastiff. It is 
identical to the mastiff from the Monster 
Manual (page 332), save that it’s Perception 
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skill bonus is +5. It is friendly to you and 
your companions. Roll initiative for it, as it 
has its own turns. It will obey any 
commands that you issue. If you don’t issue 
commands to it, it will defend itself from 
hostile creatures, but otherwise takes no 
actions. The mastiff disappears when it 
drops to 0 hit points or when the spell ends. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
you conjure one additional hound for each 
slot level above 1st. 
 

AALLPPHHAA ’’SS  MMOOOONNLLIIGGHHTT   
2nd-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a moonstone) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 An area 30 in radius of soft, blue-gray 
light shines down from above. In this area, 
all color is washed out; creatures in that 
area cannot discern color and can only see 
in shades of gray. Creatures who have the 
trait Sunlight Sensitivity are not affected by 
sunlight while in this area; creatures who 
take damage from sunlight only take half 
the normal amount of damage.  
 While in this area, infected lycanthropes 
must make a Wisdom saving throw to 
avoid being forced to transform. 
 If you cast this spell on yourself, the 
area moves with you. Otherwise, it is 
stationary. 
 

AALLPPHHAA ’’SS  RRAAIINNBBOOWW  BBEEAAMM    
2nd-level evocation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a clear gem or 
crystal prism worth at least 50 gp) 

Duration: Instantaneous 
Source: The Great Net Spellbook 
 You draw forth a beam of elemental 
light and fire it at a creature you can see 
within range. Make a ranged spell attack to 
hit. You may attempt a DC 13 Intelligence 
(Arcana) check to choose the beam’s color; 
otherwise, it is randomly determined. You 
may not attempt to create a multihued 
beam. The beam does 3d10 damage of a 
type determined by its color; the target may 
make a Dexterity saving throw for half 
damage. Roll a d8 to determine the color. 
 
 

 

 

d8 Beam’s Color 
1 Red (force damage) 
2 Orange (fire damage) 
3 Yellow (acid damage) 
4 Green (poison damage) 
5 Blue (lightning damage) 
6 Indigo (cold damage) 
7 Violet (radiant damage) 

8 
Multihued; roll twice and ignore 
further rolls of 8. 

 
The beam stops once it hits a solid object, 
even if that object is transparent. 
 At Higher Levels. When you cast this 
spell with a 3rd-level spell slot or higher, it 
does an additional 1d8 damage per slot 
level above 2nd. 
 

AALLPPHHAA ’’SS  RROOLLLLIINNGG  TTHHUUNNDDEERR   
3rd-level evocation 
Casting Time: 1 action 
Range: Self (30-foot radius circle) 
Components: S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
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 You throw your hands skyward and a 
tremendous clap of thunder sounds directly 
overhead. All creatures within 30 feet must 
make a Constitution saving throw. A 
creature takes 5d6 thunder damage and is 
knocked prone on a failed saving throw, or 
half as much damage and is not knocked 
prone on a successful one. In addition, 
regardless of the saving throw, a creature is 
deafened until the end of its next turn. 
 

AALLPPHHAA ’’SS  SSHHAADDOOWWFFIIRREE    
4th-level evocation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a black opal worth at 
least 100 gp) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A streak of black and green flame erupts 
from your hands and strikes a point you 
choose within range. Make a ranged spell 
attack to hit. On a success, your target takes 
3d10 fire damage plus 3d10 necrotic 
damage. 
 At Higher Levels. For each spell slot of 
5th level or higher, you inflict an additional 
1d10 fire or 1d10 necrotic damage (your 
choice) per slot level above 4th. 
 

AALLPPHHAA ’’SS  SSPPAARRKK  SSHHOOWWEERR    
Evocation cantrip 
Casting Time: 1 action 
Range: Self (20-foot cone) 
Components: V, S, M (a bit of fur, glass, 
and copper) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You extend your arms and a sheet of 
sizzling purple sparks shoot forth from 
your hands. Each creature in a 15-foot cone 
must make a Dexterity saving throw. A 

creature takes 1d6 lightning damage on a 
failed saving throw, or half as much on a 
successful one. A creature wearing metal 
armor has disadvantage on this roll. 
 This spell does additional damage when 
you reach 5th level (2d6), 11th level (3d6), 
and 17th level (4d6). 
 

AALLPPHHAA ’’SS  SSPPAARRKKLLEE  BBEEAAMM    
Evocation cantrip 
Casting Time: 1 action 
Range: Self (10-foot cone) 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You draw upon the Positive Plane and 
call forth a cone filled with shining motes of 
silver and gold light. All creatures in a 10-
foot cone must make a Constitution saving 
throw or be blinded until the end of their 
next turn. A creature with the Sunlight 
Sensitivity trait has disadvantage on this 
roll.  
 Undead, fiends, and creatures of any 
type native to the Shadowfell take 1d6 + 
your spellcasting attribute modifier in 
radiant damage. This spell’s damage 
increases by 1d6 when you reach 5th level 
(2d6 + your modifier), 11th level (3d6 + 
your modifier), and 17th level (4d6 + your 
modifier). Creatures of types other than 
those listed above do not take damage from 
this spell, but they might still be blinded. 
 

AALLPPHHAA ’’SS  SSTTAARRLLIIGGHHTT  CCIITTAADDEELL    
7th-level conjuration  
Casting Time: 10 minutes 
Range: 120 feet 
Components: V, S, M (a star sapphire 
worth at least 1,000 gp and a small steel 
carving of a tower) 
Duration: Special 
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Source: The Great Net Spellbook 
 You create a citadel out of a magical 
metal that is midnight blue with silvery 
accent in color. It is identical in shape, size, 
and layout to Daern’s instant fortress, 
although it slowly coalesces instead of 
suddenly growing and thus does not cause 
damage to creatures who cannot get out of 
the way. The door opens on your command 
and on the command of up to 10 others that 
you designate when casting the spell.  
 This spell can only be cast at night and 
will last until touched by the first rays of 
direct sunlight. 
 

AALLPPHHAA ’’SS  SSTTAARRSSHHIIEELLDD    
5th-level abjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a black sapphire and 
a star sapphire, each worth at least 100 gp) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You are enveloped in a nearly skin-tight 
magical shield that looks like a moonless 
night sky. While this spell is in effect, you 
are immune to radiant damage and to being 
blinded. You are also advantage on any 
saving throw to resist spells that uses light 
or color to blind, charm, confuse, or 
damage you. You can see through magical 
darkness and gain darkvision to 60 feet; if 
you already have darkvision, it expands to 
an additional 30 feet. Finally, you also gain 
advantage on all Dexterity (Stealth) rolls 
when in dim light or darkness. 
 

AALLTTEERR  AANNIIMMAALL  IINNTTEELLLLIIGGEENNCCEE   
3rd-level transmutation (ritual) 
Casting Time: 1 hour 
Range: Touch 

Components: V, S, M (a dried fish, piece of 
brain coral, and rare herbs worth 100 gp) 
Duration: Permanent 
Source: The Great Net Prayerbook 
 You cause one aberration, beast, dragon, 
monstrosity, or ooze with an Intelligence of 
4 or less to gain 2 points of Intelligence 
permanently. The creature must make a 
Constitution saving throw when you cast 
this spell, whether or not the creature is 
willing. On a failure, the spell still succeeds 
but the creature takes 4d10 psychic damage 
as its brain is painfully altered. 
 You may cast this spell on a creature 
multiple times, raising its intelligence by 2 
each time, to a maximum of 10. This does 
not grant the creature the ability to speak, 
nor does it secure the creature’s friendship 
for you. 
 You may cast this spell on a normal 
plant, giving it an Intelligence of 2 (or more, 
if you cast this spell multiple times), but 
this doesn’t give it mobility beyond what it 
already has. 
 

AALLTTEERR  BBEEAASSTT    
7th-level transmutation 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (two strands of gold 
twisted together to form a double helix, 
worth 10 gp) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You may sculpt part of a beast’s body as 
you wish. For instance, you could change 
paws or hooves into hands, make a 
quadruped walk upright, alter a creature’s 
mouth and larynx to make it capable of 
speech, and so on. The DM will determine 
if there are any changes to its attributes due 
to the change. The creature must make a 
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Constitution saving throw when you cast 
this spell, whether or not the creature is 
willing. On a failure, the spell still succeeds 
but the creature takes 5d10 force damage as 
its body is painfully altered. 
 You may only make one change with 
each casting of this spell, although the 
change can be complex (such as 
rearranging a quadruped’s hips and legs so 
it becomes a biped), but you may cast this 
spell on a single creature multiple times. 
You can’t increase a creature’s intelligence 
with this spell, nor can you add body parts 
(such as additional limbs); you may remove 
parts, however. The changes you make are 
permanent and might be passed down to 
any offspring it may have. 
 

AALLTTEERR  IINNSSTTRRUUMMEENNTT    
Transmutation cantrip 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 10 minutes 
Source: Wizard’s Spell Compendium and The 
Great Net Spellbook 
 You may transform one musical 
instrument into another one of similar size 
(up to 50% larger or smaller) with which 
you are familiar; you don’t need to be 
proficient in its use, however. The 
instrument remains in this shape for as long 
as you are touching it. If you put it down 
for more than 1 minute, it reverts to its 
normal shape. It also reverts back if 
someone else attempts to play it. 
 The spell’s duration increases to 1 hour 
when you reach 5th level and 8 hours when 
you reach 11th level. 
 You can instead use this spell to 
perfectly tune an instrument you touch. 
This effect is permanent, although the 

instrument may eventually fall out of tune 
anyway. 
 

AALLTTEERR  MMAASSSS    
3rd-level transmutation (ritual) 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (the feather of a 
hummingbird and the toenail of an 
elephant) 
Duration: Concentration, up to 10 minutes 
Source: Wizard’s Spell Compendium 
 You can control the weight of one 
inanimate object you choose within range, 
making it heavier or lighter by 25%. 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
you can make an item heavier or lighter by 
an additional 25% for each slot level above 
3rd. If you make an object weigh less than 
nothing, it will float but not fly. 
 

AALLTTEERR  PPAATTHH    
4th-level transmutation 
Casting Time: 1 action 
Range: Self (10-foot line) 
Components: V, S, M (a knife blade, the 
straw from a broom, and a handful of 
pebbles) 
Duration: Concentration, up to 1 hour 
Source: Priest’s Spell Compendium 
 When you cast this spell, you pick one 
of the following options: 
  oo  Clear Path. The road ahead of you to 
a distance of ten feet is cleared of debris as 
you walk, providing you with an easy path 
on which to walk.  
  oo  Clutter Path. The road behind you is 
strewed with debris to a distance of ten feet, 
turning the path behind you into difficult 
terrain. 
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 Only relatively light debris (light 
branches, gravel, 3 inches or less of snow, 
or puddles no more than an inch deep) is 
moved. Large obstacles such as fallen trees, 
heavy branches, and boulders are 
unaffected.  
 At Higher Levels. When you cast this 
spell with a 5th-level or higher spell slot, 
you increase the range by 5 feet per slot 
level above 4th. 
 

AAMMOORRPPHHOOUUSS  BBLLOOBB    
7th-level transmutation  
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (a glass orb or bottle 
filled with a specially-prepared, viscous 
fluid) 
Duration: 24 hours 
Source: Wizard’s Spell Compendium 
 You prepare a special fluid inside of a 
glass orb, a process that takes ten minutes. 
At any time in the next 24 hours, you may 
break the orb, releasing the blob within. 
The blob has the same attributes as the 
ochre jelly (Monster Manual, page 243). At 
the end of the 24 hours, if the blob has not 
been released, the fluid breaks down and 
becomes useless. If you release the blob, it 
remains an ochre jelly until it is slain. 
 The blob has no ability to discern friend 
from foe and will attack indiscriminately.  
 

AAMMUULLEETT    
3rd-level abjuration 
Casting Time: 1 hour 
Range: Touch 
Components: V, S, M (objects worth at least 
5 gp and an item that once belonged to the 
target creature or a piece of that creature) 
Duration: 1 month 
Source: Priest’s Spell Compendium 

 You create a token out of polished semi-
precious gemstones, old coins, bundles of 
dried herbs, or other such things, and 
attach to it object that once belonged to or 
was part of a specific creature. While 
making the token, you must name that 
creature or at least provide a recognizable 
description of it (such as “the vampire Ebon 
Thuthane” or “the one-eyed giant boar that 
destroyed hamlet of Marswick”). You may 
then wear this token or give it to someone 
else. 
 When the person who wears the token 
confronts this creature in melee combat, it 
must make an Intelligence saving throw 
when it sees the token. If it fails, it will be at 
disadvantage on attack rolls against the 
wearer. After the battle with that creature 
ends (regardless of the outcome), the token 
breaks and the spell ends. 
 

AANNCCEESSTTRRAALL  BBLLEESSSSIINNGG    
2nd-level necromancy (ritual) 
Casting Time: 1 minute 
Range: 30 feet 
Components: V, S, M (a dozen grains of 
any cereal or grain and a thimble filled with 
wine) 
Duration: Special 
Source: Priest’s Spell Compendium 
 You call upon your ancestor spirits for 
advice or protection. You may ask it to do 
one of the following: 
  oo  Oracle. You ask the spirit one 
question, which it answers to the best of its 
ability. It will not lie to you, but it may not 
know the answer. 
  oo  Blessing. The spirit blesses you. For 
the next 24 hours, you have advantage on 
one saving throw of your choice. 
  oo  Guardianship. The spirit will guard 
your home or workspace. It will alert you 
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instantly if there are any intruders, no 
matter where you are (as long as you are on 
the same plane), but it cannot fight or 
otherwise interfere. You may specify 
individuals or types of creatures that are 
allowed entry. It will remain for one month 
before departing. 
 

AANNCCEESSTTRRAALL  VVEENNGGEEAANNCCEE    
2nd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Oriental Adventures 
 You summon the spirit of one of your 
ancestors and tell it about the crime the 
target has committed against you, 
personally, or against another of its 
descendants. The spirit lashes out at your 
target, who must make a Constitution 
saving throw (undead have disadvantage). 
The target takes 2d10 slashing and 1d10 
psychic damage on a failed saving throw, 
or half as much on a successful one, and its 
hit point total is reduced by the amount of 
slashing damage it took. Hit point 
reduction lasts until the creature takes a 
short or long rest. 
 This creature must have wronged you 
or a member of your family personally for 
this spell to work; you cannot use it on a 
creature that has not harmed you in some 
way first. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you inflict an additional 1d10 psychic 
damage for each slot level above 2nd. 
 

AANNCCIIEENNTT  CCUURRSSEE    
9th-level abjuration 
Casting Time: 1 minute 
Range: Touch 
Components: V 
Duration: Permanent 
Source: Priest’s Spell Compendium 
 You put a protective curse on an object 
or place dedicated to your god, such as a 
shrine, icon, cemetery gate, or so on. If the 
object is desecrated, then this spell is 
triggered and a curse is placed on the 
desecrators. Choose one of the following 
curses: 
  oo  Bad Luck. The target is haunted by 
ill luck. It has disadvantage three times per 
day on rolls that the GM determines are 
important. 
  oo  Clumsiness. The target is prone to 
mishaps. A roll of 1-4 counts as a critical 
failure for it. 
  oo  Disease. The target gains a 
degenerative disease. Every month, one of 
its attributes is reduced by 1 and its hit 
point total is reduced by 1d4. A lesser 
restoration will halt the disease’s 
progression for a month. 
  oo  Haunting. The target is haunted by 
poltergeist (Monster Manual, page 279). If 
the poltergeist is slain, a new one will 
appear to haunt the target in one month. 
  oo  Poverty. The target is cursed with 
poverty. Within 24 hours of gaining money 
or goods worth 10 gp or more, half of it will 
be lost, stolen, or destroyed. 
  oo  Vulnerability. The target is easily 
injured. All attacks made against the target 
do an extra 1d6 damage. 
  oo  Weakness. Choose one ability score. 
While cursed, the target’s score is reduced 
by 1d4 + your spellcasting ability modifier.  
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 The affects are not instantaneous but 
develop over the course of months to a 
year. It may not be immediately obvious to 
the target that it has been cursed, but 
eventually the curse will become 
undeniable. 
 At the DM’s option, you may choose an 
alternative curse effect, but it should be no 
more powerful than those described above. 
The DM has final say on such a curse’s 
effect. The curse can also be removed if the 
target fixes the damage it caused and 
dedicates itself to serving that god. 
 A remove curse spell ends this effect, 
provided it is cast by an adherent of the 
same faith. If not, then there is a 50% 
chance that the remove curse will fail to 
work. 
 

AANNEESSTTHHEESSIIAA    
2nd-level enchantment (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a petal from a lotus 
flower) 
Duration: Concentration, up to 1 hour 
Source: Wizard’s Spell Compendium 
 A creature you touch becomes 
unconscious, insensate, or both—you 
decide when casting the spell. The target 
creature may attempt a Constitution saving 
throw, ending this effect on a success. 
Undead, constructs, and creatures that are 
immune to being charmed or rendered 
unconscious are immune to this spell. 
 Upon waking up, the creature is groggy 
has disadvantage on all rolls for 1 minute. 
 

AANNIIMMAALL  AANNIIMMOOSSIITTYY      
1st-level enchantment 
Casting Time: 1 action 
Range: 30 feet 

Components: V, S 
Duration: 1 hour 
Source: Priest’s Spell Compendium 
 One creature you can see within range 
must make a Wisdom saving throw or 
develop a hateful aura beasts can sense. All 
beasts who come within 30 feet of the target 
will become angry with that target and may 
attempt to attack it. A remove curse will end 
this effect. 
 At Higher Levels. When you cast this 
spell using a spell slot of 2nd level or 
higher, you can affect one additional target 
for each slot level above 1st. 
 

AANNIIMMAALL  AASSPPEECCTT    
2nd-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a bit of fur, scale, or 
other part from the animal you are 
changing into) 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd 
 You change partly into an animal and 
gain some of that animal’s abilities. When 
you cast this spell, choose from the 
following list:  
  oo  Bear’s Hide. You grow thick, dense 
fur and gain a +1 bonus to your armor class 
and if you grapple someone, that creature is 
at -2 to escape the grapple. 
  oo  Cheetah’s Legs. Your legs lengthen 
and become specialized for running and 
covered with spotted fur. Your walking 
speed increases by 20 feet, and you can take 
the Dash action as a bonus action. 
  oo  Falcon’s Eyes. Your eyes become 
wide and raptor-like, and you grow 
feathers on your face and ears. You gain a 
+2 bonus on attack rolls with missile 
weapons and you do not take a penalty 
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when attacking something beyond 
weapon’s normal range. 
  oo  Frog’s Legs. Your legs become 
elongated and muscular and mottled green. 
You gain a +2 bonus to on Acrobatics 
checks and you do not need to use a 
running start in order to jump your full 
distance. 
  oo  Gecko’s Setae. Your hands and feet 
grow dozens of thin hair-like objects. You 
gain a climbing speed equal to one-half of 
your normal walking speed (if you already 
have a climbing speed, it increases by 25%), 
and you gain advantage on rolls you make 
in order to climb, and +2 to attack rolls 
when using thrown weapons. 
  oo  Gorilla’s Arms. Your arms become 
long and strong and covered with dark 
hair. You do +2 damage when attacking 
with your bare hands, and if you grapple 
someone, that creature is at -2 to escape the 
grapple. 
  oo  Monkey’s Hands. Your hands and 
arms become modified for climbing and 
throwing. You gain advantage on rolls you 
make in order to climb, and +2 to attack 
rolls when using thrown weapons. 
  oo  Nightingale’s Throat. Your tongue 
narrows and you grow small feathers on 
your face and throat. You gain advantage 
on Charisma (Performance) ability checks 
when singing and a +2 bonus on Charisma 
(Persuasion) ability checks. 
  oo  Otter’s Flippers. Your hands and feet 
become flat and webbed. You gain a 
swimming speed equal to one-half of your 
normal walking speed (if you already have 
a swimming speed, it increases by 25%), 
and you can hold your breath for an 
additional 4 rounds. 
  oo  Raccoon’s Paws. Your hands 
become narrow and highly dexterous. You 

gain a +2 bonus on Dexterity (Sleight of 
Hand) rolls and when using thieves’ tools. 
  oo  Stag’s Antlers. Your features and 
legs grow long and sinewy and you grow 
antlers. Your walking speed increases by 10 
feet, your movement is not hindered by 
undergrowth, and you may use your action 
to attack with your antlers. You have 
proficiency with the antlers and inflict 1d6 
+ your Strength ability modifier in 
bludgeoning damage. 
  oo  Wolf’s Fangs. Your face grows gray-
brown fur and your incisors lengthen and 
sharpen. You gain advantage on Wisdom 
(Perception) ability checks that rely on 
smell or hearing, and you gain a +2 bonus 
on melee weapon attacks when one of your 
allies is within 5 feet of your target and isn’t 
incapacitated. 
 

AANNIIMMAALL  CCAALLLL   
4th-level enchantment 
Casting Time: 1 round 
Range: Self (500-foot radius circle) 
Components: V, S 
Duration: Concentration, up to 10 minutes. 
Source: The Great Net Prayerbook 
 You call all beasts of CR 1 or lower that 
are within 500 feet of you. They will begin 
arriving a round later and will continue to 
arrive for 1 minute. While the spell is in 
effect, the creatures will pay attention to 
you and will not attack each other. For the 
duration of the spell, they will be charmed 
by you and will see you as someone to trust 
and heed. 
 While the animals are in front of you, 
you may set a non-combat-related task for 
them to perform. As long as the task is 
within their physical capabilities, they will 
perform the task to the best of their ability. 
When the spell ends or you lose 
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concentration, the animals will peacefully 
disperse. 
 Although you cannot order the animals 
to directly attack, you can order them to 
harass or threaten foes. For instance, you 
can order squirrels to throw nuts at a target, 
beavers to gnaw down a tree so that it 
blocks the road, wolves to growl 
menacingly or stalk the target as if it were 
prey, goats to make mock charges, and so 
on. An animal that is injured will flee and 
will no longer be subject to your spell 
 At Higher Levels. When you cast this 
spell with a 6th-level spell slot, the beasts 
will be charmed by you for 1 hour. When 
you cast this spell with an 8th-level spell 
slot, the beasts will be charmed by you for 8 
hours. 
 

AANNIIMMAALL  SSEENNSSEE   
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a bit of the animal 
from which you are borrowing the sense) 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Prayerbook 
 You grant one willing creature you 
touch one animal sense. You may choose 
from one of the following senses: 
  oo  Bat’s Sight. The target gains 
blindsight to 60 feet but cannot use it while 
deafened. 
  oo  Cat’s Whiskers. The target gains 
darkvision to 60 feet. If the target already 
has darkvision, its range increases by 30 
feet. 
  oo  Dog’s Nose. The target gains 
advantage on all Wisdom (Perception) 
checks that rely on smell, even if the target 
is of a species that does not have a notably 

good sense of smell to begin with (such as 
humans). 
  oo  Hawk’s Eyes. The target gains 
advantage on all Wisdom (Perception) 
checks that rely on sight. 
  oo  Rabbit’s Ears. The target gains 
advantage on all Wisdom (Perception) 
checks that rely on hearing. 
  oo  Spider’s Touch. The target gains 
tremorsense to 60 feet. 
 

AANNIIMMAALL  TTRRAANNSSFFEERR   
5th-level necromancy 
Casting Time: 1 minute 
Range: 100 feet 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: Priest’s Spell Compendium 
 You transfer your mind into the body of 
a beast, who may make a Charisma saving 
throw to resist. If it fails, you take over the 
creature’s body. Once you possess a 
creature’s body, you control it. Your game 
statistics are replaced by the statistics of the 
creature, though you retain your alignment 
and your Intelligence, Wisdom, and 
Charisma scores. You can use your host 
body’s physical abilities, but you cannot 
cast spells while in beast’s body. 
 While you’re in the beast’s bodies, your 
own body is comatose during this time and 
the animal’s mind is suppressed. You may 
use your action to switch back to your own 
body at any time. This ends the spell. 
 If the animal dies while you are 
controlling it, your mind instantly returns 
to your own body. You suffer 3d8 psychic 
damage and must make a DC 15 Wisdom 
saving throw. On a failure, you suffer from 
a form of insanity for an hour where you 
believe you are that animal and you act 
accordingly. At the end of that hour and 
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every hour after that, you may make 
another DC 15 Wisdom saving throw, 
ending the effect on a success. If you don’t 
succeed on a saving throw within 24 hours, 
the insanity becomes permanent. 
 

AANNIIMMAATTEE  BBLLOOOODD   

6th-level necromancy 
Casting Time: 1 round 
Range: 150 feet 
Components: V, S, M (up to 6 drops of your 
blood) 
Duration: 10 minutes 
Source: Wizard’s Spell Compendium 
 You animate up to six drops of your 
own blood and turn them into inch-tall 
spies. Each droplet has 1 hit point, AC 14, a 
speed of 20 feet, Stealth +10, Perception +4, 
darkvision to 60 feet, and the ability to 
long-jump 20 feet and high-jump 10 feet. A 
droplet that moves more than 150 feet away 
from you becomes inert. 
 You are mentally linked to each of the 
droplets and may switch your perception to 
one of them in order to use their senses as 
your own by using your action. While 
doing so, you are blinded and deafened to 
your own surroundings. 
 You may also use your action to direct 
one of the droplets to attack, using your 
spell attack modifier. If your attack 
succeeds, the droplet has hit, causing 4d10 
necrotic damage. This destroys the droplet 
in the process. 
 

AANNIIMMAATTEE  FFLLAAMMEE    
4th-level transmutation 
Casting Time: 1 action 
Range: 300 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 

 You animate a Medium-size nonmagical 
flame, causing it leave its source of fuel and 
move with a speed of 30 feet. When you 
cast this spell and as a bonus action on 
subsequent rounds, you may direct its 
movements. The flame does not require fuel 
during this time. When it hits the ground, it 
ignites any combustible materials it 
touches. 
 If you use the flame to attack, your 
target may make a Dexterity saving throw 
to resist. A creature takes 7d6 fire damage 
on a failed saving throw, or half as much on 
successful one. 
 

AANNIIMMAATTEE  GGOOLLEEMM    
7th-level transmutation  
Casting Time: 8 hours 
Range: Touch 
Components: V, S, M (an ounce of gorgon’s 
blood, and incense and materials other 
worth at least 1,000 gp, which is consumed 
when you cast this spell) 
Duration: Permanent 
Source: The Great Net Spellbook 
 You cast this spell on an inanimate body 
made of clay, flesh, iron, stone, or other 
material, summoning a nearly-mindless 
elemental spirit to inhabit the body, which 
animates it as a golem under your 
command. Note that the cost of the spell 
does not include to cost of creating the 
golem. You do not need to personally 
construct the golem’s body. Your DM has 
its attributes. 
 On each of your turns, you can use a 
bonus action to mentally command the 
golem if it is within 60 feet of you (if you 
control multiple golems, you can command 
any or all of them at the same time, issuing 
the same command to each one). You 
decide what action the golem will take and 
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where it will move during its next turn, or 
you can issue a general command, such as 
to guard a particular chamber or corridor. If 
you issue no commands, the golem only 
defends itself against hostile creatures. 
Once given an order, the golem continues 
to follow it until its task is complete. 
 Each week, roll a d20. On a roll of 1, it 
may make a Wisdom saving throw. If it 
succeeds, it will break free of your control 
and stops obeying any command you’ve 
given it. To re-establish control of the golem 
if this occurs, you must cast this spell on the 
creature again. 
 

AANNOONNYYMMOOUUSS  IINNTTEERRAACCTTIIOONN    
3rd-level enchantment 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Special 
Source: d20pfsrd.com 
 You cast this spell on a creature with 
whom you are having a conversation, and 
that creature will forget all but the most 
general information about you and what 
you spoke about, unless it first makes an 
Intelligence saving throw. For instance, if 
you cast this spell on a town guard and 
question her about a rash of mysterious 
murders that had recently occurred, and 
that guard was later asked about you and 
failed her save, she will remember nothing 
specific about the event. (“A male 
human…maybe elf? And he definitely had 
hair. Except…maybe it was a woman? Oh, 
and she was asking about stuff that was 
going on around here. Hmm…did I 
remember to tell him about the harvest 
festival next week?”) Creatures who are 
immune to being charmed are immune to 
this spell. 

 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you may affect one other target per slot 
level above 2nd. 
 

AAPPPPAARREENNTT  MMAASSTTEERR    
5th-level enchantment 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: d20pfsrd.com 
 You force a construct to make a Wisdom 
saving throw. On a failure, it thinks that 
you are its master and will follow your 
directions as it would normally follow its 
true master’s directions. Any hostile action 
towards it taken by you or your 
companions immediately breaks this spell.  
 If the construct’s true master attempts to 
reassert control, you must succeed at a 
contest of your spellcasting ability against 
its master’s Charisma. If you fail, the spell 
immediately ends and its true master 
regains control. This spell has no effect on 
free-willed constructs. 
 At Higher Levels. When you cast this 
spell with a 7th-level or higher spell slot, 
you may cast this on a free-willed construct. 
If the construct fails its saving throw, you 
may control it as if you had cast dominate 
person on it. The duration remains 1 hour. 
 

AAPPPPAARRIITTIIOONN    
2nd-level illusion 
Casting Time: 1 round 
Range: Touch 
Components: V, S, M (a miniature palette 
dotted with many colors of pains) 
Duration: 1 minute 
Source: Oriental Adventures 



81 

 You cause the target’s face to appear 
horrific and monstrous. You may not 
attempt to duplicate a specific creature or 
person, but otherwise can make the 
creature look like anything you want. All 
creatures except for you and up to 8 allies 
who see the target’s face must make a 
Wisdom saving throw or become 
frightened. A creature remains frightened 
while it can see the target or is within 30 
feet or it and must use its movement to 
move to the nearest safe spot from which it 
can’t see the target. If it ends its turn in a 
location where it doesn’t have line of sight 
to you, it is no longer frightened. 
 In addition, the target has advantage on 
all Charisma (Intimidation) ability checks. 
 

AARRBBOORREEAALL  HHAAMMMMEERR   
3rd-level transmutation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 You animate a tree branch within range 
and direct it to attack a foe within 10 feet of 
it. It uses your spell attack modifier to hit 
and inflicts 3d10 bludgeoning damage on a 
successful blow. You may use your bonus 
action to direct it to change targets. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you may animate one additional tree 
branch per slot level above 3rd. Each 
branch gets one attack each round. When 
you cast this spell with a 5th, 7th, or 9th-
level spell slot, the trees do an additional 
2d6 damage with each successful hit. 
 

AARRCCAANNEE  TTUUNNNNEELL    
9th-level conjuration 
Casting Time: 1 action 
Range: Up to 1,000 miles 
Components: V, S, M (a 1-inch length of 
copper tubing engraved with silver runes) 
Duration: Concentration, up to 10 minute. 
Source: Wizard’s Spell Compendium 
 You open up a wormhole between your 
current location and an area that is well 
known to you and that is no more than 
5,000 miles away. If anyone else comes 
within 5 feet of either opening, that creature 
may make a Dexterity saving throw or get 
sucked through and instantly expelled at 
the other end. You may enter the tunnel (or 
not) as you wish. 
 The arcane tunnel can stay open for as 
long as 10 minutes, but you can dismiss it 
as a bonus action. 
 You can create a permanent arcane 
tunnel if you cast this spell in both locations 
every day for one year. If you do so, you 
may specify a triggering circumstance or 
password that will cause the tunnel to 
open. This trigger may be as general or 
detailed as you like, though it must be 
based on visual or audible conditions that 
occur within 30 feet of the object. 

  

AARRCCAANNEE  VVOOIICCEE    
1st-level illusion (ritual) 
Casting Time: 1 action 
Range: 500 feet 
Components: V, S, M (a small glass jar, 
which you smash underneath your foot) 
Duration: 1 round 
Source: The Great Net Spellbook 
 You may project your voice to any point 
within range; you do not need to see that 
point to target it. If you choose so, you may 



82 

alter your voice so that it is loud and 
booming, weird and eldritch, etc., although 
you cannot make it completely 
recognizable. You may not cast spells with 
this voice, although you can say command 
words.  
 

AARRCCHHEERR ’’SS  RREEDDOOUUBBTT    
3rd-level evocation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a bit of metal from a 
shield) 
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 You create an immovable, nearly 
invisible barrier around yourself or one 
willing creature. This barrier is solid save 
for an “arrow slit” and grants the target AC 
17. The target may fire a bow or crossbow 
through the slit and may mentally 
command the slit to move, thus allowing 
the target to fire in any direction. This does 
not require an action.  
 You may dismiss the barrier at any time. 
Otherwise, the creature inside cannot leave 
until the spell ends. 
 

AARRCCHHOONN’’SS  TTRRUUMMPPEETT    
5th-level evocation 
Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S 
Duration: Instantaneous 
Source: d20pfsrd.com 
 Your produce a booming yet clear and 
pure-sounding trumpeting. All creatures 
within a 30-foot cone must make a 
Constitution saving throw or be paralyzed 
for 1 minute. A paralyzed creature may 
make a new saving throw at the beginning 

of each of its turns, ending the effect on a 
success. 
 

AARRIIAA  OOFF  TTHHEE  VVIICCTTOORRIIOOUUSS  KKNNIIGGHHTTSS    
6th-level illusion 
Casting Time: 1 round 
Range: 100 feet 
Components: V, S, M (an illuminated opera 
script worth at least 100 gp) 
Duration: 1 round 
Source: d20pfsrd.com 
 You sing a rousing operetta and a 
squadron of illusory mounted knights 
coalesces out of the air; they appear to be 
spectral or shadowy and cannot be 
mistaken for living beings. They form a line 
120 feet long and 10 feet wide, centered on 
any point you choose within range, and 
ride forth, moving up to 40 feet from their 
starting point in a direction you choose 
before vanishing. All creatures in their path 
must make Dexterity saving throws. A 
creature takes 5d6 cold damage and 5d6 
psychic damage from a failed saving throw, 
or half as much damage from a successful 
one. A creature in the area who can see the 
army is also frightened for 1 round. 
 At Higher Levels. When you cast this 
spell with a 7th-level or higher spell slot, 
you may increase the size of the squadron 
by either 10 feet long or by 10 feet wide for 
each slot level above 6th. 
 

AARRRROOWW  OOFF  BBOONNEE    
6th-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a powdered sliver of 
bone mixed with acid or the blood of an 
acidic creature, which is used to make the 
ink) 
Duration: 1 minute 
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Source: Wizard’s Spell Compendium 
 You paint runes of dire power on one 
missile or thrown weapon and it turns bone 
that radiates cold. You may then throw or 
fire the missile yourself or give it to a 
companion to use.  
 This missile 7d10 necrotic damage, plus 
the target must make a Constitution saving 
throw or be poisoned for 1 minute. If the 
sliver of bone you use comes from a close 
blood relative of the target (sibling, parent, 
child, grandparent, or first cousin), then the 
person who is firing or throwing the missile 
has advantage on the attack. 
 

AARRRROOWWFFLLIIGGHHTT    
2nd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a bit of down from a 
flying bird) 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You touch a bow or crossbow. For the 
duration of this spell, the range for this 
weapon is doubled.  
 At Higher Levels. When you cast this 
spell using a spell slot of 3rd level or 
higher, you may affect one additional bow 
or crossbow for each slot level above 2nd. 
 

AASSHH  SSTTOORRMM    
2nd-level conjuration 
Casting Time: 1 action 
Range: 400 feet 
Components: V, S, M (a pinch of ash) 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 A cloud of swirling ash appears in the 
shape of a cylinder that is 20 feet tall with a 
40-foot radius, centered on a point you can 
see up to 400 feet away. This blocks all 

sight, including darkvision and truesight, 
and the falling cinders cause the area to 
become difficult terrain. 
 In addition, a creature that ends its turn 
in the storm must make a Constitution 
saving throw. On a failure, it spends its 
next turn coughing and choking. 
 

AASSSSEESSSS  VVAALLUUEE    
1st-level divination (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You touch an item and instantly know 
its fair market value, to within 10%, based 
on the average price within 50 miles of your 
location. This does not take into 
consideration local conditions that may 
drive the price up or down. 
 

AATTTTUUNNEE  FFOORRMM      
3rd-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a bit of stone or earth 
from your home plane) 
Duration: 8 hours 
Source: Manual of the Planes 
 Up to three creatures you touch (which 
can include yourself) will not suffer from 
psychic dissonance (Dungeon Master’s 
Guide, page 59) while on an Outer Plane for 
the duration. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you may affect one addition creature per 
slot level above 3rd. 
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AAUUGGMMEENNTT  AARRTTIISSTTRRYY    
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a scroll bearing a 
piece of epic poetry) 
Duration: 1 hour 
Source: Priest’s Spell Compendium 
 You or a willing target gains proficiency 
with one form of artisan’s tools. If the target 
already has proficiency in the desired tools, 
then that target may use double its 
proficiency bonus. 
 At Higher Levels. If you cast this spell 
with a 4th-level or higher spell slot, the 
target gains triple its proficiency bonus. 
 

AAUUGGMMEENNTT  FFAAMMIILLIIAARR      
2nd-level abjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 minute 
Source: Spell Compendium 
 For the spell’s duration, you grant your 
familiar or animal companion 10 temporary 
hit points, resistance to bludgeoning, 
piercing, and slashing damage from 
nonmagical weapons, and advantage on all 
saving throws. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you grant the creature an additional 5 
temporary hit points per spell slot above 
2nd. 
 

AAUUGGMMEENNTTIINNGG  WWAALLLL      
4th-level evocation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S 

Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 You create a nearly-invisible wall, up to 
10 feet high and 30 feet long, of shimmering 
energy. Choose from acid, cold, fire, force, 
or lightning damage when you cast this 
spell. Any weapon thrown or fired through 
your side of the wall emerge from the other 
side imbued with that energy and inflict an 
additional 1d10 damage of that type to its 
target, should it hit. This has no effect on 
melee weapons or on creatures who pass 
through the wall, nor does it enhance spells 
that pass through it. It will enhance magical 
missiles and thrown weapons, however. 
The wall does not block vision. 
 At Higher Levels. When you cast this 
spell with a 5th-level or higher spell slot, 
thrown and missile weapons inflict an 
additional 1d10 damage per slot level above 
4th. 
 

AAUURRAA  OOFF  PPRROOTTEECCTTIIOONN    
1st-level abjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute. 
Source: The Great Net Spellbook 
 A bright aura surrounds you. While 
under the protection of this spell, you take 1 
less point of damage from any attack by a 
bludgeoning, piercing, or slashing 
nonmagical weapon. 
 At Higher Levels. When you cast this 
spell with a 3rd-level spell slot, you 
subtract 2 points of damage from any 
nonmagical bludgeoning, piercing, or 
slashing nonmagical weapons. When you 
cast this spell with a 5th-level spell slot, you 
subtract 3 points from attacks by magical 
weapons as well. 
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AAUUTTOOPPSSYY   
1st-level divination (ritual) 
Casting Time: 10 minutes 
Range: Touch 
Components: V 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You touch a corpse that has been dead 
no longer than 1 week and learn what truly 
killed it. You do not gain any other 
information (such as the identity of the 
killer), but the spell will reveal if the cause 
of death was magical. 
 At Higher Levels. When you cast this 
spell with a higher-level spell slot, you may 
receive information from an older corpse: 
2nd-level spell slot (1 month); 3rd-level 
spell slot (6 months); 4th-level spell slot (1 
year); 5th level spell slot (10 years); 6th-
level spell slot (50 years); 7th-level spell slot 
(100 years); 8th-level spell slot (1,000 years); 
9th-level spell slot (10,000 years). 
 

AAVVAATTAARR    
9th-level conjuration 
Casting Time: 1 minute 
Range: Self 
Components: V, S, M (a sacrifice of 
something of value to your god) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Prayerbook 
 You channel a portion of your god or 
patron’s power into you, becoming a living 
avatar of your god. For the duration, you 
gain the following powers:  
  oo  You are surrounded by an aura of 
holy or unholy light. All people within 30 
feet who can see you and who are not of 
your faith must make a Wisdom saving 
throw or be frightened for the duration and 
take 2d6 psychic damage. 

  oo  All spell slots you have expended 
that day are renewed, as are any abilities 
that you may have used that would require 
you to take a short or long rest to use again. 
  oo  You have advantage on all ability 
checks, saving throws, and attack rolls. 
  oo  You gain resistance to all forms of 
damage. 
  oo  You regenerate 5 hit points at the 
start of each of your turns if you have at 
least 1 hit point. 
 This spell can only be attempted if you 
are in good standing with your god. If you 
have been less than exemplary in your 
faith, the spell simply fails to work. If you 
have angered your god in any way recently, 
then you will instead take 8d8 psychic 
damage.  
 Furthermore, while this spell in effect, 
your personality is overwhelmed by that of 
your god’s. While you do not lose all 
control of yourself, you must make a DC 15 
Charisma saving throw to do something 
that is not in the direct and immediate 
interests of your god. 
 Once this spell is over, you take 4d6 
psychic damage and your hit point total is 
reduced by that amount until you take a 
long rest. 
 

AAWWAAKKEENN  FFOORREESSTT   
8th-level transmutation 
Casting Time: 1 hour 
Range: Self (10-mile radius) 
Components: V, S 
Duration: 24 hours 
Source: The Great Net Prayerbook 
 You awaken the spirits of the forest 
around you. You may cause a number of 
trees and shrubs equal to ten times your 
spellcasting attribute modifier to gain 
intelligence and mobility, as per the spell 
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awaken. You maintain constant empathic 
contact with these plants. You may use 
your action to shift your sense of perception 
to any one of them; you are blinded and 
deafened to your own senses until you use 
your action to return to your own senses. 
 You can permanently awaken these 
plants by casting this spell in the same 
location every day for one year. You will be 
able to remain in empathic contact as long 
as you are within 10 miles of them. 
 

AAWWAAKKEENN  SSIINN    
3rd-level enchantment 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: Spell Compendium 
 When cast on an evil creature with an 
Intelligence of 5 or higher, this spell causes 
feelings of intense guilt and shame to well 
up in that creature’s mind. It must make a 
Wisdom saving throw or take 5d10 psychic 
damage. If this brings the target to 0 hit 
points, it is instead reduced to 1 hit point 
and falls unconscious instead of dying. 
Upon waking up, the creature must make a 
second Wisdom saving throw or have its hit 
point total reduced by 3d10. This reduction 
remains until greater restoration or a similar 
spell is cast upon it. 
 

AAZZAALLLLDDAAMM ’’SS  FFAABBRRIICCAATTIIOONN    
3rd-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a wooden carving of 
the item you wish to create) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 

 You can fold and manipulate shadows, 
creating a semi-physical object of Medium 
size or smaller. These objects, which are 
dark gray and weightless, are capable of 
carrying objects, although only half as 
much as a normal object of that type. The 
object, regardless of its appearance, has an 
armor class of 12 and 25 hit points. 
 If the object is flashed with bright light 
or with radiant damage, you must make a 
concentration check. On a failure, the 
shadows dissipate and the created object 
disappears. In addition, if a creature 
attempts to damage the object, you must 
make a concentration check. If you succeed, 
the object takes no damage. On a failure, it 
takes full damage. 
 At Higher Levels. When you cast this 
spell with a 5th-level spell slot, you can 
create a Large-sized object, and the object 
has AC of 14 and 50 hit points. When you 
cast this spell with a 7th-level spell slot, you 
can create a Huge-sized object, and the 
object has AC of 16 and 75 hit points. When 
you cast this spell with a 9th-level spell slot, 
you can create a Gargantuan-sized object, 
and the object has AC of 20 and 100 hit 
points. 
 

AAZZUURRAA ’’SS  SSOOUULL  WWHHIIPP    
5th-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You create a shining black line of 
magical force that lashes out at your 
command towards a creature in range. 
Make a melee spell attack against the target. 
If the attack hits, the creature takes 6d10 
necrotic damage and if the creature is Large 



87 

or smaller, you pull it up to 10 feet closer to 
you, and you receive temporary hit points 
equal to half the damage inflicted. These 
temporary hit points last for no more than 
10 minutes.  
 

BBAACCKKSSTTAABB  BBAACCKKLLAASSHH      
2nd-level abjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 hour 
Source: The Great Net Spellbook 
 You create a protective field around 
you. If someone successfully hits you with a 
sneak attack, the attack rebounds and your 
attacker suffers the damage it would have 
inflicted on you instead.  
 

BBAADD  MMEEDDIICCIINNEE    
9th-level enchantment 
Casting Time: 1 minute 
Range: 400 feet 
Components: V, S, M (a bundle of 
indigenous herbs, the claw of an eagle, and 
the venom of a poisonous snake) 
Duration: Permanent 
Source: Priest’s Spell Compendium 
 You pick a point within range. All 
creatures within a 100-foot radius of that 
point are cursed, unless a Wisdom saving 
throw is made. 
 A creature that fails its save will be 
permanently at disadvantage on all ability 
checks, attack rolls, and saving throws. This 
spell can also be countered by a remove 
curse, but each affected creature must be 
targeted separately. You may also dispel 
the effect, on all victims or one at a time, at 
will. 
 

BBAALLLLAANNTT ’’SS  SSTTOONNEESSPPLLIITT    
5th-level evocation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a diamond-tipped 
chisel worth 500 gp, which is consumed in 
the casting) 
Duration: 1 round 
Source: Wizard’s Spell Compendium 
 You channel extreme magical force and 
strike a Large or smaller rock or object (or 
portion of an object) made primarily of 
stone, such as a stone wall. When you touch 
the stone, brilliant magical light flares out 
and a huge glowing crack grows in the 
rock. At the end of your next turn, the rock 
crumbles into rubble. 
 At any point between your casting the 
spell and the end of your next turn, this 
spell can be countered by dispel magic or a 
similar effect, preventing the rock from 
crumbling. 
 If cast on a creature made from stone, 
such as a stone-based earth elemental (such 
as a gargoyle) or a stone golem, the creature 
may make a Constitution saving throw. The 
creature suffers 8d10 force damage on a 
failed saving throw, or half as much 
damage on a successful one. 
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
you may inflict an additional 1d10 damage 
when you cast this on a stone-based earth 
elemental for each slot level above 5th. In 
addition, if you cast this spell with a 6th-
level spell slot, you can affect a Huge stone 
object, and if you cast this spell with an 7th-
level spell slot, you can affect a Gargantuan 
stone object. 
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BBAALLLLAANNTT ’’SS  SSTTOONNEESSTTRREENNGGTTHH    
5th-level abjuration (ritual) 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a small granite 
wedge and a pinch of powdered iron) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You provide magical strength to a stone 
structure by providing it with temporary 
hit points equal to its regular hit points. 
These temporary hit points last until they 
are depleted. You cannot cast this spell on 
the same object a second time until it has 
run out of temporary hit points. 
 Optionally, you can heal 8d6 hit points 
to a damaged stone object such as a wall or 
statue, or to a stone-based elemental or 
construct such as a gargoyle or stone golem. 
 

BBAANNDDSS  OOFF  SSIIRREELLLLYYNN      
4th-level conjuration 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (three miniature 
interlocked bands of silver) 
Duration: Concentration, up to 10 minutes 
Source: Wizard’s Spell Compendium 
 You conjure a number of shining metal 
bands which encircle and capture a Huge 
or smaller target of your choice within 
range. The target may make a Dexterity 
saving throw to avoid capture. A creature 
captured by the bands is grappled and 
restrained (escape DC equal to your spell 
save DC).  
 At Higher Levels. If you cast this using a 
6th-level or higher spell slot, the target has 
disadvantage on all saving throws. 
 

BBAANNIISSHH  DDAAZZZZLLEE    
1st-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a shard of glass or 
any clear stone) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You or one willing creature you touch 
becomes immune to being blinded by 
nonmagical light, can see through 
nonmagical mirages and optical illusions, 
and gets a +2 bonus to ability checks to 
determine if visual-only illusions are real or 
not, and on saving throws to resist spells 
that cause blindness through light, such as 
blinding smite, color spray, or holy aura.  
 This spell also keeps creatures with the 
Sunlight Sensitivity trait from taking 
disadvantage on attack rolls and Wisdom 
(Perception) checks that rely on sight. It 
does not protect creatures with Sunlight 
Hypersensitivity such as vampires, 
however or provide any resistance against 
radiant damage. 
 At Higher Levels. When you cast this 
spell with a spell slot of 2nd level or higher, 
you may protect one additional creature 
per slot level above 1st. 
 

BBAARRRRIIEERR  RREEAAVVEERR      
3rd-level transmutation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a small metal key) 
Duration: 1 round 
Source: Wizard’s Spell Compendium 
 You can force an opening in one solid, 
magical barrier within range, including 
spells such antimagic field, flexible force field 
(q.v.), prismatic wall, wall of fire, wall of stone, 
and so on. You automatically open a hole in 
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any barrier created through a spell of 3rd 
level or lower. For a barrier created with a 
higher-level spell, make an ability check 
using your spellcasting ability. The DC 
equals 10 + the spell’s level. On a successful 
check, a hole appears. It doesn’t affect non-
solid barriers, such as blade barrier or wall of 
thorns. 
 Until the end of your next turn, you and 
other creatures may walk through the hole, 
cast spells through it, attack through it, and 
so on. 
 At the end of your next turn, the hole 
closes, inflicting 2d6 force damage on any 
creature still in the hole and shunting the 
creature either inside or outside the wall 
(50% chance of either). 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
you automatically breach a barrier the 
spell’s level is equal to or less than the level 
of the spell slot you used. 
 

BBAATTTTLLEE  CCRRYY      
1st-level enchantment  
Casting Time: 1 action 
Range: Self (30-yard-radius sphere) 
Components: V, S 
Duration: 1 round 
Source: The Great Net Prayerbook 
 You let loose a shout of challenge and 
up to 6 hostile creatures in range that you 
choose and that have CRs of 2 or less must 
make a Wisdom saving throw or be 
stunned until the end of their next turn. 
However, once they have recovered from 
their stun, their sights will be set on you 
and they will attack you first. 
 

BBAATTTTLLEE  OOFF  WWIILLLLSS    
6th-level evocation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a pair of ivory dice 
worth 100 gp and a drop of your blood) 
Duration: Instantaneous 
Source: The Great Net Prayerbook 
 You pit your mind and life against 
another creature’s via a contest of wills. 
Both you and one target, who must agree to 
this contest, must make ability checks using 
your spellcasting ability; the DC is equal to 
your spell save DC. You may use magic 
and other aids to increase your chances of 
success, as may your opponent. 
 If you succeed at an ability check, you 
take 1d6 psychic damage. If you fail, you 
take 4d6 psychic damage; your opponent 
does likewise.  
 The first of you to win three of these 
checks wins the contest. The successes and 
failures do not need to be consecutive. A 
natural 20 counts as two wins (you only 
take 1d6 psychic damage in total). The 
contest’s loser is immediately reduced to 0 
hit points.  
 If the loser survives, when it regains 
consciousness it will lose 2 points of 
Wisdom. These points can only be restored 
by a spell such as greater restoration. 
 

BBAATTTTLLEETTIIDDEE    
5th-level transmutation 
Casting Time: 1 action 
Range: Self (20-foot radius) 
Components: V, S, M (a piece of human 
hair as long as your hand) 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 You gain a +2 bonus to your armor 
class, one extra attack each round, and 
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advantage on Dexterity saving throws. In 
addition, all enemy creatures within 20 feet 
of you must make a Wisdom saving throw. 
If a creature fails, its speed is reduced to 
half and it takes a -1 penalty to its armor 
class.  
 

BBEEAANNSSTTAALLKK    
4th-level conjuration 
Casting Time: 1 minute 
Range: Special 
Components: V, S, M (a handful of beans) 
Duration: 24 hours 
Source: d20pfsrd.com 
 You plant a few beans in the ground 
and a huge beanstalk erupts from the 
ground. It grows at a rate of 50 feet per 
round, to a maximum height of 400 feet. It 
is easy to climb (DC 5) and strong enough 
to support up to 5,000 pounds at a time. 
After 24 hours, the beanstalk withers and in 
one hour becomes nothing more than 
compost. 
 At Higher Levels. When you cast this 
spell with a spell slot of 5th level or higher, 
the beanstalk grows an additional 200 feet 
high per slot level above 4th. 
 

BBEEAARRHHUUGG   
2nd-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a bit of bear fur) 
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 You gain the ability to bear hug a 
creature up to one size category larger or 
smaller than you. If you successfully make 
an unarmed attack, you can grapple that 
creature (escape DC is equal to your spell 
save DC). As long as the grapple remains in 
effect, that target is restrained. At the start 

of each of your turns, you may constrict, 
doing 2d12 + your Strength modifier in 
bludgeoning damage. While grappling 
someone, you cannot use your hands or 
arms for any other purpose. 
 

BBEEAASSTTMMAASSKK   
2nd-level illusion 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a wooden mask 
carved to look like the animal) 
Duration: 12 hours 
Source: Priest’s Spell Compendium 
 You or one willing creature is made to 
look, feel, sound, and smell exactly like a 
particular species of aberration, beast, 
dragon, or monstrosity that has an 
Intelligence of 4 or lower—but only to other 
members of that species. Members of that 
species will treat you as they would 
normally treat another member of their 
species: they might ignore you, see you as a 
rival, pack or herd leader, or even potential 
mate. 
 Members of closely related species are 
also fooled, provided those creatures have 
Intelligences of 4 or less. For instance, a dog 
mask will also fool wolves and death dogs, 
and a bear mask will also fool giant bears 
and owlbears.  
 This spell does not give you any ability 
to communicate with animals. 
 

BBEEFFOOUULL    
Transmutation cantrip 
Casting Time: 1 action 
Range: 10 feet 
Components: V, S 
Duration: Instantaneous 
Source: Ravenloft, Gazetteer Volume V 
(Sword & Sorcery) 
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 Up to 10 pounds of organic, non-living 
matter is aged by 1 day with each casting of 
this spell. If you cast this spell on an object 
that weighs more than 10 pounds, only part 
of it will be aged. However, you can cast 
this spell multiple times on an object, aging 
all of it over the course of numerous 
castings, or part of it while leaving the rest 
untouched. 
 The object is aged by 1 week when you 
reach 5th level, 1 month when you reach 
11th level, and 3 months when you reach 
17th level.  
 

BBEENNEEFFIICCEENNCCEE    
1st-level illusion 
Casting Time: 1 action 
Range: Self 
Components: V 
Duration: Concentration, up to 1 hour 
Source: Priest’s Spell Compendium 
 You surround yourself with an aura of 
mystical wisdom and holy, causing those 
who see you to believe you to be a holy 
person of virtue and kindness. For the 
duration, you gain proficiency and 
advantage in all Charisma skills when 
attempting to illicit positive reactions 
towards you or the church you (claim to) 
represent. 
 A creature that has reason to doubt your 
holiness may make an Intelligence saving 
throw to resist.  
 

BBEESSTTOOWW  CCUURRSSEE  ((NNEEWW  VVAARRIIAANNTTSS))      
3rd-level necromancy 
Source: Wizard’s Spell Compendium 
 These are new variants of the spell 
bestow curse that appears in the Player’s 
Handbook (page 218). Many of these variants 
are useful only if you are casting the spell 
with a 7th-level or higher spell slot. 

  oo  The target is in pain. It has 
disadvantage on all Dexterity skill checks 
its speed is reduced by 10 feet. 
  oo  The target exudes an aura of 
antipathy, causing creatures to have hostile 
feelings towards it. While cursed, the target 
has disadvantage on Deception and 
Persuasion skill checks. 
  oo  The creature is either deafened or 
blinded until the curse ends. 
  oo  The creature gains a deadly touch. 
Everything it touches takes 1d10 damage of 
a type of your choice. It cannot turn off or 
control this ability. 
  oo  The target develops an obviously 
supernatural and disturbing (and often 
ironic) physical trait. The creature may 
grow a pig’s noise, pure black eyes, have its 
hair turn into worms, smell like sulfur, and 
so on. While cursed, the target has 
disadvantage on Deception and Persuasion 
skill checks. 
  oo  The creature becomes insatiable. 
Whenever food or drink is present, the 
creature must make a Wisdom saving 
throw or stop whatever it is doing in order 
to eat or drink. 
  oo  Whenever the creature encounters a 
particular substance, it becomes incredibly 
nauseated. It must make a Constitution 
saving throw or become incapacitated for 
1d6 rounds due to vomiting and dry 
heaves. 
 

BBEESSTTOOWW  EENNCCHHAANNTTMMEENNTT    
5th-level evocation 
Casting Time: 1 round 
Range: Touch 
Components: V 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
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 You may cast a spell that has a range of 
Self or Touch and then “hand” it to a 
willing creature, who is then able to control 
and benefit from that spell as she it had cast 
it herself. 
 

BBIIGGBBYY’’SS  BBOOOOKKWWOORRMM  BBAANNEE    
Evocation cantrip 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a child-sized glove) 
Duration: 10 minutes 
Source: Wizard’s Spell Compendium 
 You create a Tiny hand out of 
shimmering, translucent force. This hand 
immediately seeks out and destroys 
bookworms, roaches, mice, and other 
creatures that eat paper, vellum, 
parchment, glue, and leather—that is, 
typical library pests: creatures of Tiny size 
and no more than 1 hit point. It cannot 
defend itself, attack anything other than the 
aforementioned pests, or perform any other 
actions. 
 

BBIIGGBBYY’’SS  DDEEXXTTEERROOUUSS  DDIIGGIITTSS    
2nd-level evocation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a pair of gloves 
stitched with your name and studded with 
gems worth at least 500 gp) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You create a pair of Tiny hands made of 
shimmering, translucent force in an 
unoccupied space that you can see within 
range.  
 The hands are objects that have AC 15 
and 5 hit points. If all of the hands created 
by your spell are destroyed the spell ends. 
When you cast the spell and as a bonus 

action on your subsequent turns, you can 
move the hands up to 30 feet. Roll initiative 
for the hands as a group, which has its own 
turns. 
 The hands perform various tasks for 
you; you may choose from the following 
options: 
 Fantastic Fencers. The hands are created 
holding long, rapier-like blades made of 
force. They attack using your spell attack 
modifier, and can attack two different 
targets at once. On a hit, the target takes 
1d8 force damage. 
 You may choose for the fencers to do 
nonlethal damage instead, to use as a 
fencing partner for yourself or another. The 
wounds it inflicts cause you pain and 
appear to be real, but vanish when the spell 
ends, and if the fencers bring you down to 1 
hit points, the spell automatically ends. 
When you choose to make the fencers inflict 
nonlethal damage, the spell’s duration 
increases to 10 minutes. 
 Feeling Fingers. The hands have a 
Strength and Dexterity of 8 (-1) but 
otherwise functions of an unseen servant. It 
also has an amazingly sensitive sense of 
touch: it has Perception +6 and has 
advantage on all Perception checks, 
allowing it to detect minute cracks and 
openings. You can choose to use your 
action to treat the hands as a sensor and feel 
through them.  
 Pugnacious Pugilists. The hands are 
clenched and covered with bandages, as if 
they belong to a boxer. They attack using 
your spell attack modifier. On a hit, the 
target takes 1d8 bludgeoning damage.  
 You may choose for the pugilists to do 
nonlethal damage instead, to use as a 
fencing partner for yourself or another. The 
wounds it inflicts cause you pain and 
appear to be real, but vanish when the spell 
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ends, and if the pugilists bring you down to 
1 hit points, the spell automatically ends. 
When you choose to make the pugilists 
inflict nonlethal damage, the spell’s 
duration increases to 10 minutes. 
 Silencing Hand. The hands fly towards a 
target you choose within range that you can 
see. Make a ranged spell attack to hit. On a 
success, the hands clamp themselves over 
the target’s mouth. They cannot be pulled 
away and as long as they remain, the target 
cannot speak and is at disadvantage to all 
ranged attack. The hands take only half-
damage that is dealt to them; the creature to 
which the hands are attached take the other 
half. 
 Strangling Grip. The hands fly towards 
a Small- or Medium-sized target you 
choose within range that you can see and 
grab onto its throat, using your spell attack 
modifier to attack. On a hit, it does 2d4 
bludgeoning damage and the target is 
grappled (escape DC is equal to your Spell 
Save DC). Until this grapple ends, the 
target can’t breathe. At the beginning of 
each of its turns, the hands inflict an 
additional 2d4 bludgeoning damage. 
 

BBIIGGBBYY’’SS  FFOORRCCEE  SSCCUULLPPTTUURREE    
4th-level evocation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a lump of clay with 
diamond dust in it) 
Duration: Concentration, up to 1 hour 
Source: Wizard’s Spell Compendium 
 You create a visible plane of 
shimmering force that you can shape in any 
form and color as you wish. The object you 
create must be fairly rigid, have no moving 
parts, cannot possess finely-detailed 
features, and must fit in a 10-foot cube. If 

you create a weapon with it, it does 3d8 + 
your Strength modifier in bludgeoning 
damage. 
 The force sculpture is an object that has 
AC 15 and 15 hit points. When you cast the 
spell and as a bonus action on subsequent 
turns, you can move the sculpture up to 30 
feet. 
 At Higher Levels. When cast with a 5th- 
or 6th-level spell slot, you can make a more 
complex sculpture. The item can have large, 
moving parts or have an edge or point, but 
it must still be rigid and cannot be larger 
than 50 cubic feet. It has AC 18 and has 30 
hit points. 
 When cast with an 7th- or 8th-level spell 
slot, the sculpture can be very complex, 
contain small moving parts, and be very 
flexible. It can be any size up to 100 cubic 
feet. It has AC 20 and 60 hit points. 
 When cast with a 9th-level spell slot, the 
sculpture has AC 24 and 100 hit points. 
 If used as a weapon, it inflicts an 
additional 1d8 bludgeoning damage per 
slot level above 4th. 
 

BBIILLOOCCAATTIIOONN    
9th-level conjuration 
Casting Time: 1 round 
Range: 30 feet 
Components: V 
Duration: Concentration, up to 1 hour 
Source: d20pfsrd.com 
 You create an identical copy of yourself 
and all of your clothing and equipment. 
Your duplicate appears in an empty space 
within 30 feet of you. This additional body 
is also you; you exist as both bodies at once. 
Each of your bodies has the same number 
of hit points that you had before you cast 
this spell. 
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 You gain one additional action each 
round and you determine which body will 
perform any particular action. You use both 
body’s senses with full understanding and 
have advantage on Wisdom (Perception) 
checks.  
 This spell copies common and 
uncommon magical items, as long as those 
items don’t require attunement. If you have 
items that have limited use, such as 
ammunition, potions, or wands, then they 
are copied, but even though both of your 
bodies have copies of that item, you do not 
gain additional uses—drinking a potion 
causes both copies of the potion to be used 
at once.  
 When the spell ends, you may choose 
which of your bodies is the “real you.” The 
other body vanishes and any equipment it 
was carrying end up on your own body. If 
one body dies before the spell ends, then 
vanishes as detailed above. 
 

BBIITTEE  OOFF  TTHHEE  KKIINNGG    
8th-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V 
Duration: Concentration, up to 1 minute 
Source: Libris Mortis 
 Make a melee spell attack against a 
living creature of your size or smaller. If 
you succeed, your mouth expands to many 
times its normal size and you swallow the 
creature whole. Your mouth then returns to 
its normal size. 
 Your swallowed victim is not in your 
stomach but in a temporary “stomach 
dimension.” It is subject to magical 
peristalsis but not stomach acids. While 
swallowed, your target is blinded and 
restrained, has total cover against attacks, 

and it takes 3d12 bludgeoning damage at 
the start of each of your turns. The 
swallowed creature may attempt to escape. 
The stomach dimension has AC 17, and if it 
takes 30 damage or more on a single turn 
from the swallowed creature, it will escape 
and will appear, seemingly out of thin air, 
in a space within 5 feet of you. Although 
this stomach dimension is not technically 
connected to you, you take half of the 
damage inflicted to it during escape 
attempts. 
 Each time you cast this spell, you create 
a separate stomach dimension. Thus, you 
may swallow multiple creatures at one 
time. 
 

BBIITTEE  TTHHEE  HHAANNDD   
3rd-level enchantment 
Casting Time: 1 action 
Range: 50 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 You target a creature that has been 
conjured and cause it to turn on its 
summoner, provided that individual is 
present. The creature will attack its 
summoner to the best of its ability but will 
perform no other actions for you.  
 To succeed in controlling the creature, 
you must make a successful ability check, 
using your spellcasting ability, with a DC 
equal to the summoner’s saving throw DC. 
If you succeed, the creature is under your 
control, as if you had cast the spell that had 
conjured it. This spell has no effect on 
creatures summoned with the find familiar 
or find steed spells. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
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you may target one additional creature per 
slot level above 3rd. 
 

BBLLAACCKK  BBLLAADDEE  OOFF  DDIISSAASSTTEERR    
9th-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You create a magical, weightless, black 
blade-shaped planer rift about 3 feet long. 
When you create the blade and as a bonus 
action on subsequent turns, you may direct 
it to strike any creature that you can see 
within its range, using your spell attack 
modifier and with advantage on the roll.  
 A creature hit by the blade must make a 
Constitution saving throw. The creature 
takes 15d10 necrotic damage on a failed 
saving throw, or half as much on a 
successful one. The blade can pass through 
any magical barrier, save an antimagic fiend. 
The blade cannot be harmed by physical 
attacks, but dispel magic and antimagic 
effects can affect it. 
 

BBLLAACCKKSSTTEEEELL   
Transmutation cantrip 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: Wizard’s Spell Compendium 
 One weapon you touch becomes 
completely matte-black and utterly silent—
it makes no noise when being drawn, when 
striking someone even if it hits armor, or 
when dropped.  
 

BBLLAADDEESS  OOFF  FFUURRYY    
3th-level illusion 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a miniature 
longsword) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You summon five illusory flying 
longswords, which you set to duel other 
creatures within range. When you cast the 
spell and as a bonus action on your 
subsequent turns, you can move a sword 
up to 30 feet and cause it to attack a new 
target. 
 Your swords attack using your spell 
attack modifier. On a hit, the sword inflicts 
1d8 slashing damage. Each time a target is 
struck by a sword, it may make an 
Intelligence saving throw. On a success, the 
target becomes aware that the sword is an 
illusion, which causes the sword to vanish. 
If another creature is told that the swords 
are illusions or sees one vanish, that 
creature has advantage on its next saving 
throw.  
 If a creature is reduced to 0 hit points by 
these illusory blades, they instead drop to 1 
hit point and fall unconscious. 
 At Higher Levels. When you cast this 
spell with a spell slot of 6th level or higher, 
you summon one additional sword per slot 
level above 5th. 
 

BBLLAADDEETTHHIIRRSSTT    
1st-level transmutation 
Casting Time: 1 bonus action 
Range: Self 
Components: V 
Duration: 1 round 
Source: Spell Compendium 
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 Your sword or other slashing weapon 
bursts into unearthly steel-blue flame. Until 
the end of your turn, you have advantage 
on all rolls to hit with this weapon and 
inflict an additional 1d6 cold damage. The 
weapon sheds bright light in 10-foot radius 
and dim light for a further 10 feet. 
 At Higher Levels. When you cast this 
spell with a spell slot of 2nd level or higher, 
the amount of cold damage you inflict 
increases by 1d6 for each slot level above 
1st. 
 

BBLLAASSTT  OOFF  SSAANNDD   
4th-level conjuration 
Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S, M (a pinch of sand) 
Duration: Instantaneous 
Source: Sandstorm 
 A cone of course sand sprays out from 
your outstretched palm with punishing 
force. All creatures within the area must 
make a Dexterity saving throw. A creature 
takes 7d6 piercing damage on a failed 
saving throw, or half as much damage on a 
successful one. Fragile objects and 
structures (as per the Dungeon Master’s 
Guide, page 247) take double damage. 
 

BBLLEEEEDDIINNGG  TTOOUUCCHH    
Necromancy cantrip 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a needle) 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You cause a bleeding wound to appear 
on one living creature you touch. That 
creature must make a Constitution saving 
throw. On a failure, it takes an amount of 
necrotic damage equal to your spellcasting 

ability at the end of each of its turns for the 
next three rounds. 
 You inflict an additional +2 damage at 
5th level, +4 damage at 11th level, and +8 
damage at 17th level. 
 

BBLLEESSSSEEDD  AABBUUNNDDAANNCCEE    
4th-level conjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Permanent 
Source: Priest’s Spell Compendium 
 You can duplicate up to 10 pounds of 
inanimate, nonliving animal or vegetable 
matter. You hold the object you wish to 
duplicate in one hand while you cast this 
spell and its double appears in your other 
hand. Magical items, ores and minerals, 
and living creatures cannot be affected by 
this spell. 
 At Higher Levels. When you cast this 
spell with a slot of 5th level or higher, you 
can duplicate up to 10 additional pounds 
per spell slot above 4th. 
 

BBLLEESSSSEEDD  FFOORRGGEETTFFUULLNNEESSSS    
3rd-level enchantment (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a few drops of holy 
water) 
Duration: Permanent 
Source: Priest’s Spell Compendium 
 You touch a creature and completely 
repress one terrible memory it has. An 
unwilling creature may make a Charisma 
saving throw to resist. This can negate the 
effect of a failed fear or sanity check (should 
your game use such things) or simply 
remove a horrible memory that has no 
actual game effect. This has no effect on 
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magically-induced or altered memories. 
You cannot use this spell on yourself. This 
spell can be reversed with hypnosis (q.v.) 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you may choose to suppress the traumatic 
nature of the memory while otherwise 
leaving it intact. 
 

BBLLIISSSS      
2nd-level enchantment 
Casting Time: 1 action 
Range: 30 feet 
Components: S 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 One creature within range that you can 
see must make a Wisdom saving throw or 
fall into a trance of intense pleasure; for the 
duration of the spell, the creature is 
incapacitated. The creature may make a 
new saving throw at the end of each of its 
turns, ending the effect on success. 
 This spell has potential for addiction 
and is debilitating with frequent use. If a 
creature is subjected to this spell three times 
in a 24-hour period, it must make a 
Wisdom saving throw. On a failure, it takes 
1d10 psychic damage and its hit point total 
is reduced by that amount. This hit point 
reduction lasts for 1 week or until a spell 
such as greater restoration is cast on it. Until 
its hit point total has been restored, it can’t 
make a saving throw to resist the spell, but 
must still make a Wisdom saving throw to 
avoid taking psychic damage.  
 At Higher Levels. If you cast this spell 
with a 3rd-level or higher spell slot, the 
spell no longer requires concentration. If 
you cast this spell with a 5th-level or higher 
spell slot, the duration increases to 10 
minutes. 

BBLLIISSTTEERRIINNGG  IINNVVEECCTTIIVVEE    
2nd-level evocation 
Casting Time: 1 action 
Range: Self (30-foot radius sphere) 
Components: V, S 
Duration: Special 
Source: d20pfsrd.com 
 You deliver a outburst of vulgarities so 
vicious that it literally sets your foes on fire. 
All enemy creatures within range that have 
an Intelligence of at least 4 and can 
understand at least one language must 
make an Charisma saving throw. On a 
failure, a creature bursts into flames, taking 
4d10 fire damage. 
 A creature that doesn’t understand your 
language has advantage on this roll. In 
addition, for one minute afterwards, you 
have advantage on Charisma (Intimidation) 
ability checks made against those creatures 
that failed their saving throw. This spell 
does not affect constructs, plants, and 
undead. 
 

BBLLIIZZZZAARRDD   
5th-level conjuration 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (five acorns and any 
gem worth at least 50 gp) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You create a blizzard with a radius of 60 
feet centered on any point you choose 
within range. While in this storm, all 
creatures are lightly obscured, the ground 
becomes difficult terrain, and a strong wind 
springs up, extinguishing all nonmagical 
flames and dispersing all gas-type attacks, 
including a green dragon’s breath weapon 
and spells such as cloudkill. 
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 In addition, sharp slivers of ice fall. All 
creatures in the area must make a 
Constitution saving throw. A creature takes 
6d6 cold damage on a failed saving throw 
or half as much on a successful one each 
round that they end their turn inside the 
blizzard. 
 

BBLLOOOODD  BBIIOOGGRRAAPPHHYY    
2nd-level divination (ritual) 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a sheet of 
parchment) 
Duration: Instantaneous 
Source: d20pfsrd.com 
 You touch a drop of blood or a 
bloodstain and learn information about the 
being that shed it. The answers to the 
following questions are written out, in that 
creature’s blood and in no more than 10 
words per answer, on the paper that makes 
up the material component: 
  oo  Who are you? This reveals the 
creature’s most commonly-used name, 
which is not necessarily its real name. If the 
creature doesn’t have a name, this part of 
the spell reveals nothing. 
  oo  What are you? This reveals 
creature’s race or species, gender, and 
profession or role in society, which is not 
necessarily its character class. 
  oo  How were you injured? This reveals 
the events that caused the wound, and 
when, to the best of the creature’s 
knowledge. 
 The answers always appear in a 
language you can read, even if the creature 
the blood came from cannot speak your 
language or has no language. 
 If the creature is dead, or is a living 
creature with an Intelligence of 4 or lower, 

this knowledge is automatically obtained. 
However, if the blood came from an 
intelligent living creature or any sort of 
undead, you must make an ability check 
using your spellcasting ability modifier, 
with a DC equal to 10 + the creature’s 
Charisma ability modifier. This spell does 
not work on celestials, constructs, 
elementals, or fiends, or on aberrations or 
fey that don’t have blood.  
 

BBLLOOOODD  BBUURRNN      
7th-level necromancy 
Casting Time: 1 action 
Range: 60 feet 
Components: V, M (a drop of blood and a 
pinch of sulfur) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You target one creature you can see 
within range. Unless that creature succeeds 
at a Constitution saving throw, its blood 
begins to boil over the course of a minute. 
 Round 1. At the beginning of its first 
turn, the creature begins to feel warm and 
feverish. It takes 1 level of exhaustion. 
 Round 2. The creature’s temperature 
begins to rise to dangerous levels. It takes 
1d8 fire damage at the beginning of its turn. 
 Round 3. The creature’s blood begins to 
boil. It takes 1d8 fire damage and 1d8 
necrotic damage. Anyone who touches the 
creature’s skin must make a DC 10 
Dexterity check or take 1 point of fire 
damage from the sheer heat the creature is 
emitting. Anything flammable the creature 
is holding or touching with bare or lightly-
clothed skin will ignite. 
 Round 4-9. The creature takes an 
additional 1d8 fire and 1d8 necrotic 
damage. At the end of each of its turns on 
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rounds 5 and 8, it also takes an additional 
level of exhaustion. 
 Round 10. The creature takes an 
additional 1d8 fire damage. 
  The creature may attempt a saving 
throw at the end of each of its rounds. If 
successful, it takes no damage or 
exhaustion that round. If it makes three 
successful saving throws, the spell ends. 
These successes do not have to be 
consecutive. If the creature is reduced to 0 
hit points due to this spell, it dies and is 
reduced to cooked chunks of flesh and still-
boiling blood. If the creature doesn’t die, its 
hit point total is reduced by the amount of 
necrotic damage it took. This reduction 
lasts until it takes a long rest. 
 This spell can be countered by casting 
dispel magic. Spells that inflict cold damage 
can be used to counter the fire damage 
taken, although any damage inflicted that 
exceeds the fire damage taken will be taken 
by the victim as well. 
 

BBLLOOOODD  OOFF  FFIIRREE    
5th-level necromancy 
Casting Time: 1 action 
Range: 160 feet 
Components: V, S, M (3 drops of your own 
blood) 
Duration: Instantaneous 
Source: Oriental Adventures 
 You take your own freshly shed blood 
and shape it into three missiles, which you 
may fire at up to three different targets. As 
the missiles fly through the air, they begin 
to boil. Make a ranged spell attack to hit. If 
you hit, the target takes 9d6 fire damage. In 
addition, if you successfully hit your target, 
all creatures within 5 feet of it must make a 
Dexterity saving throw. A creature takes 

6d6 fire damage on a failed saving throw or 
half as much on a successful one. 
 

BBLLOOOODD  TTOO  DDUUSSTT    
7th-level necromancy 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a pinch of dust and a 
drop of your blood) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You turn the blood in your victim’s 
veins into dust. You choose one living 
creature within range you can see to make a 
Constitution saving throw. On a failure, the 
target takes 14d10 necrotic damage. The 
creature is unaffected on a successful save. 
A creature that dies from this damage will 
shrivel into a mummified husk.  
 Only living creatures with blood can be 
affected by this spell; constructs, 
elementals, oozes, plants, and undead are 
immune. 
 

BBLLOOOODD  TTOO  WWAATTEERR    
7th-level necromancy 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 
Source: Spell Compendium 
 You target one creature within range; 
this creature must be a beast, dragon, giant, 
humanoid, or monstrosity in order to be 
affected. The creature’s blood thins out and 
its veins become filled with a watery 
plasma. 
 The creature must make a Constitution 
saving throw. It takes 8d10 necrotic damage 
on a failed saving throw, or half as much on 
a successful one. In addition, its hit point 
total is reduced by the amount of damage it 
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took. The hit point reduction lasts until it 
takes a long rest. 
 

BBLLOOOODDBBRRIIDDGGEE    
Necromancy cantrip 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (two golden needles) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You touch two creatures and draw 
blood out from one (the “donor”), channel 
it through yourself, and infuse it into the 
other (the “recipient”). The donor then 
loses a number of hit points equal to 1d6 + 
your spellcasting ability modifier and the 
recipient gains that number of hit points, 
up to its normal maximum. The donor does 
not need to be willing and may make a 
Dexterity or Strength saving throw to evade 
or escape your grasp. This spell has no 
effect on constructs, elementals, oozes, 
plants, undead, and other creatures that 
lack blood. 
 

BBLLOOSSSSOOMM    
3rd-level transmutation (ritual) 
Casting Time: 3 hours 
Range: self (300-foot radius) 
Components: V, S, M (an ear of grain and a 
gallon of water) 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You spend three hours meditating and 
the area around you becomes much more 
verdant and fertile than it was before. If the 
land was dry, it becomes moist. If the earth 
was barren, it becomes enriched. If the land 
was waterlogged and swampy, the water 
drains away to reveal fresh loam.  
 This spell cannot, in and of itself, 
overcome truly bad conditions such as that 

caused by a long and terrible drought, but 
it can help to significantly improve 
conditions. 
 A particular plot of land can only be 
affected by this spell once every three 
months, and the effects last until the end of 
the current growing season. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
the radius of area you affect increases by 
100 feet per slot level above 3rd. 
 

BBLLOOOODDSSWWOORRNN  RREETTRRIIBBUUTTIIOONN    
4th-level necromancy 
Casting Time: 1 round 
Range: Self 
Components: V, S, M (your own blood) 
Duration: Special 
Source: d20prsrd.com 
 You shed your own blood, inflicting up 
to 25 points of damage on yourself, and 
your hit point total is reduced by that 
amount. While doing so, you swear an 
oath. For every 5 hit points you inflict on 
yourself, you gain a +1 bonus to all attack 
rolls, saving throws, and ability checks you 
make that are made specifically when you 
are attempting to fulfill that oath. Your hit 
point total returns to normal after you have 
fulfilled the oath or deliberately chosen to 
forsake it. 
 

BBOODDYY  BBLLAADDEESS    
2nd-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (two sharp pieces of 
metal) and a shard of bone.  
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 Dagger-like growths grow out of your 
body, passing harmlessly through any 
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clothing or armor you wear. You gain +1 
AC. If you grapple anyone or are grappled, 
you do 2d10 + your spellcasting ability 
bonus in piercing damage. 
 The growths are metallic-looking but 
are not made of metal and cannot be 
affected by spells that affect metal. 

BBOODDYY  LLIINNKK      
9th-level necromancy  
Casting Time: 1 round 
Range: Self 
Components: V, S, M (a small amount of 
tree sap and a pearl worth 500 gp, which is 
consumed in the casting) 
Duration: 8 hours 
Source: Wizard’s Spell Compendium 
 You can prevent your own death by 
decapitation or dismemberment. Your body 
parts become linked so that even if they are 
separated from the rest of your body, you 
still in control of them. A severed arm can 
still write and even wield weapons and 
magical items. A severed leg can still hop 
around and kick. A severed head can still 
think, talk, and even eat, although if the 
head is severed, the rest of the body will 
become inert. If the severed body part is 
held against the stump during the spell’s 
duration, the two parts will instantly fuse 
together. 
 This does not prevent you from taking 
damage from the dismemberment of from 
other damage, nor does it prevent you from 
being killed from methods other than 
dismemberment. 
 

BBOODDYY  OOFF  TTHHEE  SSUUNN    
2nd-level transmutation 
Casting Time: 1 action 
Range: Self (5-foot radius) 
Components: V, S 
Duration: Concentration, up to 1 minute 

Source: Spell Compendium 
 You burst into brilliant golden flames, 
which extend up to five feet from your 
body in all directions. A creatures that 
enters the area or ends its turn there must 
make a Dexterity saving throw. A creature 
takes 3d10 fire damage on a failed saving 
throw, or half as much on successful one. In 
addition, A creature within 10 feet of you 
must make a Constitution saving throw or 
be blinded until the end of its next turn. 
You shed bright light out to a radius of 30 
feet and dim light to an additional 30 feet. 
 

BBOODDYY  TTEEMMPPEERRAATTUURREE    
2nd-level necromantic (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a small flame, such 
as a lit candle) 
Duration: 8 hours 
Source: The Great Net Spellbook 
 One cold-blooded creature you touch 
gains warmth in its body, as if it was a 
living, warm-blooded creature. This has 
two main functions:  
 Warmth. You provide warmth and 
energy to a cold-blooded creature. This will 
prevent a reptile from going into torpor. It 
can also be cast on an undead creature, 
giving it a near-living body temperature 
and some color to its skin rather than just 
the pallor of death, and will even cause its 
heart to beat, thus allowing the undead to 
better masquerade as living beings. 
 Chill. The second use of this spell causes 
one warm-blooded creature is made to 
appear to have the same body temperature 
as its surroundings, making it invisible to 
creatures and spells that seek heat and 
unpalatable to creatures that feed on heat. 
This also mutes that creature’s heartbeat, 
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allowing it to appear dead (or undead), 
even on close inspection. 
 

BBOOLLTT  OOFF  GGLLOORRYY    
7th-level evocation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a small amber rod 
bound with bronze) 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You fire a burst of energy from the 
Positive plane at one target you can see 
within range. That creature must make a 
Constitution saving throw. The creature 
takes 10d10 radiant damage on a failed 
saving throw, or half as much on a 
successful one. Celestials are not affected by 
this spell, but fiends and undead are at 
disadvantage on the saving throw. 
 

BBOOLLTT  OOFF  SSTTOONNEE   
3rd-level conjuration 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S, M (a polished chip of 
marble) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A stone ball flies from your hand to a 
point you choose within range. One target 
must make a Dexterity saving throw, taking 
5d8 bludgeoning damage on a failed save, 
or half as much damage on a successful 
one.  
 All creatures within 20 feet must also 
make Dexterity saving throws, taking 2d8 
piercing damage from shrapnel, or half as 
much on a successful one. All creatures 
who take damage are stunned until the end 
of their next turns. 

 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
the damage of both the initial strike and the 
shrapnel increases by 1d8 for each slot level 
above 3rd. 
 

BBOOLLTT ’’SS  BBAACCKKGGRROOUUNNDD  BBUUSSTTLLEE      
2nd-level illusion 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a small paper cone) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You alter the sounds in a 5-foot radius 
around the target to match those outside of 
that area, thus covering the actual sounds 
being made. For instance, the sounds of 
violent combat and spellcasting could be 
replaced by the normal sounds of the 
market in the next street over. 
 

BBOOLLTT ’’SS  HHEELLLLIISSHH  HHAAIILL    
5th-level conjuration 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A raging hailstorm appears in the shape 
of a cylinder that 20-foot high, 40-foot 
radius cylinder centered on a point within 
range. All creatures in that area must make 
a Dexterity saving throw.  
 A target takes 5d6 damage on a failed 
saving throw, or half as much damage on a 
successful one. When you cast the spell, 
you may split these dice between 
bludgeoning, cold, lightning, and thunder 
damage as you wish. All creatures take the 
same type of damage. For instance, you 
may decide that all targets take 2d6 
bludgeoning damage, 2d6 cold damage, 
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and 1d6 lightning damage, or that they all 
take 2d6 cold and 3d6 thunder damage, or 
that they all take 5d6 lightning damage. 
 Upon striking the ground, the hailstones 
burst into flames. All creatures touching the 
ground take an additional 3d6 fire damage. 
The fire damages objects in the area and 
ignites flammable objects that aren’t being 
worn or carried.  
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
the amount of damage you inflict on the 
initial strike (not from fire damage) 
increases by 1d6 damage per slot level 
above 5th. 
 

BBOONNEE  SSHHAAPPEE    
3rd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (fresh bone dust) 
Duration: Permanent 
Source: The Great Net Prayerbook 
 You can mold and shape nonliving, 
non-animate bone into whatever shape you 
want, and can even join multiple bones 
together to form larger objects. The bone 
cannot be attached to or inside a living 
creature, although you may shape bones 
that are inside a corpse that still has flesh 
on its bones. Nor can the bones be part of a 
construct or undead creature, although the 
bones can later be animated. If you use this 
spell on a corpse and then attempt to raise 
it from the dead, that attempt will fail 
unless you use true resurrection or wish; the 
creature will be restored to its original 
form, however. The shaped corpse can still 
rise as an undead. 
 This spell can also be cast on teeth, 
claws, chitin, cartilage, horn, and antler, 

and you can use this spell to blend those 
substances together into a single substance. 
 If you attempt to make an object that 
would normally require a tool proficiency if 
made with another substance (such as 
making bone armor, when making armor 
out of metal would normally require 
proficiency in smith’s tools), the DM may 
require you to make Intelligence ability 
check to properly construct the object. 
 

BBOOOONN  OOFF  FFOORRTTUUNNEE      
3rd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a four-leaf clover or 
a piece of amber) 
Duration: Special 
Source: Priest’s Spell Compendium 
 You or one willing creature you touch 
gains good luck. You may choose from one 
of the following ways: 
  oo  Sudden Knowledge. The target gains 
proficiency in up to six types of tools, 
weapons, or armors it did not already know 
how to use for the next minute. 
  oo  Hidden Strengths. Choose two 
attributes. The target has advantage on all 
ability checks and saving throws based on 
that attribute for the next minute. 
  oo  Amazing Luck. Three times in the 
next 24 hours, if the target fails a saving 
throw, it may choose to succeed instead. 
 

BBOORRRROOWW  FFOORRTTUUNNEE    
1st-level transmutation 
Casting Time: 1 reaction, taken when you 
need to make a d20 roll. 
Range: Self 
Components: V 
Duration: Instantaneous 
Source: d20pfsrd.com 
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 You cast this spell when you need to roll 
a d20; you not only get a +2 bonus to that 
roll, but you roll at advantage as well—and 
if you would normally roll at advantage, 
you instead may roll three d20s and choose 
the highest. However, the next time you 
must make a d20 roll, you roll at 
disadvantage (and if you would roll at 
disadvantage, you roll 3d20 and pick the 
lowest). 
 

BBOOTTTTLLEE  OOFF  SSMMOOKKEE   
3rd-level conjuration (ritual) 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (10 gp worth of 
burning incense, which is consumed by the 
spell, and a bottle covered in silver filigree 
worth at least 10 gp, which is not 
consumed) 
Duration: 24 hours 
Source: Spell Compendium 
 You burn the incense and trap the 
smoke it produces in the bottle. At any 
point during the next 24 hours, you may 
then open the bottle and allow the smoke to 
emerge. The smoke takes the form of a 
horse-like creature. Anyone holding the 
bottle, and only that creature, may then ride 
the smoke-horse. Should the rider lose the 
bottle, it will then immediately fall through 
the smoke-horse to the ground below. If the 
bottle breaks, the spell instantly ends.  
 The smoke-horse is utterly silent and 
completely intangible to anyone other than 
its rider. It cannot attack or be attacked. It 
has a speed of 90 feet and although it 
doesn’t fly, it can move over shallow bodies 
of water (10 feet deep or less) and is not 
hindered by difficult terrain. As it moves, 
the rider may command it to leave a 10-foot 
wide, 10-foot tall trail of smoke behind it, 

which lasts for 10 minutes. Anything within 
the trail of smoke or riding on the smoke-
horse is considered to be heavily obscured.  
 A strong wind (20 miles per hour or 
more) disperses the smoky trail in 1 round, 
and magical wind will disperse the smoke-
horse. 
 The rider can return the smoke-horse to 
the bottle at any time. The smoke-horse will 
only last for 24 hours, however, regardless 
of how much time it spent in the bottle. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
the smoke-horse’s speed increases by 30 
feet for each slot level above 3rd. 
 

BBOOTTTTOOMMLLEESSSS  HHAATTEE      
2nd-level enchantment 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Ghostwalk 
 You are filled with pure hatred for your 
favored enemy. You gain a +1 bonus on all 
attack and damage rolls made when 
fighting creatures of that type. 
 This spell is countered by calm emotions. 
 At Higher Levels. When you cast this 
spell with a 3rd-level spell slot, your bonus 
increases to +2. When you cast it with a 4th-
level or higher spell slot, your bonus 
increases to +3. 
 

BBRRAAMMBBLLEESS    
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a small thorn) 
Duration: 1 minute 
Source: Spell Compendium 
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 A wooden or primarily wooden weapon 
you are wielding (such as a club or staff) 
grows thorns and barbs all over its striking 
surface. For the spell’s duration, it does 2d4 
additional points of piercing damage. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
the weapon inflicts an additional +2 
damage per slot level above 1st. 
 

BBRREEAAKK  LLIIMMBB    
2nd-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a broken animal 
bone) 
Duration: Until healed 
Source: Priest’s Spell Compendium 
 You touch a creature’s limb. The 
creature must make a Constitution saving 
throw. The creature’s bone breaks and it 
takes 2d10 force damage on a failed saving 
throw; on a success, it takes the damage but 
its limb doesn’t break. Treat a broken arm 
or leg as if it was temporarily lost, as per 
the lingering injuries table in the Dungeon 
Master’s Guide (page 272). 
 Depending on the limb, it takes one to 
six months to heal naturally; neither 
spending hit dice after a short rest nor 
taking a long rest will heal this break even 
after all hit points have been restored. A 
lesser restoration spell or any healing spell 
cast with a 2nd-level or higher spell slot 
will heal the break immediately but not 
heal the damage; you will need a separate 
casting of a healing spell for that. 
 

BBRREEAATTHH  OOFF  DDEEAATTHH    
9th-level necromancy  
Casting Time: 10 minutes 
Range: Self (500 foot radius) 

Components: V, S, M (a handful of 
mummy dust and powdered pearls worth 
500 gp)  
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You exhale a foul-smelling breath which 
turns into a breeze that radiates outward. 
This causes all creatures within range 
except for you to make a Constitution 
saving throw or contract a magical, life-
threatening disease. When you cast this 
spell, you may choose to have it only affect 
one type of creature (such as only 
humanoids or only beasts). 
 It takes one day for an infected creature 
to manifest symptoms. Symptoms include 
pain, nausea, weakness, fatigue, and 
horrific-looking lesions that begin to form 
all over the body. The infected creature 
takes 1d3 levels of exhaustion and cannot 
regain hit points by spending Hit Dice or 
taking a long rest. At the end of each long 
rest, an infected creature must make a new 
Constitution saving throw. On a failure, it 
takes 3d6 necrotic damage and its hit point 
total is reduced by that amount. This 
reduction lasts until the disease is 
completely cured.  
 On a successful save, the creature takes 
no damage. If the creature makes three 
successful saves (which do not have to be 
consecutive), it will stop taking damage, 
but is not cured. Instead, it must continue 
to make a Constitution saving throw daily. 
On a success, its level of exhaustion 
decreases by one level. If a successful 
saving throw reduces the infected 
creature’s level of exhaustion below 1, the 
creature recovers from the disease, and may 
begin to heal lost hit points naturally.  
 This disease is somewhat contagious. A 
healthy creature that comes into physical 
contact with an infected creature must 
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make a Constitution saving throw or 
contract the disease. A creature needs to 
make this saving throw only once each day, 
no matter how many diseased individuals 
it comes into contact with. 
 Since this spell induces a powerful 
magical disease, nonmagical treatments 
and spells of 3rd-level and below 
(including lesser restoration) do not cure the 
disease; they do give the individual a +2 
bonus on its next saving throw.  
 

BBRREEAATTHH  OOFF  LLIIFFEE    
9th-level abjuration  
Casting Time: 10 minutes 
Range: Self (500 foot radius) 
Components: V, S, M (a cone on incense 
worth 50 gp that has had a bless spell cast 
on it) 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You exhale a sweet-smelling breath 
which turns into a breeze that radiates 
outward. This restores 10d6 hit points to all 
creatures within range, removes 1d3 levels 
of exhaustion, and cures nonmagical 
diseases. This cannot cure magical diseases 
or curses, except for the disease produced 
by the breath of death spell and afflicted 
lycanthropy. Creatures under magical 
diseases or curses get an immediate saving 
throw at advantage, however, with the 
disease or curse ending on a success. This 
spell does not protect against re-infection. 
 

BBRREEAATTHHAABBLLEE  AAIIRR    
3rd-level transmutation (ritual) 
Casting Time: 1 round 
Range: Touch 
Components: V, S, M (a gemstone worth at 
least 50 gp) 
Duration: 1 hour 

Source: The Great Net Prayerbook 
 You create a bubble of clean, breathable 
air in a 30-foot-radius sphere centered on 
the gemstone that is the material 
component. The air will continuously 
renew itself for the duration of the spell. In 
an open environment, such as out-of-doors 
or underwater, the air will quickly disperse. 
 You can create a permanent bubble of 
air by casting this spell in the same location 
every day for one year. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
the bubbles size increases by 10 feet. In 
addition, when you cast this spell with a 
5th-level spell slot, the duration increases to 
8 hours, and when you cast it with a 7th-
level spell slot, the duration increases to 24 
hours. Finally, when you cast this spell with 
a 6th-level or higher spell slot, the bubble’s 
outer surface becomes semi-permeable; a 
creature can move through it but air will 
not escape if this spell is cast underwater or 
in a vacuum. 
 

BBRREEEEDD  TTRRUUEE    
4th-level transmutation (ritual) 
Casting Time: 1 hour 
Range: 10 feet 
Components: V, S, M (fresh mistletoe) 
Duration: Instantaneous 
Source: The Great Net Prayerbook 
 You may use this spell in one of two 
ways: 
  oo  Ensure Heredity. You guarantee that 
any changes you make to a creature via 
other spells (such as awaken or evolve (q.v.)) 
will pass on to its offspring. You can also 
use this spell on creatures of any type that 
have desirable but completely mundane 
traits, such as eye or hair color or a 
particular type of body shape, that you 
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wish them to pass on to their offspring. You 
may state a number of traits equal to your 
spellcasting ability modifier. When you cast 
the spell this way, it has a duration of 1 
week—if pregnancy does not occur during 
this time period, the spell fails (the traits 
may be passed down anyway, however, 
due to simple genetics). 
  oo  Ensure Hybridization. You may also 
use this spell to allow two different species 
to mate and produce a hybrid creature. This 
spell does not guarantee that pregnancy 
will occur but makes it possible, even if the 
parents are vastly different species (such as 
dwarf/treant). 
 

BBRROOOOMM    
4th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a wing feather from 
any bird) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 You touch a broom, staff, or similar 
object and grant it a flying speed of 60 feet. 
This object is capable of carrying up to 500 
pounds. In addition, while the spell is 
active, if you are not riding the broom, you 
can cause it to fly towards you by using a 
bonus action to give it a mental command. 
 At Higher Levels. When you cast this 
spell with a spell slot of 5th-level or higher, 
the broom’s speed increases by 20 feet per 
slot level above 4th. 
 

BBRRUUMMAALL  SSTTIIFFFFEENNIINNGG    
2nd-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 minute 

Source: Frostburn 
 A beam of blue-gray light springs from 
your hand and envelops a nonmagical 
weapon you can see within range. Make a 
ranged spell attack to hit. If you hit, the 
weapon becomes brittle due to extreme 
cold. For the duration, each time that 
weapon is used to attack, a roll of 1-3 on the 
attack roll means that the weapon breaks. It 
doesn’t matter if the weapon is being 
wielded or not, or the weapon’s size or 
type. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher level spell 
slot, the break occurs on a roll of 1-5 (for 
nonmagical weapons) or on a 1 (for magical 
weapons). 
 

BBUURRNNIINNGG  BBLLOOOODD    
4th-level necromancy 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a drop of blood and 
a pinch of saltpeter) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You cause the open, bleeding wounds of 
one target you can see within range to burst 
into blood-red flame. The target must make 
a Constitution saving throw each round. 
The creature takes 3d8 fire damage on a 
failed saving throw, or half as much 
damage on a successful one.  
 At Higher Levels. When you cast this 
spell using a spell slot of 5th level or higher, 
the damage increases by 1d8 for each slot 
level above 4th. 
 

BBUURRSSTT  OOFF  NNEETTTTLLEESS   
3rd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
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Components: V, S 
Duration: 1 round 
Source: d20pfsrd.com 
 You cause a patch of stinging nettles to 
immediately grow in a 10-foot radius at any 
point you choose within range, then fill 
with acid. At the beginning of your next 
turn, the nettles burst and all creatures in 
that area must make a Dexterity saving 
throw. A creature takes 4d6 acid damage on 
a failed saving throw, or half as much on a 
successful one. On the next two rounds, 
creatures take an additional 2d6 acid 
damage; those that succeeded on their 
saving throw only take 1d6 acid each 
round. 
 

BBUUZZZZIINNGG  BBEEEE    
1st-level conjuration 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a dab of honey) 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You conjure a magical bee that hums 
and buzzes in the ears of one creature you 
can see within range. The bee has a flying 
speed of 180 feet and invariably recognizes 
its target, even if the target moves into total 
darkness, turns invisible, or polymorphs 
into a different form. 
 While this bee is in existence, its target 
must make a concentration saving throw 
when casting a spell, or each round when 
concentrating on one, and is at 
disadvantage on all Dexterity (Stealth) skill 
rolls. 
 

CCAALLDDEERR ’’SS  SSTTAARRRRYY  SSKKYY    
1st-level illusion (ritual) 
Casting Time: 1 minute 
Range: 30 feet 

Components: V, S, M (an unblemished 
silver mirror) 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 A completely accurate starmap of the 
local sky is projected upwards from the 
mirror. It can be used to study the sky or, if 
cast outside, the aid in navigation during 
the day or on overcast nights. A creature 
who uses the stars to navigate gains a +2 
bonus to Wisdom (Survival) or to a vehicle 
proficiency. 
 

CCAALLLL      
9th-level conjuration 
Casting Time: 1 action 
Range: Special 
Components: V, S, M (a miniature wax 
statue of the target) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You call a specific intelligent by name, 
and if that target is on the same plane as 
you, then it becomes aware of your call and 
may choose to accept or reject it. If the 
target accepts, it is instantly teleported to 
any safe location within 30 feet of you. If 
there are no safe spaces within 30 feet, the 
spell fails. 
 

CCAALLLL  DDRRAAGGOONN     
7th-level conjuration 
Casting Time: 1 minute 
Range: Self (100 mile radius) 
Components: V, S, M (a statuette of a 
dragon worth at least 10,000 gp) 
Duration: Special 
Source: The Great Net Spellbook 
 You call the nearest young dragon 
within range to you. It must succeed on a 
Wisdom saving throw to resist the 
summons. You have no automatic control 
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over the dragon when it arrives. Its attitude 
towards you will depend on its alignment 
and personality, although you may attempt 
to influence or charm it through magical or 
mundane means. The DM will choose what 
type of dragon arrives or roll a d10 to 
determine it. 
 

d10 Dragon  d10 Dragon 
1 Black  6 Gold 
2 Blue  7 Green 
3 Brass  8 Red 
4 Bronze  9 Silver 
5 Copper  10 White 

 
 If the dragon is in the middle of doing 
something important, such as defending its 
lair or tending to its young, it will not heed 
your call until it is finished. 
 At Higher Levels. When you cast this 
spell with an 8th-level spell slot, you 
summon an adult dragon. When you cast 
this spell with a 9th-level spell slot, you 
summon an ancient dragon. 
 

CCAALLLL  SSOOCCIIEETTYY    
3rd-level illusion (ritual) 
Casting Time: 1 action 
Range: 5 miles 
Components: V, S, M (a badge, letter, or 
other symbol of membership)  
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You point in a direction and cast this 
spell to alert other members of an 
organization you belong to, such as a 
Mages’ or Merchants’ Guild, that you 
require aid. An illusory (and obviously 
magical) bird springs into being and will fly 
in that direction. You may record a message 
of no more than 25 words in the bird before 
it leaves. 

 The bird will fly in a straight line in the 
direction you choose to a maximum 
distance of 5 miles. If it passes within 1 mile 
of a fellow member of your organization it 
will divert its flight to meet that individual. 
When it approaches within 10 feet of its 
target, it will relay its message and then 
vanish. The target will also gain a brief 
mental image of the path the bird traveled 
and your location. If the bird travels the full 
five miles without sensing a co-member, it 
dissipates. 
 At Higher Levels. When you cast this 
spell using a spell slot of 3rd level or 
higher, the range increases by one mile for 
every slot level above 2nd. 
 

CCAAMMOOUUFFLLAAGGEE   
1st-level illusion 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: Spell Compendium 
 Your skin, clothing, and other 
belongings you are carrying shift in color as 
you move, allowing you to blend into your 
background. You have advantage on all 
Dexterity (Stealth) ability checks while this 
spell is active. 
 

CCAANNDDLLEETTRRIICCKK      
Transmutation cantrip 
Casting Time: 1 action 
Range: Touch 
Components: S 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 You light a candle or lantern—any 
source of light that has a wick (as opposed 
to torches). For the duration of the spell, 
this flame cannot be extinguished by 
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nonmagical means. If the flame is snuffed 
out, it will automatically relight itself. 
 

CCAAPPEE  OOFF  WWAASSPPSS    
4th-level conjuration 
Casting Time: 1 action 
Range: Self (5-foot-radius sphere) 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 A swarm of stinging insects appears 
around you. The area around you is lightly 
obscured. Any creature within 5 feet of you 
who makes a successful melee attack 
against you takes 2d6 poison damage. 
 You may also choose to have the wasps 
cling to you and lift you into the air. This 
does not require an action. While doing so, 
you gain a flying speed of 20 feet. However, 
you are not obscured and you don’t inflict 
damage to attackers.  
 At Higher Levels. When you cast this 
spell with a 6th-level spell slot, the spell’s 
area increases to a 15-foot-radius sphere 
and your flying speed increases to 30 feet. 
 

CCAARRRRYY  CCOOMMPPAANNIIOONN     
4th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a pinch of sand or 
limestone dust) 
Duration: Permanent 
Source: d20pfsrd.com 
 You touch one friendly beast, dragon, or 
monstrosity of Intelligence 4 or less and 
turn it into a stone figurine that is small 
enough to fit in the palm of your hand. 
While in this form, the creature is petrified. 
It will remain in this form indefinitely until 
you dispel it; to do so, you must place the 
figurine on the ground and speak a 

command word that you specified when 
casting this spell. 
 If the figurine is damaged, the creature 
takes 2d8 force damage when it is returned 
to its normal form. If completely broken, it 
takes 5d8 damage. 
 

CCAATT  SSPPIIRRIITT      
1st-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: S, M (a cat’s whisker) 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Spellbook 
 While this spell is in effect, you have 
advantage on all Dexterity (Stealth) rolls 
and resistance to falling damage. 
 

CCAATTCCHHIINNGG  CCHHAAIINN    
6th-level evocation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (three joined links of 
chain made from very pure metal) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You call forth a chain made of pure, 
shining energy, target a creature you can 
see within range, and make a ranged spell 
attack. On a hit, the chain coils around that 
target. The target is not restrained by the 
chain, but has disadvantage on all attack 
rolls, ability checks, and saving throws, and 
reduces speed by 10 feet. The target may 
make a Strength saving throw at the 
beginning of each of its turns, breaking free 
on a success (escape DC equal to your spell 
save DC). 
 The chain is an object that has AC 15, 
resistance to all forms of attacks, and hit 
points equal to your hit point maximum. If 
it drops to 0 hit points, the spell ends. 
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Choose which of the following chains you 
create: 
  oo  Howling Chain. The chain is blood-
red and constantly emits an ominous, 
howling chant. It beats against its trapped 
target, using your spell modifier to attack 
once each round. On a hit, it deal 3d8 
bludgeoning damage. 
  oo  Sighing Chain. The chain glows 
white-blue and constantly sighs, whispers, 
and hums. If the trapped creature attempts 
to pull at it, the chain tightens, inflicting 
3d10 bludgeoning damage. If someone tries 
to pull at the chain or remove it from the 
trapped creature, it inflicts 2d10 
bludgeoning damage to both creatures. 
 

CCHHAAIINN  MMAADDNNEESSSS      
9th-level enchantment 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a piece of brain 
matter from a mind flayer) 
Duration: Until dispelled 
Source: Priest’s Spell Compendium 
 You pick a creature within range that 
you can see and that has an Intelligence of 5 
or higher. Over the next 48 hours, that 
creature will begin showing the effects of 
insanity: the DM can decide the effects or 
roll on the indefinite-length madness table 
in the Dungeon Master’s Guide (page 258). 
 After one week, the creature must make 
a Wisdom saving throw. On a success, the 
creature regains sanity. On a failure, it takes 
3d6 psychic damage and its hit point total is 
reduced by that amount, and it remains 
insane for another week. At the end of that 
week, it must make another saving throw. 
This continues until the creature succeeds a 
saving throw or its hit point total is reduced 
to 0 hit points, at which point it dies. 

 After this creature has been infected for 
6 hours, it has the potential to spread the 
madness through physical, skin-to-skin 
contact. Each creature it touches must make 
a Wisdom saving throw or contract the 
madness. If these secondary victims touch 
another creature, they have the potential to 
pass on the madness as well, but the 
tertiary (and later) victims have advantage 
on their saving throw. 
 A remove curse will end this effect. 
 

CCHHAANNNNEELL  FFLLAAMMEE    
7th-level transmutation 
Casting Time: 1 action 
Range: Self (60-yard cone) 
Components: V, S, M (a burning fire) 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 You stand within 30 feet of mundane 
flames at least the size of a Large bonfire 
and channel that fire into a deadly attack. 
The fire travels through you and becomes a 
60-foot cone. All creatures in that cone must 
make a Dexterity saving through. A 
creature takes 8d6 fire damage on a failed 
save, or half as much on a successful one. 
Each round, you may change your facing so 
that you attack a different area.  
 If the fire burns out before the end of the 
minute, the spell ends.  

 

CCHHAANNTT      
4th-level abjuration 
Casting Time: 1 round 
Range: Self (30-foot radius) 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 You call upon your deity to grant you 
and your allies special favor and to curse 
your foes. 
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 As long as you continue to recite the 
holy writ, your allies that are within range 
gain +1 to attack and damage, +1 to AC, 
and 5 temporary hit points. At the same 
time, your words cause mental distress in 
any enemies within range, inflicting 2d10 
psychic damage. If you are rendered unable 
to speak in any way, the spell ends. 
 

CCHHAAOOTTIICC  TTEERRRRAAIINN      
9th-level transmutation 
Casting Time: 1 minute 
Range: 100 feet 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 You create an area of utter chaos, 30 feet 
in diameter, centered on a point you can see 
within range. This has a powerfully 
detrimental effect on all creatures in the 
area or who end their turn there.  
  oo  The ground constantly roils and 
twists. It becomes difficult terrain, and all 
creatures touching the ground must make a 
Dexterity saving throw at the start of each 
of their turns or fall prone. 
  oo  Once each minute, all creatures other 
than yourself must make a Wisdom saving 
throw or be polymorphed into an aberration, 
beast, or monstrosity of their CR or lower. 
1d4 minutes after leaving the area of effect, 
a polymorphed creature will resume its 
normal form. 
  oo  All creatures take 1d10 force damage 
at the start of each of their turns due to the 
chaotic stresses tearing them apart. 
  oo  Mundane plants, boulders, 
buildings, and other structures of warp into 
strange shapes and may turn into 
something completely different—possibly 
even a living creature. When this spell ends, 
the DM should roll a die for each such 

object. On an odd number, the change is 
permanent. 

CCHHAAOOTTIICC  VVIISSIIOONN    
4th-level illusion 
Casting Time: 1 action 
Range: Self (60-foot radius) 
Components: V, S 
Duration: 1 hour 
Source: The Great Net Spellbook 
 You cause the land around you to 
appear to shift, warp, and mutate in a 
completely random, bizarre, and sometimes 
nightmarish fashion. Objects in the area 
will appear to shift shape, proportions, or 
both. The ground becomes difficult terrain 
and at the beginning of each of its turns, 
each creature in that area must make a 
Wisdom saving throw or take 1d6 psychic 
damage due to the hallucinatory nature of 
the area.  
 In reality, this is entirely a purely audio-
visual illusion. The changes wrought by 
this spell fail to hold up to physical 
inspection. A creature who discerns the 
illusion for what it is will no longer be 
affected by the spell. 
 

CCHHAARRIIOOTT  OOFF  TTHHEE  GGOODDSS    
8th-level conjuration  
Casting Time: 10 minutes 
Range: 30 feet 
Components: V, S, M (a piece of wood, two 
holly berries, and a burning torch) 
Duration: 12 hours 
Source: Priest’s Spell Compendium 
 You summon a chariot pulled by two 
great horses, all of which is alight with 
elemental fire. The chariot appears in a clap 
of thunder and cloud of smoke. The chariot 
has a ground speed of 50 and a flying speed 
of 100, and you control it with verbal 
commands (no action required by you). 
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 You and up to seven allies may ride in 
the chariot. Any creature other than 
yourself and your companions that is not 
immune to fire must make a Dexterity 
saving through if they come within 5 feet of 
the chariot or ends its turn there. It takes 
1d10 fire damage on a failed saving throw, 
or half as much on a successful one. 
  
 The chariot and horses are physical 
objects. The horses have the same attributes 
as war horses (Monster Manual, page 340), 
save for the following: They are immune to 
fire and radiant damage and are vulnerable 
to cold damage, and each of their attacks 
does an additional 2d6 fire damage. The 
chariot has AC 16, 100 hit points, is immune 
to fire and radiant damage and vulnerable 
to cold damage. If the chariot or either of 
the horses is reduced to 0 hit points, the 
spell ends. 
 

CCHHEEAATT      
1st-level transmutation 
Casting Time: 1 action or reaction, taken 
when you are about to take your turn at a 
game. 
Range: Self 
Components: V, S, M (a pair of dice made 
from human bones) 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You may subtly alter the hands of fate 
during games of chance. While using a 
gaming set, you may choose one player 
(who may be yourself) to make one roll at 
advantage or you may choose one player to 
make one roll at disadvantage. This spell 
can only be used with games that rely at 
least somewhat on chance; games that rely 
entirely on skill, such as dragonchess, 
cannot be affected by this spell. 

CCHHIILLLL      
Evocation cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 round 
Source: The Great Net Spellbook 
 One living creature you see within 
range must make a Constitution saving 
throw or be chilled and have disadvantage 
on all Dexterity-based rolls until the end of 
its next turn. A creature that is resistant or 
immune to cold damage is unaffected by 
this spell. 
 

CCHHIILLLLIINNGG  SSCCYYTTHHEE      
4th-level necromancy 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a fragment of bone) 
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 You create an oversized but weightless 
scythe made of glowing, blue-black force. 
You may choose to wield it or give it to 
someone else to wield; you are considered 
proficient in it.  
 The scythe does 3d10 + the wielder’s 
Strength modifier in slashing damage, plus 
2d10 cold damage. If the target is undead it 
takes an additional 4d10 cold damage, even 
if it is normally immune or resistant to cold 
damage, and it must make a Strength 
saving throw or be knocked prone. The 
scythe is a two-handed weapon with reach. 
 

CCHHIIMMEE      
1st-level abjuration (ritual) 
Casting Time: 1 round 
Range: 30 feet 
Components: V, S, M (a tiny bell) 
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Duration: 8 hours 
Source: The Great Net Spellbook 
 Similar to alarm, this spell is cast on an 
inanimate object and will cause a noise 
(typically a chime or ring) to sound loudly 
when certain conditions you specify are 
met, such as the item being touched or 
moved by a particular type of person, when 
an animal approaches the item, when 
someone casts a spell within 10 feet of the 
item, and so on. This will continue ringing 
for 1 minute and then the magic will end.  
 

CCHHOORRDD  OOFF  SSHHAARRDDSS    
1st-level transmutation 
Casting Time: 1 action 
Range: Self (15-foot cone) 
Components: V, S 
Duration: Instantaneous 
Source: d20pfsrd.com 
 You strike a musical chord so shrill that 
the notes literally turn into razor-sharp, 
crystalline shards, blasting the area in a 15-
foot cone. All creatures in that area must 
make a Dexterity saving throw. A creature 
takes 2d6 piercing damage on a failed 
saving throw, or half as much on a 
successful one. 
 At Higher Levels. When you cast this 
spell with a spell slot of 2nd-level or higher, 
you inflict an additional 1d6 damage for 
each slot level above 1st. 
 

CCHHRROOMMAATTIICC  BBLLAADDEE    
5th-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a dagger set with 
gems of seven colors, worth at least 100 gp) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 

 You create a magical blade of 
shimmering, weightless force that 
constantly changes hue. You may choose to 
wield the blade or give it to an ally; you are 
considered proficient in it. The blade inflicts 
7d6 damage on a successful hit, but the 
constantly-changing colors means that the 
type of damage it inflicts changes with each 
blow. On a successful hit, roll a d8: 
 

d8 Color Damage Type 
1 Red Fire 
2 Orange Acid 
3 Yellow Lightning 
4 Green Poison 
5 Blue Cold 
6 Violet Force 
7 White Radiant 
8 Black Necrotic 

 
 If you roll a natural 20, you inflict an 
additional 2d6 damage and may roll again. 
If you roll a 20 again, you sever one of the 
target’s limbs, as per the sword of sharpness. 
 At Higher Levels. When you cast this 
spell using a spell slot of 6th level or higher, 
the damage increases by 1d6 for each slot 
level above 5th. 
 

CCIIRRCCLLEE  OOFF  BBLLIINNDDNNEESSSS    
8th-level transmutation 
Casting Time: 1 action 
Range: 300 feet 
Components: V, S 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 You create an immobile circle with a 
100-foot-radius and use it to delay and 
confuse your enemies. Within the area of 
effect, all creatures become blinded and 
deafened; creatures also lose tremorsense, if 
they had it. It also suppresses divination 
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spells that enhance senses or produce 
additional senses, such as arcane eye, 
clairvoyance, detect magic, see invisibility, and 
so on. It does not affect either truesight or 
the spell true seeing, however. An affected 
creature that leaves the area regains its 
sight and hearing immediately. 
 At Higher Levels. If cast with a 9th-level 
spell slot, the circle’s radius increases to 250 
feet. 
 

CCIIRRCCLLEE  OOFF  PPRRIIVVAACCYY    
2nd-level illusion (ritual) 
Casting Time: 1 action 
Range: Self (20-foot diameter radius) 
Components: V, S, M (hair from a skunk, a 
mouse’s whisker, and a handful of salt) 
Duration: 8 hours 
Source: Priest’s Spell Compendium 
 This spell allows you to discourage 
predators and trespassers from disturbing a 
campsite. You sprinkle salt in a circle 
around your while you cast this spell. For 
the duration, sounds and scents generated 
within the circle are muted. All Perception 
checks made to find you or your food using 
hearing or smell are at disadvantage. 
 

CCLLAAWWSS  OOFF  DDAARRKKNNEESSSS    
2nd-level conjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You draw material from the Shadowfell 
and cause long, dark talons to grow from 
your hands. You are considered proficient 
in these weapons. On a successful hit, you 
inflict 2d10 plus either your Strength or 
Dexterity modifier in cold damage. You 

also have advantage on all attempts to 
grapple another target.  
 If, while using the claws, you roll a 
natural 20, the target is affected as if by a 
slow spell for 1 minute: it takes a -2 penalty 
to AC and Dexterity saving throws, can’t 
use reactions, and can use only an action or 
bonus action during its turn but not both. If 
the creature attempts to cast a spell, it must 
roll a d20; on an 11 or higher, the spell 
doesn’t take effect until the creature’s next 
turn. 
 As a bonus action, you may extend the 
claws to give yourself a 10-foot reach, or 
retract them. 
 

CCLLOOUUDD  OOFF  DDEEAATTHH    
7th-level necromancy 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You create a 20-foot-radius sphere of 
bruise-colored, life-draining corrosive fog 
centered on a point you choose within 
range. It lasts for the duration or until 
strong wind (20 miles per hour or more) 
disperses the fog, ending the spell. Its area 
is heavily obscured. 
 When a creature enters the spell’s area 
for the first time or starts its turn there, that 
creature must make a Constitution saving 
throw. The creature takes 5d6 acid damage 
and 5d6 necrotic damage on a failed saving 
throw, or half as much damage on a 
successful one. In addition, the creature’s 
hit point total is reduced by the amount of 
necrotic damage taken. Creatures are 
affected even if they hold their breath or 
don’t need to breathe. The fog moves 10 
feet away from you at the start of each of 
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your turns, rolling along the surface of the 
ground. The vapors, being heavier than air, 
sink to the lowest level of the land, even 
pouring down openings. 
 At Higher Levels. When you cast this 
spell using a spell slot of 8th level or higher, 
the damage increases by 2d6 for each of 
acid and necrotic damage for each slot level 
above 7th. 
 

CCLLOOUUDD  OOFF  PPUURRIIFFIICCAATTIIOONN    
5th-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Permanent 
Source: Priest’s Spell Compendium 
 You create a billowy white cloud that 
fills a 20-foot cube anywhere within range. 
This cloud moves with the prevailing wind 
and a magical wind quickly disperses it. 
The cloud is heavier than air and will sink 
to the ground rather than float away. The 
cloud lasts for one minute before vanishing, 
but the effects are permanent. 
 Filth, garbage, excrement, and small, 
non-magical vermin such as insects, normal 
rats and mice, etc., are transformed into an 
equal quantity of pure water. 
 

CCLLOOUUDD  OOFF  PPUUTTRREEFFAACCTTIIOONN    
5th-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Permanent 
Source: Priest’s Spell Compendium 
 You create a billowy cloud colored like 
an old bruise that fills a 20-foot cube 
anywhere within range. This cloud moves 
with the prevailing wind and a magical 
wind quickly disperses it. The cloud is 

heavier than air and will sink to the ground 
rather than float away. The cloud lasts for 
one minute before vanishing, but the effects 
are permanent. 
 The cloud transmutes pure water into 
filth, excrement, and garbage, and 
magically generates flies, rats, and roaches. 
 

CCLLOOUUDD  WWAALLKK    
3rd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a hair from a 
nightmare) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 One willing creature you touch gains 
the ability to walk or climb on fog, cloud, or 
smoke at the creature’s normal walking 
speed. If the fog is moving, it will also carry 
you along at its speed at will. 
 

CCOOAALLTTHHIIRRSSTT ’’SS  

UUNNIIVVEERRSSAALL  MMIINNDDBBEENNDDEERR    
9th-level enchantment 
Casting Time: 1 hour 
Range: 30 feet 
Components: V, S, M (rare incense worth at 
least 1,000 gp) 
Duration: Permanent 
Source: The Great Net Spellbook 
 You completely rewrite the target 
creature’s entire personality. With each 
casting, may change a number of major 
behaviors equal to twice your spellcasting 
attribute modifier. If the creature is 
unwilling, then it may attempt to resist 
each major change you make.  
 A major changes is one that adds, 
removes, or completely alters memories, 
beliefs, or opinions it has about an 
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individual, organization, or concept, 
especially if it has a great deal of 
intellectual or emotional significance to the 
target. You may also change a creature’s 
alignment in this manner.  
 For instance, you can alter a paladin’s 
memories so that where she once 
remembered the high priest of her 
homeland as being a fair and just man, she 
now remembers him slaughtering peasants 
for fun and as sacrifices to dark gods. You 
can cause cool-headed assassin to become 
sickened by the thought of harming another 
and turn herself and her entire guild over to 
the law for just punishment. Or you can 
make a dull and retiring peasant believe 
that he is the Chosen One and cause him to 
immediately begin rallying people to join 
his cause to try to issue in a new world 
order. Any of these things would act as an 
example of a single major change. 
 You may change any number of minor 
behaviors, such as nervous habits and 
unconscious mannerisms, personality 
quirks, trivial memories, or opinions on 
inconsequential matters. For instance, you 
can cause a target to become a teetotaler (or 
to begin drinking more heavily), to stop 
spitting and belching in public, or to forget 
about that one time the baker overcharged 
him. A minor change such as this is 
automatic and cannot be resisted. 
 This spell cannot be used to alter 
attributes or remove or grant abilities, but 
can be used to make the target attempt to 
gain new abilities or refuse to use existing 
one. 
 

CCOOBBAALLTTAASS’’  TTHHUUNNDDEERR    
5th-level evocation 
Casting Time: 1 action 
Range: Self (20-foot cone) 

Components: S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You create a powerful blast of deafening 
thunder or blinding lightning. 
  oo  Thunderclap. You raise your hands 
high and clap them powerfully together, 
producing a blast of thunderous noise in a 
20-foot cone. All creatures in that area take 
4d8 thunder damage and must make a 
Constitution saving throw. On a failure, a 
creature becomes deafened for 10 minutes. 
  oo  Thunderflash. You raise your hands 
high and then bring them down in a 
slashing motion, producing a powerful 
flash of light in a 20-foot cone. All creatures 
in that area take 4d8 lightning damage and 
must make a Constitution saving throw. On 
a failure, a creature becomes blinded for 10 
minutes. 
 

CCOOLLOORR    
1st-level illusion (ritual) 
Casting Time: Special 
Range: Touch 
Components: V, S 
Duration: Permanent 
Source: Wizard’s Spell Compendium 
 You may permanently change the color 
of cloth, leather, or any other inanimate, 
organic object that can fit in a 5-foot cube 
and is not currently being worn or held. 
The time it takes to color the item varies on 
the complexity of the color: changing the 
entire item to a single color takes 1 action, 
but patterns or variations of color require 
you to trace the design you wish on the 
item with your finger while picturing the 
colors you desire, a process that may take 
several minutes. 
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CCOOMMFFOORRTT    
1st-level abjuration (ritual) 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 You sing a pleasant song and all allies 
within range will cease feeling pain, heat, 
cold, hunger, thirst, or exhaustion, as long 
as those feelings were produced naturally 
and not induced by magic or through 
combat. Thus, you could make someone 
feel wide awake after being up all night, 
but not one that had been struck by a ray of 
fatigue (q.v.). 
 This spell does not negate or prevent the 
targets from normal damage through the 
elements, starvation, etc.; it merely prevents 
the targets from feeling the effects. 
 

CCOOMMMMAANNDD  HHAAIIRR    
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Prayerbook 
 You may cause the hair of a willing 
target to grow up to one foot, be cut or 
shaved off, and style itself in any manner 
you choose. 
 You may also cause the hair to act like a 
prehensile tentacle, under the control of the 
hair’s owner. The hair has Strength 6 (-2) 
and Dexterity 9 (-1) and while it performs 
all combat-related actions at disadvantage, 
it can do other things such as grabbing 
items, picking locks, untying ropes, and so 
forth at no penalty. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 

the hair has a +1 bonus to Strength and 
Dexterity for each slot level above 1st. 
 

CCOOMMMMOONN  PPRRAAYYEERR    
1st-level abjuration 
Casting Time: 1 minute 
Range: Self (30-foot radius circle) 
Components: V, S 
Duration: 1 hour 
Source: The Great Net Prayerbook 
 You lead a group in prayer to your 
deity. You and all other creatures who 
participate in the prayer and who are of the 
same faith or of an allied faith are affected. 
If a participant rolls a 1 on any d20 roll at 
any point in the next hour, that participant 
may choose to reroll the die and use the 
new roll.  
 The definition of “allied faith” depends 
on the nature of the game world. In most 
cases, those who worship good-aligned 
deities not specifically said to dislike each 
other can be considered to be allied. 
Likewise, gods with similar portfolios (that 
is, gods who use the same domains) can be 
considered to be allied. 
 You may only cast this spell on an 
individual once during any 24-hour period. 
 

CCOOMMMMUUNNEE  WWIITTHH  SSPPIIRRIITT    
3rd-level divination (ritual) 
Casting Time: 10 minutes 
Range: Self 
Components: V, S, M (incense worth at 
least 20 gp) 
Duration: Special 
Source: Oriental Adventures 
 You summon a local spirit and ask it 
questions. You may ask it a number of 
questions equal to twice your spellcasting 
ability modifier. The spirit will answer 
questions honestly and literally, limited to 
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its knowledge of local affairs (local meaning 
within one or two miles of your location).  
 The DM should roll a die. On an even 
number, the spirit is generally friendly and 
will try to be helpful. On an odd number, 
the spirit is malicious and give you factual 
but incomplete or distorted information.  
 

CCOOMMPPAASSSS    
1st-level divination (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a brass bowl filled 
with water, an iron needle, and a cork) 
Duration: 1 week 
Source: Wizard’s Spell Compendium 
 You use the pin, cork, and brass bowl to 
make a simple compass. However, instead 
of pointing to magnetic north, the needle 
points towards any destination you choose, 
as long as you know for certain that 
destination exists. For instance, you could 
set it to point towards your home port or a 
major city, but not to the rumored location 
of a long-lost dungeon. 
 The spell ends if the water is drained 
from the bowl or the cork or needle is 
removed. 
 

CCOONNCCEEAALL  IITTEEMM    
3rd-level illusion 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a handful of any 
kind of gemstone dust) 
Duration: Concentration, up to 1 hour 
Source: Priest’s Spell Compendium 
 You render a single inanimate, 
nonliving object of Small-size or smaller 
completely undetectable when you hide it 
on your person. The object must be placed 
in a bag, hidden underneath your clothing, 

or otherwise concealed. No amount of 
searching, even a physical pat-down, will 
reveal the object, although a true seeing will 
reveal its location.  
 You may take the object out, at which 
point it becomes visible, but until the spell’s 
duration is over, it will return to being 
invisible once you return it to hiding. 
 

CCOONNDDIITTIIOONN  PPRROOTTEECCTTIIOONN      
2nd-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 minute 
Source: The Great Net Spellbook 
 While this spell is in effect, you or a 
willing creature you touch have immunity 
to one of the following conditions: blinded, 
charmed, deafened, frightened, 
incapacitated, paralyzed, petrified, 
poisoned, stunned, or unconscious. If your 
target is already suffering from one of these 
conditions, this spell will allow them to 
make an additional saving throw to recover 
from it. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
the target becomes immune to one 
additional condition per slot level above 
3rd. 
 

CCOONNEE  OOFF  AACCIIDD      
5th-level evocation 
Casting Time: 1 action 
Range: Self (60-foot cone) 
Components: V, S, M (a citrus fruit) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A jet of bubbling acid erupts from your 
hands. Each creature in a 60-foot cone must 
make a Constitution saving throw. A 
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creature takes 7d10 acid damage on a failed 
save, or half as much damage on a 
successful one. A creature killed by this 
spell dissolves into a puddle of stinking 
goo. 
 If a target takes at least 10 points of 
damage and is wearing nonmagical armor, 
the armor’s AC is permanently reduced by 
one level of effectiveness. If the armor is 
reduced to AC 10, it is destroyed. A spell 
such as repair (q.v.) will fix the damage and 
restore the armor to its normal strength. 
 At Higher Levels. When you cast this 
spell using a spell slot of 6th level or higher, 
the damage increases by 1d10 for each slot 
level above 5th. 
 

CCOONNEE  OOFF  FFIIRREE    
5th-level evocation 
Casting Time: 1 action 
Range: Self (60-foot cone) 
Components: V, S, M (a red garnet) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A cone of white flame erupts from your 
hands. Each creature in a 60-foot cone must 
make a Constitution saving throw. A 
creature takes 8d10 fire damage on a failed 
save, or half as much damage on a 
successful one. A creature killed by this 
spell is burned to ashes. This spell sets 
nonmagical flammable items on fire. 
 At Higher Levels. When you cast this 
spell using a spell slot of 6th level or higher, 
the damage increases by 1d10 for each slot 
level above 5th. 
 

CCOONNEE  OOFF  FFOORRCCEE    
5th-level evocation 
Casting Time: 1 action 
Range: Self (60-foot cone) 

Components: V, S, M (a small cone made of 
quartz worth at least 25 gp) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A cone of green and golden magical 
force erupts from your hands. Each creature 
in a 60-foot cone must make a Constitution 
saving throw. A creature takes 8d10 force 
damage on a failed save, or half as much 
damage on a successful one. A creature 
killed by this spell is reduced to dust. 
 At Higher Levels. When you cast this 
spell using a spell slot of 6th level or higher, 
the damage increases by 1d10 for each slot 
level above 5th. 
 

CCOONNFFUUSSEE  SSEELLFF    
1st-level enchantment 
Casting Time: 1 reaction, taken when you 
detect someone trying to read your mind 
Range: Self 
Components: V, S 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You become utterly and completely 
confused. You are incapacitated for the 
duration, but you are also immune to being 
charmed or frightened and to having your 
mind or emotions read or mind controlled. 
You are also immune to all mundane 
attempts to persuade or intimidate you. 
 

CCOONNJJUURREE  BBEEAASSTT  SSPPIIRRIITTSS    
5th-level conjuration 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: Priest’s Spell Compendium 
 You summon a minor spirit that takes 
the form of either a ghost-like undead or 
elemental beast, dragon, or monstrosity 
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with an Intelligence of 4 or less and a CR of 
3 or lower (before applying the template). 
Choose one of the following options for 
what appears: 
  oo  One beast of challenge rating 3 or 
lower. 
  oo  Two beasts of challenge rating 2 or 
lower. 
  oo  Four beasts of challenge rating 1 or 
lower. 
 You may choose to summon a flame-
beast, ghost-beast, stone-beast, wave-beast, 
or wind-beast. The spirits’ type is undead 
(for the ghost-beast) or elemental (for the 
others). It disappears when it drops to 0 hit 
points or when the spell ends. The 
summoned creatures are friendly to you 
and your companions for the duration. Roll 
initiative for the summoned creatures as a 
group, which has its own turns. They obey 
any verbal commands that you issue to 
them (no action required by you). If you 
don’t issue any commands to them, they 
defend themselves from hostile creatures, 
but otherwise take no actions. 
 Templates for the beast spirits are in the 
appendix. 
 At Higher Levels. When you cast this 
spell using a higher-level spell slot, you 
choose one of the summoning options 
above, and more creatures appear: twice as 
many with a 7th-level slot or three times as 
many with a 9th-level spell slot. 
 

CCOONNJJUURREE  DDIIVVIINNEE  MMIINNIIOONN      
5th-level conjuration 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: Priest’s Spell Compendium 

 You summon a celestial (if you worship 
a good or neutral deity) or fiend (if you 
worship an evil deity) that takes the form of 
an beast, dragon, or monstrosity with an 
Intelligence of 4 or less and a CR of 2 or 
lower (before applying the template). If you 
are a follower of a Great Old One, you 
summon an eldritch abomination instead. 
Choose one of the following options for 
what appears: 
  oo  One creature of challenge rating 2 or 
lower. 
  oo  Two creature of challenge rating 1 or 
lower. 
  oo  Four creature of challenge rating 1/2 
or lower. 
 The summoned creatures are friendly to 
you and your companions for the duration. 
Roll initiative for the summoned creatures 
as a group, which has its own turns. They 
obey any verbal commands that you issue 
to them (no action required by you). If you 
don’t issue any commands to them, they 
defend themselves from hostile creatures, 
but otherwise take no actions. 
 Statistics for divine and eldritch minions 
are in the appendix. 
 At Higher Levels. When you cast this 
spell using a higher-level spell slot, you 
choose one of the summoning options 
above, and more creatures appear: twice as 
many with a 8th-level slot or three times as 
many with a 9th-level spell slot. 
 

CCOONNJJUURREE  FFUUNNDDAAMMEENNTTAALL    
1st-level conjuration 
Casting Time: 1 minute 
Range: 90 feet 
Components: V, S, M (a tiny piece of 
burning incense for air, a pinch of clay for 
earth, a pinch of sulfur for fire, or a drop of 
water and pinch of sand for water) 
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Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 You call forth a number of 
fundamentals—the smallest and weakest of 
the elementals—equal to twice your 
spellcasting ability modifier.  
 A fundamental disappears when it 
drops to 0 hit points or when the spell ends. 
The summoned creatures are friendly to 
you and your companions for the duration. 
Roll initiative for the summoned creatures 
as a group, which has its own turns. They 
obey any verbal commands that you issue 
to them (no action required by you). If you 
don’t issue any commands to them, they 
defend themselves from hostile creatures, 
but otherwise take no actions. If your 
concentration is broken, the fundamental 
flies off and will disappear 1 hour after you 
summoned it. 
 The statistics for the fundamentals 
appear in the appendix. 
 At Higher Levels. When you cast this 
spell with a 2nd level spell slot, you 
summon a swarm of fundamentals. When 
you cast this spell with a 3rd-level or higher 
spell slot, you summon one additional 
swarm of fundamentals for each slot level 
above 2nd. 
 

CCOONNJJUURREE  SSHHAADDOOWWSS    
6th-level conjuration 
Casting Time: 1 round 
Range: 90 feet 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 You open minute portals to the 
Shadowfell and turn the shadows of 
ordinary objects into undead shadows. You 
choose whether you want four shadows or 
one greater shadow. The shadows 

disappears when they drop to 0 hit points 
or when the spell ends. 
 The summoned shadows are friendly to 
you and your companions for the duration. 
Roll initiative for the summoned creatures 
as a group, which has its own turns. They 
obey any verbal commands that you issue 
to them (no action required by you). If you 
don’t issue any commands to them, they 
defend themselves from hostile creatures, 
but otherwise take no actions. If your 
concentration is broken, the shadows don’t 
disappear. Instead, you lose control of the 
shadows, they become hostile toward you 
and your companions, and attack. An 
uncontrolled shadow can’t be dismissed by 
you, and it disappears 1 hour after you 
summoned it.  
 The DM has the shadow’s statistics. The 
statistics for the greater shadow appear in 
the appendix. 
 At Higher Levels. When you cast this 
spell with a 7th-level spell slot, you may 
summon twice as shadows or greater 
shadows. When you cast this spell with an 
8th-level spell slot, you may summon three 
times as many shadows or greater 
shadows. When you cast this spell with a 
9th-level spell slot, you may summon four 
times as many shadows or greater 
shadows. 
 

CCOONNSSUUMMEE  LLIIKKEENNEESSSS      
6th-level transmutation 
Casting Time: 1 minute 
Range: Self 
Components: V, S, M (one ounce of meat) 
Duration: Permanent 
Source: Book of Vile Darkness 
 You consume an ounce of raw flesh 
from a creature of the same type and size 
category as yourself, and your form 
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changes to perfectly match the way that 
creature looked when alive (you may also 
cast this using meat from a still-living 
creature). This change is permanent but is 
also primarily cosmetic. You gain none of 
the original creature’s attributes, abilities, 
or knowledge. However, it the creature had 
gills and had the amphibious or limited 
amphibious trait, you also gain the ability 
to breathe underwater. You can also gain 
up to one additional pair of limbs, if the 
original creature had extra limbs; likewise, 
if you were missing a limb and the original 
creature was not, you regrow that limb—
however, if the original creature was 
missing a limb (and not from the way it 
was killed), you also lose that limb. When 
you die, you resume your true form. 
 

CCOONNTTIINNUUOOUUSS  TTEEMMPPEERRAATTUURREE    
4th-level transmutation 
Casting Time: 1 hour 
Range: 30 feet 
Components: V, S, M (a pinch of sulfur) 
Duration: Permanent 
Source: The Great Net Prayerbook 
 You cause an 40-foot-cube area to 
maintain a temperature of anywhere 
between 35° to 100° Fahrenheit, regardless 
of the outside temperature. This does not 
prevent outside weather from entering the 
area, but if the weather is temperature-
dependent, it may change due to the 
temperature in the area. For instance, a 
snowfall in an area where the temperature 
is constantly 90° will quickly turn into rain. 
 

CCOONNTTIINNUUOOUUSS  WWEEAATTHHEERR    
8th-level transmutation 
Casting Time: 8 hours 
Range: 30 feet 

Components: V, S, M (a pinch of dirt and a 
drop of water) 
Duration: Permanent 
Source: The Great Net Prayerbook 
 You “trap” the current weather 
conditions in a 60-foot-cube area, causing it 
to remain the same permanently. For 
instance, trapping stormy weather causes 
the area to be permanently stormy; 
trapping a lovely day will cause the area to 
always have beautiful weather. 
 You don’t stop or loop time in this area, 
so day and night and the turn of the 
seasons will still occur as normal, as will 
their normal effects: an area of perpetual 
storm will produce warm rain in the 
summer and sleet during the winter. This 
spell also cannot prevent or cause 
geological events such as earthquakes or 
volcanoes. Neither will the side effects of 
the weather you produce such as drought, 
flash floods, or wildfires, be prevented from 
occurring inside the spell’s area or starting 
from the outside and then entering the area. 
 Minor forms of weather (such as gentle 
winds, rain showers, flurries) will be unable 
to enter the spell’s area, but strong forms of 
weather (such as tornadoes, torrential 
downpours, white-out blizzards) will affect 
the weather inside the area for a brief time. 
A blizzard might turn a perpetually stormy 
area to turn to sleet or cause light flurries to 
appear in an area of perfect weather.  
 You cannot maintain magical “weather” 
such as the storms produced by a call 
lightning or firestorm spell, but you can use 
control weather to shape the weather in the 
area to your liking and have it be 
maintained by this spell. 
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CCOONNTTRROOLL  TTEEMMPPEERRAATTUURREE    
3rd-level transmutation 
Casting Time: 1 action 
Range: Self (10-foot radius sphere) 
Components: V, S, M (a strip of willow 
bark or raspberry leaves) 
Duration: 1 hour 
Source: Priest’s Spell Compendium 
 You lower or raise the air temperature 
in the area by up to 50° F. The temperature 
falls or rises to your desired level over the 
course of one minute—not fast enough to 
cause damage in and of itself, although the 
altered temperature may eventually cause 
harm after an extended length of time. 
 You also gain resistance to area-effect 
attacks that cause cold or fire damage. 
 At Higher Levels. When you cast this 
spell with a 5th-level or higher spell slot, 
you can lower or raise the air temperature 
by an additional 10° F for each slot level 
above 4th. 
 

CCOONNTTRROOLL  VVAAPPOORR    
2nd-level transmutation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a bean or pea) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You pick a point within range that 
contains mist, steam, cloud, or vapor of any 
sort, even magically-created mists such as 
that produced with a cloudkill spell. You can 
control all mists within a 30-foot radius 
sphere of that point. You may move it as 
you will, with a speed of 40 feet, hold it 
still, or split it multiple smaller clouds, and 
so on. 
 If the vapor was magically produced 
and under the control of its caster, you must 
make a check, using your spellcasting 

ability, to take control over it. The DC 
equals 10 + the spell’s level + the caster’s 
spellcasting ability modifier. If you succeed, 
you gain control. Note that many vaporous 
spells move only due to their initial push 
and downwards due to being heavier than 
air and are not actually under their caster’s 
direct control, and therefore don’t require 
you to roll to attempt to take it over. 
 If the mist is actually an intelligent 
being, such as a vampire in mist-form or 
certain types of air elementals, it must make 
a Charisma saving throw or be under your 
control; you may move its physical location 
but can’t otherwise control its actions, nor 
can you prevent it from using any of its 
abilities. If it cannot change shape, it may 
make a new saving throw at the beginning 
of each of its turns, ending the effect on a 
success. You cannot cause the creature 
damage through this spell. 
 

CCOOOOKK        
2nd-level transmutation (ritual) 
Casting Time: 1 round 
Range: 10 feet 
Components: V, S, M (enough food for one 
or two meals, a pinch of tinder, a small dab 
of sulfur, and 1 gold piece) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 This automatically transforms prepared 
but raw ingredients into a decent-quality 
meal for two, provided that the ingredients 
are fit to be eaten. This spell cannot be used 
on living beings, plant matter that has not 
been picked, or on an animal’s unbutchered 
carcass. This also removes natural toxins 
(such as bacteria that would cause food 
poisoning) from the food, but it will not 
remove deliberately-placed poisons or 
contaminants such as shards of glass. 
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 At Higher Levels. When you cast this 
spell using a spell slot of 3rd level or 
higher, you can prepare food for two 
additional people for each spell slot above 
2nd level. You must provide ingredients for 
the additional meals. 
 

CCOOPPYY      
Transmutation cantrip 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You hold a blank sheet of paper, a book 
with empty pages, or another similar 
material over a document and this spell 
produces a perfect copy. Each casting of 
this spell will duplicate a standard 8 inch 
×10 inch quarto size. 
 Attempts to copy magical text of any 
sort will automatically fail. If you copy a 
text-based trap (such as a symbol), you set 
the trap off. 
 

CCOORRPPSSEE  HHOOSSTT      
7th-level necromancy  
Casting Time: 10 minutes 
Range: Touch 
Components: V, S 
Duration: 1 week 
Source: Wizard’s Spell Compendium 
 You or one willing person you touch 
may transfer your soul to temporarily 
animate a fresh humanoid corpse (dead for 
less than 1 day). The corpse will not decay 
during this time, but will still look recently 
dead without the use of magic or makeup 
to make it appear living.  
 While in the corpse, you control it. Your 
game statistics are replaced by the statistics 
of the creature and have its normal total of 

hit points, though you retain your 
alignment and your Intelligence, Wisdom, 
and Charisma scores. You retain the benefit 
of your own class features. You use the 
corpse’s senses as your own. Your own 
body is paralyzed but must remain within 
five miles of your host body. However, you 
are still linked to your body, and you may 
use your action to transfer your senses to 
your original body. 
 While you are in the corpse’s body, you 
do not need to eat, drink, or breathe, and 
you only need to sleep half as much as 
normal. However, you don’t heal after a 
long rest and only heal half as much when 
spending hit dice after short rests. 
 If the corpse drops to 0 hit points, you 
move more than five miles from your 
original body, or the link between your 
original and host bodies is severed (such as 
by a dispel magic spell or by entering an 
antimagic field), you must make a DC 20 
Constitution saving throw. On a failure, the 
shock of this was too great and your own 
body immediately drops to 0 hit points. 
You may choose to end the link between 
the two at any time and return to your own 
body without harm. 
 At Higher Levels. When you cast this 
spell with an 8th-level or higher spell slot, 
the duration increases to 1 month. 
 

CCRRAAFFTTEERR ’’SS  FFOORRTTUUNNEE      
2nd-level transmutation (ritual) 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 8 hours 
Source: d20pfsrd.com 
 One willing creature gains advantage on 
its next artisan tool proficiency roll and for 
the next 24 hours, it can make 10 gp worth 
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of goods instead of 5 gp. The target may 
only have this spell cast on it once every 24 
hours, no matter how many tool 
proficiencies it may have. 
 

CCRREEAATTEE  CCAAMMPPSSIITTEE      
2nd-level conjuration (ritual) 
Casting Time: 1 action 
Range: Self (30-foot radius) 
Components: V, S, M (a bit of string, a bit 
of wood, and a drop of water) 
Duration: Special 
Source: Priest’s Spell Compendium 
 You create a squadron of tiny unseen 
servants that create a campsite for you and 
your companions—they will clear the land 
of debris, set up tents and bedrolls, start a 
fire, fetch water, and even begin cooking 
(they are not particularly good cooks, 
however). They cannot create the materials 
needed for the campsite; they can only use 
what is available to them in the immediate 
area and what you and your companions 
have brought. These servants have no other 
abilities. 
 It takes 5 minutes for the servants to set 
up camp for each member of your party. 
 

CCRREEAATTEE  DDAARRKKEENNBBEEAASSTT    
4th-level transmutation 
Casting Time: 1 minute 
Range: 30 feet 
Components: V, S, M (dried wyvern’s 
blood and rare herbs worth 5 gp) 
Duration: Permanent. 
Source: Wizard’s Spell Compendium 
 You transform a mammalian beast of 
CR 1 or lower into a darkenbeast. You can 
only cast this spell when you and the target 
creature are not in sunlight. 
 The darkenbeast is friendly to you and 
your companions. Roll initiative for it, as it 

has its own turns. The darkenbeast will 
follow any commands that you issue to it 
(no action required by you). If you don’t 
issue any commands to it, it will act as any 
vicious, carnivorous animal might, but it 
won’t attack any creature you specifically 
order it not to. 
 If the darkenbeast is touched by natural 
sunlight, it automatically reverts back to its 
original form and is no longer under your 
control. 
 Statistics for the darkenbeast are in the 
appendix. 
 At Higher Levels. When you cast this 
spell using a spell slot of 5th level or higher, 
you can create one additional darkenbeast 
per spell slot above 4th level.  
 

CCRREEAATTEE  EEAARRTTHH    
1st-level conjuration 
Casting Time: 1 round 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Prayerbook 
 You may create 10 pounds of stone 
(either a solid block or loose gravel) or 50 
pounds of sand or soil. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you may create an additional 10 pounds of 
stone or 75 pounds of soil for each slot level 
above 2nd. 
 

CCRREEAATTEE  LLIIFFEE      
9th-level necromancy 
Casting Time: 1 week 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Prayerbook 
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 You create a living creature, body and 
soul. It may be of any species you like, or it 
may be something you have created whole-
cloth, but it must be an aberration, beast, 
dragon, giant, humanoid, monstrosity, 
ooze, or plant. 
 The new creature is an adult but has the 
mentality of an infant. It learns quickly, 
however, and will typically reach 
intellectual and emotional maturity in 1d4 
years. Its lifespan will be fairly random—it 
will live for an additional 2d20+40 years. 
Without the aid of magic, however, it is 
sterile. 
 

CCRREEAATTEE  MMAAGGIICC  TTAATTTTOOOO      
3rd-level transmutation 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (100 gp worth of 
tattoo inks) 
Duration: 24 hours 
Source: Spell Compendium 
 You tattoo a magical sigil onto a 
creature, providing protection or aid in 
some way. To make an accurate tattoo, you 
must make a DC 13 Intelligence ability 
check; if you have proficiency with 
calligrapher’s tools or painter’s supplies, 
you may add your proficiency modifier to 
the roll. 
 The effect depends on the spell slot you 
use to cast this spell and lasts for the 
duration: 
 3rd level spell slot. The tattoo takes up 
one slot and grants one of the following 
abilities:  

 +2 bonus on one type of saving throw 

 +1 bonus on attacks when using one 
particular weapon 

 +1 bonus to armor class 

 5 temporary hit points 

 Advantage when using one tool set 
 

 5th level spell slot. The tattoo takes up 
two slots and grants one of the following 
abilities:  

 +2 bonus on three different saving 
throws 

 +2 bonus on attacks and damage when 
using one particular weapon 

 +1 bonus on all attack and damage rolls 

 10 temporary hit points  

 +10 feet to your speed 
 

 7th level spell slot. The tattoo takes up 
four slots and grants one of the following 
abilities:  

 Advantage on saving throws against 
magical spells and effects 

 advantage on any three saving throws 

 +2 bonus to any attribute 

 +3 bonus to armor class 

 15 temporary hit points 
 
 A Medium-sized humanoid has one slot 
on its neck, two on each arm, four on each 
leg, ten on its back and ten on its chest. A 
Small-sized humanoid has one slot on its 
neck, one on each arm, two on each leg, and 
five on its back and chest. When the spell 
expires, the tattoo fades away. A creature 
may have multiple magic tattoos but they 
must each be of different types. For 
instance, a creature could have two magic 
tattoos cast with a 3rd-level spell slot, with 
one granting a bonus to attack rolls and one 
granting a bonus on saving throws. Note 
that the presence of mundane tattoos does 
not get in the way of a tattooed creature, but 
body slots taken up by other forms of 
magical tattoos (such as one made with a 
Darklight’s tattooed creature or Darklight’s 
tattooed item spell (q.v.)) cannot be used by 
this spell. 



128 

CCRREEAATTEE  QQUUAASSIIMMAANNCCEERR    
7th-level necromancy  
Casting Time: Special 
Range: Touch 
Components: V, S, M (special) 
Duration: Permanent 
Source: Ravenloft, Gazetteer Volume II 
(Sword & Sorcery) 
 You create a quasimancer—a loyal, 
undead minion with one or more spells that 
you imbue it with. You may cast this spell 
on an existing corporeal undead creature of 
CR 3 or lower, or on a corpse. The creature 
has the attributes and abilities of a wight. 
 In order to imbue the quasimancer with 
a spell, you must be able to cast that spell, 
must have the appropriate material 
components for it (if necessary), and must 
have additional components that cost 100 
gp per level of the spell you are imbuing. It 
takes 1 minute per level of spell to imbue 
the quasimancer with a spell, in addition 
the spell’s normal casting time, and you 
may imbue a quasimancer with up to a 
number of spells of any level equal to twice 
your spellcasting ability modifier. It can 
cast each spell once per day, unless you 
choose to imbue it with a single spell 
multiple times. The quasimancer has the 
Innate Spellcasting ability and uses 
Charisma as its spellcasting attribute. 
 The quasimancer is under your control 
for 1 month, after which it stops obeying 
any command you’ve given it. To maintain 
control of the quasimancer for another 
month, you must cast this spell on the 
creature again before the current month 
ends. The use of the spell reasserts your 
control over up to four quasimancers you 
have animated with this spell, rather than 
animating a new one. 
 

CCRREEAATTEE  RROOOOMM    
5th-level conjuration  
Casting Time: 1 minute 
Range: 300 feet 
Components: V, S, M (a drop of oil, a bit of 
cloth, a splinter of wood, a piece of flint, a 
piece of glass, a small knife, and a silver 
coin) 
Duration: 24 hours 
Source: The Great Net Spellbook 
 You create furniture, decorations, and 
supplies for a type of room of your choice. 
The objects you create will be arranged as if 
in a room that fits inside a 30-foot cube. 
You may determine the appearance of the 
objects you create. This spell does not create 
a floor, walls, ceiling, or door. If you cast 
the spell outdoors, the objects will appear 
on the ground. If you create the room 
indoors, the air will be maintained at a 
pleasant temperature; if cast outdoors, it 
has the ambient temperatures and weather 
conditions of the surrounding area. If you 
choose, the room can be stocked with up to 
10 unseen servants. Any attempt to remove 
an object from the room or use an object in 
combat will cause that object to disappear. 
The objects in the room cannot be used as 
spell components. 
  The following is a list of rooms that can 
be created by this spell: 
  oo  Bathing Room. The room contains a 
large tub (you can make it large enough to 
fit 1-4 people); a fire pit to heat water; a 
mirror and dressing table; scented soaps 
and perfumes; combs, files, and scissors for 
nail, hair, and skin care; washcloths, 
loofahs, and towels; and a curtained-off 
area with a garderobe. If you create both 
this room and the bedroom, you can bring 
the clothes and supplies back and forth. 
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  oo  Bedroom. This room contains up to 
six comfortable beds with sheets, duvets, 
and pillows, a small table next to each bed 
with a fully-stocked oil lamp; a storage 
chest at the end of each bed; and a chamber 
pot under each bed. If you create both this 
room and the bedroom, you can bring the 
clothes and supplies back and forth. 
  oo  Dining Room. You create a dining 
table and comfortable chairs or benches that 
can sit up to 20 people. It will also create 
tablecloths, dishes and silverware, 
fingerbowls, table decorations, and if you 
wish, a name card at each place setting. If 
you create both this room and the kitchen 
adjacent to each other, you can bring the 
dishes and silverware back and forth. 
  oo  Kitchen. You create up to five large 
tables; up to two complete sets of cooking 
utensils, pots, pans, bowls, measuring cups 
and spoons, and other such equipment; a 
sink with a water pump; a large stove; two 
fireplaces (one with a spit and one with a 
cauldron); and a box with a large brick of 
ice in it. It does not create food to be 
cooked. If you create both this room and 
the dining room adjacent to each other, you 
can bring the dishes and silverware back 
and forth. 
  oo  Meeting Room. You create up to 
three conference tables and benches or 
chairs that can seat up to 20 people; 
parchment and ink; a common-quality map 
of the country, continent, or known world; 
lamps; and a dais with two chairs on it. 
  oo  Temple. You create a lectern; an 
empty basin in which you may pour holy 
water; a sacrificial altar; pews to sit up to 20 
people; up to 8 banners with religious 
imagery; a holy book (the most common 
variety); and a table with up to 20 prayer 
candles. 

  oo  Throne Room. You create one, two, 
or three thrones on a dais; an equal number 
of crows and scepters; up to 20 banners that 
display your choice of motif; a narrow 
carpet that leads to the thrones; and tall 
candelabras loaded with dozens of candles. 
  oo  Work Room. You create a room with 
1-3 work benches and tool sets of your 
choice; parchment, ink, and charcoal for 
planning; and numerous lamps. You do not 
create the raw materials needed to use 
those tools, except for wood or coal for any 
forges or ovens. Items made with these 
tools can be removed from the room, but 
not the tools themselves. 
 At Higher Levels. When you cast this 
spell with an 7th-level spell slot, the room 
may fit inside a 60-foot cube and the 
amount of beds, tables, chairs, etc., is 
doubled. When you cast this spell with a 
9th-level spell slot, the room may fit inside 
a 120-foot cube and the amount of beds, 
tables, chairs, etc., is quadrupled. If you cast 
this spell with a 9th-level spell slot each day 
for a year, creating the same room and 
items each time, you can make this spell 
permanent. Objects still cannot be removed 
from the room or be used in combat or as 
spell components, but consumables will be 
replaced every 24 hours. 
 

CCRREEEEPPIINNGG  DDAARRKKNNEESSSS    
1st-level illusion 
Casting Time: 1 action 
Range: 300 feet 
Components: V, S, M (a whisker from a 
black cat and a tiny bottle of smoke) 
Duration: Concentration, up to 10 minutes 
Source: Wizard’s Spell Compendium 
 You create an amorphous cloud of inky 
darkness that can fit inside a 20-foot sphere. 
When you cast this spell and as a bonus 
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action each round, you can move the cloud 
20 feet. The cloud can enter a hostile 
creature’s space and stop there, and it can 
move through a space as narrow as 1 inch 
wide without squeezing. All creatures 
within the cloud may make a Wisdom 
saving throw or are blinded and deafened 
for as long as they remain in it. 
 If any of this spell’s area overlaps with 
an area of light created by a spell of 1st 
level or lower, the spell that created the 
light is dispelled. 
 

CCRRIIEERR ’’SS  BBOOOONN      
Transmutation cantrip 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a piece of vellum 
rolled into a cone) 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Spellbook 
 One willing creature you touch gains 
the ability to speak loudly and clearly; that 
creature can makes itself be heard up to 200 
feet away, regardless of background noise.  
 

CCRROOWWNN  OOFF  AANNGGEELLSS    
8th-level evocation 
Casting Time: 1 action 
Range: Self (30-foot-radius sphere) 
Components: V, S, M (an opal worth at 
least 200 gp and a circlet or crown made of 
a material appropriate to your deity; the 
opal is shattered during the casting but the 
circlet is not) 
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 You place a circlet on your head or the 
head of an ally and the circlet begins to 
glow. The circlet takes one of three forms; 
you must choose which when you cast the 
spell: 

  oo  Crown of Brilliance. The circlet 
glows with blazing golden light. All 
enemies within 30 feet of you must make a 
Constitution saving throw. For the 
duration, a creature is blinded on a failed 
saving throw, or at disadvantage to directly 
attack with a melee or missile weapon 
attack.  
 A creature with either the Sunlight 
Sensitivity or Sunlight Hypersensitivity 
traits will be frightened of you if it fails its 
saving throw. A frightened creature drops 
whatever it is holding and must take the 
Dash action and move away from you by 
the safest available route on each of its 
turns, unless there is nowhere to move. 
  oo  Crown of Flames. Your circlet erupts 
with holy fire which burns unnatural 
creatures around you. All aberrations, 
celestials, fey, fiends, and undead with evil 
alignment (if you are good or neutral) or 
good alignment (if you are evil) within 30 
feet of you must make a Constitution 
saving throw and the start of each of its 
turns. A creature takes 4d6 fire damage and 
4d6 radiant damage on a failed saving 
throw, or half as much on a successful one.  
 A creature that failed its saving throw 
continues to burn, even if it moves more 
than 30 feet away from you. It takes 4d6 fire 
damage at the beginning of each of its next 
two turns. 
  oo  Crown of Glory. Your circlet glows 
with beautiful rainbow light, inspiring awe 
in lesser creatures. All creatures within 30 
feet of you must make a Wisdom saving 
throw or become incapacitated for 1 
minute, unable to do anything but stare. A 
creature may make a new saving throw at 
the beginning of each of its turns, ending 
the effect on a success.  
 Furthermore, when you speak, your 
words form a suggestion, as per the spell. 
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All creatures that are incapacitated when 
the spell’s duration has expired must make 
a second Wisdom saving throw or be 
charmed by you for up to 8 hours. A 
creature will follow your suggestions to the 
best of its ability. Creatures that are 
immune to being charmed will be 
incapacitated but not charmed. 
 

CCRRUUMMBBLLEE      
3rd-level transmutation 
Casting Time: 1 action 
Range: 160 feet 
Components: V, S 
Duration: Instantaneous 
Source: Spell Compendium 
 You cause a building or other structure 
to begin to erode, as if suddenly subjected a 
great deal of wear and tear. You inflict 6d10 
force damage to that object. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you inflict an additional 1d10 damage per 
slot level above 3rd. 
 

CCRRUUSSHHIINNGG  DDEESSPPAAIIRR      
4th-level enchantment 
Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: d20srd.org 
 Each creature in a 30-foot cone must 
succeed on a Wisdom saving throw or lapse 
into despondent depression as they realize 
the hopelessness and folly of their beliefs.  
 An affected creature has disadvantage 
on all rolls. It may make a new saving 
throw at the start of each of its turns, but at 
disadvantage, ending the effect on a 
success. This spell counters and dispels good 
hope. 

CCRRYYSSTTAALLBBRRIITTTTLLEE      
9th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You touch a metal object of any sort, 
whether as soft as gold or as hard as 
adamantite, to become permanently as 
fragile as glass. You can affect up to 1,000 
pounds of metal. If the object is being held 
or worn by a creature, that creature may 
make a Charisma saving throw to negate 
this spell. If the item is magical, the creature 
has advantage on that roll. The effects of 
this spell cannot be reversed by anything 
short of a wish. A 5-foot panel of 
crystallized metal has an armor class of 12 
and 2 hp. 
 

CCUURRSSEE  OOFF  DDIISSGGUUSSTT    
6th-level enchantment 
Casting Time: 1 action  
Range: 30 feet 
Components: V, S 
Duration: Permanent 
Source: d20pfsrd.com 
 You curse a creature to become 
disgusted by the sight of a specific type of 
creature, object, or event you designate, 
unless the creature successfully resists with 
a Wisdom saving throw. Whenever the 
target is within 30 feet of the trigger and is 
aware of it, the target is sickened, taking the 
poisoned condition and feeling a strong 
(but not overwhelming or magical) urge to 
leave. The target will remain poisoned as 
long as it is within 30 feet of the trigger. 
 A remove curse will end this effect, and a 
lesser restoration will temporarily remove 
the poisoned condition, but will not 
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prevent the curse from taking effect the 
next time the target comes close to the 
trigger.  
 

CCUURRSSEE  OOFF  IILLLL  FFOORRTTUUNNEE    
2nd-level necromancy 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S 
Duration: 1 round 
Source: Spell Compendium 
 You choose one creature you can see 
within range. It must succeed on a Wisdom 
saving throw or have disadvantage on all 
rolls until the end of its next turn. A remove 
curse will end this effect. 
 

CCUURRSSEE  OOFF  IIMMPPEENNDDIINNGG  BBLLAADDEESS    
3rd-level transmutation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a nail hammered 
through a piece of leather) 
Duration: Concentration, up to 10 minutes 
Source: Spell Compendium 
 You choose one creature you can see 
within range and force it to make a Wisdom 
saving throw. If it fails, it will suffer a -2 
penalty to its armor class for the duration. 
A remove curse will end this effect. 
 At Higher Levels. When you cast this 
spell with a higher spell slot, you increase 
the armor class penalty by when you use a 
5th-level (to -4), 7th-level (to -6), or 9th-level 
(to -6) spell slot. 
 

CCUURRSSEE  OOFF  LLYYCCAANNTTHHRROOPPYY      
6th-level transmutation 
Casting Time: 1 action 
Range: Touch 

Components: V, S, M (a drop of blood from 
a true lycanthrope and a silver medallion 
worth 100 gp) 
Duration: Permanent 
Source: Wizard’s Spell Compendium 
 You touch a humanoid and infect it with 
lycanthropy. The target may make a 
Constitution saving throw to avoid this 
spell. The exact species of lycanthrope 
depends on the nature and temperament of 
your target; you have no control over it. 
 If your target fails its saving throw, then 
it will transform into a lycanthrope on each 
of the three nights of the next full moon and 
on all subsequent full moons.  
 If your target does not kill any living 
creatures that have an Intelligence of 5 or 
greater during that time, then on the 
morning after the third day it may make a 
new saving throw. If it does kill an 
intelligent creature, it may attempt the 
saving throw at disadvantage.  
 This spell continues until the target 
succeeds at three saving throws. Those 
successes do not need to be consecutive. If 
the target instead fails at three saving 
throws, the curse is permanent. 
 Casting remove curse on the target allows 
it to make its next saving throw at 
advantage but does not automatically 
restore the target. Other forms of 
lycanthropy cures work as well as they 
normally do. 
 

CCUURRSSEE  OOFF  UUNNDDEEAATTHH    
6th-level necromancy 
Casting Time: 1 round 
Range: 90 feet 
Components: V, S, M (a pinch of bone from 
an undead creature) 
Duration: Permanent 
Source: The Great Net Spellbook 
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 You curse a creature so that, when it 
eventually dies, it will rise up again 1d4 
hours later as an undead. As an undead, it 
will have a CR no higher than what the 
creature had when alive.  
 In addition, upon rising, it is 
permanently under your control (assuming 
you are still alive and able to assume 
control).  
 If your target dies and the gentle repose 
spell is cast upon the corpse, the caster of 
that spell must make saving throw using its 
spellcasting ability in order to successfully 
prevent your curse from activating. A 
remove curse spell can also end the curse. 
 

CCUURRSSEE  TTAABBLLEETT    
3rd-level necromancy 
Casting Time: 10 minutes 
Range: 30 feet 
Components: V, S, M (a lead tablet) 
Duration: 1 week 
Source: Wizard’s Spell Compendium 
 You inscribe your victim’s name on a 
lead tablet, invoke the spirits of the dead, 
and place the tablet in an occupied tomb or 
grave. 
 Each midnight thereafter, your victim 
must succeed at a Wisdom saving throw. 
Failure means the subject suffers horrifying 
nightmares of its own death. When the 
target wakes up, it will take 1d10 psychic 
damage and its hit point total will be 
reduced by that amount. The reduction to 
the target’s hit point total lasts until the 
curse is broken. 
 If your target succeeds at three saving 
throws, the curse is broken and the spell 
ends. The successful saving throws do not 
need to be consecutive. If the curse tablet is 
found and destroyed, this also breaks the 

curse, but it will inflict 1d10 psychic 
damage to the target as well.  
 Because the curse is laid upon the tablet 
and not directly on the target, a remove curse 
spell will not end the curse. It will, 
however, prevent the target from having 
nightmares that night and give him 
advantage on the following night’s saving 
throw. 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
the spell lasts an additional two days per 
spell slot above 3rd level. When you cast 
this spell with an 8th-level or higher spell 
slot, the target makes all saving throws at 
disadvantage. 
 

CCUURRSSEEDD  BBLLAADDEE    
4th-level necromancy 
Casting Time: 1 bonus action 
Range: Touch 
Components: V 
Duration: 1 minute 
Source: Spell Compendium 
 You imbue a weapon with evils magic 
and its blade turns a disturbing, greasy 
black in color. For the spell’s duration, 
when this weapon used to attack a target, 
the target’s hit point total is reduced by the 
amount of damage it inflicts. This hit point 
reduction remains until the target takes a 
short or long rest. 
 

CCUURRSSEEDD  EEAARRTTHH      
9th-level necromancy 
Casting Time: 10 minutes 
Range: Self (1-mile radius circle) 
Components: V, S, M (10,000 gp worth of 
powdered onyx) 
Duration: Permanent 
Source: d20pfsrd.com 
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 You curse the land in a terrible and 
permanent way. Choose one of the 
following effects: 
  oo  Famine. All normal plants have their 
harvest reduced by one half. 
  oo  Living Death. All Small or larger 
beasts, dragons, giants, humanoids, or 
monstrosities that die in the area rise as 
zombies in 24 hours, as do any corpses that 
were buried in the area less than a year ago. 
Burning or decapitating a corpse prevents it 
from rising as a zombie. 
  oo  Plague. Once every 10 days, at 
sundown, all creatures of one type (choose 
from beasts, dragons, giants, humanoids, or 
monstrosities when you cast this spell) 
must make a Constitution saving throw or 
catch a disease: choose one of the diseases 
listed under the contagion spell. 
 A remove curse will end this effect, but it 
must be cast in the spot in which you cast 
this spell. 
 

CCUURRSSEEDD  IIMMAAGGEE    
3rd-level necromancy 
Casting Time: 1 minute 
Range: 1 mile 
Components: V, S, M (a clay or cloth 
poppet and part of your target’s body) 
Duration: 1 round 
Source: Wizard’s Spell Compendium 
 You create a small effigy out of clay that 
resembles your target. You must have a 
drop of blood, strand of hair, nail clipping, 
etc., of the target. You may then choose one 
of the following actions to take: 
  oo  Immobilization. You hold the effigy 
tightly. The target becomes paralyzed. The 
escape DC is equal to your spell save DC.  
  oo  Wounding. You stab or pummel the 
effigy. The target may attempt to avoid 
taking damage by making a Constitution 

saving throw. The target takes 3d10 force 
damage on a failed saving throw, or half as 
much damage on a successful one. 
 

CCYYCCLLOONNEE  CCHHAARRIIOOTT      
7th-level conjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: Wizard’s Spell Compendium 
 You call forth a whirlwind of great 
strength, which forms beneath your feet in 
the shape of a horseless chariot. It is capable 
of carrying you and up to eight other 
creatures of your choice and can fly at a 
speed of 120 feet as high as 50 feet above 
the ground. You control the chariot’s 
horizontal and vertical movements 
mentally. 
 Any nonmagical missile lighter than a 
cannonball or catapult stone that is aimed 
at the chariot is blown aside, although 
someone inside the chariot can fire or throw 
a weapon outside without problems. Melee 
attacks aimed in or out of the chariot are at 
disadvantage. The chariot itself is immune 
to physical attack. 
 The chariot can be used to ram an 
opponent; use your spell attack modifier to 
hit. If your attack is successful, your target 
takes 6d6 bludgeoning damage, and if it’s 
of Large size or smaller, it must make a 
Strength saving throw or be flung 30 feet in 
a random direction and is knocked prone. 
 

DANCE OF THE UNICORN  
4th-level abjuration 
Casting Time: 1 action 
Range: Self (30-foot radius sphere) 
Components: V, S 
Duration: 1 minute 
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Source: Spell Compendium 
 A swirling, silver-white fog surrounds 
you and washes the air clean of smoke, 
dust, and poisons. Nonmagical toxins, 
smoke, pollen, and the like are instantly 
washed clear, and all creatures in the area 
have resistance to poison damage and 
advantage on saving throws against 
magical gas-based attacks, including spells 
such as cloudkill and the breath weapon of a 
green dragon.  
 

DDAANNSSEE  MMAACCAABBRREE      
6th-level conjuration 
Casting Time: 1 round 
Range: Self (60-foot radius) 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: Ravenloft, Van Richten’s Arsenal 
 You begin a ritualized dance which 
summons energy from the Positive Plane. 
All living, physical creatures within 60 feet 
of you must make a Wisdom saving throw 
or become frightened for 10 minutes. A 
frightened creature will drop whatever it is 
holding and, using the Dash action, move 
away from you by the safest available route 
on each of its turns. If the creature ends its 
turn in a location where it doesn’t have line 
of sight to you, the creature can make a 
Wisdom saving throw, ending the effect on 
a success. 
 All undead creatures must make a 
Constitution saving throw or become 
paralyzed for the duration. In addition, an 
undead takes 6d6 radiant damage at the 
end of each of its turns on a failed saving 
throw, or half as much on a successful one. 
This spell doesn’t affect celestials, 
constructs, elementals, or fiends. 
 

DDAARRDDAANN’’SS  DDEESSIICCCCAATTIIOONN      
6th-level necromancy 
Casting Time: 1 action 
Range: Self (60-foot cone) 
Components: V, S, M (a pinch of ground 
silica and a mummified insect) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A 60-foot long cone of light tan energy 
erupts from your hands. All creatures in 
that area must make a Constitution saving 
throw. A creature takes 11d6 necrotic 
damage on a failed saving throw, or half as 
much damage on a successful one. Oozes 
and water-based elementals have 
disadvantage on their saving throw. A 
creature who dies from this spell leaves 
behind only a mummified husk. 
 

DDAARRKKBBOOLLTT      
3rd-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a dead worm or a 
piece of octopus or squid tentacle) 
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 You create a black, rubbery tentacle that 
lashes out at your command towards a 
creature in range. Make a melee spell attack 
against the target. If the attack hits, the 
creature takes 5d10 bludgeoning damage 
and if the creature is Large or smaller, you 
pull it up to 10 feet closer to you. The 
tentacle wraps around the target and 
grapples it (escape DC is equal to your spell 
save DC).  
 Until this grapple ends, the target is 
restrained and you cannot use the darkbolt 
on another target. In addition, at the start of 
each of the target’s turns, the darkbolt 
squeezes, causing an additional 3d8 
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bludgeoning damage. You may release 
your target as a bonus action. 
 

DDAARRKKLLIIGGHHTT ’’SS  CCRREEEEPPIINNGG  CCUURRSSEE    

OOFF  FFRROOSSTT      
9th-level transmutation 
Casting Time: 1 hour 
Range: Touch 
Components: V, S, M (a diamond worth at 
least 1,000 gp) 
Duration: Permanent 
Source: The Great Net Spellbook 
 You touch a single building and ice 
begins to slowly spread out from the point 
you are touching at a rate of 10 feet each 
minute, until the entire structure is coated 
with a layer of frost. The ice will even creep 
under doors and through windows, coating 
a large amount of the building’s interior. 
This ice is permanent and can only be 
removed by a dispel magic spell cast with at 
least an 9th-level spell slot. A fire- or heat-
based spell will only remove the ice in 5-
foot square patch, but unless the entire spell 
is dispelled, the ice will grow back.  
 The entire structure will remain at 
freezing temperature, regardless of ambient 
temperature. Touching the ice with bare 
hands or through thin gloves or shoes 
causes 1d4 cold damage at the end of each 
round a creature remains in contact with it. 
The grounds and floor or the building 
become difficult terrain. A creature that 
enters the area or ends its turn there must 
succeed on a Dexterity saving throw or fall 
prone. 
 

DDAARRKKLLIIGGHHTT ’’SS  FFIINNGGEERR  OOFF  IICCEE      
7th-level transmutation 
Casting Time: 1 action 
Range: 60 feet 

Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You send a bolt of bitterly cold energy 
to a creature you can see within range, who 
must make a Constitution saving throw as 
the coldness freezes the blood in its veins. It 
takes 7d8+30 cold damage on a failed 
saving throw, or half as much damage on a 
successful one. 
 A creature killed by this spell becomes a 
solid block of ice. Optionally, you may 
choose to reduce it to 1 hit point and freeze 
it in a form of stasis. If you choose this, the 
creature will be petrified as ice instead of 
stone. It will remain encased in ice as long 
as the temperature remains below 50° F in 
the immediate area. If the temperature rises 
above that, the frozen creature will defrost 
over a period of 1 week. If touched by 
magically-produced heat, it will defrost in 1 
minute. Upon becoming completely 
defrosted, the creature must immediately 
make a Constitution saving throw or fall to 
0 hit points. 
 

DDAARRKKLLIIGGHHTT ’’SS  HHAAYYWWIIRREE  HHAANNDDSS      
3rd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a length of twisted 
steel wire) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 Two strands of wire erupt from your 
outstretched hands and strike out at one or 
two individuals in range that you can see 
within range. A target must make a 
Dexterity saving throw or become grappled 
and restrained (escape DC equal to your 
spell save DC). The wires may also be cut; 
they each have AC 15 and 10 hit points. 
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 At Higher Levels. If you cast this spell 
with a 4th-level or higher spell slot, you 
create one additional wire for each slot level 
above 3rd. For each additional wire you 
create, you may target one additional 
creature. A creature who is restrained by 
two or more wires has disadvantage on its 
saving throws. When you cast this spell 
with a 6th-level or higher spell slot, the 
wires have resistance to all forms of 
damage. 
 

DDAARRKKLLIIGGHHTT ’’SS  IINNEEXXPPLLIICCAABBLLEE  IIMMAAGGEE      
2nd-level illusion (ritual) 
Casting Time: 1 round 
Range: Touch 
Components: V, S, M (a drawing of the 
illusion you wish to create) 
Duration: Permanent until triggered 
Source: The Great Net Spellbook 
 You enchant an inanimate object so that 
the next person other yourself who touches 
with bare hands triggers it, creating a clear 
image and sound. You may choose to make 
the image visible and audible to all or 
appear only in the triggering creature’s 
mind.  
 The image sound can be of anything 
you wish, but cannot take more than two or 
three words to describe (“giggling halfling 
child” or “menacing wraith”). If you 
include a message, it cannot be longer than 
15 words long. Sound effects (such as the 
giggling of the illusory halfling) do not 
count as words. The illusion lasts for no 
longer than 30 seconds. 
 

DDAARRKKLLIIGGHHTT ’’SS  LLIIGGHHTTNNIINNGG  WWEEBB      
6th-level conjuration 
Casting Time: 1 action 
Range: 60 feet 

Components: V, S, M (a bit of hide from an 
electric eel) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You conjure a mass of thick, sticky 
webbing at a point of your choice within 
range. The webs fill a 20-foot cube from that 
point for the duration. The webs are 
difficult terrain and lightly obscure their 
area. If the webs aren’t anchored between 
two solid masses (such as walls or trees) or 
layered across a floor, wall, or ceiling, the 
conjured web collapses on itself, and the 
spell ends at the start of your next turn. 
webs layered over a flat surface have a 
depth of 5 feet. 
 As soon as the webs are created, they 
begin to crackle with arcs of electricity. A 
creature that starts its turn in the webs or 
that enters them during its turn must make 
a Dexterity saving throw. On a failure, it is 
restrained (escape DC equal to your spell 
save DC). At the end of each of its turns, the 
creature must make a Constitution saving 
throw. A creature takes 8d6 lightning 
damage and is stunned until the end of its 
next turn on a failed saving throw, and 
suffers no ill effect on a successful save. 
 

DDAARRKKLLIIGGHHTT ’’SS  PPLLAANNAARR  WWEEAAPPOONN      
6th-level conjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S, M 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Spellbook 
 You create a 3-foot-long blade of energy 
drawn from one of the Planes. You are 
considered proficient in it. The exact effects 
of the weapon depends on from which 
plane the energy came. It inflicts 9d6 
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damage on a hit; the exact type of damage 
inflicted by the sword depends on its type.  
 You may attempt to choose what sort of 
blade you produce by making a DC 15 
ability check using your spellcasting ability. 
On a success, you get the blade you wish. 
Otherwise, the blade you receive is 
completely random. 
 

d100 Sword Type 
01-03 Abyssal Blade. This blade is made 

of embers and inflicts 3d6 acid 
damage, 3d6 fire damage, and 3d6 
poison damage. It inflicts double 
damage to celestials. 

04-05 Acheronean Blade. This sword is 
made of partially-rusted iron and 
inflicts 5d6 cold damage and 4d6 
poison damage. It inflicts double 
damage to celestials. 

06-09 Airy Blade. This sword is 
transparent with swirling streaks 
of white. It inflicts 5d6 slashing 
damage and 4d6 thunder damage, 
plus you are surrounded by a 
cloud of fog 5 feet in radius. You 
are lightly obscured but your own 
vision is not hindered.  

10-12 Arborean Blade. This sword is 
made shining bronze and inflicts 
5d6 lightning damage and 4d6 
slashing damage. It inflicts double 
damage to fiends. 

13-14 Arcadian Blade. This sword is 
made of white gold and inflicts 4d6 
radiant damage and 5d6 slashing 
damage. It inflicts double damage 
to fiends. 

15-16 Ashen Blade. This sword is iron-
gray and inflicts 4d6 cold damage 
and 5d6 necrotic damage, plus you 
are surrounded by a cloud of 
swirling ashes 5 feet in radius. You 

are lightly obscured but your own 
vision is not hindered. 

17-20 Astral Blade. This sword is made 
of silver and inflicts 9d6 force 
damage. The target’s hit point total 
is reduced by that amount. The 
reduction lasts until the creature 
takes a short or long rest. This 
blade ignores bonuses to magical 
armor and if you are wielding it on 
the Astral Plane, then on a natural 
20 in severs your foe’s silver cord 
(if it has one). 

21-22 Bestial Blade. This sword is made 
of thorny wood and inflicts 3d6 
piercing damage, 3d6 poison 
damage, and 3d6 slashing damage. 
It inflicts double damage to fiends. 

23-24 Bytopian Blade. This sword is 
made of bright beaten iron and 
inflicts 6d6 radiant damage and 
3d6 force damage. It inflicts double 
damage to fiends. 

25-26 Carcerian Blade. This sword is 
made of dully-glowing red stone 
and inflicts 6d6 force damage and 
3d6 thunder damage. It inflicts 
double damage to celestials. 

27-29 Celestian Blade. This sword is 
made of gold and inflicts 9d6 
radiant damage. It inflicts double 
damage to fiends. 

30-31 Concordant Blade. This sword is 
made of plain steel and inflicts 9d6 
force damage. It inflicts double 
damage to fiends and celestials. 

32-33 Dust Blade. This sword is dull 
gray-brown and inflicts 5d6 cold 
damage and 4d6 necrotic damage. 
On a successful hit, your target 
must make a Constitution saving 
throw or spend its next turn 
coughing and choking due to dust 
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in its lungs. Creatures that do not 
need to breathe are not affected by 
this. 

34-37 Earthen Blade. This sword is gray 
and brown and inflicts 9d6 
bludgeoning damage. On a 
successful hit, your target must 
make a Constitution saving throw 
or be petrified until the end of its 
next turn due to being temporarily 
turned to stone. 

38-40 Elysium Blade. This sword is made 
of rose-colored metal and inflicts 
3d6 bludgeoning damage and 6d6 
psychic damage. It inflicts double 
damage to fiends. 

41-44 Ethereal Blade. This sword is made 
of transparent smoke and inflicts 
9d6 force damage. The target’s hit 
point total is reduced by that 
amount. The reduction lasts until 
the creature takes a short or long 
rest. It inflicts double damage to 
creatures with the etherealness or 
ethereal stride abilities. 

45-47 Faerie Blade. This blade is made of 
faintly-glowing, silvery wood and 
inflicts 3d6 poison damage and 6d6 
psychic damage. A non-fey 
creature struck with this blade 
must make a Constitution saving 
throw or fall unconscious and fall 
prone until the end of its next turn. 

48-51 Fiery Blade. This sword is made of 
flames and inflicts 9d6 fire 
damage. This also ignites 
flammable objects that your target 
is wearing; the target must make a 
Dexterity saving throw or take an 
additional 2d6 fire damage the 
following round. 

52-53 Gehennan Blade. This sword is 
made of black ice and inflicts 6d6 

cold damage and 3d6 necrotic 
damage. It inflicts double damage 
to celestials. 

54-56 Hadean Blade. This sword is made 
of matte-gray metal and inflicts 
3d6 cold damage, 3d6 necrotic 
damage, and 3d6 psychic damage. 
It inflicts double damage to 
celestials. 

57-59 Hellish Blade. This sword is made 
of shards of obsidian and inflicts 
5d6 fire damage and 4d6 psychic 
damage. It inflicts double damage 
to celestials. 

60-61 Icy Blade. This sword is shining 
blue-white and inflicts an 9d6 
damage. On a successful hit, your 
target must make a Constitution 
saving throw or be paralyzed until 
the end of its next turn due to 
being frozen by the intense cold. 

62-63 Maddening Blade. This blade is 
made of dark, corroded metal and 
is covered with glowing eldritch 
runes. It inflicts 9d6 psychic 
damage and the On a successful 
hit, your target must make a 
Wisdom saving throw or be 
confused; a confused creature can’t 
take actions or reactions until the 
end of its next turn. If the creature 
dies due to the psychic damage, it 
instead drops to 1 hit point and 
falls unconscious. When it wakes 
up, it is inflicted by long-term 
madness. 

64-65 Magma Blade. This sword is black 
with glowing red streaks and 
inflicts 5d6 fire damage and 4d6 
bludgeoning damage. This also 
ignites flammable objects that your 
target is wearing; the target must 
make a Dexterity saving throw or 
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take an additional 2d6 fire damage 
the following round. 

66-68 Mechanical Blade. This sword is 
made of copper with glowing, 
intricately-etched lines. It does 9d6 
force damage. It inflicts double 
damage to chaotic creatures. 

69-70 Mineral Blade. This sword is made 
of jagged, multihued crystals and 
inflicts 4d6 force damage and 5d6 
slashing damage. On a successful 
hit, your target must make a 
Dexterity saving throw or be 
frozen by the cold and paralyzed 
until the end of its next turn. 

71-72 Negative Blade. This sword is pure 
black. It inflicts 9d6 necrotic 
damage, and the target’s hit point 
total is reduced by that amount. If 
the target dies due to this damage, 
it rises as an undead of equal or 
lesser CR in 1d4 hours. This hit 
point reduction lasts until greater 
restoration is cast. It inflicts double 
damage to creatures native to or 
that drawn energy from the 
Positive Plane. 

73-74 Oozing Blade. This sword is made 
of constantly-swirling translucent 
goo and inflicts 6d6 acid damage 
and 3d6 poison damage. On a 
successful hit, your target must 
make a Constitution saving throw 
or be poisoned until the end of its 
next turn.  

75-76 Pandemoniacal Blade. This sword 
is made of smooth black limestone 
and inflicts 5d6 psychic damage 
and 4d6 thunder damage. It inflicts 
double damage to celestials. 

77-78 Positive Blade. This sword is pure 
white. If inflicts 9d6 radiant 
damage, and if the target dies due 

to this damage, it explodes. All 
creatures within 10 feet must make 
a Dexterity saving throw. A 
creature takes 3d6 radiant damage 
on a failed saving throw, or half as 
much on a successful one. It inflicts 
double damage to creatures native 
to or that drawn energy from the 
Negative Plane. 

79-80 Radiant Blade. This sword is made 
of brilliant light and inflicts 9d6 
radiant damage. On a successful 
hit, your target must make a 
Constitution saving throw or be 
blinded until the end of its next 
turn. 

81-82 Salt Blade. This sword is made of 
white crystals and inflicts 3d6 
necrotic damage, 3d6 poison 
damage, and 3d6 slashing damage. 
On a successful hit, your target’s 
hit point total is reduced by the 
amount of necrotic damage it took. 
This hit point reduction lasts until 
the target takes a short or long rest. 

83-85 Shadow Blade. This blade is made 
of shadow and inflicts 4d6 force 
damage and 5d6 psychic damage. 
You may attack your opponent’s 
shadow, if it has one (this requires 
a light source that is not directly 
overhead). The shadow has an AC 
of 10 plus the creature’s Dexterity 
modifier, but the attack is at 
disadvantage.  

86-87 Smoke Blade. This sword is dark 
gray and shot through with tiny 
red sparks, and inflicts 4d6 fire 
damage and 5d6 poison damage, 
plus you are surrounded by a 
cloud of thick smoke 5 feet in 
radius. You are lightly obscured 
but your own vision is not 
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hindered. 
88-89 Steam Blade. This sword is a pale 

silvery-gray and inflicts 9d6 fire 
damage, plus you are surrounded 
by a cloud of thick fog 5 feet in 
radius. You are lightly obscured 
but your own vision is not 
hindered. 

90-91 Vacuum Blade. This sword is black 
and flecked with stars and inflicts 
9d6 force damage. On a successful 
hit, your target must make a 
Constitution saving throw or 
spend its next turn gasping and 
choking, attempting to replace the 
air that has been sucked from its 
lungs. Creatures that do not need 
to breathe are not affected by this. 

92-95 Watery Blade. This sword is a 
translucent blue-green and inflicts 
9d6 slashing damage. On a 
successful hit, your target must 
make a Constitution saving throw 
or spend its next turn coughing 
and choking due to water in its 
lungs. Creatures that do not need 
to breathe or that breathe water are 
not affected by this. 

96-98 Xaotic Blade. This sword changes 
color and form with each 
movement. It inflicts 9d6 psychic 
damage. It inflicts double damage 
to lawful creatures. 

99-100 Ysgardian Blade. This sword is 
made of glowing steel and inflicts 
3d6 cold damage, 3d6 fire damage, 
and 3d6 lightning damage. 

 
 At Higher Levels. When you cast this 
spell with a 7th-level spell slot, the die type 
for all damage increases to d8. When you 
cast it with an 8th-level spell slot, the die 
type increases to d10. When you cast it with 

a 9th-level spell slot, the die type increases 
to d12. 
 

DDAARRKKLLIIGGHHTT ’’SS  SSTTAAPPLLIINNGG  SSPPIIKKEESS      
5th-level evocation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a small iron spike) 
Duration: 24 hours or until escaped. 
Source: The Great Net Spellbook 
 You create a dozen bolts of force which 
you direct at one Small- to Large-sized 
creature you see within range. That 
creature must make a Dexterity saving 
throw. On a failure, the spikes pin that 
creature to ground or to the nearest wall, 
restraining it but causing no damage. The 
escape DC is equal to your spell save DC, 
but if the creature attempts to escape, then 
the spikes sharpen, causing 2d4 force 
damage whether the attempt is successful 
or not.  
 The spikes fade away if the target 
successfully escapes them or when 24 hours 
have passed, whichever comes first. 
 

DDAARRKKLLIIGGHHTT ’’SS  TTAATTTTOOOOEEDD  CCRREEAATTUURREE      
7th-level transmutation  
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (tattoo inks worth 100 
gp and a golden needle worth 50 gp; the 
inks are consumed when you cast the spell) 
Duration: Permanent until triggered 
Source: The Great Net Spellbook 
 You touch a living creature and 
transform it into ink. Only Large-sized and 
smaller beasts, dragons, giants, humanoids, 
monstrosities, and plants may be affected. 
Shapechangers cannot be affected by this 
spell and an unwilling creature may make a 
Wisdom saving throw to resist. 
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 You must use this ink to create a tattoo 
on a willing target. If you use it for any 
other purpose, destroy the ink, or fail to use 
it within 1 hour, it turns back into the 
original creature.  
 To make an accurate tattoo, you must 
make either a DC 13 Intelligence ability 
check; if you have proficiency with 
calligrapher’s tools or painter’s supplies, 
you may use that as well. If you fail your 
roll, the creature will take 1d10 force 
damage when reappearing, due to mistakes 
you made in depicting it accurately. If you 
roll a 1 when you inscribe the tattoo, the 
creature instead takes 5d10 force damage. 
 The target may release the creature at 
any time by touching the tattoo and 
speaking a command word. This causes the 
tattoo to vanish and the creature to appear 
in an empty space within 10 feet of you. 
 A tattoo of a Tiny creature takes up one 
slot, a tattoo of a Small creature takes up 
two slots, a tattoo of a Medium creature 
takes up four slots, and a tattoo of a Large 
creature takes up ten slots.  
 A Medium-sized humanoid has one slot 
on its neck, two on each arm, four on each 
leg, ten on its back and ten on its chest. A 
Small-sized humanoid has one slot on its 
neck and half as many on every other body 
part. Note that the presence of mundane 
tattoos does not get in the way of a tattooed 
creature, but body slots taken up by other 
forms of magical tattoos (such as one made 
with a create magic tattoo or Darklight’s 
tattooed item spell (q.v.)) cannot be used by 
this spell.  
 A creature that has been made into a 
tattoo is effectively in stasis. While affected 
by this spell, the creature doesn’t need to 
breathe, eat, or drink, and it doesn’t age. 
Divination spells will reveal the tattoos true 
nature. When it is released from tattoo 

form, it has no particular loyalty to you or 
to the person on whom it was tattooed. 
However, if that creature had been subject 
to a spell such as animal friendship, charm 
person, or dominate monster and had been 
charmed, it will continue to be charmed 
after being released until the duration of 
the charm has ended. 
 

DDAARRKKLLIIGGHHTT ’’SS  TTAATTTTOOOOEEDD  IITTEEMM    
7th-level transmutation  
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (tattoo inks worth 100 
gp and a golden needle worth 50 gp; the 
inks are consumed when you cast the spell) 
Duration: Until triggered 
Source: The Great Net Spellbook 
 You touch an inanimate object and 
transform it into ink. You must use this ink 
to create a tattoo on a willing target. If you 
use it for any other purpose, destroy the 
ink, or fail to use it within 1 hour, it turns 
back into the original object.  
 The target may release the item at any 
time by touching the tattoo and speaking a 
command word. This causes the tattoo to 
vanish and the item to appear in an empty 
space within 10 feet of you. 
 A tattoo of a item of 10 pounds or less 
takes up one slot, a tattoo of an item of 11-
50 pounds takes up two slots, a tattoo of an 
item 51-150 pounds takes up three slots, a 
tattoo of an item 151-500 pounds takes up 
six slots, and a tattoo of an item 501-1,000 
pounds takes up 10 slots.  
 A Medium-sized humanoid has one slot 
on its neck, two on each arm, four on each 
leg, ten on its back and ten on its chest. A 
Small-sized humanoid has one slot on its 
neck and half as many on every other body 
part. Note that the presence of mundane 
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tattoos does not get in the way of a tattooed 
creature, but body slots taken up by other 
forms of magical tattoos (such as one made 
with a create magic tattoo or Darklight’s 
tattooed creature spell (q.v.)) cannot be used 
by this spell.  
 At Higher Levels. When you cast this 
spell with an 8th-level spell slot, you may 
transform an item that weighs up to 2,000 
pounds. When you cast this spell with a 
9th-level spell slot, you may transform an 
item that weighs up to 5,000 pounds. These 
items take up 10 slots. 
 

DDAARRKKRRAAYY’’SS  EENNHHAANNCCEEDD  DDAAGGGGEERR    
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (the dagger to be 
enchanted) 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You imbue a dagger with magical 
energy from the Positive Plane. You may 
then wield or throw it, or give it to someone 
else. On a successful hit, the dagger erupts 
into a brilliant while ball of energy. In 
addition to its normal damage, it inflicts 
1d10 plus your spellcasting ability modifier 
in radiant damage. The dagger is then 
destroyed. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
you may enchant one additional dagger for 
each slot level above 1st. 
 

DDAARRKKRRAAYY’’SS  PPOOWWEERRGGUUAARRDD      
5th-level abjuration 
Casting Time: 1 action or reaction, taken 
when you are attacked with a melee or 
missile weapon 
Range: Self 

Components: S, M (two silver coins) 
Duration: Concentration, up to 1 minute; or 
1 round 
Source: The Great Net Spellbook 
 You are enveloped in a shield of energy 
that absorbs 50 points of damage you 
would normally take from melee or missile 
weapons. This shield provides ablative 
armor; damage you take by those weapons 
is subtracted from the field’s total amount 
of remaining protection. If the field takes 
damage in excess to the amount of 
protection it has left, it collapses and you 
take the remaining damage. This spell does 
not protect from damage caused by spells. 
 If you cast this spell as a reaction, it lasts 
for 1 round. 
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
your shield provides you with an 
additional 10 hit points of protection for 
each slot level above 5th. 
 

DDAARRKKRRAAYY’’SS  TTRRAACCEERR      
5th-level divination (ritual) 
Casting Time: 1 minute 
Range: Self (1-mile-radius sphere) 
Components: V, S, M (Special) 
Duration: 1 week 
Source: The Great Net Spellbook 
 When you cast this spell, you become 
aware when a particular spellcaster is 
within 1 mile of you. You must have a 
material component that spellcaster has 
previously used in a spell (or the ashy 
remains of a material component that was 
destroyed in the casting). Alternatively, you 
may use a drop of blood, a strand of hair, 
and so on from the caster you wish to track. 
 If that caster comes within 300 feet of 
you, you will receive a brief mental image 
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of his or her location, as well as that 
person’s general direction. 
 At Higher Levels. When you cast this 
spell with a 6th-level spell slot, the duration 
increases to 1 month. When you cast it with 
a 7th-level or higher spell slot, the duration 
increases to 7th level. 
 

DDAARRSSSSOONN ’’SS  CCOOOOLLIINNGG  BBRREEEEZZEE      
Transmutation cantrip 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 8 hours 
Source: Wizard’s Spell Compendium 
 This produces a pleasant breeze that 
moves clockwise at approximately 4 miles 
per hour (roughly the speed of a ceiling 
fan). You may choose to place the effect on 
an object (including a willing target) or at a 
specific point in midair. This cantrip’s 
primary function is its use as air 
conditioning. 
 

DDAARRSSSSOONN ’’SS  PPOOTTIIOONN      
4th-level transmutation 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a vial of pure water) 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 You cast this spell on a vial of water, 
and then immediately cast another spell on 
the vial. The second spell must be of 3rd 
level or lower and must have a range of Self 
or Touch. Rather than take effect 
immediately, the second spell is absorbed 
into the water, creating a temporary 
“potion.” This potion lasts for 1 hour before 
going inert. 
 

DDEEAADDLLYY  FFEEAASSTT      
5th-level necromancy  
Casting Time: 1 minute 
Range: Self (10-foot-radius sphere) 
Components: S, M (a drop or pinch of 
poison) 
Duration: 1 hour 
Source: Ravenloft: Legacy of Blood 
 You poison all food and drink within 
range. Anyone who consumes it must make 
a saving throw or take 7d6 poison damage 
and be poisoned for 1 hour. A creature 
takes half as much damage on a successful 
saving throw. This poison cannot be 
detected through use of the detect poison and 
disease spell although it can be seen with 
detect magic. After one hour, all traces of the 
poison vanish and surviving targets lose all 
but one level of exhaustion and are no 
longer poisoned, although they do not 
regain lost hit points. 
 

DDEEAADDLLYY  SSTTRRIIKKEE      
3rd-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You gain advantage with one specific 
weapon. In addition, on a successful hit, 
you roll twice as many damage dice as 
normal. You must be proficient with this 
weapon for the spell to work.  
 

DDEEAATTHH  CCAANNDDLLEE    
1st-level divination (ritual) 
Casting Time: 1 minute 
Range: Special 
Components: V, S, M (a candle) 
Duration: Special 
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Source: Priest’s Spell Compendium 
 You give a willing creature; while 
casting this spell, that creature must light 
the candle. 
 From then on, the candle will burn 
continuously without using any fuel for as 
long as the creature that lit it is alive. If that 
creature is ever near death or contracts a 
fatal illness, the candle will gutter and dim, 
but it will only go out when that creature 
reaches 0 hit points. The candle cannot be 
extinguished except by magical means. If 
the creature reaches 0 hit points and is 
stabilized, or dies and brought back to life, 
it does not reignite the candle. 
 

DDEEAATTHH  GGRRIIMMAACCEE    
1st-level transmutation (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: S 
Duration: Permanent 
Source: Book of Vile Darkness 
 You touch a corpse and alter it in a 
specific way, such as by causing its face to 
twist in a horrific grimace, writing a 
glowing word, carving a rune or symbol on 
it, altering the color of its eyes, and so on. 
This is primarily used to “sign” the corpse 
to indicate it was killed by a specific person 
or for a specific reason. You cannot alter a 
corpse to be unrecognizable. 

DDEEAATTHH  KKNNEELLLL    
2nd-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: d20pfsrd.com 
 You touch a dying creature (one that is 
at 0 hit points but is not yet dead) and steal 
what remains of its life force for yourself. 

Your target must make a Constitution 
saving throw. If it fails, it dies and you gain 
5 temporary hit points. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you gain an additional 5 temporary hit 
points per slot level above 2nd. 
 

DDEEAATTHH  PPAACCTT      
9th-level evocation 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (seven drops of holy 
water) 
Duration: Until triggered 
Source: Priest’s Spell Compendium 
 You make a pact with your deity or 
patron to protect the life of a single target of 
your choice. This pact ensures that the 
target will survive what would have been 
an untimely death. You must cast this spell 
in an area which has been sanctified to your 
deity or patron, and you must permanently 
sacrifice 10 hit points.  
 Should that target die due to combat, 
spell, or accident, the target’s remains are 
instantly transported back to the sanctuary 
where you cast this spell and the creature 
will be brought back to life, whole and 
intact—any missing limbs will be restored, 
and all conditions, enchantments, and 
curses will be removed. The creature’s hit 
point total will be permanently reduced by 
10, as those hit points become a sacrifice. 
 

DDEEAATTHH  SSTTAARR      
3rd-level necromancy 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a drop of swamp 
water and a pinch of grave dirt) 
Duration: 1 minute 
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Source: The Great Net Spellbook 
 You create an immobile, pulsating ball 
of sickly light at any point within range you 
can see. The star floats 5 feet off the ground. 
All living creatures (including inanimate 
plants) within 10 feet of the ball take 4d6 
necrotic damage at the end of each of their 
turns as it drains the life out of them. This 
damage is not subject to any form of 
resistance or immunity. 
  When the spell’s duration ends, all 
creatures that had been affected by the star 
must make a Constitution saving throw. On 
a failure, a creature’s hit point total is 
reduced by the amount of necrotic damage 
it took. This hit point reduction lasts until 
the creature takes a long rest. 
 A creature can only be affected by one 
death star at a time. 
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
you gain 5 temporary hit points for each 
creature that failed its saving throw when 
the spell ended. These temporary hit points 
last for 1 hour. 
 

DDEEAATTHHMMAASSTTEERR ’’SS  VVIIAALL    
5th-level necromancy 
Casting Time: 1 minute  
Range: Touch 
Components: V, S, M (a vial filled with 
liquid from the boiled remains of a ghoul, 
worth 50 gp). 
Duration: 1 week 
Source: Wizard’s Spell Compendium 
 You create a greasy, phlegm-colored 
liquid that radiates palpable evil, and seal it 
in a specially-prepared jar. The liquid will 
remain potent for 1 week, but will go bad 
within a hour of being directly exposed to 
sunlight or any spell that does radiant 
damage. 

 You may throw the vial at a target 
within 30 feet, using your spell attack 
modifier. On a hit, the vial shatters and the 
target must make a Constitution saving 
throw. The target takes 10d10 necrotic 
damage and is paralyzed for 1 minute on a 
failed saving throw. It may make a new 
saving throw at the beginning of each of its 
turns, ending the effects on a success. 
 

DDEEAATTHHWWAALLKK    
7th-level enchantment 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a black shroud and a 
small crystal sphere worth 500 gp, which is 
consumed in the casting) 
Duration: Permanent 
Source: The Great Net Prayerbook 
 Your target must make a Wisdom 
saving throw or begin to suffer from 
extreme insomnia, which will lead into 
madness or even death. It will gain no 
benefits from long rests. For every full 72 
hours that pass, the target will take 1 level 
of exhaustion. Spells and other effects that 
induce unconsciousness for a period of 1 
hour or more will reduce the creature’s 
exhaustion by one level but will not end the 
spell; likewise, spells that remove 
exhaustion either temporarily or 
permanently will do so but will not prevent 
the creature from taking new levels. 
 After one week, and at the end of each 
day after that, the creature must make a 
Wisdom saving throw. On a failure, the 
creature suffers from suffers from short-
term madness (Dungeon Master’s Guide, 
page 258), which will strike at some point 
during that day (the DM chooses when).  
 If the creature fails three saving throws 
(which do not need to be consecutive), it 
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instead suffers from long-term madness; 
the creature will not need to attempt 
another saving throw until this madness 
ends. All failed saving throws after this 
point result in long-term madness. If, after 
beginning to suffer from long-term 
madness, the creature fails three more 
saving throws, then it will develop infinite 
madness. A remove curse or heal spell will 
end this effect. 
 

DDEECCAASSTTAAVVEE      
2nd-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a sliver of wood) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You hold a sliver of wood or bamboo 
while casting this spell and it turns into a 
pole of shimmering magical force. This pole 
can be used as a quarterstaff and acts as a 
magical weapon.  
 On a hit, the staff does 2d6 force 
damage and 1d6 radiant damage. The 
opponent’s hit point maximum is reduced 
by an amount equal to the amount of 
radiant damage taken, and you regain hit 
points equal to that amount. The reduction 
lasts until your opponent finishes a short or 
long rest. The opponent dies if this effect 
reduces its hit point maximum to 0. 
 

DDEECCOONNSSTTRRUUCCTT    
4th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Van Richten’s Arsenal (Sword and 
Sorcery) 

 This spell weakens the magic that holds 
constructs together and can only be used on 
them. One construct you touch must make 
a Wisdom saving throw. If it fails, any 
damage immunities it has become 
resistances for the spell’s duration, and any 
damage resistances it has are lost. 
 

DDEEEEPPEENN  SSHHAADDOOWWSS    
Illusion cantrip  
Casting Time: 1 minute 
Range: 30 feet 
Components: S 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 Over the course of a minute, the 
shadows in one 10 foot × 10 foot or smaller 
area grow larger, deeper, and more 
concealing, causing a brightly-lit area to 
become dimly lit, and a dimly-lit area to 
become dark. The change is so gradual that 
it requires a Wisdom (Insight) check, using 
your spell save DC, to notice it while it is 
occurring.  
 Any light-based spell, even that created 
by another 0th-level spell, will instantly end 
this spell. Light sources will continue to 
provide their normal illumination. 
 The size of the area that can be affected 
increases when you reach 5th level (20×20), 
11th level (40×40), and 17th level (80×80). 
 

DDEEEEPPPPOOCCKKEETTSS    
2nd-level transmutation  
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (a tiny golden needle 
worth at least 5 gp that is consumed in the 
casting, and a strip of fine cloth twisted into 
a Möbius strip)  
Duration: 8 hours 
Source: Wizard’s Spell Compendium 
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 You touch a pocket or bag that has been 
sewn into an existing garment and turn it 
into an extradimensionally large container. 
It can hold up to 50 pounds of objects but 
never weighs no more than 10 pounds. The 
objects must fit into the mouth of the 
pocket; this can be no larger than 3 inches 
in radius. 
 When the spell expires, the objects 
suddenly pour out of the pocket. You can 
also command the objects to pour out in the 
same manner at any time.  
 

DDEEFFOORREESSTT    
3rd-level transmutation 
Casting Time: 1 minute 
Range: Self (30-foot radius) 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 All normal, stationary plants in the 
affected area turn into grass. At least 25 
percent of the above-ground portion of a 
plant must be within the spell’s radius to be 
affected.  
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
the area of effect increases by an additional 
10 feet per slot level above 3rd. 
 

DDEEIIFFIICC  VVEENNGGEEAANNCCEE    
2nd-level evocation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Spell Compendium 
 You state the sins of one creature you 
can see within range and call upon your 
god to smite that creature. It must then 
make a Wisdom saving throw. It takes 4d10 
psychic damage on a failed saving throw, 

and no damage on a successful one. 
Undead have disadvantage on the saving 
throw. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you inflict an additional 1d10 damage per 
slot level above 2nd. 
 

DDÉÉJJÀÀ  VVUU    
7th-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a timekeeping 
device of any sort worth at least 100 gp, 
which is consumed in the casting of the 
spell). 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A creature you can see is sent back in 
time to the place where it was exactly 24 
hours ago (do not take planetary rotation 
into account). An unwilling creature may 
make a Wisdom saving throw to resist. If 
another creature or object is in the location 
you send it to, it will appear in the nearest 
empty space. If the creature was on a 
different plane at that time, the spell fails. 
 At Higher Levels. When you cast this 
spell with a 7th-level or higher spell slot, 
you transport the creature back an 
additional 24 hours for each slot level above 
6th. 
 

DDEEMMAANNDD      
7th-level enchantment 
Casting Time: 1 action 
Range: Unlimited 
Components: V, S, M (a short piece of 
copper wire) 
Duration: 8 hours 
Source: d20srd.org 
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 This spell functions as the sending spell, 
in that you can send a message of twenty-
five words or fewer to a creature with 
which you are familiar. However, this spell 
also contains a suggestion, as per that spell. 
This suggestion lasts for 8 hours and does 
not require concentration.  
 The recipient must make a Wisdom 
saving throw or become subject to the 
suggestion. The demand is understood even if 
you don’t share a language with the subject 
or if the subject has no language. 
 

DDEEMMOONNSSTTAARR    
8th-level evocation 
Casting Time: 1 action 
Range: 90 feet 
Components: V, S, M (a golden star) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You create a small golden star and 
throw it at a fiend you see within range. 
You must make a ranged spell attack to hit. 
On a success, the star attaches itself to the 
fiend. At the beginning of each of its turns, 
the fiend must make a Constitution saving 
throw. It takes 12d6 force damage and is 
paralyzed until the end of its turn on a 
failed saving throw, or half as much 
damage and is not paralyzed on a 
successful save. If the fiend makes a 
successful saving throw three times, the 
spell ends. The successes don’t need to be 
consecutive. 
 

DDEEPPRREESSSS  RREESSIISSTTAANNCCEE    
4th-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a broken iron rod) 
Duration: Concentration, up to 10 minutes 
Source: Priest’s Spell Compendium 

 You target one creature you can see 
within range, and that creature must make 
a Wisdom saving throw. If it fails and it has 
Magic Resistance, it loses that trait for the 
duration. If it doesn’t have Magic 
Resistance, it has disadvantage on saving 
throws against spells and magical effects 
for the duration. 
 

DDEETTEECCTT  CCHHAARRMM      
2nd-level divination 
Casting Time: 1 action 
Range: 10 feet 
Components: V, S, M (the crushed petals of 
a bleeding-heart flower) 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You look into the eyes of a target and 
can see if that creature is under a magical 
charm or under any similar spell (this 
includes any spell that does not function if 
the target is immune to charm, such as 
suggestion). This spell does not reveal what 
sort of charm the target is under or who 
placed the charm on that person. You can 
examine one person per round. 
 

DDEETTEECCTT  HHAARRMMOONNYY      
1st-level divination (ritual) 
Casting Time: 1 round 
Range: Self (60-foot-radius sphere) 
Components: V, S, M (a scroll on which 
prayers have been written in exotic inks 
worth at least 10 gp) 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You gain understanding of the balance 
of good, evil, law, chaos, naturalness, and 
unnaturalness there is in a 60-foot-radius 
sphere around you. The information you 
receive is vague (“there are many unnatural 
things” or “there is much randomness and 
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little order”) and don’t reveal the exact 
nature or cause of the imbalance. 
 

DDEETTEECCTT  MMEETTAALLSS  AANNDD  MMIINNEERRAALLSS    
1st-level divination (ritual) 
Casting Time: 1 action 
Range: Self (60-foot-radius sphere) 
Components: V, S, M (a small magnet, a 
vial of weak acid, and a small sample of the 
desired material) 
Duration: Concentration, up to 10 minutes. 
Source: Wizard’s Spell Compendium 
 For the duration, you sense the presence 
of a single type of ore, mineral deposit, or 
worked metal you specify within range. 
You will learn how far away it is, and 
roughly how much of it is there. 
 

DDEETTEECCTT  SSEECCRREETT  PPAASSSSAAGGEESS    

AANNDD  PPOORRTTAALLSS    
1st-level divination 
Casting Time: 1 action 
Range: Self (10-foot radius sphere) 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 For the duration, you can sense the 
presence of secret doors, compartments, 
and so on that have been deliberately 
constructed to escape detection within 
range. You do not gain any understanding 
of how to open them. This spell does not 
detect traps or other hidden objects that can 
harm you. 
 

DDEETTEECCTT  SSPPEELLLLCCAASSTTIINNGG    
4th-level divination 
Casting Time: 1 action 
Range: Self (120-foot radius sphere) 
Components: V, S, M (a pinch of powdered 
gemstone worth 10 gp) 

Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You become aware of other spells 
currently being cast or activated within a 
120-foot radius of you. You do not become 
aware of what spell it is or where, precisely, 
it originates from, although you gain a 
general sense of its direct (“to the west”). 
However, you may make a DC 12 check 
using your spellcasting ability to determine 
what the spell’s level, school, or type 
(arcane or divine). 
 

DDEETTOONNAATTEE      
3rd-level evocation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a burning coal and 
an eagle’s feather) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You cause one nonmagical, inanimate 
object of Medium-size or smaller (or a 
Medium-sized piece of a larger object) you 
can see within range to explode. Fragile 
items (as per the Dungeon Master’s Guide, 
page 247) are automatically affected. If you 
target a resilient object, make a d20 roll, 
adding your spellcasting ability modifier. 
On a roll of 10 or higher, it explodes. 
 The object itself takes 5d10 force 
damage. All creatures within 10 feet of it 
must make a Dexterity saving throw. A 
creature takes 3d6 fire damage and 3d6 
piercing damage and is knocked prone on a 
failed saving throw, or half as much 
damage and remains standing on a 
successful save. The fire ignites flammable 
objects in the area that aren’t being worn or 
carried. 
 At Higher Levels: When you cast this 
spell with a spell slot of 4th-level or higher, 



151 

you inflict an additional 1d10 damage to 
the object and 1d6 fire and 1d6 piercing 
damage for each slot level above 3rd. 
 

DDHHEERRYYTTHH’’SS  EENNEERRGGYY  CCLLOOAAKK      
5th-level abjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a miniature shield) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You surround yourself with a 
multicolored cloak of energy. While this 
spell is in effect, you are immune to force 
damage and cannot be harmed or hindered 
in any way by spells that create, 
manipulate, or grapple or restrain with 
magical force, including (but not limited to) 
Bigby’s hand, Darklight’s stapling spikes (q.v.), 
disarm (q.v.), forcecage, Otiluke’s resilient 
sphere, sarcophagus of death (q.v.), wall of 
force, or wingbind (q.v.). 
 In addition, you have a +2 bonus to 
your armor class. 
 

DDHHEERRYYTTHH’’SS  EENNEERRGGYY  GGLLOOBBEE      
6th-level evocation 
Casting Time: 1 action 
Range: Touch 
Components: S, M (a gemstone worth at 
least 20 gp, which is consumed in the 
casting of the spell) 
Duration: 1 round 
Source: The Great Net Spellbook 
 You turn a gem into a minute gateway 
to the Positive Plane; you may then throw it 
(range 15/30), drop it, hide it somewhere, 
and so on. At the end of the next round, the 
gem explodes. All creatures within 10 feet 
of the gem must make a Dexterity saving 
throw. A creature takes 11d6 radiant 

damage on a failed saving throw, or half as 
much damage on a successful one. 
 

DDIIAAMMOONNDD  SSPPRRAAYY      
4th-level conjuration 
Casting Time: 1 action 
Range: Self (60-foot cone) 
Components: V, S, M (diamond dust worth 
at least 100 gp) 
Duration: Instantaneous 
Source: Book of Exalted Deeds 
 You blow the diamond dust at your 
targets and a 60-foot cone of diamond 
shards blasts outwards. All aberrations, 
fiends, and undead in the area must make a 
Dexterity saving throw. A creature takes 
7d6 piercing damage on a failed saving 
throw, or half as much damage on a 
successful one. This bypasses resistance to 
piercing damage. In addition, the creature 
is stunned for 1 minute. It may make a 
Wisdom saving throw at the beginning of 
each of its turns, ending the effect on a 
success. 
 

DDIIAAMMOONNDDBBLLAADDEE    
7th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a diamond worth at 
least 100 gp) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 One bladed weapon you touch becomes 
incredibly sharp. You may then use the 
weapon or give it to someone else; you are 
considered to have proficiency with it.  
 The sword grants +3 to hit and damage. 
If you roll a 20, you inflict an additional 
4d10 slashing damage and an additional 
1d10 damage on each of the target’s next 3 
turns due to excessive bleeding. 
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DDIICCTTIIOONN      
Transmutation cantrip 
Casting Time: 1 action 
Range: Self (10-foot-radius sphere) 
Components: V, S, M (a writing 
instrument, ink, and something to write on) 
Duration: Concentration, up to 1 hour 
Source: Wizard’s Spell Compendium 
 You animate a pen or other writing 
instrument and it will begin to write any 
words that are spoken within ten feet of 
you. The words will appear in a language 
you can read. For languages you don’t 
know, it will write the words phonetically 
but won’t translate. No other details will be 
given, although emphasis will be noted. If 
there is more than one speaker, it will begin 
a new paragraph for each one. If you 
supply multiple colors of ink, you can also 
direct it to switch colors with different 
speakers. 
 If a spell with verbal components is cast 
in the area, it will be recorded as a string of 
meaningless symbols. Command words for 
magical items, however, will be recorded. 
 The spell’s range will increase when you 
reach 5th level (15 feet), 11th level (20 feet), 
and 17th level (30 feet). 
 

DDIIGG        
2nd-level transmutation (ritual) 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a miniature shovel 
and bucket) 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 This spell digs a hole 5 feet wide and 5 
feet deep in a single round. In each 
subsequent round, you can choose to make 
the hole wider by five feet or deeper by five 
feet. You may dig through nonmagical, 

unworked earth, sand, mud, gravel, or 
loose rocks, but not through solid rock. 
 This spell can also be used to inflict 
damage against earth elementals and 
constructs made of earth or clay. The target 
earth elemental must make a Constitution 
saving throw. The target takes 3d10 force 
damage on a failed saving throw, or half as 
much damage on a successful one. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you may dig through solid, unworked rock. 
 

DDIIMMEENNSSIIOONNAALL  AANNCCHHOORR      
4th-level abjuration 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: Priest’s Spell Compendium 
 You fire a ray of emerald energy at one 
creature within range. You must make a 
ranged spell attack to hit. If you are 
successful, the target is bound by a magical 
net that blocks all forms of 
extradimensional travel. While trapped by 
the spell, the affected creature cannot use 
spells or magical effects such as astral 
projection, blink, dimension door, Drawmij’s 
instant exit (q.v.), etherealness, gate, maze, 
misty step, plane shift, or teleport, or use gates 
and teleportation circles. It also prevents 
creatures from using native abilities, such 
as a blink dog’s or balor’s teleportation. 
 This spell is ineffective against creatures 
that are already ethereal or astral, nor does 
it prevent extradimensional perception or 
attack. It does not stop summoned 
creatures from vanishing when the spell 
that summoned them ends. 
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DDIIMMIINNUUTTIIVVEE  DDAARRKKNNEESSSS      
Transmutation cantrip 
Casting Time: 1 action 
Range: 10 feet 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Spellbook 
 This spell produces sphere of magical 
darkness 2 feet in radius or smaller. It can 
be used to hide a small light, blind an 
individual, and so on. 
 

DDIINNGG  SSHHUU’’SS  DDRRAACCOONNIIAANN  HHOOLLOOCCAAUUSSTT    
9th-level evocation 
Casting Time: 1 action 
Range: 500 feet 
Components: V, S, M (a dragon’s scale and 
a fire opal worth at least 1,000 gp, which is 
consumed when you cast the spell) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 You create a dragon made of pure 
magical energy, which appears in the air 
and fights by your command, using a 
breath weapon made of fire and magical 
energy. 
 Roll initiative for the force dragon, 
which has its own turns. It obeys any verbal 
commands that you issue to it (no action 
required by you). If you don’t issue any 
commands to the force dragon, it will 
continue following the last command you 
gave it, or if you haven’t given it any, it will 
do nothing. 
 

DDIIRREE  CCHHAARRMM      
3rd-level enchantment 
Casting Time: 1 action 
Range: 200 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 

Source: Wizard’s Spell Compendium 
 You force a creature within range to 
make a Wisdom saving throw. If it fails, it is 
charmed. A charmed creature is filled with 
murderous rage and will instantly go 
berserk, similar to a barbarian’s rage, and 
will seek to destroy everyone around it, 
friend and foe alike. It will not attack you, 
however, unless you attack it first. 
 While raging, the creature has 
advantage on Strength checks and Strength 
saving throws, does bonus damage equal to 
your spell attack modifier when making an 
attack that uses Strength, and has resistance 
to bludgeoning, piercing, and slashing 
damage. 
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 The creature cannot cast spells or use 
missile attacks while raging. At the end of 
the rage, the creature will take a level of 
exhaustion, which lasts until it takes a long 
rest. 
 

DDIIRRGGEE  OOFF  DDIISSCCOORRDD    
3rd-level enchantment 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a pinch of ashes) 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You play jarring music and up to 6 
creatures you see within range are forced to 
make a Wisdom saving throw. Those who 
fail have disadvantage on all attack rolls 
and Dexterity ability checks and saving 
throws and have their speed reduced to 
half-normal. 
 

DDIISSAARRMM      
Evocation cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You create a minor telekinetic burst of 
force and aim it at a weapon or other object 
held in a target’s hand. The target must 
make a Dexterity saving throw with a +2 
bonus or drop the weapon.  
 This spell becomes harder to resist when 
you reach 5th level (no bonus), 11th level (-
2 penalty), and 17th level (-4 penalty). 
 

DDIISSBBEELLIIEEFF      
8th-level enchantment 
Casting Time: 1 action 
Range: Touch 

Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 You convince yourself or a creature you 
touch that as many as four objects or 
creatures or Huge size or smaller simply do 
not exist. Unwilling creatures may make an 
Intelligence saving throw to resist. The 
objects and creatures cannot harm or hinder 
you in any way, nor you can take any 
action against them. You can pass through 
a disbelieved creature or object as if it was 
difficult terrain and take 1d10 force damage 
if you end your turn inside one. 
 

DDIISSEEAASSEE    
4th-level illusion 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: 1 month 
Source: The Great Net Spellbook 
 This spell creates a long-lasting illusion 
of a terrible disease on one creature you see 
within range, unless that creature succeeds 
at an Intelligence saving throw. The illusion 
causes the appearance of unsightly boils 
and lesions, patches of gangrene, 
hemorrhaging, swelling, and so on. The 
disease has no actual true effect but 
convinces the target that it does—the target 
has a -2 penalty on all Constitution and 
Dexterity saving throws for the duration. 
 The changes wrought by this spell fail to 
hold up under physical inspection. For 
example, the target could appear to be 
covered with weeping pustules but 
someone touching it would feel its normal 
skin.  
 Any spell that dispels illusions will 
automatically end the effect. If the target is 
given strong evidence that it isn’t actually 
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ill, it may make a new saving throw, ending 
the effect on a success. 
 

DDIISSFFIIGGUURRIINNGG  TTOOUUCCHH      
5th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 day 
Source: d20pfsrd.com 
 You touch your victim, forcing it to 
make a Charisma saving throw. On a 
failure, the victim takes 5d8 force damage 
and becomes horribly disfigured: its spine 
twists, its limbs warp unevenly, its head 
and extremities shrink or become 
grotesquely swollen, horrible growths 
appear all over it, and so on. The target 
takes a -2 penalty to all rolls it makes, has 
disadvantage on one saving throw of your 
choice, and its speed is reduced by half. 
However, it has advantage on all Charisma 
(Intimidation) ability checks. 
 A remove curse will end this effect. 
 At Higher Levels. When you cast this 
spell with a 6th-level spell slot, the duration 
increases to one week. When you cast it 
with an 8th-level spell slot, the duration 
increases to one year. 
 

DDIISSPPEELL  FFAATTIIGGUUEE    
1st-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 hour 
Source: The Great Net Prayerbook 
 One willing creature you touch loses a 
level of fatigue—but only for 10 minutes, at 
which point they suffer from it again. Once 
you cast it on a creature, you can’t cast it on 
that creature again until it takes a short or 

long rest. While this spell is in effect, the 
target cannot suffer from any more levels of 
exhaustion. 
 

DDIISSPPLLAACCEEMMEENNTT    
4th-level illusion 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a bit of fur from a 
displacer beast) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 You or a willing target are covered by 
an illusion that displaces your image, 
making it appear that you are standing near 
to but not at your exact location. This works 
exactly the same way it does for a displacer 
beast. All attack rolls you are at 
disadvantage. If you are hit by an attack, 
this trait is disrupted until the end of your 
next turn. In addition, if you are targeted by 
an attack that requires a Dexterity saving 
throw, you take no damage on a successful 
throw and half damage on a failed one. 
 

DDIISSPPOOSSAALL    
3rd-level transmutation (ritual) 
Casting Time: 1 round 
Range: 5 feet 
Components: V, S, M (a pair of jet stones 
worth 10 gp each) 
Duration: 1 week 
Source: The Great Net Spellbook 
 You create a pair of 12-inch-wide inky-
black portable holes. One appears on any 
surface you choose within 5 feet of you; the 
other appears at another location you know 
about within 500 feet. Anything placed into 
one of the holes will vanish and emerge 
from the other hole. 
 Inanimate objects (both mundane and 
magical) may be placed in the hole, as can 
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living things with an Intelligence of 1 or 
lower (such as insects and normal plants) 
and that weigh less than 10 pounds. The 
holes do not stretch; nothing that is larger 
than 12 inches in diameter will fit. 
 This spell is normally used as a form of 
plumbing or garbage disposal. 
 

DDIISSSSEENNSSIIOONN    
6th-level enchantment 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Spellbook 
 You choose a point within range, and all 
creatures within 60 feet of that point must 
make a Wisdom saving throw. Those who 
fail are charmed and will become filled 
with anger and contempt for all others in 
that area. A creature that is immune to 
being charmed are not affected by this 
spell.  
 An affected creature will focus its anger 
first on those creatures they already have 
cause to dislike, no matter how poor a 
reason. In the absence of someone like that, 
it will grow to loathe anyone and everyone, 
including close friends, family members, 
and lovers. Creatures that are prone to 
violence (especially evil and chaotic 
creatures) will start fighting. Affected 
creatures had disadvantage on all 
Intelligence, Wisdom, and Charisma saving 
throws. 
 A creature that leaves the spell’s area 
will continue to suffer from magically-
induced anger for 1 minute afterwards and 
then will need to calm down naturally. 
 The effects of this spell can be countered 
by a calm emotions spell, for as long as that 
spell is in effect. If the calm emotions spell 

ends while this spell is still active, the angry 
emotions will come back full-force. 
 

DDIISSTTOORRTT  LLIIFFEE    
6th-level transmutation  
Casting Time: 1 hour 
Range: Touch 
Components: V, S, M (a silver model of the 
pregnant creature worth 500 gp) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You touch a pregnant beast, dragon, 
giant, humanoid, or monstrosity, or an egg 
laid by one of those creatures, and alter the 
fetus within it in one of the following ways: 
  oo  Armor. You thicken the creature’s 
skin, add scales or leathery hide, or cover it 
with a shell. It’s AC improves by +1.  
  oo  Attack. You give the creature larger 
claws, sharper teeth, stronger arms, a 
spiked tail, etc. to use as a weapon. It gains 
a new attack form or does one additional 
die of damage to an existing attack. 
Optionally, you can give it a second attack 
each of its turns. 
  oo  Breathing. You alter the creature’s 
respiratory system, giving it the ability to 
breathe water, air, or both. 
  oo  Diet. You alter the creature’s 
digestive track, turning it into a herbivore, 
carnivore, omnivore, hemovore (creature 
that feeds on blood), liquivore (creature 
that feeds on liquefied internal organs), or 
even a doleovore (creature that feeds on 
pain) or metuovore (creature that feeds on 
fear). You can also alter the creature’s diet 
in less severe ways, such as by turning a 
carnivore into a insectivore. 
  oo  Energy Attack. You give the creature 
a poisonous bite, fiery breath, acidic spittle, 
lightning stare, etc. This attack can do no 
more than 1d8 damage per hit die it has. 
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  oo  Heads. You give the creature an 
additional head.  
  oo  Hide Covering. You change the 
creature’s coloration or type of skin, giving 
it skin, fur, feathers, scales, and so on. This 
doesn’t alter its AC. 
  oo  Innate Spellcasting. You give the 
creature the ability to cast one cantrip or 
one 1st-level spell once per day. 
  oo  Limbs and Extremities. You give the 
creatures another pair of limbs or a tail, 
turn existing limbs into functioning wings 
(flying speed equal to twice its walking 
move) or turn wings into arms or legs, 
change its mouth into a beak or vice versa, 
turn a normal tail prehensile, turn paws 
into hands or vice versa, give it the ability 
to swim, burrow, leap, or walk if it couldn’t 
do so before, or increase or decrease one 
type of movement by 25%. 
  oo  Magic Resistance. You give the 
creature advantage on saving throws 
against spells and magical effects. 
  oo  Mighty. You improve one or two of 
its attributes by a total of +3. 
  oo  Morality. You breed it to have a 
strong inclination to good, evil, chaos, or 
law. 
  oo  Resistances. You give the creature 
resistance to one type of damage.  
  oo  Senses. You give the creature keen 
senses (up to two senses), darkvision, or 
tremorsense. 
  oo  Size. You increase or decrease the 
creature’s adult size by one size category. 
  oo  Vigorous. You improve its hit dice 
by 25%. 
 After choosing what change you want to 
make, the DM will roll 1d20 + your 
spellcasting ability modifier for each 
offspring it has.  
 

 

d20 Result 

1-6 

Failure. The creature is horribly 
defective or mutated in some way. It 
may be stillborn or it might die 
shortly after birth—or it might 
survive to adulthood, in which case 
it will always breed true. In this 
case, it has the aberration monster 
type. If it survives to adulthood, it 
may gain unforeseen abilities. 

7-16 

Success. The creature is more or less 
what you wanted. It may (25% 
chance) have also have a weakness 
or vulnerability of some sort, or the 
change you made is somewhat 
different from what you had 
wanted. There is a 50% chance that 
it will not pass the trait on to any 
future offspring, however. 

17-20 
Complete Success. The creature is 
exactly how you envisioned it and 
will always breed true. 

 
 You may cast this spell on fetus multiple 
times. However, each time you do so causes 
you to have a cumulative -1 penalty when 
the DM rolls on the table to determine 
success. 
 At Higher Levels. When you cast this 
spell with a 9th-level spell slot, the GM 
always rolls with advantage. 
 

DDIISSTTRRAACCTTIIOONN    
Enchantment cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: S, M 
Duration: 1 round 
Source: Wizard’s Spell Compendium 
 One creature you can see must make a 
Wisdom saving throw or become 
incapacitated for one round, too 
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preoccupied by its own thoughts or too 
distracted by shiny things to notice any 
movement, sound, or smell around them. 
Creatures with an Intelligence of 1 or that 
are immune to being charmed are 
unaffected by this spell. 
 If you cast this spell on a creature more 
than once in a period of one minute, the 
creature makes its saving throw at 
advantage. 
 The number of people you can affect 
increases to 3 when you reach 5th level, 6 
when you reach 5th level, and 12 when you 
reach 17th level. 
 

DDIITTAANN’’SS  DDEECCOORRAATTIINNGG  HHAANNDDSS    
3rd-level evocation (ritual) 
Casting Time: 1 round 
Range: 30 feet 
Components: V, M (a pair of white leather 
gloves) 
Duration: 8 hours 
Source: The Great Net Spellbook 
 You create a pair of human-sized hands 
made of shimmering, translucent force. 
They appear in an unoccupied space that 
you can see within range. The hands are 
objects that have AC 10 and 5 hit points. 
When you cast the spell and as a bonus 
action of your subsequent turns, you can 
move the hands up to 30 feet. 
 The hands have proficiency (equal to 
your spellcasting attribute modifier) in one 
of type of artisan’s tools; you must choose 
which when you cast the spell. The hands 
can create 5 gp worth of finished goods (as 
per the crafting rules in the Player’s 
Handbook, page 187). You may have the 
hands work on their own or assisting you 
or someone else. 
 These hands have no other skills and 
cannot fight or defend themselves in any 

way. If they finish their task before 8 hours 
has passed, they will vanish and the spell 
will end. 

DDIIVVEE//RRIISSEE    
2nd-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a small ball of lead 
or a cork) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You point to a creature or object floating 
in the water and cause it to dive. Creatures 
may make a Strength saving throw to resist. 
On a failure, it sinks at a rate of 30 feet each 
round until the spell ends or it hits the 
bottom; at that point, it will remain at the 
bottom until the spell ends. A creature may 
make a new Strength saving throw at the 
end of each of its turns, ending the effect on 
a success. 
 You may also use this spell to cause a 
creature or object to rise to the surface, as 
long as it weighs 1,000 pounds or less. 
Creatures may make a Strength saving 
throw to resist. On a failure, it rises at the 
rate of 30 feet each round until the spell 
ends or it hits the surface; at that point, it 
will float until the spell ends. A creature or 
object that is buoyant will continue to float 
even after the spell ends; otherwise, it will 
sink again. The target may make a new 
saving throw at the end of each of its turns, 
ending the effect on a success. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you may cause an additional 1,000 pounds 
to rise to the surface per slot level above 
2nd. 
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DDIIVVIINNEE  SSAACCRRIIFFIICCEE      
2nd-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You offer your own life force to your 
god in exchange for the power to destroy 
your foes. One melee attack you make each 
round inflicts an additional 3d10 force 
damage, but you take 5 points of damage, 
whether or not the attack is successful, and 
you hit point total is reduced by that 
amount. Your hit point total returns to 
normal after a short or long rest. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
you inflict an additional 1d10 damage, but 
also take an additional 5 points of damage. 
 

DDIIVVIINNEE  TTRRUUTTHH    
8th-level divination 
Casting Time: 10 minutes 
Range: Self 
Components: V, S, M (incense worth 50 gp, 
which is consumed when you cast the spell, 
and a holy symbol in gold worth 500 gp) 
Duration: 1 round 
Source: Priest’s Spell Compendium 
 You ask your god, patron, or the 
universe at large a question and make a DC 
17 spellcasting ability check. On a success, 
you learn the utter truth of the matter. This 
cannot be a question about the future; it can 
only concern something that has happened 
or is currently happening. 
 Depending on the nature of the truth, 
you may need to make a DC 17 Wisdom 
saving throw or develop some sort of 
insanity; the DM will roll on the short-term 
or long-term madness table in the Dungeon 

Master’s Guide (page 258), depending on 
how disturbing the truth is to you. Only 
truly disturbing, upsetting, or eldritch 
truths should trigger this effect. 
 

DDOOLLOORROOUUSS  BBLLOOWW    
2nd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 minute 
Source: Spell Compendium 
 For the duration of the spell, one 
weapon you touch scores a critical hit on a 
roll of 19 or 20. In addition, you can roll on 
of the weapon’s damage dice one 
additional time and add it to the extra 
damage of the critical hit. 
 At Higher Levels. When you cast this 
spell with a 4th-level spell slot, the weapon 
scores a critical hit on a roll of 18-20. When 
you cast it with a 6th-level spell slot, the 
weapon scores a critical hit on a roll of 17-
20. When you cast it with an 8th-level spell 
slot, the weapon scores a critical hit on a 
roll of 16-20. 
 

DDOOLLOORROOUUSS  MMOOTTEESS    
4th-level enchantment 
Casting Time: 1 action 
Range: 400 feet 
Components: V, S 
Duration: 10 minutes 
Source: Book of Exalted Deeds 
 With a sweeping gesture, you create a 
cloud 30 feet in diameter centered on a 
point in range, or three clouds 10 feet in 
diameter. The cloud is filled with tiny 
motes of crackling lightning. Any creature 
that ends its turn inside the cloud must 
make a Wisdom saving throw or be 
stunned until the end of its next turn. 
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DDOOOOMMHHOOUUNNDD      
3rd-level illusion 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Permanent 
Source: Priest’s Spell Compendium 
 You target a humanoid within range 
that you can see  and it must make a 
Wisdom saving throw. If it fails, a 
phantasm of a shadowy canine appears in 
its mind. The creature is smoke-colored, 
with eyes like glowing coals, gleaming 
teeth and claws, and it exudes a stench of 
sulfur and old blood. Only the target is 
aware of the hound, and upon first seeing 
it, the target is frightened for 1 minute. 
While frightened, the creature drops 
whatever it is holding and must take the 
Dash action and move away from you by 
the safest available route on each of its 
turns, unless there is nowhere to move.  
 As a phantasm, the hound can’t cause 
physical harm to the target or anything else; 
nor can it be harmed. However, the target 
will not be aware of it. In the target’s mind, 
the hound relentless stalks it, snarling, 
growling, and howling menacingly. It 
never comes closer to the target than 10 feet 
or stray farther than 300, but it never leaves 
and is can always be seen, heard, or smelled 
by the target; it even appears in all of the 
target’s dreams (which quickly turn to 
nightmares). The target is filled with 
unshakable premonitions of death (both its 
own death and the death of those around 
it).  
 While haunted by the hound, the target 
has disadvantage on all saving throws to 
resist being frightened, confused (such as 

by confusion or crown of madness), cursed, or 
to avoid taking psychic damage. 
 A remove curse will end this effect.  
 

DDOOWWNNDDRRAAFFTT      
3rd-level evocation 
Casting Time: 1 action 
Range: 1,000 feet 
Components: V, S, M (a bird carved out of 
balsa wood, which you crush underfoot) 
Duration: Instantaneous 
Source: Spell Compendium 
 You target a flying creature within 
range and summon a tremendous blast of 
air down upon it. The creature must make a 
Dexterity saving throw. If it fails, it is 
immediately plummets up to 100 feet, or 
half as far on a successful roll. If it hits the 
ground, it takes falling damage (1d6 
bludgeoning per 10 feet), plus an additional 
5d6 damage due to the force of the blast. 
 

DDRRAAGGOONN  BBRREEAATTHH    
3rd-level evocation 
Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S, M (a dragon’s tooth) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You breathe a 30-foot cone of dangerous 
energy, just like a dragon’s breath weapon. 
When you cast this spell, choose if you are 
inflicting acid, cold, fire, lightning, or 
poison damage. Each creature in the area 
must make a Dexterity saving throw. A 
creature takes 7d6 damage on a failed save 
or half as much damage on a successful 
one. 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
the spell does an additional 1d6 damage 
per spell slot above 3rd level.  
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DDRRAAWW  UUPPOONN  HHOOLLYY  MMIIGGHHTT    
5th-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a vial of holy water 
blessed by a senior priest of your faith) 
Duration: Concentration, up to 10 minutes 
Source: Priest’s Spell Compendium 
 Your body shudders and glows with 
holy (or unholy) radiance as you become a 
vessel for your god’s power. While this 
spell is in effect, you may increase two of 
your attributes by a number of points equal 
to your spellcasting ability modifier. This 
may increase your attribute above 20. You 
also gain 30 temporary hit points and +2 to 
your AC.  
 When the spell ends and your god’s 
presence leaves, you take a level of 
exhaustion.  
 

DDRRAAWWMMIIJJ ’’SS  BBRREEAATTHH  OOFF  LLIIFFEE    
1st-level transmutation 
Casting Time: 1 bonus action 
Range: 100 feet 
Components: V 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You endow yourself and up eight other 
allies with the ability to hold your breath 
for twice as long as normal. 
 

DDRRAAWWMMIIJJ ’’SS  IINNSSTTAANNTT  EEXXIITT    
3rd-level conjuration 
Casting Time: 1 action 
Range: 10 feet 
Components: V, S, M (a miniature silver 
door decorated worth 500 gp) 
Duration: 1 round 
Source: Wizard’s Spell Compendium 

 You open an extradimensional door in a 
wall or other flat surface that remains open 
for one round. When the door closes, you 
and anyone else who pass through the door 
are teleported to a completely random 
location within 250 yards. You will be let 
out on a flat surface capable of supporting 
your weight, but there is no guarantee that 
this place will otherwise be safe. You 
cannot control who uses the door. 
 

DDRRAAWWMMIIJJ ’’SS  LLIIGGHHTT  SSTTEEPP    
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a bit of cat fur and a 
duck’s feather) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You or one willing creature you touch is 
granted a the ability to walk at a normal 
pace without leaving tracks or disturbing 
the ground below the it. The creature can 
also walk across relatively calm fluids, such 
as the surface of a lake), as if it was difficult 
terrain. 
 

DDRRAAWWMMIIJJ ’’SS  SSCCEENNTT  MMAASSKK    
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a scentless flower) 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 One creature you touch is rendered 
scentless and cannot be tracked by smell.  
 This spell can be cast on a creature that 
attacks through scent, such as a skunk or 
troglodyte. That creature may make a 
Constitution saving throw to resist. On a 
failure, it cannot use this attack for the 
duration. 
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DDRRAAWWMMIIJJ ’’SS  SSWWIIFFTT  MMOOUUNNTT    
2nd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a hare’s foot or a bit 
of cheetah’s fur) 
Duration: 8 hours 
Source: Wizard’s Spell Compendium 
 You touch a trained riding beast, 
dragon, or monstrosity that has an 
Intelligence of 4 or less, or on a riding beast 
summoned with the find steed spell, and its 
movement is doubled for the duration of 
the spell. If you overload the animal, it 
automatically cancels this spell. You cannot 
cast this spell on that creature again until it 
has taken a short or long rest. 
 

DDRREEAADD  WWOORRDD    
3rd-level evocation 
Casting Time: 1 action 
Range: 30 feet 
Components: V 
Duration: Instantaneous 
Source: Book of Vile Darkness 
 You speak a word from an ancient 
language so foul that one creature within 
range that you can see takes 3d10 psychic 
damage and its hit point total is reduced by 
half that amount. There is no saving throw 
allowed. Hit point reduction lasts until the 
creature takes a short or long rest. This spell 
does not work on deafened creatures. 
 Due to the incredible evil of the spell, 
non-evil spellcasters take 5 points of 
psychic damage each time they cast this 
spell. 
 

DDRREEAAMM  FFEEAASSTT    
2nd-level conjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M 
Duration: Special 
Source: d20pfsrd.com 
 You must cast this on a willing target. 
The next time that creature sleeps (which 
must be within 8 hours of you casting this 
spell), it will dream of eating all of its 
favorite foods. When it wakes up, the 
creature will be sated, as if it had eaten a 
full meal. The target must sleep for at least 
two hours for this spell to take effect. A 
creature can’t benefit from this spell again 
until it has eaten at least two actual meals. 
 

DDRREEAAMM  SSIIGGHHTT    
3rd-level divination 
Casting Time: 1 round 
Range: Special 
Components: S, M (incense worth at least 5 
gp) 
Duration: 1 hour 
Source: Oriental Adventures 
 You fall into a deep sleep and your 
spirit leaves your body and travels 
ethereally and invisibly. You gain a flying 
speed of 90 feet. You can pass through solid 
objects and creatures as if they were 
difficult terrain; you take 1d10 force 
damage if you end your turn inside an 
object. While in this form, you gain 
truesight to 30 feet. You are blocked by any 
spell or effect that blocks ethereal creatures 
and can be seen by creatures with truesight 
or that are using true seeing. You are 
immune to all nonmagical damage. You 
cannot speak, attack, cast spells, or perform 
any action while in this form other than 
moving and observing.  
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 When the spell is over, or if your body is 
disturbed in any way, your spirit instantly 
returns and you wake up. If you took 
damage in any way while in spirit form, 
you retain that damage upon awakening. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
your speed increases by 30 feet for each slot 
level above 3rd. 
 

DDRREENNAALL’’SS  SSTTOONNEE  FFLLAAMMEE      
1st-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a mix of fine sand 
and sugar, which is thrown in the air) 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 You point to an open flame no larger 
than a torch. The flame turns into a 
brightly-glowing stone that is cool to the 
touch and that can be picked up and carried 
without harm. It continues to shed as much 
light as it did before it was transformed. 
 When the spell expires, the stone reverts 
to normal flame and will burn whatever it 
is touching. If the stone is shattered, the 
flame is extinguished. 
 

DDRROOUUGGHHTT    
3rd-level transmutation (ritual) 
Casting Time: 1 hour 
Range: Self (300-foot radius) 
Components: V, S, M (a dried rat and a 
pinch of salt) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You spend an hour meditating and the 
area around you becomes much drier than 
before. If the land was wet and swampy, 
the water drains away. If it was a field or 
forest, the ground withers to dust and the 

vegetation begins to die within a few days. 
This spell doesn’t work if cast on an area 
with more than a foot of standing water.  
 A particular plot of land can only be 
affected by this spell once per season, and 
the effects last until the end of the current 
growing season. 
 

DDRRUUIIDDCCRRAAFFTT  ((NNEEWW  VVAARRIIAANNTTSS))      
Transmutation cantrip 
Source: Priest’s Spell Compendium 
 These are new variants of the spell 
druidcraft that appears in the Player’s 
Handbook (page 236). 
  oo  You perfectly mimic one animal or 
bird call. This does not give you the ability 
to speak with the animal, but does allow 
you to mimic the creature’s mating calls, 
territorial howls, warning growls, and so 
on, with enough accuracy to fool that 
creature. 
  oo  You place a magical mark on a 
natural inanimate object. The mark 
instantly understandable to other creatures 
that know this spell. The mark can only 
convey simple concepts, such as “fresh 
water is nearby” or “warning: nesting 
monsters.” The mark lasts until the end of 
the season or until you dispel it. 
  oo  You command one beast of CR 0. 
The command must be of no more than two 
or three words (“sit,” “attack him”). The 
creature will obey you to the best of its 
ability. 
  oo  You completely heal a Tiny plant of 
all damage and disease. 
  oo  You cause a picked fruit (or 
vegetable, seed, or nut) to become 
unblemished, free from parasites, and 
healthy to eat. If it’s unripe or too ripe, you 
cause it to become perfectly ripe. 
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  oo  You ask a beast of CR 1 or lower to 
perform a simple, non-combat-related task 
for you. The beast will obey you as long as 
it’s physically capable of performing the 
task, it can’t potentially harm it, and it takes 
no longer than 1 minute to complete. 
 

DDUUMMBBNNEESSSS    
2nd-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You can cause a creature to become 
mute. Choose one creature that you can see 
within range to make a Constitution saving 
throw. If it fails, the target cannot speak for 
the duration. At the end of each of its turns, 
the target can make a new saving throw, 
ending the effect on a success. 
 At Higher Levels. When you cast this 
spell using a spell slot of 3rd level or 
higher, you can target one additional 
creature for each slot level above 2nd 
. 

DDUUOO--DDIIMMEENNSSIIOONN    
7th-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a likeness of yourself 
carved out of flat ivory, worth at least 500 
gp, and a Möbius strip, both of which are 
consumed when you cast the spell) 
Duration: Concentration, up to 10 minutes 
Source: Wizard’s Spell Compendium 
 You become two-dimensional and can 
vanish from sight by turning sideways. At 
the start of each of your turns, you may 
choose whether you are visible or invisible. 
While invisible, you are also immune to all 
forms of damage and can slip through the 

thinnest of cracks, moving at your normal 
speed.  
 When visible, you are vulnerable to 
piercing damage, resistant to bludgeoning, 
and take normal damage from all other 
forms of attack. However, you also have 
advantage on all Dexterity-based rolls. 
 In either case, you cannot be grappled 
or restrained or knocked prone. 
 Your third dimension exists on the 
Astral Plane. Although you cannot see or 
interact with anything there, creatures there 
can see and interact with you. You take 
normal damage from Astral creatures. 
 An astral creature may attempt to drag 
you into the Astral Plane. This requires an 
opposed contest of Strength to accomplish. 
 

DDUUSSTT  WWAARRRRIIOORRSS      
3rd-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (the canines and 
incisors from a carnivore) 
Duration: 10 minutes or until destroyed 
Source: The Great Net Spellbook 
 You scatter teeth on unworked ground 
within 10 feet of you and three skeletons 
appear. They have the same attributes as 
the skeletons in the Monster Manual (page 
272) and have maximum hit points.  
 If you use dragon’s teeth to cast this 
spell, the skeletons will have double the 
normal maximum hit points and have a +2 
bonus to their armor class. They are also 
suffused with the energy of the same type 
as the original dragon’s breath weapon. 
They are immune to that type of damage, 
and all melee attacks inflict an additional 
1d8 damage of that type. (If you do not 
know what sort of dragon the teeth came 
from, the DM will determine that.) 
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 The skeletons are friendly to you and 
your companions. Roll initiative for the 
summoned creatures as a group, which has 
its own turns. They obey any verbal 
commands that you issue to them (no 
action required by you). If you don’t issue 
any commands to them, they defend 
themselves from hostile creatures, but 
otherwise take no actions. 
 When the spell ends, the skeletons turn 
back into teeth. 
 At Higher Levels. When you cast this 
spell with a spell slot of 4th level or higher, 
you create an additional skeleton per slot 
level above 3rd. 
 

DDUUSSTTSS  OOFF  DDEEAATTHH      
6th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S M (a pinch of sand) 
Duration: 1 day 
Source: Wizard’s Spell Compendium 
 You turn a pinch of sand into an 
incredibly toxic ingested poison. If 
consumed, the target must make a 
Constitution saving throw. The creature 
takes 5d10 poison damage on a failed 
saving throw, or half as much damage on a 
successful one. In either case, the creature is 
poisoned for 1 day. 
 A poisoned creature must make a 
Constitution saving throw every 10 minutes 
or take an additional 5 points of damage. 
This will continue until the spell’s duration 
expires or the poison is neutralized by other 
means.  
 The sand remains toxic for one hour and 
then loses its potency. 
 

DDWWAARRKKAANNAATTHH’’SS  TTUUTTOORR    
4th-level divination (ritual) 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (a golden apple 
worth 10 gp) 
Duration: 1 hour 
Source: The Great Net Spellbook 
 One creature you touch “teaches” you 
knowledge, giving you the proficiency in 
one skill, tool set, or language that it has for 
the duration. You may then use it with your 
own proficiency bonus. If you already 
know how to use the skill or tool, this spell 
has no benefit for you.  
 If the creature is unwilling to give you 
this knowledge, it may make a Wisdom 
saving throw to resist. 
 You may also choose to act as a conduit 
between the creature from which you take 
the skill and one willing creature, who will 
be the one to use the skill. 
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
the duration increases to 8 hours. When 
you cast this spell with an 8th-level or 
higher spell slot, the duration increases to 
24 hours. 
 

DDWWEEOOMMEERRVVEESSSSEELL    
5th-level transmutation 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (50 gp of powdered 
emerald and a bottle) 
Duration: 24 hours or until triggered 
Source: The Great Net Spellbook 
 You turn a bottle or jar into a magical 
vessel, and then immediately cast another 
spell of 3rd level or lower inside the bottle 
and re-cork it. The spell is then trapped 
inside that bottle. The bottle is fragile; it has 
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an armor class of 13 and 2 hp. At any point 
in the next 24 hours, you may then open or 
break the bottle and release the spell. After 
24 hours, the magic dissipates. If the spell 
has an area effect (such as fireball), the area 
will be centered on the bottle.  
 When you open or break the vessel, roll 
a d20. On a roll of 1, the stored spell fails to 
work properly. 
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
you may store of that level in the vessel. 
 

EEAARRLLYY  JJUUDDGGMMEENNTT    
2nd-level divination 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 minute 
Source: d20pfsrd.com 
 You grant a vision to one creature you 
can see within range, showing it the 
afterlife it will enjoy or suffer in the afterlife 
should it continue on its current path. Your 
target must make a Wisdom saving throw. 
On a failure, it is stunned for the duration 
of the spell, fascinated, horrified, or 
confused by what it sees. It may make a 
new saving throw at the start of each of its 
turns, ending the effect on a success. 
 

EEAARRTTHHMMAAWW    
6th-level transmutation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a tooth from a 
carnivore) 
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 You pick a point of ground (unworked, 
nonmagical earth, sand, mud, or stone) 
within range, and a tremendous, toothy 

maw, over 10 feet wide, springs forth the 
ground on a serpentine neck. It attacks a 
creature of your choice within 10 feet of it, 
using your spell attack modifier. On a hit, it 
does 6d10 piecing damage and if the target 
is Large-sized or smaller, it must succeed 
on a Dexterity saving throw or be 
swallowed whole. The maw then sinks back 
into the ground and vanishes, leaving the 
swallowed creature trapped underground. 
 While swallowed, the creature is 
blinded and restrained, it has total cover 
against attacks and other effects above 
ground, and it takes 3d6 bludgeoning 
damage at the end of each of its turns from 
being crushed until the spell ends or it dies. 
The trapped creature also has no air and 
must hold its breath or suffocate, as per the 
suffocation rules in the Player’s Handbook 
(page 183). 
 

EEAASSEE  LLAABBOORR      
1st-level abjuration (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M 
Duration: Special 
Source: Priest’s Spell Compendium 
 You touch a female creature in labor or 
actually giving birth and ease the pain she 
is feeling for as long as you remain within 
15 feet of her. If she needs to make a 
Constitution saving throw during this time 
due to complications from the birth, she has 
advantage on the roll. 
 

EECCHHOOEESS    
2nd-level illusion 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a tiny tin gong or 
cymbal) 



167 

Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You pick one creature you can see 
within range and force it to make a 
Constitution saving throw. If it fails, then 
every sound is amplified and reverberates 
with distressing loudness. While this spell 
is in effect, the creature cannot use Wisdom 
(Perception) to hear noises and cannot use 
any abilities that can’t be used when 
deafened, such as a barbarian’s danger 
sense, a ranger’s feral senses, a rogue’s 
blindsense, and so on. The creature must 
also make a concentration saving throw 
each time it attempts to cast a spell with 
somatic components. Finally, it also takes 
1d6 thunder damage at the beginning of 
each of its turns. 
 Creatures that are deafened cannot be 
affected by this spell. 
 

EELLDDAARRRR ’’SS  SSHHRROOUUDD    
4th-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You make a circular gesture and a faint 
aura of flickering flames, crackling sparks, 
or shimmering snowflakes coalesces 
around you. This shroud has two effects. 
 Firstly, for the duration of the spell, you 
have resistance to one of cold, fire, or 
lightning damage; choose which one when 
you cast the spell. 
 Secondly, once each round you may 
direct the shroud to form a tendril of the 
same type of energy to which you are 
resistant. This tendril lashes out at one 
creature you can see within 10 feet. The 
creature must make a Dexterity saving 

throw. It takes 4d10 damage of that type on 
a failed saving throw, or half as much on a 
successful one. Furthermore, should any 
creature within 5 feet successfully attack 
you in melee target, it must make a 
Dexterity saving throw, taking 4d10 
damage of that type on a failed saving 
throw or half as much on a successful one. 
 

EELLEECCTTRRIICC  BBLLAADDEESS    
1st-level evocation 
Casting Time: 1 action 
Range: Touch 
Components: V 
Duration: 1 minute or until triggered 
Source: The Great Net Spellbook 
 You may cast this on any creature, 
including yourself, who is wielding two 
metallic piercing or slashing weapons. The 
blades begin to crackle with electricity.  
 A successful hit with one of these 
weapons causes 1d10 lightning damage in 
addition to the weapon’s normal damage. If 
both blades strike a single target in the 
same round, that target must make a 
Constitution saving throw and is stunned 
for 1 minute. It may make a new saving 
throw at the beginning of each of its turns, 
ending the effect on a success. 
 Each blade only shocks once and then 
returns to normal. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
the damage increases by 1d10 for each slot 
level above 1st. 
 

EELLEEMMEENNTTAALL  BBUURRSSTT      
1st-level evocation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
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Source: The Great Net Spellbook 
 You create and hurl slivers of elemental 
matter at one target you can see within 
range. Make a ranged spell attack to hit. On 
a successful hit, the target takes 1d8 
slashing damage and 1d8 acid, cold, fire, 
lightning, or thunder damage—choose one 
when casting the spell. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
you do an additional 1d8 elemental damage 
for each slot level above 1st. 
 

EELLIIMMIINNAATTEE  AAIIRR    
5th-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Prayerbook 
 You destroy the air in a 20-foot cube 
centered on a point you choose within 
range, creating a vacuum with an audible 
pop. This causes all nonmagical fires to be 
extinguished and all nonmagical liquids to 
evaporate.  
 All creatures in the area when you cast 
the spell take 5d10 force damage from the 
sudden vacuum. If the creature needs to 
breathe, it must make an Intelligence saving 
throw in order to realize what is happening 
in time to draw a breath. On a failure, the 
creature does not have enough air in its 
lungs and will begin to suffocate, as per the 
suffocation rules in the Player’s Handbook 
(page 183). On a success, the creature 
managed to suck in a lungful of air and can 
hold its breath until it exits the area or the 
spell ends. A creature that is holding its 
breath cannot speak. Air elementals and 
any creatures in gaseous form are at 
disadvantage on their saving throw. 

 At the end of the spell’s duration, air 
will harmlessly rush back into the vacuum, 
assuming that there is access to air.  
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
the duration increases to 10 minutes, with 
no need for concentration. 
 

EELLMMIINNSSTTEERR ’’SS  EEFFFFUULLGGEENNTT  EEPPUURRAATTIIOONN    
9th-level abjuration 
Casting Time: 1 action 
Range: 90 feet 
Components: V, S 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 You create a dozen floating silver 
spheres, each of which has the ability to 
absorb a single offensive spell of any level 
that is cast on you or on your space.  
 When a hostile spell is aimed at you or 
at an allied creature within 30 feet of you, 
or you pass through a damaging non-
hostile spell (such as wall of fire) you may 
choose to have one of the spheres absorb 
the spell (no action required). The sphere 
will then wink out of existence, taking the 
spell energy with it. The type spell doesn’t 
matter, and it can absorb any spell of 8th 
level or less. The spheres do not negate 
hostile magic that was already in the area. It 
will negate area spells and spells that affect 
multiple targets, such as fireball or charm 
person, as long as you are one of the targets. 
 The spheres do not negate the use of 
magic items, unless the item uses a charge 
to cast a spell—it will absorb a magic missile 
cast by a wand of magic missiles but will not 
protect someone from the necrotic damage 
inflicted by a sword of life stealing. 
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EELLOONNIIAA ’’SS  GGLLAAMMEERR    
1st-level illusion (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a pinch of ruby dust 
and a pinch of chalk dust) 
Duration: 8 hours 
Source: Wizard’s Spell Compendium 
 You subtly change the appearance of 
yourself or one other humanoid, making 
that person more or less attractive. This 
does not make that person look like 
someone else. If you make the target more 
attractive, the target’s skin clearer and 
smoother, their teeth straighter and whiter, 
and their hair thicker and more lustrous. 
For the duration, the target has advantage 
on Charisma (Persuasion) skill checks 
designed to elicit  positive reactions. If you 
make the target more unattractive, the 
target will appear lackluster, grungy, and 
unkempt. It will have disadvantage on the 
abovementioned Persuasion checks. An 
unwilling target may make a Wisdom 
saving throw to resist. 
 

EEMMPPAATTHHYY    
Divination cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You look at one target within range and 
learn which of the following emotions, if 
any, the target is feeling most prominently, 
and whether the emotion is being felt 
weakly, moderately, or strongly: 
 

anger happiness optimism 
anticipation hatred pain 

anxiety hostility panic 

curiosity horror pleasure 
desire hunger/thirst shame 

disgust love sorrow 
distress lust surprise 
fatigue fear uneasiness 

guilt need wonder 
 
 This spell does not reveal the cause of 
the emotion or any other information about 
it. A creature that is aware that you are or 
might be attempting to contact its mind 
may attempt to make an Intelligence saving 
throw to resist; otherwise, there is no 
saving throw.  
 If you target an aberration, celestial, 
elemental, fey, or fiend, and that target is 
feeling an emotion strongly, you must 
make a DC 13 Wisdom saving throw. If you 
fail, the alien nature of that creature’s mind 
overwhelms you and you take 1d10 psychic 
damage. This spell doesn’t work on 
constructs or undead, even intelligent, free-
willed ones. 
 

EENNCCRRYYPPTT    
3rd-level illusion (ritual) 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a pinch of dust or 
fluff and a feather) 
Duration: Permanent 
Source: Wizard’s Spell Compendium 
 You render one message of 100 words or 
less permanently unreadable by everyone 
save you and one other specific creature 
named when you cast the spell. This 
message remains indecipherable even to 
spells such as comprehend languages, 
although a dispel magic will remove the 
encryption. This message may be written 
on any media you wish and you do not 
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have to be the original writer of the 
message. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you may encrypt an additional 100 words 
per slot level above 3rd. 
 

EENNDDLLEESSSS  DDAANNCCEE      
7th-level enchantment 
Casting Time: 1 action 
Range: Self (100-foot radius) 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: Priest’s Spell Compendium 
 You begin dancing wildly and all 
creatures within range who can see you 
must make a Wisdom saving throw. A 
creature who fails drops whatever it is 
holding and begins dancing with you. The 
creature may make a new saving throw 
each minute. 
 After the first minute, the creature 
begins taking 1d10 bludgeoning damage 
each round until the spell ends or, the 
creature successfully makes a saving throw, 
or the creature dies. 
 

EENNDDUURREE  EELLEEMMEENNTT    
1st-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Prayerbook 
 One willing creature you touch has 
resistance to one of acid, cold, fire, 
lightning, or thunder, provided the damage 
is nonmagical in origin. 
 

EENNEERRGGYY  BBAALLLL    
7th-level evocation 
Casting Time: 1 action 
Range: 300 feet 
Components: V S, M (a white or black pearl 
worth at least 100 gp) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You conjure a sphere of energy taken 
from either the Positive or Negative Plane 
and hurl it at a point within range, where it 
silently explodes in a burst of nearly-
invisible force. All creatures within 30 feet 
of that point are affected. The exact results 
depend on what sort of energy you use. 
Constructs are unaffected by either version 
of the spell. 
  oo  Positive Energy. Roll 8d6. All living 
creatures regain that number of hit points. 
Fiends and undead may make a Dexterity 
saving throw, taking that much in radiant 
damage on a failed saving throw, or half as 
much on a successful one. 
  oo  Negative Energy. Roll 8d6. Fiends 
and undead regain that number of hit 
points. All living creatures and celestials 
must make a Dexterity saving throw, taking 
that much in necrotic damage on a failed 
saving throw, or half as much on a 
successful one.  
 

EENNEERRGGYY  DDRRAAIINN    
9th-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a pinch of dust from 
a slain vampire) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You open a channel between the place 
where you stand and the Negative Plane, 
using yourself as a conduit. You must then 
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touch another living creature. That 
creature’s Strength and Constitution is 
permanently reduced by a number of 
points equal to your spellcasting ability 
modifier (minimum of 1) and takes 8d10 
necrotic damage. If this brings that creature 
to 0 hit points, it dies and rises as a specter 
in 1d4 hours. Attribute drain and hit point 
reduction lasts until the creature has greater 
restoration cast on it. 
 Each time you cast this spell, you must 
roll a d20. If you roll a 1, your connection to 
the Negative Plane is too strong and you 
also take necrotic damage and your hit 
point total is reduced by that amount as 
well. You don’t lose Strength or 
Constitution, however. 
 

EENNEERRVVAATTIIOONN    
4th-level necromancy 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 A black beam of pulsating energy 
springs from your finger towards a creature 
within range. Make a ranged spell attack. If 
successful, the target takes 4d10 necrotic 
damage, and its hit point total is reduced by 
that amount. The target also gains 1 level of 
exhaustion. This cannot bring the target 
past the fifth level of exhaustion, and if the 
target is reduced to 0 or fewer hit points, it 
instead is reduced to 1 hit point and falls 
unconscious. Hit point drain and 
exhaustion last until the target takes a long 
rest. 
 

EENNTTAANNGGLLIINNGG  SSCCAARRFF    
1st-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a silk scarf) 
Duration: 1 minute 
Source: Oriental Adventures 
 You hold a scarf, sash, shawl, or belt in 
one hand and fling the other end of it at a 
creature you can see within range, as if you 
were cracking a whip. Make a ranged spell 
attack to hit. If you hit, the scarf magically 
extends to reach the target and wrap 
around it, restraining your target (escape 
DC is equal to your spell save DC). 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
you can cause the scarf to constrict a 
restrained target. At the start of each of 
your turns, the scarf will inflict 1d10 
damage for each slot level above 1st. 
 

EENNTTIICCEE  GGIIFFTT      
2nd-level enchantment 
Casting Time: 1 action 
Range: 10 feet 
Components: V, S 
Duration: 1 round 
Source: Book of Vile Darkness 
 You ask a creature within range to give 
you whatever it is holding, and that 
creature must make a Wisdom saving 
throw. If it fails, it is charmed by you and 
will use its action to give you whatever it is 
holding. 
 When the spell ends, the creature may 
act normally and may attempt to take back 
the item it gave you. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
the duration increases to 1 minute; the 
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creature will not attempt to reclaim the 
object for at least that long. 
 

EENNTTOOMMBB      
3rd-level transmutation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, M (a small cube of stone 
scored with lines on each side) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You point to one Large or smaller 
creature within range that is standing on 
natural, unworked earth, sand, rock, snow 
and ice, or a similar material (or on 
vegetation that is on top of such a material). 
A block of solid stone rises out of the 
ground and engulfs the target; the target 
may make a Dexterity saving throw to 
escape. 
 For the duration of the spell, the target 
is subjected to the petrified condition. If the 
creature has the ability to pass through 
solid stone and does not need to activate 
that ability (such as if the creature is 
naturally immaterial), then it cannot be 
affected by this spell. When the spell 
expires, the stone crumbles away, leaving 
the engulfed target unharmed. 
 

EENNTTRRAAPP  SSPPIIRRIITT    
4th-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a small silver mirror 
worth at least 50 gp) 
Duration: 1 hour 
Source: d20pfsrd.com 
 You hold up a mirror in front of a ghost 
or other form of ethereal creature 
(including normally solid creatures that are 
currently ethereal due to magical or natural 

ability) that you can see and is within 30 
feet of you, and trap it inside. It may make 
a Charisma saving throw to resist. The 
creature can appear in the mirror and move 
about, but can’t speak audibly or affect 
anything on the outside. It also cannot be 
affected by any means. You may store only 
one ghost inside of any given mirror. 
 The glass of the mirror has an armor 
class of 10 and 2 hit points. If it is 
destroyed, the creature is immediately 
freed and appears in an empty space within 
10 feet of the mirror’s location. A dispel evil 
and good or exorcism (q.v.) spell will also free 
the spirit. Once freed, the spirit will 
generally be extremely angry. 
 If you cast this spell on a mirror once 
each hour for a full 24 hours, the spell 
becomes permanent. You do not need to 
provide a new material component each 
time when you cast this spell. The ghost can 
still escape if the mirror is broken, but you 
can cast spells such as glassteel (q.v.) on the 
mirror to strengthen it. 
 At Higher Levels. When you cast this 
spell with a 5th-level spell slot, the duration 
is 8 hours. If you use a 6th-level spell slot, 
the duration is 24 hours. If you use a 7th-
level spell slot, the duration is 1 week. If 
you use a 9th-level spell slot, the spell lasts 
until dispelled. 
 

EEPPIIPPHHAANNYY      
1st-level enchantment (ritual) 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a vial of holy water) 
Duration: 10 minutes 
Source: Ravenloft, Van Richten’s Arsenal 
(Sword and Sorcery) 
 You imbue a willing target with a 
wonderful warmth and sense of purpose 
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which helps to clear their minds and free 
them from the terrors around them. If the 
target is currently suffering from either 
being frightened, any sort of madness, or 
the effects of the confusion spell, it may 
immediately make a new saving throw 
against it. On a success, the effect ends or is 
ameliorated, depending on its exact nature 
and original source (a frightened or 
confused creature recovers, but a creature 
suffering from Indefinite Madness, for 
instance, may instead develop a Long-Term 
Madness). You may not use this spell on a 
creature more than once per week. 
 If your game uses the Sanity attribute 
and your target has lost Sanity due to the 
effects of madness, then you may use this 
spell in order to restore lost Sanity. Both 
you and your target must make a DC 15 
Wisdom saving throw. If both rolls are 
successful, one point of the target’s Sanity is 
restored. If either roll fails, you may not 
attempt this again for 1 month.  
 

EERRAASSEE      
1st-level transmutation (ritual) 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You remove any writing you see, 
leaving the surface it was on unmarked 
(even if the words were carved in stone). It 
will erase up to 1,000 words at a time and 
automatically erases nonmagical writings. 
 If you are attempting to remove magical 
writing, including spell scrolls and magical 
traps such as glyph of warding or symbol, you 
must make an ability check using your 
spellcasting ability. The DC equals 10 + the 
spell’s level. On a successful check, the 

writing is erased. If you fail, and the 
magical writing is actually a trap, the trap 
goes off. 
 This spell does not work on illusory 
writing, such as that produced by illusory 
script, as that writing isn’t real. 
 

EERRIIKK ’’SS  QQUUIILLLLSS    
Conjuration cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a porcupine quill) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You conjure and throw 2d4 long 
porcupine quills at a target you can see 
within range. Make a ranged spell attack to 
hit.  
 If you succeed at hitting, your targets 
take 1 point of piercing damage per quill at 
the beginning of each of its turns for 3 
turns.  
 The quills remain in the wounds for 10 
minutes, at which point they vanish 
without causing further harm. If pulled out 
before then, they inflict an additional 1 
point of piercing damage each. A DC 10 
Wisdom (Medicine), Intelligence (Nature) 
check, or use of a healer’s kit can be used to 
remove them without inflicting additional 
harm. 
 The number of quills you create 
increases by 2d4 when you reach 5th level 
(4d4), 11th level (6d4) and 17th level (8d4) 
 

EESSTTAATTEE  TTRRAANNSSFFEERREENNCCEE    
9th-level conjuration 
Casting Time: 1 hour 
Range: Self (up to a 30-mile-radius sphere) 
Components: V, S, M (a magical item used 
to control elementals of the appropriate 
kind, which must be placed in the center of 
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the area to be affected and remain there 
permanently, and a large number of bricks 
made of elemental matter. 
Duration: Permanent. 
Source: Wizard’s Spell Compendium 
 You mark out a large area of land by 
surrounding it with bricks made out of the 
solidified material from one of the 
elemental planes (placed no more than five 
feet apart and/or three feet underground), 
and in the center of that area, you place the 
elemental-controlling item (which must be 
of the same element as the bricks). Then, 
when you cast this spell, a sphere 
containing all the land, water, and air you 
marked is permanently transferred to that 
plane, leaving nothing behind but a 
semicircular hole in the ground. 
 You create a pocket of Prime Material 
matter within that elemental plane. The 
water and air are self-renewing, and the 
temperature and weather conditions of 
your pocket are identical to the way they 
were when you cast this spell (you may use 
either the continuous temperature or 
continuous weather (q.v.) spells to ensure 
this). This spell will not produce food or 
other supplies for you, however. 
 Your pocket is surrounded by a sphere 
of semi-permeable energy. A willing 
creature can enter the sphere but native 
elemental matter cannot.  
 The heart of this spell is in the 
elemental-controlling item. If this item is 
disturbed in any way, the spell 
immediately fails and the energies of the 
elemental plane flood into the protected 
area. 
 

EETTEERRNNAALL  RREESSTT    
8th-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Ravenloft, Legacy of Blood 
 You fire a beam of golden light at one 
undead creature within range. Make a 
ranged spell attack to hit.  
 An undead creature of CR 6 or lower is 
utterly destroyed and crumbles into dust. A 
more powerful undead creature must make 
a Wisdom saving throw. It takes 12d10 
radiant damage on a failed saving throw, or 
half as much on a successful one. If you 
present the undead with an object or 
substance that it hates or fears (such as 
garlic or a holy symbol to a vampire), it has 
disadvantage on its saving throw.  
 

EETTEERRNNIITTYY  OOFF  TTOORRTTUURREE    
9th-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Permanent 
Source: Book of Vile Darkness 
 You choose a subject within range and 
force it to make a Constitution saving 
throw. If it fails, it is wracked with horrible 
pain—forever. It is paralyzed permanently 
and is completely unaware of anything but 
the pain it is suffering. While paralyzed, the 
creature doesn’t need to eat, drink, breathe, 
or sleep, and it doesn’t age. The creature 
takes no damage from the pain (although it 
will feel as if it is), but any damage it takes 
from other sources will not heal while this 
spell is active. 
 If the creature succeeds on its saving 
throw, it takes 5d6 psychic damage and is 
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incapacitated due to terrible pain for 1 
minute. 
 A remove curse will end this effect. 
 

EEUUCCLLAARRKKEE ’’SS  CCAANNTTAANNKKEERROOUUSS  CCLLOOTTHHIINNGG    
2nd-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a small square of 
cloth, which you must twist while casting 
the spell) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You choose one creature within range 
that you can see to make a Strength saving 
throw. If it fails, that target’s clothing or 
armor will begin to twist, fold, swirl 
around, and generally work to get in the 
way. The target is at disadvantage on all 
Dexterity attack rolls, saving throws, and 
ability checks, has its speed reduced by 5 
feet, and must make a concentration saving 
throw whenever it attempts to cast a spell. 
The target may make a new Strength saving 
throw each round, ending the effect on a 
success. 
 This only affects creatures that are 
wearing clothing or armor. 
 

EEUUPPHHOORRIICC  CCLLOOUUDD    
2nd-level conjuration 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (exotic mushrooms 
worth at least 5gp) 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 You create a 20-foot-radius sphere or 
pearlescent, sweet-smelling gas centered on 
a point within range. The sphere spreads 
around corners and its area is lightly 

obscured. The cloud lingers in the air for 
the duration. 
 Each creature that is completely within 
the cloud at the start of its turn must make 
a Constitution saving throw against poison. 
On a failed save, the creature is stunned, 
overcome with the sheer bliss. Creatures 
that don’t need to breathe or that are 
immune to poison automatically succeed 
on this saving throw. A moderate wind (at 
least 10 miles per hour) disperse the cloud 
after 4 rounds. A strong wind (at least 20 
miles per hour) disperses it after 1 round. 
 

EEUUPPHHOORRIICC  TTRRAANNQQUUIILLIITTYY    
3rd-level enchantment (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a poppy flower) 
Duration: 10 minutes 
Source: d20pfsrd.com 
 A creature you touch enters a truly 
blissful state. If it is unwilling, it may make 
a Wisdom saving throw to resist; if it fails, 
it is stunned. A stunned creature will 
become very friendly and helpful, although 
not necessarily very useful or effective—in 
effect, the target becomes a friendly drunk. 
 If the target wishes to act normally, it 
may make a Wisdom saving throw. On a 
success, it is no longer stunned for a 
number of rounds equal to its Wisdom 
attribute modifier (minimum one round). 
After this time, it is stunned again.  
 If the creature is damaged or targeted 
by a hostile spell, it may immediately make 
a new saving throw. You may dismiss the 
effect at any time as a bonus action. 
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EEVVEERRFFUULLLL  QQUUIIVVEERR    
3rd-level conjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (an arrowhead made 
of ivory worth at least 25 gp) 
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 You enchant a quiver that contains at 
least two arrows or quarrels, and the quiver 
produces copies of those arrows. Each 
round for the next minute, you may 
withdraw one or two arrows without 
depleting the total number of arrows in the 
quiver. It cannot create magical arrows; if 
you attempt to copy magical arrows, it will 
produce nonmagical copies. However, you 
can make copies of arrows that have been 
altered by nonmagical means (such as by 
affixing oil-soaked tows behind the 
arrowhead to create flaming arrows). 
 If more than two arrows are withdrawn 
in a single round, or if anyone other than 
you draws an arrow, the spell ends. You 
must use an arrow the same round you 
draw it; otherwise, it fades into 
nothingness. Arrows created by this spell 
fade into nonexistence after 1 minute. 
 At Higher Levels. When you cast this 
spell with a spell slot of 5th level, the 
duration increases to 10 minutes. 
 

EEVVIILL  EEYYEE    
3rd-level enchantment 
Casting Time: 1 action 
Range: 30 feet 
Components: S 
Duration: Special 
Source: Book of Vile Darkness 
 You make eye contact with a creature 
within range and force it to make a 
Charisma saving throw. If it fails, it suffers 

a -2 penalty to all rolls until the following 
dawn. A remove curse will end this effect, 
and the effect will also end if that creature 
inflicts at least 1 point of damage to you. 
 

EEVVOOLLVVEE    
8th-level transmutation  
Casting Time: 1 hour 
Range: Touch 
Components: V, S, M (a bit of your hair or 
blood, a miniature hand-tool of any kind, 
and a pearl worth 500 gp, which is 
consumed in the casting of this spell) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You touch a Huge or smaller beast, 
dragon, or monstrosity that has an 
Intelligence of 4 or lower and that has no 
spellcasting or innate spellcasting ability. It 
must then make a Constitution saving 
throw. If it fails, then over the course of the 
next 24 hours it will “evolve” into an 
intelligent, humanoid being that resembles 
an anthropomorphic version of its former 
self. 
 The creature’s type changes to 
humanoid. A creature with no limbs, such 
as a snake, grows a pair of arms and legs. If 
it had four limbs, its front legs become arms 
with fully useful hands and it gains the 
ability to walk comfortably on its hind legs. 
If it had more than four limbs, such as an 
insect or spider, then it hindmost limbs 
become legs and the remaining limbs 
become arms. If the creature had wings but 
no forelimbs, such as a bird or bat, the DM 
will roll a die. On an odd number, its wings 
turn into arms and hands; on an even 
number, it grows a pair of arms and hands 
and also retains its wings and full flying 
speed.  
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 A Tiny creature becomes Small and its 
hit die type changes to d6. A Huge creature 
shrinks to Large and its hit die type 
becomes d10. Otherwise, the creature 
retains its size and hit die type. Its 
Intelligence increases to 7 + 1d4. Other 
attributes that are 5 or lower increase by +4; 
attributes higher than 20 drop to 20. Other 
abilities, including armor class, remain 
unchanged. 
 If the creature previously was 
unaligned, its alignment becomes neutral, 
neutral good, or neutral evil to match your 
own alignment. The creature is charmed by 
you for 30 days or until you or your 
companions do anything harmful to it. 
When the charmed condition ends, the 
awakened creature chooses whether to 
remain friendly to you, based on how you 
treated it while it was charmed. 
 This change cannot be reversed save by 
casting wish. 
 This creature will breed true with other 
creatures of this type (i.e., other creatures of 
its original species that you cast evolve on), 
and has a 50% chance of being able to breed 
true with a creature of its original type or 
with a humanoid. 
 

EEXXAALLTTEEDD  RRAAIIMMEENNTT    
6th-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Book of Exalted Deeds 
 You touch a set of clothing and imbue it 
with holy energies. The creature wearing 
the clothing gains a +2 bonus to its armor 
class, resistance to bludgeoning, piercing, 
and slashing damage from nonmagical 
weapons, and advantage on saving throws 

against any effect that would reduce its hit 
point total.  
 

EEXXCCRRUUCCIIAATTIINNGG  DDEEFFOORRMMAATTIIOONN      
3rd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 Your hand is engulfed in an oily 
glimmer. Make a melee spell attack to touch 
a creature. If you hit, the creature’s body 
will begin to warp and become malformed. 
Its arms and legs twist in on themselves 
and its body contorts in disturbing, 
anatomically impossible, and very painful 
ways. The creature’s speed is reduced by 
half, and at the beginning of each of its 
turns, the creature takes 4d6 bludgeoning 
damage. If the damage taken by this spell 
would reduce the target to 0 hit points, it 
instead drops to 1 hit point and falls 
unconscious.  
 When the spell ends, the creature 
returns to its normal shape. 
 

EEXXOORRCCIISSMM    
1st-level abjuration 
Casting Time: 1 hour 
Range: 10 feet 
Components: V, S, M (a silver bell, a book 
of prayers, and a blessed candle that must 
remain lit throughout the ritual) 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You attempt to force a ghost, demon, or 
other such entity to leave the host or object 
it is possessing. The creature that the entity 
is possessing must be either willing or 
restrained for you to cast this spell. 
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 After an hour of reciting liturgy, 
chanting, waving burning sage around, 
drawing magic sigils, and so on, the entity 
must make a saving throw, using the higher 
of its Charisma, Constitution, or Wisdom. If 
it succeeds, nothing happens and the spell 
ends. 
 If the entity fails its saving throw, it 
takes 2d10 psychic damage and its hit point 
total is reduced by that amount. It must 
then make a second saving throw, using the 
same attribute it used for the first save. If 
that roll fails, it also loses a number of 
points from that attribute equal to your 
spellcasting ability modifier (minimum of 
1). Hit point and attribute reduction lasts 
until one week has passed since the last 
time you or anyone else attempted to 
exorcise it. 
 If the entity’s first saving throw failed 
(whether or not the second one succeeds or 
fails), you must make a Constitution saving 
throw, with a DC equal to 10 + the entity’s 
proficiency bonus + the entity’s Charisma 
attribute modifier. On a failed saving 
throw, you take 2d10 psychic damage, and 
the entity’s host takes 1d10 force damage. 
 One casting of this spell will generally 
only weaken the spirit; it usually requires 
multiple castings to fully drive it away. If 
you reduce its hit point total to 10 or less, or 
any of its attributes to 3 or lower, it will be 
too weak to remain inside its vessel and 
will immediately attempt to flee. It cannot 
attempt to repossess that host for 1 year. 
 Note that this spell does not prevent the 
creature from using any of its own abilities 
while you are casting it. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
you inflict an additional 1d10 psychic 
damage for each slot level above 1st. If you 
cast this spell with a 6th-level or higher 

spell slot, the creature has disadvantage on 
all saving throws. This does not affect the 
amount of damage you or the entity’s host 
take. 
 

EEXXPPLLOOSSIIOONN  OOFF  RROOTT      
4th-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a rotting flower) 
Duration: Instantaneous 
Source: d20pfsrd.com 
 You pick a point within range and all 
creatures and objects within 10 feet of that 
point are struck by a burst of decay and rot 
and must make a Constitution saving 
throw. A creature takes 7d6 necrotic 
damage on a failed saving throw, or half as 
much on a successful one. A creature that 
failed its save is also poisoned for 1 minute; 
it may make a Constitution saving throw at 
the end of each of its turns, ending the 
effect on a success.  
 Plant creatures have disadvantage on 
each of the saving throws, but undead have 
advantage. 
 

EEXXPPLLOOSSIIVVEE  HHEEAADD    
6th-level evocation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: d20pfsrd.com 
 You point to one creature within range 
and speak words of power and cause an 
incredible pressure to build up in its head. 
If the creature has 20 or fewer hit points, its 
head explodes and it dies instantly. If your 
target has more than 20 hit points, it instead 
takes 10d10 piercing damage on a failed 
saving throw, or half as much on a 



179 

successful one. If this damage kills it, its 
head explodes as described above. 
 This spell does not affect oozes, ethereal 
or incorporeal creatures, or creatures that 
don’t have heads. If a creature has multiple 
heads, then destroying one head may not 
necessarily kill it. 
 

EEXXTTEERRMMIINNAATTEE    
1st-level necromancy (ritual) 
Casting Time: 1 action 
Range: Self (30-foot radius) 
Components: V, S, M (a pinch of lavender 
and dried garlic) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 When you cast this spell, all creatures of 
Tiny size, with an Intelligence of 4 or less, 
and with no more than 2 hit points, and 
that are within 30 feet of you instantly die, 
whether you can see them or not. 
Optionally, one Tiny creature with 5 hit 
points or fewer that is within range and 
that you can see can be instantly killed. 
 If you use this spell against a swarm of 
Tiny creatures or a single Tiny creature of 5 
or more hit points that is within range, you 
must instead make a ranged spell attack to 
hit. On a success, you inflict 2d10 necrotic 
damage. 
 

EEYYEE  OOFF  CCUURRSSEESS      
6th-level necromancy 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (an eye from a 
freshly-killed creature) 
Duration: Until dispelled 
Source: The Great Net Prayerbook 
 You target one creature within range 
that can see your eyes, and curse it in the 
name of your god or patron. Each day at 

dawn, the creature must make a 
Constitution saving throw. If it fails, two of 
its attributes (chosen when you cast this 
spell) are reduced by 1 point each. On a 
success, nothing happens that day. When 
the attributes reach 0, the target dies. 
 A remove curse spell ends this effect. A 
greater restoration will restore lost attribute 
points but will not end the curse. If the 
target succeeds on three saving throws, the 
curse ends. These saves do not need to be 
consecutive.  
 

EEYYEE  OOFF  TTHHEE  BBEEHHOOLLDDEERR    
7th-level transmutation 
Casting Time: 1 action 
Range: Special 
Components: V, S, M (the eyestalk of a 
beholder, which is destroyed at the end of 
this spell) 
Duration: 10 minutes 
Source: The Great Net Spellbook 
 While holding the eyestalk of a beholder 
or beholder-kin, you may use this spell to 
allow you access to that eyestalk’s magical 
ability. The DM should determine what 
properties that eyestalk had when this spell 
is cast; it will retain those properties 
(including range) throughout the casting. 
You use your own spell attack modifier to 
hit a target with this ability and may use 
the eye once on each of your turns. 
 The eyestalk does not need to be freshly-
cut; a preserved or dried eyestalk may also 
be used for this spell. You may not use the 
central eye for this spell; only one of the eye 
stalks.  
 At Higher Levels. When you cast this 
spell with an 8th-level or higher spell slot, 
you may use the eyestalk twice before it is 
destroyed. When you cast it with a 9th-level 
slot, you may use the eyestalk three times. 
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EEYYEESS  OOFF  TTHHEE  SSUUNN    
3rd-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 minute 
Source: The Great Net Prayerbook 
 Your eyes glow with brilliant sunlight. 
Any creature within 10 feet of you who can 
see your eyes must make a Constitution 
saving throw or be blinded for 1 hour. You 
also shed bright light to a distance of 30 feet 
and dim light for a further 30 feet. 
 A creature with the Sunlight Sensitivity 
or Sunlight Hypersensitivity traits also 
takes 6d6 radiant damage on a failed saving 
throw, or half as much on a successful one. 
Your eyes do not actually produce heat or 
fire. 
 

FFAALLSSEE  TTRRAACCKKSS      
1st-level illusion (ritual) 
Casting Time: 1 action 
Range: Self 
Components: S 
Duration: Concentration, up to 1 hour 
Source: Wizard’s Spell Compendium 
 For the duration of this spell, your 
footprints are those of a beast of your 
choice. If part of your clothes or hair get 
snagged on undergrowth, it will appear to 
be bits of animal fur. Dropped objects do 
not change their appearance. When the 
spell expires, your footprints and snagged 
clothing change resume their normal 
appearance. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you may cause your footprints to appear to 
have been left by a dragon or monstrosity. 
 

FFAALLSSEE  SSEENNDDIINNGG    
5th-level illusion 
Casting Time: 10 minutes 
Range: Unlimited 
Components: V, S, M (a short piece of 
corroded copper wire) 
Duration: 1 round 
Source: Book of Vile Darkness 
 You cast a sending, as per the spell, but 
you make the recipient believe it was sent 
by another creature. You must be familiar 
with the creature who you are 
impersonating. In all other respects, this 
spell is identical to sending. 
 

FFAALLSSEE  VVIISSIIOONN    
6th-level illusion 
Casting Time: 1 reaction, which you take 
when you learn you are being scryed upon. 
Range: Self (30-foot radius) 
Components: V, S, M (a pinch of dust) 
Duration: Concentration, up to 10 minutes 
Source: Wizard’s Spell Compendium 
 Cast upon becoming aware that you or 
something else within 30 feet of you are 
being magically spied upon, you create an 
illusory image or thoughts that will be 
detected instead. At the same time, you and 
everything else of your choice that is within 
that radius become invisible to the scrying 
method. 
 This spell cannot be cast preemptively; 
it only functions after a divination spell has 
been cast on you. 
 

FFAALLSSTTAAFFFFEE ’’SS  EETTHHEERREEAALL  FFIIRREESSTTOORRMM    
3rd-level evocation 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S 
Duration: Instantaneous 
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Source: The Great Net Spellbook 
 A streak of red light and hot wind 
flashes from your outstretched hand to a 
point you choose within range and then 
silently explodes into a burst of pale flame. 
Each ethereal creature (any creature with 
the etherealness, ethereal stride, or ethereal 
jaunt traits, or under the effect of the 
etherealness spell) in a 20-foot-radius sphere 
centered on that point must make a 
Dexterity saving throw. A target takes 4d6 
fire damage and 4d6 force damage on a 
failed save, or half as much damage on a 
successful one. The ethereal fire spreads 
around corners and ignites ethereal objects 
in the area that aren’t being worn or 
carried. This spell does no damage to 
corporeal creatures. 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
the damage increases by 1d6 fire damage 
for each slot level above 3rd 
 

FFAANNGG  FFIISSTT      
2nd-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute. 
Source: Wizard’s Spell Compendium 
 One of your arms turns into a venomous 
snake. Roll initiative for the snake, which 
has its own turns. It obeys any verbal 
commands that you issue to it (no action 
required by you). The snake uses your spell 
attack modifier to hit, has a reach of 15 feet, 
an armor class of 14, and 15 hit points. On a 
successful hit, it inflicts 1d6+2 piercing 
damage and the target must make a 
Constitution saving throw. It takes an 
additional 2d6 poison damage on a failed 
saving throw, or half as much on a 

successful one, and is poisoned until the 
end of its next turn.  
 Any damage inflicted to the snake is 
transferred to you when the spell if over. If 
the snake is brought to 0 hit points, your 
arm is crippled and you can’t use it until 
you regain full hit points. 
 The snake can also be used as a clumsy 
arm; it is capable of grasping objects firmly, 
although it cannot manipulate them. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you may turn both your arms into snakes, 
and you may make one attack with each 
arm per round. 
 

FFAARR  SSIIGGHHTT      
2nd-level transmutation (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a small, round piece 
of glass, which is consumed in the casting) 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You gain the ability to see five times as 
far as normal; this affects darkvision and 
truesight as well as normal vision.  
 In addition, when using a ranged or 
thrown weapon, you are not at 
disadvantage when attempting to hit a 
target beyond normal range. 
 

FFAARRSSPPEEAAKKEERR    
3rd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (the heart’s blood of a 
hydra, which is consumed in the casting of 
the spell, and up to five small ceramic 
boxes covered in silver filigree, worth 100 
gp each) 
Duration: 6 hours 
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Source: Wizard’s Spell Compendium 
 You imbue up to five boxes to act as 
speakers and place them wherever you 
wish, as long as they are within a mile of 
each other.  
 You touch one of the speakers while 
casting this spell. Any words spoken into 
one box can be clearly heard emanating 
from all other boxes. 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
you may enchant two additional boxes for 
each slot level above 3rd. 
 

FFAAVVOORRAABBLLEE  WWIINNDD      
2nd-level evocation (ritual) 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: 1 hour 
Source: Stormwrack 
 You produce a wind that fills the sails of 
a ship and moves it in the direction in 
which you wish. While this spell is in effect, 
your sailing ship’s speed increases by 25%. 
In addition, all creatures on that ship have 
advantage on saving throws against gas-
based attacks, such as cloudkill or the 
breathe of a green dragon. 
 

FFAAVVOORR  OOFF  AAMMEELLIIOORRAATTIIOONN    
3rd-level abjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 Granted by gods of pain and of 
protection, one willing creature you choose 
within range is freed from pain. For the 
duration, that creature is immune to being 
stunned or rendered unconscious, has 

resistance to poison damage, and is 
immune to the poisoned condition. If it 
takes 15 points of damage or less from a 
single attack and it would be reduced to 0 
hit points, it is reduced to 1 hit point 
instead. Finally, you grant the creature 5 
temporary hit points. 
 

FFAAVVOORR  OOFF  GGOOOODD  LLUUCCKK      
2nd-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 24 hours 
Source: Priest’s Spell Compendium 
 Granted by gods of luck and fortune, 
you bless a creature that you touch so that 
it automatically succeeds at the next saving 
throw it makes within the next 24 hours. 
The target can’t choose to not use this spell 
and attempt to roll the saving throw 
anyway; the spell triggers automatically. 
This spell can only be used once per 
individual per day. 
 

FFAAVVOORR  OOFF  IILLLL  LLUUCCKK      
2nd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 24 hours 
Source: Priest’s Spell Compendium 
 Granted by gods of misfortune and evil, 
you curse a creature that you touch so that 
it automatically fails the next saving throw 
it makes within the 24 hours. This spell can 
only be used once per individual per day. It 
may make a Wisdom saving throw to resist. 
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FFAAVVOORR  OOFF  SSEERREENNDDIIPPIITTYY    
2nd-level abjuration 
Casting Time: 1 action 
Range: Special 
Components: V, S 
Duration: 1 week or until triggered 
Source: Priest’s Spell Compendium 
 Granted by gods of luck and travel, you 
cast this spell and one unexpected event 
occurs in your favor. This spell only 
functions when you are in a dangerous or 
taxing conditions. For instance, you might 
find shelter during a storm, stumble across 
the rare herb needed to cure an ally of 
poison, find a source of fresh, clean water in 
the desert, or have a chance rockslide cut of 
the horde of orcs that’s chasing you. 
 You are not in control of the chance 
event and if your god feels that you are 
abusing this spell, it may refuse to answer 
your prayer or cause you to suffer from a 
dangerous consequence instead. 
 

FFAAVVOORR  OOFF  TTHHEE  EEAARRTTHH    
2nd-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a piece of amber 
worth at least 25 gp) 
Duration: Permanent 
Source: Priest’s Spell Compendium 
 This spell is granted by gods of plants, 
the woodlands, and of agriculture. Choose 
a point within 30 feet. All mundane plants 
within 5 feet of that point are healed of all 
nonmagical diseases and toxins and their 
yield of fruit, flowers, or other usable parts 
is doubled for 1 month. 
 

FFAAVVOORR  OOFF  TTHHEE  FFLLYYIINNGG  HHOORRSSEE      
4th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a feather from a 
pegasus) 
Duration: Concentration, up to 1 hour 
Source: Priest’s Spell Compendium 
 This spell is granted by gods of the air, 
of birds, or of horses, and of travel. You 
touch a tamed equine or equine-like beast, 
dragon, or monstrosity, and it sprouts a 
pair of impressive, feathered wings. The 
creature can then fly with perfect ease and 
has a flying speed of 90 feet. 
 

FFAAVVOORR  OOFF  TTHHEE  OOCCEEAANN  WWIINNDDSS    
5th-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a piece of driftwood) 
Duration: 1 year 
Source: Priest’s Spell Compendium 
 This spell is granted by gods of the sea 
and of travel. You cast this on an amulet, 
which must be given to a willing creature. 
If that creature is ever cast overboard and 
lost at sea while wearing the amulet, it will 
be guaranteed to be washed ashore 
somewhere habitable with plenty of 
available fresh water and food (although 
not necessarily safe or close to civilization). 
If the wearer takes the amulet off, the spell 
ends. 
 

FFEEAASSTT  OONN  FFEEAARR    
6th-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
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Source: d20pfsrd.com 
 As an action each round, you may target 
a creature you can see within range and 
flood it with waves of terrifying evil. The 
creature must make a Wisdom saving 
throw. On a failure, it becomes frightened 
and you gain 5 temporary hit points. The 
temporary hit points last for up to 1 hour. 
You may not target the same creature more 
than once. 
 A frightened creature must take the 
Dash action on each of its turns and move 
away from you by the safest and shortest 
available route, unless there is nowhere to 
move. If the target moves to a place at least 
60 feet away from you where it can no 
longer see you, this effect ends.  
 At Higher Levels. When you cast this 
spell with a 7th-level or higher spell slot, 
you gain an additional 5 temporary hit 
points per creature you frighten for each 
slot level above 6th. 
 

FFEEEEBBLLEEBBOODDYY    
9th-level transmutation 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S, M (a live mouse) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You blast the body of a creature that 
you can see within range, attempting to 
destroy its health and strength. The target 
takes 4d6 necrotic damage and must make 
a Constitution saving throw. 
 On a failed save, the creature’s Strength, 
Dexterity, and Constitution are reduced to 
1 each. The creature’s move is reduced to 5 
and it can’t attack, wear armor, or lift any 
objects. If it attempts to cast a spell or use a 
magical item, it will do so successfully but 
will take a level of exhaustion each time.  

 At the end of every 30 days, the creature 
can repeat its saving throw against this 
spell. If it succeeds on its saving throw, the 
spell ends. The spell can also be ended by 
greater restoration, heal, or wish. 
 

FFEELLDDEEGGAASSTT ’’SS  AALLTTEERREEDD  AAPPPPEEAARRAANNCCEE    
5th-level transmutation 
Casting Time: 12 hours 
Range: Touch 
Components: V, S, M (1,000 gp worth of 
silver dust) 
Duration: Permanent 
Source: The Great Net Spellbook 
 You permanently alter the appearance 
of one willing creature. The new form must 
be of the same race or of a race with similar 
size (it must be of the same size category), 
shape, and appearance (such as human to 
half-orc or elf), may be up to 1 foot shorter 
or taller, can be thin, fat, or in between, and 
must have the same body shape and 
number of limbs as the original, and cannot 
have extra features such as horns, wings, or 
a tail, but other than that the target can 
appear to be anything you can imagine.  
 This transformation is a true, permanent 
change and not an illusion, but the spell can 
be ended with dispel magic. 
 

FFEELLLLSSTTAARR ’’SS  FFLLAAMMIINNGG  WWAATTEERR    
4th-level transmutation 
Casting Time: 1 action 
Range: 90 feet 
Components: V, S, M (a vial filled with 
water and oil) 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You pick a point within range that is on 
the surface of a body of water, and the 
surface water within a 30-foot circle of that 
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point will burst into flames, as if it was 
covered with a layer of oil and set alight. 
 This fire will continue to burn for 1 
minute and cannot be extinguished without 
magic. A creature in that area must make a 
Dexterity saving throw or take 4d6 fire 
damage on a failed roll or half as much 
damage on a successful one each round. 
Objects and structures take double damage. 
The flames will not spread on their own 
beyond the spell’s area. 
 

FFEERRTTIILLIITTYY      
1st-level transmutation (ritual) 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a seed) 
Duration: 1 week 
Source: Priest’s Spell Compendium 
 You touch a willing creature or any 
beast or monstrosity with an Intelligence of 
4 or lower. For the duration, that creature 
becomes incredibly fertile. The creature is 
all but guaranteed to become pregnant or 
sire offspring with its next mating. You 
may not use this spell on yourself, although 
you can use it on your partner.  

FFIIEELLDD  OOFF  IICCYY  RRAAZZOORRSS    
8th-level conjuration 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You choose up to 8 creatures you can 
see within range and knife-edged crystals 
of ice begin to form around them, sticking 
them to the ground and forcing them to 
make a Dexterity saving throw. A creature 
takes 6d6 cold damage and 6d6 slashing 
damage on a failed saving throw, or half as 
much on a successful one. In addition, a 

creature that failed its save has its move 
reduced by 20 feet for the duration of the 
spell. 
 

FFIIEERRYY  EEYYEESS      
2nd-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 Your eyes glow with unnatural fire—
they’re so bright, they project bright light to 
a range of 5 feet around you. You may 
choose what color they burn. These fiery 
eyes have several functions. 
  oo  Firelighting Eyes. If you stare at one 
spot for three rounds, any combustible 
materials in that a 5-foot-radius sphere of 
that spot burst into flame. 
  oo  Fascinating Eyes. If you look into the 
eyes of another creature within 10 feet, that 
creature must make a Wisdom saving 
throw or become incapacitated until the 
end of its next turn due to being fascinated 
by the unearthly light. If you continue to 
stare at the creature, it will remain 
incapacitated. 
  oo  Hypnotizing Eyes. If this spell is 
active while you cast a spell or use an 
ability that charms a target, and that target 
is within 30 feet and can see your eyes, that 
creature automatically fails its saving 
throw. 

FFIIEERRYY  FFIISSTTSS      
2nd-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a lump of coal) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
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 Your hands become wreathed in blazing 
blue fire. Your unarmed strikes do an 
additional 2d10 fire damage. In addition, on 
a successful hit, the fire leaps up and 
produces a cloud of noxious smoke. The 
creature you struck must make a 
Constitution saving throw or become 
incapacitated for 1 round due to choking 
and coughing.  
 

FFIILLTTHH’’SS  BBAANNEE    
1st-level transmutation (ritual) 
Casting Time: 1 round 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 One creature or object of Huge size or 
smaller is instantly cleaned and sanitized, 
including its clothing. Unwilling targets 
may attempt a Charisma saving throw to 
negate the spell. 
 

FFIIRREE  AAUURRAA      
3rd-level abjuration 
Casting Time: 1 action 
Range: Self  
Components: V, S, M (a scrap of singed 
paper and a piece of flint) 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You cast this spell and an aura of 
emerald-green flames flares out around 
you. 
 While this spell is active, you have 
immunity to fire damage. In addition, any 
creature that attempts to grapple you or 
that hits you with an unarmed attack takes 
3d8 fire damage and must make a Dexterity 
saving throw or be set on fire. If the 
creature fails, then at the beginning of each 

of its turns for the next three rounds, it 
takes an additional 1d8 fire damage. 
 

FFIIRREE  CCHHAARRMM      
4th-level enchantment 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a multicolored silk 
cloth which is consumed when you cast the 
spell) 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 You toss a scrap of silk fabric into a fire 
and the flames cool and begin to shift 
colors. At the same time, you make a 
suggestion, as per the spell. You choose up 
to four creatures within 30 feet of the flame 
to make a Wisdom saving throw. A 
creature that fails its save is subject to your 
suggestion for one hour or until the flames 
die out, whichever comes out. Creatures 
that are blind or that can’t be charmed are 
immune to this spell. 
 At Higher Levels. When you cast this 
spell using a spell slot of 5th level or higher, 
you may charm two additional creatures 
for each slot level above 4th. 
 

FFIIRREE  SSPPIIDDEERRSS    
5th-level conjuration 
Casting Time: 1 action 
Range: 50 feet 
Components: V, S, M (a pinch of sulfur) 
Duration: 1 minute 
Source: Spell Compendium 
 A number of conjured swarms of tiny, 
spider-shaped fire elementals appear in 
empty spaces within range. A swarm has 
the same attributes as the swarm of spiders 
from the Monstrous Manual, with the 
following changes: the swarm is immune to 
fire damage but has vulnerability to cold 
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damage; it sheds dim light in a 20 foot 
radius; inflicts an additional 3d10 fire 
damage on a successful attack; and a 
creature that comes in contact with the 
swarm or ends its turn in the same space as 
the swarm takes 3d10 fire damage. A 
swarm has a CR of 3. 
 The swarms are friendly to you and 
your companions for the duration. Roll 
initiative for the swarms, which have its 
own turns. It obeys any verbal commands 
that you issue to it (no action required by 
you). You may direct each swarm 
separately, if you wish. If you don’t issue 
any commands to a swarm, it defends itself 
from hostile creatures but otherwise takes 
no actions. If your concentration is broken, 
the swarms don’t disappear. Instead, you 
lose control of them, they becomes hostile 
toward you and your companions, and it 
might attack. An uncontrolled swarm of 
fire spiders can’t be dismissed by you, and 
it disappears 1 minute after you summoned 
it. 
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
you may summon an additional two 
swarms for each slot level above 5th. 
 

FFIIRREE  TTRRUUTTHH      
1st-level divination (ritual) 
Casting Time: 1 minute 
Range: 5 feet 
Components: V, S, M (a candle infused 
with rare herbs worth 25 gp, which is 
consumed when you cast the spell). 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You light a specially-made candle and 
place it within 5 feet of a named target. If 
the target then knowingly tells a lie, the 
candle flares brightly. A half-lie or slight 

deception causes the candle to gutter and 
flicker. If the target tells an outrageous lie, 
the candle extinguishes itself.  
 At Higher Levels. When you cast this 
spell using a 3rd-level or higher spell slot, 
and the target tells a lie, the fire leaps and 
burns the target, inflicting 2d10 fire damage 
with each lie. 
 

FFIIRREEBBUURRSSTT    
2nd-level evocation 
Casting Time: 1 action 
Range: Self (10-foot radius) 
Components: V, S, M (a pinch of sulfur) 
Duration: Instantaneous 
Source: Spell Compendium 
 The air in a 10-foot radius around you 
suddenly bursts into brilliant white-hot 
flames. All creatures within that area must 
make a Dexterity saving throw. A creature 
takes 4d6 fire damage on a failed saving 
throw, or half as much on a successful one. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you inflict an additional 1d6 fire damage 
per slot level above 2nd. 
 

FFIIRREEPPRROOOOFF    
2nd-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (an ounce of 
powdered lime) 
Duration: 8 hours 
Source: Wizard’s Spell Compendium 
 You touch a Medium-sized or smaller 
inanimate object and render it immune to 
natural fire and resistant to magical fire. 
 At Higher Levels. When you cast this 
spell using a 3rd-level spell slot, you can 
protect a Large item; when using a 4th-level 
spell slot, you can protect a Huge item; and 
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when moving 5th-level or higher spell slot, 
you can protect a Gargantuan item. 
 

FFIIRREESSTTAAFFFF      
2nd-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a piece of 
phosphorous and a pinch of iron filings) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 The ends of a quarterstaff that you are 
holding burst into blue-white flame. You 
may use the staff itself or hand it to 
someone else to use. When the staff hits a 
target, it does an additional 2d6 fire 
damage. 
 The flames on the staff cannot be 
extinguished by any means. It can be used 
to set combustibles on fire, but the fires it 
sets are normal and can be extinguished 
normally. 

FFIIRREEWWAARRDD    
5th-level abjuration 
Casting Time: 1 action 
Range: Self (10-foot radius sphere) 
Components: V, S, M (a pinch of sand and 
a drop of water) 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 You create an immovable area around 
you. In this area, no fire, either mundane or 
magical in origin, can burn. Flames will 
part and flow around the sphere but cannot 
penetrate it. All creatures and objects 
within the sphere have immunity to fire 
damage. The area is immobile. You (and 
others) may enter and exit the sphere as 
often as you wish for the duration, but the 
sphere itself remains in place. 
 

FFIIRRSSTT  SSTTRRIIKKEE    
1st-level transmutation 
Casting Time: 1 reaction, which you take 
when are about to enter combat. 
Range: Self (10-foot radius) 
Components: V, S, M (a handful of sand) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You and all allies within range have 
advantage on your initiative rolls. 
 

FFIISSTT  OOFF  SSTTOONNEE    
1st-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 One of your hands turns into flexible 
stone. Although you retain your sense of 
touch, that hand does not feel pain. You 
have a Strength of 16 with that hand (only), 
and that arm’s AC improves by +2. 
Unarmed attacks do 1d4+3 bludgeoning 
damage.  
 At Higher Levels. When you cast this 
spell with a 3rd-level spell slot, your arm’s 
Strength increases to 18 and your punch 
does 1d6+4 damage. When you cast it with 
a 5th-level spell slot, the Strength increases 
to 20 and your punch does 1d8+5 damage. 
When you cast it with a 7th-level spell slot, 
the Strength increases to 22 and your punch 
does 1d10+6 damage. 
 

FFLLAAMMEE  HHAARRVVEESSTT    
7th-level evocation 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S 
Duration: 1 month 
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Source: Priest’s Spell Compendium 
 You lay this trap by walking in a circle 
around an out-of-doors area filled with 
flammable vegetation, such as in the 
middle of a field or around a copse of trees. 
The circle can be no larger than 150 feet in 
diameter. As you lay this trap down, you 
set a condition that will trigger the trap, 
such as “when three elves meet in the 
middle of this area” or “at midnight on the 
last night of the full moon.” As you cast the 
spell, your footprints glow brightly; when 
you are done, they fade away and only 
magic will detect the presence of the trap. 
 When the conditions are met, the area 
will burst into flames. All creatures within 
the area take 10d8 fire damage and ignites 
all combustibles that are not being worn or 
carried. Creatures who were previously 
aware of the trap’s existence may make a 
Dexterity saving throw, taking half as much 
damage on a successful throw. 
 After the initial blast, the fire will burn 
normally, inflicting 1d6 fire damage to any 
creature that ends its turn in the area, until 
it burns itself out in 2d10 minutes. 
 

FFLLAAMMIINNGG  SSYYMMBBOOLL      
5th-level evocation 
Casting Time: 1 round 
Range: Self 
Components: V, S, M (a bronze holy 
symbol worth at least 50 gp, which is 
burned up when you cast the spell) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Prayerbook 
 When you cast this spell, a huge, 
flaming image of your holy symbol appears 
hovering over your head. All of your 
companions, members of your faith, and 
members of allied faiths that are within 60 
feet of you and can see the symbol are 

divinely inspired. For the duration, they 
have advantage on attack rolls and on 
saving throws against being frightened. 
They also do +1 damage with weapon 
attacks. In addition, enemies of your faith 
within 60 feet of you do -1 damage with 
weapon attacks. 
 If both you and a cleric of an enemy 
faith use this spell, the combat effects cancel 
each other out and neither side benefits 
from them. However, both sides will have 
advantage on saving throws against being 
frightened. 
 

FFLLEENNSSIINNGG    
8th-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (an onion) 
Duration: 4 rounds 
Source: Spell Compendium 
 You make a cutting gesture with your 
hands and magically strip the flesh from 
your target’s body. At the beginning of each 
of your turns for the next four rounds, your 
target must make a Constitution saving 
throw. It takes 3d10 slashing damage and 
loses 1d3 points each of Charisma and 
Constitution on a failed saving throw, or 
half as much damage and no attribute loss 
on a successful roll. 
 Lost attribute points do not return until 
a greater restoration or similar spell is cast on 
that person. 
 

FFLLEESSHH  TTOO  OOOOZZEE    
6th-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (alchemical reagents 
worth 100 gp) 
Duration: Concentration, up to 1 minute 
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Source: d20pfsrd.com 
 You attempt to turn one creature you 
can see within range into an ooze. If the 
creature’s body is made of flesh, the 
creature must make a Constitution saving 
throw. On a failed save, it is stunned as its 
flesh begins to melt. On a successful save, 
the creature isn’t affected. 
 A creature stunned by this spell must 
make another Constitution saving throw at 
the end of each of its turns. If it successfully 
saves against this spell three times, the spell 
ends. If it fails its saves three times, it is 
turned into an ooze. The successes and 
failures don’t need to be consecutive; keep 
track of both until the target collects three 
of a kind. 
 If the creature is CR 1 or lower, it turns 
into a gray ooze. If it is of CR 2 or 3, it turns 
into either an ochre jelly or a gelatinous 
cube (your choice). If it is of CR 4 or higher, 
it turns into a black pudding. The creature’s 
gear does not transform with it. 
 If you maintain your concentration on 
this spell for the entire possible duration, 
the creature is turned into an ooze until the 
effect is removed.  
 

FFLLEESSHH  TTOO  IICCEE      
5th-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (water and a drop of 
blood) 
Duration: Concentration, up to 1 minute 
Source: Frostburn 
 You attempt to turn one creature that 
you can see within range into crystalline 
ice. If the target’s body is made of flesh, the 
creature must make a Constitution saving 
throw. On a failed save, it is restrained as 
its flesh begins to freeze. 

 On a successful save, the creature isn’t 
affected. A creature restrained by this spell 
must make another Constitution saving 
throw at the end of each of its turns. If it 
successfully saves against this spell three 
times, the spell ends. If it fails its saves 
three times, it is turned to ice and subjected 
to the petrified condition for the duration. 
The successes and failures don’t need to be 
consecutive; keep track of both until the 
target collects three of a kind. 
 If the creature is physically broken 
while petrified, it suffers from similar 
deformities if it reverts to its original state. 
 If you maintain your concentration on 
this spell for the entire possible duration, 
the creature is turned to ice until the effect 
is removed. If the temperature rises above 
50° F, the frozen creature will defrost over a 
period of a week. If touched by magically-
produced heat, it will defrost in 1 minute. 
Upon becoming completely defrosted, the 
creature must immediately make a 
Constitution saving throw or fall to 0 hit 
points. 
 

FFLLEESSHH  TTOO  SSAALLTT      
6h-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a lump of rock salt) 
Duration: Concentration, up to 1 minute 
 You call forth the essence of salt within 
a target that is in range that you can see. 
That creature must make a Constitution 
saving throw. It takes 6d10 necrotic damage 
on a failed saving throw, or half as much on 
a successful one. If this spell causes the 
creature to drop to 10 or fewer hit points, it 
must make another Constitution saving 
throw. On a failed saving throw, it is 
restrained as its flesh begins to crystallize. 
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 A creature restrained by this spell must 
make another Constitution saving throw at 
the end of each of its turns. If it successfully 
saves against this spell three times, the spell 
ends. If it fails its saves three times, it is 
turned to a pillar of salt and is subjected to 
the petrified condition for the duration. The 
successes and failures don’t need to be 
consecutive; keep track of both until the 
target collects three of a kind. 
 If the creature is physically broken 
while petrified, it suffers from similar 
deformities if it reverts to its original state. 
 If you maintain your concentration on 
this spell for the entire possible duration, 
the creature is turned to a pillar of salt until 
the effect is removed. 
 At Higher Levels. When you cast this 
spell with a 7th-level or higher spell slot, 
you inflict an additional 1d10 damage per 
slot level above 6th. 

FFLLEEXXIIBBLLEE  FFOORRCCEE  FFIIEELLDD    
5th-level evocation (ritual) 
Casting Time: 1 round 
Range: 30 feet 
Components: V, S, M (500 gp worth of 
powdered diamond) 
Duration: Permanent or destroyed 
Source: The Great Net Spellbook 
 You create a nearly invisible barrier that 
is attached on all edges to a doorway, arch, 
cave mouth, or similar structure. The 
barrier blocks all physical movement 
through it, as well as all mundane or 
magical attacks, except for those that inflict 
force or psychic damage. It also does not 
block gas-based attacks, such as cloudkill or 
the breath of a green dragon. 
 The force field is treated as an object with 
AC 17, hit points equal to your maximum, 
and resistance to all forms of attack. It does 
not regenerate lost hit points on its own, 

although if you cast this spell a second time 
on an existing force field, you bring it back to 
full hit points. You can also use a spell such 
as repair (q.v.) to heal the force field. 
 

FFLLIICCKKEERR    
Illusion cantrip 
Casting Time: 1 action 
Range: 90 feet 
Components: V, S, M (a small lump of 
candle wax) 
Duration: 1 round 
Source: The Great Net Spellbook 
 A target of your choice flickers and 
blurs slightly for 1 round. Any creature 
who is within 30 feet of the target and can 
see it must make an Intelligence saving 
throw or believe that the target is an 
illusion. A creature may make a new saving 
throw at the beginning of each of its turns 
as long as it can still see the target, ending 
the effect on a success. A creature will 
continue to believe that the target is an 
illusion until the target does something that 
is obviously non-illusory (such as attacking 
and causing real damage or picking an 
object up).  
 

FFLLUU        
2nd-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, M (a handkerchief) 
Duration: 1 week 
Source: The Great Net Spellbook 
 One living humanoid creature you 
touch must make a Constitution saving 
throw or catch an influenza-like disease.  
 It takes 1d4 hours for the disease’s 
symptoms to manifest in the creature. 
Symptoms include fatigue, lethargy, 
coughing, sneezing, and fever. While ill, the 
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creature will suffer from one level of 
exhaustion that will persist until the flu is 
cured, either mundanely or magically. At 
the end of each long rest, the creature may 
make a new saving throw, ending the effect 
on a success. 
 This magical influenza is very 
contagious. All humanoids who remain 
within 10 feet of the target for more than 1 
minute must make a Constitution saving or 
catch it as well.  
 Unless the target succeeds at a saving 
throw beforehand, the spell ends and the 
disease vanishes after one week. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you inflict two levels of exhaustion. When 
you cast it with a 6th-level or higher slot, 
you inflict three levels of exhaustion. When 
you cast it with an 8th-level or higher spell 
slot, you inflict four levels of exhaustion. 
 

FFOOGG  OOFF  NNIIGGHHTTMMAARREESS    
7th-level illusion 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Spellbook 
 A cylinder of thick, silver fog that is 15 
feet tall with a 50-foot radius appears, 
centered on a point you can see you can see 
within range. The fog spreads around 
corners. It lasts for the duration or until 
strong wind (20 miles per hour or more) 
disperses the fog, ending the spell. Its area 
is heavily obscured. 
 You tap into the nightmares of all 
creatures within the area and create 
manifestation of its deepest fears, These 
manifestations, which are similar to the 
images created by the phantasmal killer spell, 

form out of the fog and are visible only to 
the affected creatures. 
 Each creature in the area must make a 
Wisdom saving throw. On a failed save, the 
target becomes frightened for the duration. 
At the start of each of the target’s turns, a 
frightened target must succeed on a 
Wisdom saving throw or take 4d6 psychic 
damage. On a successful saving throw, the 
creature is unaffected for that round.  
 Because of the all-encompassing nature 
of the fog of nightmares, it is difficult to 
escape: a frightened creature is surrounded 
on all sides by the objects of its nightmares 
and cannot find a safe way to move. Its 
movement rate is halved while in the fog. 
 

FFOOOOLL ’’SS  GGOOLLDD      
4th-level illusion 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a powdered piece of 
iron pyrite) 
Duration: 8 hours 
Source: Wizard’s Spell Compendium 
You touch copper coins or objects made out 
of copper, brass, or bronze, with a total 
weight of 1 pound or less, and turn it into 
gold. Approximately 50 cp equal one 
pound. When the spell expires, the items 
return to normal. 
 If a piece of iron touches an affected 
item, the DM will roll a die. On an odd 
number, the object returns to normal. If the 
iron is raw ore, the object always returns to 
normal. 
 At Higher Levels. When you cast this 
spell using a 6th-level or higher spell slot, 
the resultant gold objects will not revert if 
touched with iron. 
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FFOOOOLL ’’SS  SSPPEEEECCHH    
3rd-level illusion 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a small bone whistle) 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 While casting this spell, you touch up to 
eight willing targets. This gives you and 
your allies the ability to speak in a secret 
language that is incomprehensible 
gibberish to everyone else. This language 
cannot be understood even when using 
spells such as comprehend languages. 
 

FFOORRCCEE  BBLLAASSTT    
5th-level evocation 
Casting Time: 1 action 
Range: 300 feet 
Components: V, M (a giant’s tooth) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 Target one creature or object you can see 
within range and make a ranged spell 
attack to hit. On a success, the target takes 
8d10 force damage and, if it’s an animate 
creature, it must make a Strength saving 
throw or be knocked prone. This spell does 
double damage to structures and inanimate 
objects. 
 

FFOORRCCEE  CCHHEESSTT      
4th-level evocation (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a 2-inch glass cube) 
Duration: 1 week 
Source: Spell Compendium 
 You summon a lidded box made of 
force, two feet per side, which appears in 
your hands. You may choose to make it 

invisible or translucent. The lid will not 
open without first speaking a password. It 
is immune to all damage and can’t be 
dispelled by dispel magic. A disintegrate spell 
destroys the box instantly, however. It can 
hold up to 50 pounds and contains enough 
air to supply one Tiny creature for an hour. 
 

FFOORRCCEE  SSHHAAPPEECCHHAANNGGEE      
5th-level transmutation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a hair from a 
lycanthrope and a butterfly) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You point to one creature within range 
that you can see. If that creature is 
shapechanged or polymorphed, either 
through natural ability or by spell, it is 
forced back into its natural shape and must 
make a Constitution saving throw. It takes 
3d10 force damage on a failed saving 
throw, or half as much on a successful one. 
 This spell has no effect on illusory 
disguises. 
 

FFOORRCCEEBBAALLLL    
3rd-level evocation 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S, M (a tiny ball of bat 
guano and a pinch of sawdust) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A brilliant white streak flashes from 
your pointing finger to a point you choose 
within range and then silently explodes. 
Each creature in a 20-foot-radius sphere 
centered on that point must make a 
Dexterity saving throw. A target takes 7d6 
force damage and is stunned for 1 minute 
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on a failed saving throw, or takes half as 
much damage and is not stunned on a 
successful roll. A stunned creature may 
make a Constitution saving throw at the 
beginning of each of its turns, ending the 
effect on a success. 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
the damage increases by 1d6 for each slot 
level above 3rd. 
 

FFOORRCCEEDD  RREEPPEENNTTAANNCCEE      
4th-level enchantment 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 minute 
Source: d20pfsrd.com 
 You choose a humanoid within range 
that you can see and force it to make a 
Wisdom saving throw. If it fails, it will stop 
its current action, overwhelmed by its 
guilty conscious, and will begin confessing 
its sins to you.  
 The creature may make a new saving 
throw at the beginning of each of its turns, 
ending the effect on a success. The spell 
also ends if you ever leave that creature’s 
line of sight. Good-aligned creatures have 
advantage on their saving throw. 
 

FFOORRCCEEWWAAVVEE      
3th-level evocation 
Casting Time: 1 bonus action 
Range: Self (10-foot wide sphere) 
Components: V, S, M (a piece of string and 
a drop of water) 
Duration: Instantaneous 
Source: Spell Compendium 
 You create a wave of aquamarine-tinged 
magical force which pushes out from you in 
a battering force. All creatures within 10 

feet of you must make a Strength saving 
throw or be knocked 15 feet backwards and 
fall prone. 
 This also does 8d10 bludgeoning 
damage to structures and inanimate objects 
that are within 10 feet. 
 

FFOORRCCEEWWHHIIPP      
5th-level evocation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You create a translucent line of magical 
force that lashes out at your command 
towards a creature in range. Make a melee 
spell attack against the target. If the attack 
hits, the creature takes 8d10 force damage 
and if the creature is Large or smaller, you 
pull it up to 10 feet closer to you. 
 You may choose to have the whip 
grapple the target (escape DC equal to your 
spell save DC). Until this grapple ends, the 
target is restrained and you cannot use the 
whip on another creature. 
 

FFOORRTTUUNNAATTEE  FFAATTEE      
7th-level abjuration 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (an emerald worth at 
least 1,000 gp) 
Duration: 1 hour 
Source: Spell Compendium 
 This spell must be cast on a willing 
creature. If at any point in the spell’s 
duration that creature takes enough 
damage to take it to 0 hit points or fewer, 
this spell will trigger, restoring 50 hit points 
and removing the blinded, deafened, and 
poisoned conditions from it, if applicable. 
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FFOOUUNNDDAATTIIOONN  OOFF  SSTTOONNEE    
1st-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 minute 
Source: Spell Compendium 
 You channel the power of stone into one 
willing target. As long as that target doesn’t 
move and remains standing on solid 
ground, it gains a +2 bonus to its armor 
class and cannot be knocked prone. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
you may affect one additional target for 
each slot level above 1st. 
 

FFRREEEEZZEE    
3rd-level abjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (an hourglass) 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You coat a target in ice, putting it in 
stasis and making it effectively petrified for 
one minute. An unwilling target may make 
a Wisdom saving throw to resist, and may 
make a new saving throw at the end of each 
of its turns, ending the effect on a success. 
At the end of this time, the creature is no 
longer petrified and may resume normal 
activities. 
 At Higher Levels. When you cast this 
spell with a 4th-level spell slot, the duration 
increases to 10 minutes. When you cast it 
with a 5th-level or higher spell slot, the 
duration increases to 1 hour. 
 

FFRROOSSTT  FFIINNGGEERRSS    
1st-level evocation 
Casting Time: 1 action 
Range: Self (15-foot cone) 
Components: V, S 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 As you hold your hands with thumbs 
touching and fingers spread, shards of ice 
shoot out from your outstretched fingertips. 
Each creature in a 15-foot cone must make a 
Dexterity saving throw. A creature takes 
3d6 cold damage on a failed save, or half as 
much damage on a successful one. 
 At Higher Levels. When you cast this 
spell using a spell slot of 2nd level or 
higher, the damage increases by 1d6 for 
each slot level above 1st. 
 

FFRROOSSTT  WWHHIIPP    
3rd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 You create blue-white, glowing line of 
solidified coldness that lashes out at your 
command towards a creature in range. 
Make a melee spell attack against the target. 
If the attack hits, the creature takes 4d10 
cold damage and must make a Constitution 
saving throw or be paralyzed until the end 
of its next turn. If the creature is Large or 
smaller, you pull it up to 10 feet closer to 
you.  
 

FFRROOSSTTFFIIRREE      
2nd-level transmutation 
Casting Time: 1 action 
Range: 100 feet 
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Components: V, S, M (a piece of ivory, a 
pinch of soot, and a shard of clear crystal) 
Duration: Concentration, up to 1 hour 
Source: Wizard’s Spell Compendium 
 You point to a fire of any size within 
range and change it so that it becomes cold, 
not hot. For the duration of the spell, the 
flames burn clear blue. The fire must be one 
that burns for at least one minute, not one 
with an instantaneous duration (such as a 
fireball spell). This spell produces one of 
three effects: 
  oo  Chilled Flame. You make a ranged 
spell attack against one fire elemental you 
can see. You may also target creatures that 
are currently aflame due to magical or 
natural ability such as a balor or flameskull, 
or a creature under the effect of a fire aura 
(q.v.) spell. On a hit, you inflict 3d10 cold 
damage to that creature. This attack is 
instantaneous.  
 You can also cast this spell on a creature 
that has been set on fire and is taking 
damage because of it. This will 
automatically extinguish the flames. 
  oo  Cold Flame. The flame inflicts cold 
damage instead of fire damage. 
  oo  Cool Flame. All heat is removed 
from the flame. It burns fuel and produces 
light but causes no damage if touched and 
cannot set anything other than the fuel you 
give it on fire. 
 

GGAARRIINNTTHHRRAALLLL ’’SS  HHIIDDEEOOUUSS  LLEEEECCHH    
3rd-level conjuration 
Casting Time: 1 action 
Range: 90 feet 
Components: V, S, M (a leech, which you 
must kill when you cast this spell) 
Duration: Special 
Source: The Great Net Spellbook 

 You conjure a small, slimy black sphere 
and hurl it at one creature within range. 
Make a ranged spell attack to hit. If 
successful, the sphere turns into a Tiny-
sized leech-like creature that camouflages 
itself to blend into the target’s body. It 
immediately bites the target, even through 
armor, inflicting 2d4 piercing damage. It 
injects an anesthetic into the target’s 
bloodstream; she will not feel the bite. 
 While attached, the leech doesn’t attack. 
Instead, the target loses 1d4 hit points due 
to blood loss at the start of each of its turns 
until the target is dead or the leech has been 
physically removed. Once the target has 
lost half its hit points, the target will also 
take one level of exhaustion. Unless the 
target is aware of the leech’s existence, she 
will not necessarily know why she is 
weakening. 
 The leech is not particularly hard to 
find; it takes a DC 13 Wisdom (Perception) 
check to do so. The leech cannot be 
removed by hand unless dispel magic or 
remove curse is cast on it. It has an armor 
class of 10 and 15 hit points, but it takes 
only half the damage dealt to it and the 
creature to which it is attached takes the 
other half. 
 After the leech is removed, or once the 
target is dead, the leech will dissolve into a 
puddle of rancid blood.  
 

GGEEMM  RREECCOORRDD    
2nd-level divination (ritual) 
Casting Time: 1 minute to record 
information or 1 round to access the 
information. 
Range: 30 feet 
Components: V, S, M (a flawless gemstone 
worth at least 10 gp to record information, 
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or a drop of your blood to access the 
information) 
Duration: Permanent to record 
information, or concentration, up to 1 hour 
to access it. 
 You use this spell to record information 
inside a gemstone or to read information 
that was recorded by another. This spell is 
permanent, although destroying the 
gemstone will destroy the information, and 
the gem record can be erased by a dispel 
magic or erase (q.v.).  
 You may specify up to three other 
individuals who may also freely read the 
gem record. All others must cast this spell 
on the gemstone to be able to read it. You 
may cast protective spells such as glyph of 
warding on the gemstone in the same way 
you would cast it on a book. 
 The gemstone must be flawless for this 
spell to work. If the gem is slightly 
damaged (or is re-cut by a jeweler) after 
information has been recorded in it, roll a 
d20. On a 1, the information you want has 
been permanently lost. If the gem has been 
badly damaged or altered, the information 
has been lost on a roll of 1-10. If the 
gemstone has been shattered or pulverized, 
the information has been permanently lost. 
 You may use the copy spell (q.v.) on the 
gem record, but it will only produce a copy 
on paper or parchment, not into another 
gemstone. You can use spells such as 
encrypt or mistaken missive (q.v.) on the gem 
record as well. Choose one of the following 
functions when you cast this spell: 
  oo  Gem Write. You record information 
inside of a gemstone. You may speak into it 
or hold the gem above a written record 
while casting this spell and it will copy the 
writing. It will record static images but 
cannot record moving images. You may use 
the gem to record spells, but that turns it 

into a spellbook; you cannot use a gem 
record as a spell scroll. 
 For every 50 gp the gem costs, you can 
record up to 1,000 words or one spell level. 
You only have to pay half the normal cost 
of inscribing a spell when you record it in a 
gem record. When you cast this version of 
the spell, the casting time is 1 minute per 
1,000 words or spell level. You may cast 
this spell on multiple occasions until the 
gem is “filled.” 
  oo  Gem Read. You may read a gem 
record that was created by another caster. If 
the information was recorded verbally, you 
will “hear” the recorder’s voice in your 
mind. If it was copied from a text, you will 
mentally “see” the words and will have to 
read them; this takes as long as it would 
normally take to read from a book. You do 
not have to start from the beginning of the 
text; if you think about the topic or the 
specific section you wish to see, the gem 
will skip ahead to that point. This 
effectively gives you a search function. The 
recorded text is revealed mentally to you; it 
cannot be broadcast to be heard or read by 
multiple people at once. 
 When you cast this version of the spell, 
the casting time is 1 round, plus the length 
of time it takes to listen to or read the 
information, to a maximum of one hour. If 
you lose your concentration, the spell ends. 
 

GGEENNOOCCIIDDEE    
9th-level necromancy 
Casting Time: 1 round 
Range: 400 feet 
Components: V, S 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You speak the name of a species of 
living creature (such as “goblinoids” or 
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“hippogriff”) and point to a member of that 
species that you can see within range. The 
creature must have a CR of 8 or less. A bolt 
of glowing black energy leaps from your 
hand to that creature, which must make a 
Constitution saving throw. It takes 100 
necrotic damage on a failed saving throw, 
or half as much on a successful one. 
 The following round, tendrils of energy 
leap from that creature to all other creatures 
of that type that are within 60 feet of it. 
Those creatures must also make 
Constitution saving throws. A creature 
takes 50 necrotic damage on a failed saving 
throw, or half as much on a successful one. 
 

GGHHOOSSTT  TTRRAAPP    
6th-level abjuration 
Casting Time: 1 action 
Range: Self (30-foot-radius sphere) 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You surround yourself with a field of 
faintly shimmering energy that travels with 
you. Any creature with the Incorporeal 
Movement trait, Etherealness, Ethereal 
Jaunt, or Ethereal Stride abilities, or is 
under the effects of an etherealness or similar 
spell is rendered fully corporeal while in 
the spell’s area. It is impossible for any 
creature to become ethereal or incorporeal 
while in the spell’s area.  
 Any formally incorporeal or ethereal 
creature that had resistance or immunity to 
nonmagical weapons or weapons made of 
special materials (such as silvered 
weapons) loses that resistance and 
immunity, and it also loses its immunity to 
being grappled, knocked prone, paralyzed, 
or restrained. 
 

GGHHOOSSTT  WWHHIIPP    
2nd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 You create a long whip made of ethereal 
material that appears from your hand and 
lashes out at your command towards a 
creature in range. Make a melee spell attack 
against the target, which must be 
incorporeal, ethereal, or gaseous in nature, 
or any sort of undead. If the attack hits, the 
creature takes 3d10 force damage. If the 
creature is Large or smaller, you pill it up to 
10 feet closer to you. 
 On a successful hit, you may choose to 
have the whip grapple the target. A 
grappled target is restrained (escape DC 
equal to your spell save DC) and you 
cannot use the whip on another creature. 
 The whip ignores all objects and 
creatures other than the target you choose, 
allowing it to pass through those objects 
without hindrance.  
 

GGHHOOUULL  GGAAUUNNTTLLEETT      
7th-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Libris Mortis 
 You slowly transform one living 
creature that you can see within range into 
a ghoul. The creature must make a 
Constitution saving throw. On a failed save, 
it takes 2d6 necrotic damage at the end of 
each of its turns. When the creature dies, it 
awakens 1d4 minutes later as a ghoul. The 
transformation can be ended with a greater 
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restoration, heal, or remove curse spell. Other 
healing spells can be used to restore lost hit 
points but will not stop the progress of the 
transformation, just temporarily delay it. 
 As a bonus action on each of your turns, 
you can mentally command a ghoul you 
created with this spell if the creature is 
within 120 feet of you (if you have used this 
spell multiple times to create many ghouls, 
you can command any or all of them at the 
same time, issuing the same command to 
each one). You decide what action the 
ghoul will take and where it will move 
during its next turn, or you can issue a 
general command, such as to guard a 
particular chamber or corridor. If you issue 
no commands, the ghoul will attempt to 
find sustenance on its own. 
 The ghoul is under your control for 1 
month, after which it stops obeying any 
command you have given it. To maintain 
control of the ghoul for another month, you 
must cast either animate dead or create 
undead on the creature before the current 1 
month period ends. This use of the spell 
reasserts your control over up to four 
ghouls you have created with this spell, 
rather than creating new ones. 
 

GGHHOOUULL  TTOOUUCCHH    
2nd-level necromancy 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 Your hands wither and grow long, 
jagged claws. When making unarmed 
attacks, you inflict 1d4 slashing damage 
and 1d4 necrotic damage, and your target’s 
hit point total is reduced by the amount of 
necrotic damage taken. In addition, your 

target must make a Constitution saving 
throw or be paralyzed for 1 minute. A 
creature may make a new saving throw at 
the beginning of each of its turns, ending 
the effect on a success. The hit point 
reduction lasts until the target takes a short 
or long rest. 
 

GGHHOOSSTT  CCOOMMPPAANNIIOONN      
3rd-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: Ghostwalk 
 You touch a beast or monstrosity with 
an Intelligence of 4 or less that is at one-half 
or fewer hit points and it dies painlessly. 1 
minute later (or at dusk, if you cast this 
spell during the daytime), the creature’s 
ghost will appear within 30 feet of you. If 
the creature was a companion to an ally 
(such as a ranger’s animal companion or a 
spellcaster’s familiar, or even someone’s a 
beloved pet), it will appear within 30 feet of 
that ally, instead. 
 As a bonus action on each of your turns, 
you can mentally command it. You decide 
what action the ghost-beast will take and 
where it will move during its next turn, or 
you can issue a general command, such as 
to guard a particular chamber or corridor. If 
you issue no commands, the ghost-beast 
will act as a normal animal of its type. If the 
ghost-beast is a companion to an ally, it is 
under the ally’s control instead. 
 The ghost-beast is under your control for 
24 hours, after which it dissipates and 
travels to its appropriate afterlife, if any. To 
maintain control of the ghost-beast for 
another 24 hours, you must cast this spell 
on it again before the current 24-hour 
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period ends. This use of the spell causes the 
ghost-beast to remain in existence for 
another 24 hours. 
 Attributes for the ghost-beast are in the 
appendix. 
 

GGIIAANNTT  SSIIZZEE    
8th-level transmutation 
Casting Time: 1 round 
Range: Self 
Components: V, S, M (a dragon’s scale or 
hairs from a giant’s head) 
Duration: 1 minute 
Source: Oriental Adventures 
 You enlarge yourself and everything 
you are carrying to truly enormous 
proportions. You grow to be 80 feet tall and 
your weight increases by 100 times. Your 
size becomes Gargantuan.  
 Until the spell ends, your Strength 
increases to 30 (+5) and you gain 20 
temporary hit points. Your physical attacks 
do 2d6 extra damage and you have 
advantage on Strength checks and Strength 
saving throws. In addition, your armor 
class improves by +10 and your walking 
speed is doubled. However, you have 
disadvantage on Dexterity checks and 
saving throws. The temporary hit points 
last until the spell ends. 
 

GGIIFFTT  OOFF  SSPPEEEECCHH    
1st-level transmutation (ritual) 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: Priest’s Spell Compendium 
 You grant one aberration, beast, dragon, 
monstrosity, ooze, or plant with an 
Intelligence of 4 or less the ability to speak 
your language and understand you. This 

does not raise its Intelligence, however, so 
its ability to communicate may still be 
limited. 
 

GGLLAAMMDDEENN’’SS  JJEETT    
4th-level conjuration 
Casting Time: 1 action 
Range: Self (60-foot line) 
Components: V, S, M (a scale from a green 
or black dragon) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A line of foul liquid and vapors 90 feet 
long and 10 feet wide blasts from you in a 
direction you choose. Each creature in the 
line must make a Dexterity saving throw. 
The creature takes 3d6 necrotic damage and 
4d6 of either acid or poison damage—you 
choose when casting the spell. 
 At Higher Levels. When you cast this 
spell with a 5th-level or higher spell slot, 
you inflict an additional 1d6 necrotic 
damage for each slot level above 4th. 
 

GGLLAASSSS  SSTTOORRMM      
8th-level conjuration 
Casting Time: 1 minute 
Range: Self (30-foot radius) 
Components: V, S, M (a shard of glass) 
Duration: Concentration, up to one minute 
Source: Priest’s Spell Compendium 
 You create extremely powerful winds 
that surround you, leaving you in the 
storm’s “eye.” The winds are full of 
dangerous glass and crystal shards. Its area 
is heavily obscured. 
 All creatures within the storm must 
make a Dexterity saving throw each time 
that they end their turn in the storm. A 
creature takes 8d6 piercing damage and is 
blinded for 1 minute on a failed saving 
throw, or half as much damage and is not 
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blinded on successful save. The blindness 
lasts until lesser restoration or a similar spell 
is cast on the creature. 
 Ranged combat is impossible within the 
storm. Non-metallic armor has its AC 
reduced by 1 each round it is the storm. 
Armor that has its AC reduced to 10 is 
destroyed. 
 

GGLLAASSSSEEEE      
4th-level transmutation (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a small piece of 
glass) 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You make an area of metal, stone, or 
wood of up to 6 square feet transparent as 
glass. Metal can be up to 4 inches thick; 
stone can be up to 1 foot thick, and wood 
can be up to 2 feet thick. You can choose to 
make the area transparent to everyone, 
make it transparent only to you, or to create 
a one-way mirror. This spell does not work 
on lead. 
 At Higher Levels. When you cast this 
spell with a 5th-level or higher spell slot, 
the duration increases to Concentration, up 
to 10 minutes. When you cast it with a 7th-
level spell slot, the duration increases to 1 
hour, with no need to concentrate. 
 

GGLLAASSSSTTEEEELL    
7th-level transmutation  
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a piece of glass and a 
piece of steel) 
Duration: Permanent 
Source: Wizard’s Spell Compendium 

 Up to 100 pounds of glass or crystal that 
you touch gains the tensile strength and 
durability of steel. An object affected by this 
spell has its armor class become 19 and its 
hit points are multiplied by 10. 
 

GGLLOOBBEE  OOFF  TTRRAANNQQUUIILL  WWAATTEERR    
5th-level abjuration 
Casting Time: 1 action 
Range: Self (30-foot-radius sphere) 
Components: V, S, M (a glass globe) 
Duration: Concentration, up to 10 minutes 
Source: d20pfsrd.com 
 A bubble of calmness extends outwards 
from you. Any body of water in that area is 
considered to be calm and tranquil. Natural 
storms are reduced in severity to mere 
drizzles, and magical storms inflict only 
half their normal damage. 
 In addition, all water-based elementals 
are hedged out, as if you had cast antilife 
shell on the area. 
 This spell can only be cast on or near 
oceans, lakes, and other large bodies of 
water. 
 

GGLLOORRYY  OOFF  TTHHEE  MMAARRTTYYRR    
4th-level abjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 hour 
Source: Book of Exalted Deeds 
 You choose a willing creature within 
range. That creature’s armor class improves 
by +1. In addition, half of the damage that 
creature takes is transferred to you. If you 
die due to this spell, the creature to whom 
you are linked is partially healed; 2d10 hit 
points are restored. 
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 This spell remains active as long as that 
creature is within 30 feet of you. If the 
creature moves out of range, the spell ends. 
 

GGLLYYPPHH  OOFF  RREEVVEEAALLIINNGG      
5th-level divination  
Casting Time: 1 action 
Range: Self (60-foot radius) 
Components: V, S, M (ink made out of the 
juice of crushed eyebright flowers, white 
chalk, and powdered quartz) 
Duration: 10 minutes 
Source: Priest’s Spell Compendium 
 You inscribe a special rune on a flat, 
horizontal surface. All other magical runes, 
marks, glyphs, symbols, and other forms of 
written magic become visible, allowing 
them to be read or identified without being 
accidentally triggered. 
 

GGLLYYPPHH  OOFF  WWAARRDDIINNGG  ((NNEEWW  VVAARRIIAANNTTSS))    
3rd-level abjuration 
Source: The Great Net Spellbook and 
Priest’s Spell Compendium 
 These are new variants of the spell glyph 
of warding that appears in the Player’s 
Handbook (page 245). 
  oo  Necromantic Runes. When this rune 
is triggered, a violent explosion of energy 
from the Negative Plane strikes the creature 
who disturbed it. The creature must make a 
Dexterity saving throw. It takes 4d8 
necrotic damage on a failed save, or half as 
much damage on a successful one, and its 
hit point total is reduced by that amount. 
This hit point reduction lasts until the 
creature takes a short or long rest. 
  oo  Sepia Snake Sigil. When triggered, a 
magical snake made of glimmering brown 
force springs into being and attacks the 
nearest living creature (other than you) 
within 10 feet of it, using your spell attack 

modifier. On a hit, it engulfs the target in a 
shimmering amber field of force. On the 
creature’s next turn, it may attempt to 
escape the field (escape DC equal to your 
spell save DC). If unsuccessful, the target is 
restrained and incapacitated. These 
conditions remain for 8 hours, until you 
release the restrained creature, or a dispel 
magic spell is cast on it. While in the amber 
field, the creature does not age or need to 
eat, drink, breathe, or sleep. 
 

GGNNAATT  SSWWAARRMM      
Conjuration cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 round 
Source: The Great Net Prayerbook 
 You conjure a swarm of biting gnats 
around a single target within range you can 
see. The target must make a Wisdom saving 
throw or be distracted until the end of its 
next turn. It will have disadvantage on all 
attack rolls and ability checks until then. 
 

GGOODDLLYY  PPRROOTTEECCTTIIOONN    
4th-level abjuration 
Casting Time: 1 action  
Range: 120 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Prayerbook 
 Divine light illuminates all of your allies 
within range, provided those allies are not 
engaging in any action other than joining 
you in prayer. After you have cast the spell, 
they may resume their normal activities.  
 For the spell’s duration, your allies are 
immune to being frightened or charmed 
and will have advantage on any one type of 
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roll of your choosing: either all attack rolls, 
saving throws, or ability checks.  
 

GGOODDRRAAGGEE    
3rd-level enchantment 
Casting Time: 1 action 
Range: Self 
Components: V, M (a consecrated weapon) 
Duration: 1 minute 
Source: The Great Net Prayerbook 
 You call upon the righteous wrath of 
your deity while holding a melee weapon 
consecrated to that deity, and your god fills 
you with divine fury and you enter a 
berserk rage.  
 For as long as this spell is in effect, you 
have advantage on all attack rolls, inflict +2 
damage with each attack, and gain 
resistance to bludgeoning, piercing, and 
slashing damage from nonmagical 
weapons. However, while filled with 
godrage, you can neither cast spells nor 
concentrate on a spell you had cast earlier, 
and you can use no weapon or object but 
the consecrated weapon; if you lose that 
weapon, your rage ends. Finally, you 
cannot take the Dodge, Help, or Hide 
actions. 
 

GGOOLLDDEENN  BBAARRDDIINNGG    
1st-level conjuration 
Casting Time: 1 action 
Range: Touch 
Components: V 
Duration: 1 hour 
Source: Spell Compendium 
 You create shimmering gold barding for 
your steed that fits perfectly, regardless of 
what sort of creature it is. The barding is 
effectively weightless and provides your 
mount a +2 bonus to AC for the duration of 

the spell. This spell may be cast on a 
creature that is already wearing barding. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
you increase the AC bonus by +1 for each 
slot level above 2nd. 
 

GGOOOODD  HHOOPPEE    
3rd-level enchantment 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: 1 round 
Source: d20srd.org 
 You fill up to 6 willing targets with 
cheer and powerful feelings of hope. Each 
creature gains advantage on all rolls until 
the end of its next turn. This spell counters 
and dispels crushing despair. 
 

GGRRAASSPPIINNGG  HHAANNDDSS  OOFF  HHOORRRROORR    
3rd-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 round 
Source: The Great Net Spellbook 
 You cause four arms to reach out of the 
ground and grab at a Large-sized or smaller 
creature you choose. The target must make 
a Dexterity saving throw or be grappled. A 
grappled creature is restrained (escape DC 
equal to your spell save DC) pulled three 
feet under the ground and must hold its 
breath or start to suffocate, as per the 
suffocation rules in the Player’s Handbook 
(page 183). Although the arms look rotted 
and zombie-like, they are constructs and 
not actually undead. 
 At Higher Levels: When you cast this 
spell with a 4th-level or higher spell slot, 
you create an additional two arms. For 
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every four arms you create, you may target 
one additional creature. If you choose, you 
may have eight arms grapple a target, who 
will be at disadvantage on both the 
Dexterity saving throw and the escape roll. 
 

GGRRAASSSSDDAARRTT      
2nd-level transmutation 
Casting Time: 1 action 
Range: Self (10 foot radius) 
Components: V, S, M (several blades of 
grass) 
Duration: 10 minutes 
Source: Priest’s Spell Compendium 
 You pluck a number of blades of grass 
equal to your level and they are magically 
changed to be as strong as iron and razor-
sharp, allowing you to use them as 
weapons. They are considered to be finesse 
weapons and you have proficiency in them. 
 The grass can be used as either a melee 
or thrown weapon. A blade of grass less 
than one foot long does 1d4 piercing 
damage and has a range of 20/60. A blade 
longer than that does 1d6 piercing damage 
and has a range of 30/120. 
 

GGRRAAVVEELL  VVOORRTTEEXX    
4th-level conjuration 
Casting Time: 1 action 
Range: 400 feet 
Components: V, S, M (a handful of pebbles) 
Duration: Instantaneous 
Source: d20pfsrd.com 
 A cloud of whirling pebbles appears in 
the shape of a cylinder that is 20 feet tall 
with a 40-foot radius, centered on a point 
you can see on the ground within range. All 
creatures in the area must make a Dexterity 
saving throw or take 6d8 bludgeoning 
damage. In addition, the ground in that 

area is treated as difficult terrain due to the 
uneven, rolling pebbles, for 1 hour. 
 

GGRRAAYYMMAANNTTLLEE    
3rd-level necromancy 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a skull) 
Duration: Concentration, up to 10 minutes 
Source: Spell Compendium 
 A skull-shaped cloud of gray energy 
strikes your target, covering them with a 
dull haze. Make a ranged spell attack to hit. 
For as long as this spell is active, the subject 
cannot regain hit points in any way, 
including magical spells and items or 
through regeneration.  
 

GGRREEAATTEERR  AANNIIMMAATTEE  DDEEAADD    
6th-level necromancy 
Casting Time: 1 minute 
Range: 10 feet 
Components: V, S, M (a drop of blood, a 
piece of flesh, and a pinch of bone dust) 
Duration: Instantaneous 
Source: The Great Net Prayerbook 
 This spell is identical to the 3rd-level 
spell animate dead, save that the skeletons 
and zombies you animate remain under 
your control permanently. 
 At Higher Levels. When you cast this 
spell using a spell slot of 7th level or higher, 
you animate two additional undead 
creatures for each slot level above 5th. Each 
of the creatures must come from a different 
corpse or pile of bones. 
 

GGRREEAATTEERR  SSIIGGNN  OOFF  SSEEAALLIINNGG      
5th-level abjuration 
Casting Time: 10 minutes 
Range: 30 feet 



205 

Components: V, S, M (a crushed emerald 
worth 500 gp) 
Duration: Permanent 
Source: Spell Compendium 
 You inscribe a complex and prominent 
magic sigil on a door, chest, or similar 
closure, covering it with a seal of magical 
force. The object’s armor class increases by 
+4 and its hit points are doubled. As with 
the lower-level sign of sealing, attempts to 
open the object through mundane means 
(such as by breaking the door down, or 
picking the lock) are at disadvantage. You 
may freely open the object at will without 
damaging the seal, but if any other creature 
manages to break the seal, the spell ends. 
The greater seal is not affected by knock, 
although it can still be dispelled. 
 Finally, if the greater sign of sealing is 
destroyed through mundane means, the 
seal explodes. All creatures within a 30-foot 
cone must make a Dexterity saving throw. 
A creature takes 6d6 bludgeoning damage 
on a failed saving throw, or half as much on 
a successful one. 
 

GGRREEGGOORRII’’SS  SSHHAADDOOWW    
4th-level divination 
Casting Time: 1 action  
Range: Touch 
Components: V, S 
Duration: 24 hours 
Source: The Great Net Spellbook 
 You touch a creature’s shadow and 
replace its shadow with your own. For the 
duration of the spell, you can use your 
action to see and hear your target’s 
surroundings using the point of view of 
your own shadow, and you continue to do 
so until you use your action to return to 
your normal senses. While perceiving 
through your shadow, you have darkvision 

to 30 feet, unless you already have 
darkvision to a further distance, but you are 
blinded and deafened to your own 
surroundings.  
 The target may make Wisdom 
(Perception) checks when you first cast this 
spell, once each hour to notice that the 
shadow is not its own, and at other times 
when the DM rules it would be logical for it 
to notice its own shadow. 
 While this spell is in effect, you do not 
have a shadow of your own. There is no 
limit to the distance that may be between 
you and the target. When the spell ends, 
your shadow reappears at your own body. 
 

GGUUAARRDDIIAANN  SSEEAALL    
3rd-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, M (pure beeswax, which is 
molded into a seal) 
Duration: Permanent or broken 
Source: Priest’s Spell Compendium 
 You protect a door, window, chest, 
envelope, or other closure against one type 
of creature (aberration, fey, monstrosity, 
etc.) by placing a magical seal on it. A 
creature of that type cannot open that 
closure normally; it can only open it by 
destroying the seal. 
 The seal has an armor class of 15, 20 hit 
points, and resistance to all forms of 
damage. As long as it has 1 hit point 
remaining, the seal regenerates all lost hit 
points each day at dawn. The seal does not 
prevent creatures of other monster types 
from opening the closure, nor does it 
prevent the area around the seal from being 
damaged or destroyed. For instance, if a 
guardian seal that protects against 
humanoids was placed on a box, a 
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humanoid would not be able to open the 
box’s lid, but could attempt to destroy the 
lid’s hinges or even the entire box.  
 At Higher Levels: When you cast this 
spell with a 4th-level or higher spell slot, 
the seal has an additional 10 hit points per 
slot level above 3rd. 
 

GGUUAARRDDIIAANN  WWEEAAPPOONN      
4th-level abjuration (ritual) 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a drop of your sweat 
or spittle and a pebble) 
Duration: Permanent until triggered 
Source: Priest’s Spell Compendium 
 You create a magical weapon (of any 
type) made of invisible force and set it to 
guard a doorway or passage. You also 
specify a password.  
 Any creature that enters the weapon’s 
space without first speaking the password 
will trigger a weapon strike. The creature 
must make a Dexterity saving throw. It 
takes 5d10 bludgeoning, piercing, or 
slashing damage of a type appropriate to 
the weapon you create on a failed saving 
throw, or half as much on a successful one. 
If the saving throw fails, the creature must 
also make a Constitution saving throw or 
be knocked prone and stunned for 1 
minute. It may make a new saving throw at 
the end of each of its turns, ending the 
effect on a success. 
 If multiple creatures enter the guardian 
weapon’s space at once, it strikes randomly. 
 

GGUULLLLSSHHIIPP      
6th-level transmutation 
Casting Time: 10 minutes 
Range: Touch 

Components: V, S, M (a model boat and the 
feather of a seagull) 
Duration: 12 hours 
Source: Wizard’s Spell Compendium 
 You give a boat or ship that you touch 
the ability to fly. You control the boat’s 
altitude (you may rise no higher than 1 mile 
in the air) and attitude. The boat is 
dependent on the winds to move or other 
such methods, but it can’t be rowed.  
 When the spell ends, the ship gently 
lowers itself to ground or sea level. 
 If you cast this spell on a boat every day 
for a year, the spell becomes permanent. 
You need not cause the boat to fly when 
you cast the spell in this way. The ship does 
not have to be completely built while you 
are casting gullship in this manner, but it 
will not be able to fly until the ship is 
finished, even if you have cast the spell 
every day for a year. 
 At Higher Levels. When you cast this 
spell with a 8th-level or higher spell slot, 
the duration increases to 24 hours. 
 

GGUUNNTTHHEERR ’’SS  KKAALLEEIIDDOOSSCCOOPPIICC  SSTTRRIIKKEE    
7th-level evocation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 A beam of scintillating, kaleidoscopic 
light shoots from your outstretched hand 
towards a spellcasting target within range. 
Make a ranged spell attack. On a hit, the 
target must make a saving throw using its 
spellcasting attribute. 
 The target’s its mind is short-circuited. If 
the target failed, it loses a number of spell 
slots equal to your spellcasting ability 
modifier plus your proficiency bonus, 
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starting with the target’s highest-level 
spells and then moving to lower-level 
spells. If the target succeeded, it loses a 
number of spell slots equal to half your 
level, rounded down. Cantrips are not 
affected by this spell. 
 If your target has innate spellcasting 
abilities, this spell removes the spells it can 
cast least often each day, then moving onto 
the spells it can cast most often. 
 For instance, if you are a 13th-level 
wizard (+5 proficiency bonus) with an 
Intelligence of 16 (+3), you drain the highest 
8 spell slots of your opponent. If your target 
is a 13th-level cleric with all of her spell 
slots available, and she fails her save, she 
loses her 7th- and 6th-level spell slots, both 
5th-level slots, all three of her 4th-level 
slots, and one 3rd-level slot. 
 If you cast this on a gray slaad and it 
fails its saving throw, it loses plane shift 
(which it can cast once each day), fear, fly, 
fireball, and tongues (which is can cast twice 
a day each), and three of the spells it can 
cast at will.  
 These spell slots will return when the 
target takes a long rest. A targeted warlock 
regains his spells when he takes a short or 
long rest, and this spell does not affect his 
eldritch invocations. A targeted wizard can 
still use her arcane recovery to regain some 
of her slots. 
 This spell has no effect on creatures that 
can’t cast spells. 
 

HHAAIILL  OOFF  SSTTOONNEE    
1st-level conjuration 
Casting Time: 1 action 
Range: 300 feet 
Components: V, S, M (a piece of jade worth 
at least 5 gp) 
Duration: Instantaneous 

Source: Wizard’s Spell Compendium 
 A storm made of stones appears in a 
location you choose within range. The area 
of the storm consists of up to five 5-foot 
cubes, which you can arrange as you wish. 
Each cube must have at least once face 
adjacent to the face of another cube. Each 
creature in the area must make a Dexterity 
saving throw. A creature takes 1d6 
bludgeoning damage on a failed save, or 
half as much damage on a successful one, 
each round that the creature ends its turn in 
the storm. 
 At Higher Levels. When you cast this 
spell using a spell slot of 2nd level or 
higher, the damage increases by 1d6 for 
each slot level above 1st. 
 

HHAAIILLSSTTOONNEE    
Conjuration cantrip 
Casting Time: 1 action 
Range: 10 feet 
Components: V, S 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You fire a large hailstone from the palm 
of your hand. Make a ranged spell attack to 
hit. If successful, you inflict 1d6 
bludgeoning damage and the creature is 
stunned for 1 round. 
 This spell’s damage increases by 1d6 
when you reach 5th level (2d8), 11th level 
(3d8), and 17th level (4d8) 
 

HHAAIIRR      
1st-level transmutation (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
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 This spell allows you to clean, trim, 
style, dye, or bleach a willing target’s hair, 
beard, or fur instantly. It will also do 
manicures and pedicures. 
 

HHAALLFF--BBLLOOOODD  EEXXTTRRAACCTTIIOONN    
7th-level transmutation 
Casting Time: 1 hour 
Range: Touch 
Components: V, S, M (alchemical reagents 
worth at least 3,000 gp) 
Duration: Instantaneous 
Source: d20pfsrd.com 
 You touch a willing half-breed creature 
and turn it into a member of one of its 
parent’s races of your choice. The target 
loses all traits listed in the description for its 
half-breed race and gains the traits of its 
new race. If it is of a race that has multiple 
subraces, it must be determined ahead of 
time what its parent’s subrace was. For 
instance, a half-elf whose parents were a 
human and a wood elf could not have her 
human genetics removed and turn into a 
high elf or a drow; she could only become a 
wood elf. 
 This spell does not affect creatures who 
are “natural” half-breeds, such as tieflings, 
as the crossbreeding happened too long ago 
in the past. Creatures such as cambions and 
half-dragons, however, can become either 
of their parent’s races. 
 

HHAAMMMMEERR  OOFF  RREETTRRIIBBUUTTIIOONN    
6th-level evocation 
Casting Time: 1 round 
Range: 300 feet 
Components: V, S, M (a warhammer, 
which you throw into the air and which is 
destroyed in the casting) 
Duration: Instantaneous 
Source: The Great Net Prayerbook 

 You loudly call upon the wrath of your 
god to destroy the troops and fortifications 
of your enemies. A great column of force 
crashes down from the sky. And all 
creatures in a 60-foot radius of a point you 
choose within range must make a Dexterity 
saving throw. A creature takes 11d6 force 
damage on a failed saving throw, or half as 
much damage on a successful one. 
Structures and inanimate objects take 
double damage. 
 

HHAANNDD  OOFF  IITTHHIIQQUUAA      
2nd-level evocation 
Casting Time: 1 action 
Range: 90 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You choose one target you can see 
within range. That target must make a 
Strength saving throw or be pinned to the 
ground or a wall by an invisible force. The 
subject is grappled and restrained (escape 
DC equal to your spell save DC). The target 
may attempt to escape at the end of each of 
its turns, ending the effect on a success. 
 

HHAANNDDCCAANNDDLLEE    
Evocation cantrip 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 A flame springs forth from your palm. 
The flame can be either red or white, and 
you may switch between them as a bonus 
action. You may hide the flame by closing 
your hand; this does not end the spell. 
  oo  Red Flame. Hot but not particularly 
bright, you can use this flame to ignite 
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flammable materials, cook food, or to 
scorch beings you touch, doing 1d10 fire 
damage. You must make a melee spell 
attack roll to hit. 
  oo  White Flame. Bright but cool, the 
white flame cannot set anything on fire and 
does no damage, but it sheds bright light in 
a 10-foot radius and dim light for an 
additional 10 feet. 
 

HHAANNDDFFAANNGG    
Transmutation cantrip 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 A sharp-toothed maw appears on the 
palm of your hand and is completely under 
control. If you succeed at a melee spell 
attack, you inflict 1d6 piercing damage and 
1d6 acid damage from its corrosive saliva. 
 The acid damage increases by 1d6 when 
you reach 5th level (2d6), 11th-level (3d6), 
and 17th level (4d6) 
 

HHAARRDD  WWAATTEERR      
3th-level transmutation (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a flask of water and 
a stone) 
Duration: 1 hour 
Source: Priest’s Spell Compendium 
 You touch the surface of a body of water 
and transform part of it into a damp, 
translucent, rock-hard substance. The area 
of the hardened water consists of up to ten 
5-foot cubes, which you can arrange as you 
wish. Each cube must have at least once 
face adjacent to the face of another cube 

and must have one face at the surface of the 
water. 
 If a Medium-sized or smaller creature is 
in the area you are transforming, it may 
make a Dexterity saving throw to escape. If 
it fails, it is held in stasis and does not need 
to eat, drink, or breathe until the spell ends, 
at which point it is released unharmed.  
 The hardened water is capable of 
supporting up to 1,000 pounds in weight. If 
it takes weight in excess of that, it will 
break into chunks and on the following 
round, melt back into water. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you may create five additional 5-foot cubes 
of hardened water per slot level above 3rd. 
 

HHAARRDDEENNIINNGG    
6th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Permanent 
Source: Eberron: Campaign Setting 
 You increase the hardness and 
durability of an inanimate object you touch. 
The object’s armor class increases by +2 and 
its hit points double. You cannot use this on 
constructs, although you can use it on 
materials that you then animate as a 
construct. 
 

HHAARRPP  OOFF  WWAARR    
9th-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a strand of silver 
wire) 
Duration: Concentration, up to 10 minutes 
Source: Priest’s Spell Compendium 
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 A seven-stringed harp appears in front 
of you, glowing with silver light and 
hovering immovably. Each round as a 
bonus action, you may pluck one of the 
strings. It produces a soothing and 
sonorous chord, creates a magical effect, 
and then vanishes. When you create the 
harp, you know the effects of each of the 
strings. After the seventh string is plucked, 
the harp dissolves and the spell ends. 
  oo  String of Flame. A column of fire 
falls from the heavens on one creature you 
can see within 60 feet. That creature must 
make a Dexterity saving throw. It takes 
10d8 fire damage on a failed saving throw, 
or half as much on a successful one. 
  oo  String of Lightning. A bolt of 
lightning bursts out of the harp and strikes 
one creature you can see within 60 feet. 
That creature must make a Dexterity saving 
throw. It takes 10d8 lightning damage on a 
failed saving throw, or half as much on a 
successful one. 
  oo  String of Scattering. All magical 
items within 30 feet of you are whisked 
away on strong, arcane winds to random 
locations within one mile. If the object is 
held or carried by a creature, that creature 
may make a Strength saving throw to hang 
on to the item. 
  oo  String of Shattering. All nonmagical 
inanimate objects with 30 feet of you take 
10d8 force damage. An item reduced to 0 
hit points shatters into dust. 
  oo  String of Summoning. You summon 
four pegasi, who will fight on your behalf 
or provide transport for you or other non-
evil creatures, for 1 hour. At that time, they 
will fly away. 
  oo  String of Teleporting. You choose up 
to 11 creatures other than yourself within 
30 feet of you and teleport them to random 
locations within one mile. Unwilling 

creatures may make a Wisdom saving 
throw to resist. 
  oo  String of Stone. A wall of stone 
erupts from the ground. It is 6 inches wide 
and consists of ten 10-foot by 10-foot 
panels, each of which must be touching at 
least one other panel. Each panel has an AC 
of 15 and 50 hit points, and is resistant to all 
forms of attack. 
 

HHAAUUNNTTIINNGG  SSOOUUNNDD    
Illusion cantrip 
Casting Time: 1 action 
Range: Special 
Components: V 
Duration: 1 round 
Source: Wizard’s Spell Compendium 
 You create a “spooky” sound: a creaking 
door; mysterious footsteps or knocking 
noises; evil-sounding whispers, growls, or 
laughter; moans, groans, or agonized 
screams; the rattling of chains; and so on. 
The sound must originate within 10 feet of 
your location and can be heard up to 30 feet 
away. A creature hearing the sound that is 
not aware of its origin must make a 
Wisdom saving throw or be frightened 
until the end of its next turn and will drop 
whatever it is holding. A creature that 
succeeds on its saving throw cannot be 
affected by this spell again for the next 24 
hours. 
 

HHEEAALLTTHHFFUULL  RREESSTT    
1st-level abjuration 
Casting Time: 10 minutes 
Range: 30 feet 
Components: V, S 
Duration: 8 hours 
Source: Spell Compendium 
 You choose one or two willing 
creatures, one of whom may be yourself. 
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For the duration, when spending Hit Dice 
at the end of a short rest, the creature may 
roll one additional die for free. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
you may cast this spell on one additional 
creature per slot level above 1st. 
 

HHEEAARRTT  AANNDD  SSOOUULL    
8th-level enchantment 
Casting Time: 1 minute 
Range: 30 feet 
Components: V, S 
Duration: Permanent 
Source: Ravenloft, Dark Tales and Disturbing 
Legends 
 You target a creature within range that 
can see your eyes and force it to make a 
Wisdom saving throw. On a failed save, the 
target is charmed by you. The charmed 
target can take no actions or make any 
decisions of any sort without your express 
permission or orders—it will not defend 
itself, eat or drink, or do anything else.  
 It will follow all orders completely and 
to the letter, although not creatively or even 
efficiently. It will even follow orders that 
are suicidal or that defy its alignment.  
 In effect, this spell binds and suppresses 
the victim’s soul so strongly that it is 
effectively nothing more than an 
automaton—not only will it obey you 
completely, but no part of it is capable of 
rebellion. You may order the victim to act 
normally, in which case it will fulfill its 
basic needs and wants and act with a 
semblance of its former personality without 
you needing to tell it to, but will instantly 
stop what it is doing and heed you should 
you beckon. A person who knew the target 
before this spell was cast will be able to 

realize that there is something very 
different about the target. 
Once each week, the victim may make a 
Wisdom saving throw. If it succeeds on 
three consecutive saving throws, the spell 
ends and it is freed. 
 Unlike the dominate person spell, this 
does not create a telepathic bond between 
you and the target. Neither remove curse nor 
dispel evil and good will remove this 
enchantment; it requires a wish.  
 

HHEEAARRTT  CCAALLLL    
9th-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a mummified 
humanoid heart) 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You hold out your hand and choose a 
Small to Large-sized humanoid within 
range you can see. That creature must then 
make a Constitution saving throw. On a 
failure, that creature’s heart is literally 
ripped out of its chest and flies to your 
hand, instantly killing that creature. On a 
success, the creature takes 15d10 force 
damage instead. If this is enough damage to 
kill the target, its heart leaps out of its chest. 
 

HHEEAARRTT  OOFF  SSTTOONNEE      
8th-level necromancy 
Casting Time: 1 day 
Range: Self 
Components: V, S, M (a life-sized heart 
carved out of a precious stone worth at 
least 1,000 gp) 
Duration: One year and a day 
Source: Wizard’s Spell Compendium 
 You remove your heart from your own 
body and replace it with a heart made of 
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stone. While this spell is effect, you have 
resistance to all forms of damage and are 
immune to being paralyzed, petrified, 
poisoned, and knocked unconscious. You 
don’t bleed, have advantage on death 
saving throws, and you age half as slowly 
as normally. However, your heart has AC 
10 and 1 hit point and if it is destroyed, you 
die instantly. In addition, you do not regain 
hit points at the end of a long rest; you 
must spend hit dice as if you had just 
finished a short rest, and you only regain 
half the number of hit points. 
 When the spell’s duration ends, your 
real heart instantly reappears in your chest 
and the stone heart appears where you had 
kept your real one. 
 

HHEEAARRTTBBRREEAAKKEERR    
7th-level necromancy 
Casting Time: 1 round 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You make a gesture as if you were 
breaking something, and one living 
creature within range is forced to make a 
Constitution saving throw. If the creature 
succeeds, it takes 6d10 force points and its 
hit point maximum is reduced by that 
amount.  
 If it fails, the creature suffers from a 
sudden major heart attack and is 
immediately reduced to 0 hit points and 
must begin making death saving throws. 
Should it survive, its hit point total is 
reduced by 6d10. 
 This hit point reduction lasts until a 
spell such as greater restoration or heal is cast 
on the target. 
 

HHEEAARRTTFFIIRREE    
2nd-level evocation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 All targets within 30 feet of you must 
make a Wisdom saving throw or be 
outlined in pulsing red flames. An affected 
creature sheds bright light to a distance of 5 
feet and dim light for an additional 5 feet. 
While this spell is in effect, a creature 
cannot hide in darkness and does not 
benefit from spells such as blur or 
invisibility. This spell is countered by 
darkness. 
 While this spell is in effect, should an 
affected creature need to make a 
Constitution or Wisdom saving throw and 
fail, the light will flare up into unbearable 
heat, inflicting 2d10 fire damage to that 
creature.  
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
the flames inflict an additional 1d10 fire 
damage per slot level above 2nd. 
 

HHEEAARRTTSSEEEEKKEERR    
8th-level transmutation 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S 
Duration: 6 hours 
Source: Priest’s Spell Compendium 
 You must cast this spell on a wooden 
piercing weapon you are wielding, such as 
an arrow or spear. If at some point in the 
next six hours you successfully hit with this 
weapon, it begins growing roots and 
branches. 
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 The roots begin to seek out vital organs 
as a source of nutrients and the branches 
begin weigh the target down. The target is 
restrained (escape DC equal to your spell 
save DC), and is poisoned for 1 minute. 
 Each round, the target must make a 
Constitution saving throw. It takes 4d8 
necrotic damage on a failed saving throw, 
or half as much damage on a successful 
one. 
 

HHEEEETTHHEEMM ’’SS  HHYYDDRROOMMOORRPPHH    
1st-level transmutation (ritual) 
Casting Time: 1 round 
Range: 60 feet 
Components: V, S 
Duration: 12 hours 
Source: The Great Net Spellbook 
 Pick a point within range that is on still 
or gently-flowing water. You may shape 
the water to create fountains and water 
sculptures in a 30-foot-radius circle around 
that point. This spell cannot be used for 
offensive purposes. 
 If you cast this spell on that point every 
day for a month, it becomes permanent. 
You can’t cast this spell as a ritual when 
doing this. 
 

HHEELLLLFFIIRREE  RRAAYY    
8th-level evocation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 
Source: d20pfsrd.com 
 Your eyes glow with ruddy, hellish 
light, and you fire a bolt of dark flames at 
one creature you can see within range. You 
must make a ranged spell attack to hit. If 
you succeed, you inflict 5d10 fire damage 
and 5d10 necrotic damage. This ignores 

resistance to fire or necrotic damage, and 
treats immunity to either damage type as if 
it were resistance. 
 If you inflict enough damage to kill the 
target, a burst of brimstone explodes from 
the wound and the creature’s soul is 
damned to one of the lower planes (DM’s 
choice).  
 

HHEELLLLMMOOUUTTHH  LLAASSHH    
3rd-level transmutation 
Casting Time: 1 action 
Range: 15 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 Your tongue lengthens and transforms 
into a whip of dark energy, which lashes 
out at a creature you see within range. 
Make a melee spell attack against the target. 
If the attack hits, the target takes 6d10 
damage—you must choose between acid, 
fire, or lightning damage when you strike. 
If the creature is Large or smaller, you pull 
it up to 10 feet closer to you. 
 While this spell is active, you cannot 
speak. 
 

HHEELLPPIINNGG  HHAANNDD    
3rd-level evocation (ritual) 
Casting Time: 1 action 
Range: Self (5-mile radius) 
Components: V, S, M (a black silk glove) 
Duration: 8 hours 
Source: Priest’s Spell Compendium 
 You summon a hovering, insubstantial, 
foot-tall hand, which you command to 
locate a creature of a type your choice—you 
may specify a particular race, sex, and/or 
general appearance. The hand flies off at a 
speed of 90 feet, to a maximum of 5 miles 
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away, and it can pass through a crack as 
narrow as 1 inch without squeezing.  
 If it finds a creature that matches your 
description, it will beckon for that creature 
to follow. If the creature follows, the hand 
will lead it to you. It will stay about 10 feet 
ahead of the creature and will pause to let it 
catch up, but it has no true understanding 
of safety. 
 If the subject decides not to follow it, the 
hand will return to you and hover, palm-
up, to indicate failure, and then vanish. If it 
doesn’t find anyone before the spell ends, it 
will also vanish. 
 

HHEESSIITTAATTEE      
1st-level enchantment 
Casting Time: 1 reaction (taken when about 
to enter combat) 
Range: 120 feet 
Components: V 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You cause one or two creatures you see 
within range to hesitate, giving it 
disadvantage on its initiative roll. It may 
make a Wisdom saving throw to resist. 
 At Higher Levels. When you cast this 
spell using a 2nd-level or higher spell slot, 
you may affect two additional creatures per 
spell slot above 1st. 
 

HHIIDDDDEENN  WWAARRDD    
1st-level illusion 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (lead shavings and 
100 gp worth of diamond dust) 
Duration:  
Source: Magic of Eberron 
 You hide any protective spells or 
magical traps that have been previously 

cast on an object, such as glyphs of warding 
or signs of sealing (q.v.). If another creature 
attempts to detect magic on the item, the 
DM will secretly roll the creature’s 
spellcasting ability against your spell save 
DC. If it fails, that creature will believe that 
there are no additional spells on the item. 
This spell does not prevent an item’s 
regular enchantment from being seen: if 
you cast a venomdust (q.v.) on a sword +1, 
and another spellcaster casts detect magic 
but fails you beat your spell save DC, that 
spellcaster will learn that it is magical 
weapon but not that it is trapped. 
 

HHIIBBEERRNNAATTIIOONN    
4th-level enchantment (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (fur from a creature 
that hibernates) 
Duration: 1 month 
Source: Priest’s Spell Compendium 
 You touch a creature of up to Large size 
and cause it to fall unconscious and go into 
hibernation. If the creature is unwilling, it 
may make a Constitution saving throw to 
resist.  
 While hibernating, the creature’s need 
for food, water, and oxygen is reduced by a 
factor of 100. The creature can be awakened 
for brief time (no more than 1 hour) but will 
go back to sleep at the end of that time. An 
unwilling creature may attempt another 
Constitution saving throw at this time to 
remain awake. If you cast this spell on 
yourself, you may program yourself to 
wake up at specific times. 
 When the spell expires, the creature will 
wake up well-rested and very hungry and 
thirsty.  
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 At Higher Levels. When you cast this 
spell using a spell slot of 5th-level or 
higher, the creature sleeps for an additional 
month for each slot level above 4th. 
 

HHIISSTTOORRYY    
3rd-level divination (ritual) 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (a page from a non-
fiction book) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You touch a Huge or smaller object 
while casting this spell and gain a psychic 
impression of one event or series of closely 
related events in that object’s history and 
that have a strong emotional component. 
This will not tell you if the object is magical 
but if it is, you will likely gain information 
that strongly suggests that it has been. The 
spell will also not reveal names unless the 
object belonged to a single person for a very 
long time, one of the objects had a very 
emotional reaction involving the object, or 
the object belonged to a very powerful or 
important person. 
 If you cast this spell on a very large 
object such as a building, you will only 
receive information about the area you 
touched. For example, if you cast this on the 
main entrance of a castle, you will learn 
about processions that exited through it or 
armies that invaded through it, but will not 
learn about things that occurred elsewhere, 
such as the assassin that sneaked over the 
parapets on the other side and killed the 
king. In effect, you permanently gain 
advantage on one of Arcana, History, 
Religion, or Nature skill rolls when dealing 
with that one specific object. 
 

HHOOLLDD  PPOORRTTAALL      
Abjuration cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You magically hold a door, gate, or 
hatch shut, as if it had been closed tightly 
and locked or barred, or to open as if it had 
been wedged open. Opening or closing the 
door requires a Strength ability check (DC 
equal to your spell saving throw). This spell 
is instantly countered by knock.  
 

HHOOLLDD  SSPPIIRRIITT    
4th-level enchantment 
Casting Time: 1 action 
Range: 90 feet 
Components: V, S, M (a small, straight 
piece of iron) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 Choose an undead creature that you can 
see within range. The target must succeed 
on a Wisdom saving throw or be paralyzed 
for the duration. This spell has no effect on 
creatures that are not undead. At the end of 
each of its turns, the target can make 
another Wisdom saving throw. On a 
success, the spell ends on the target. 
 At Higher Levels. When you cast this 
spell using a spell slot of 5th level or higher, 
you can target one additional undead 
creature for each slot level above 4th. The 
creatures must be within 30 feet of each 
other when you target them. 
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HHOOLLYY  WWEEAAPPOONN    
3rd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 You turn your holy symbol into a 
magical bludgeoning weapon of your 
choice; you are proficient in its use. You 
have a +1 bonus to hit with this weapon 
and it does 1d12 + your spellcasting ability 
modifier in bludgeoning damage, plus 2d12 
radiant (if your god is good), force (if your 
god is neutral), or necrotic (if your god is 
evil) damage. 
 If anyone other than you or another 
worshipper of your god attempts to use the 
weapon, the spell ends and the weapon 
reverts back into a holy symbol. 
 

HHOOLLYY  PPRREESSEENNCCEE      
8th-level evocation 
Casting Time: 1 action 
Range: Self (60-foot-radius sphere) 
Components: V, S 
Duration: 1 minute 
Source: The Great Net Prayerbook 
 The symbol of your faith appears above 
you, writ large in smokeless flame and 
clearly visible to all creatures nearby. It 
sheds dim light in a 30-foot radius and 
moves with you. However, you can only 
cast this spell if you are in good standing 
with your god. If you have been less than 
exemplary in your faith, the spell fails, and 
if you have recently angered your god in 
any way, the spell fails and you take 6d8 
psychic damage. 
 While this spell is in effect, you gain 
several benefits. 

  oo  You gain a +2 bonus on all attack 
rolls, ability checks, and saving throws, and 
also to your armor class. 
  oo  You gain a 50 temporary hit points. 
  oo  All allies within range receive 20 
temporary hit points. 
  oo  All enemy creatures of a specific 
type (choose from aberrations, celestials, 
fey, fiends, and undead) that are within 60 
feet of you must make a Constitution 
saving throw. A creature takes 8d6 force 
damage on a failed saving throw, or half as 
much damage on a successful one. 
  oo  All enemy creatures that are of an 
alignment that opposes your god’s and that 
are within 60 feet of you must make a 
Constitution saving throw. A creature takes 
8d6 force damage on a failed saving throw, 
or half as much damage on a successful 
one. This only applies to one alignment 
access. For instance, if your god is Lawful 
Good, you may choose to target enemy 
creatures that are either Chaotic or Evil. 
  oo  All creatures of a specific type 
(choose from beasts, dragons, giants, 
humanoids, monstrosities, oozes, or plants) 
that are within 60 feet of you make a 
Wisdom saving throw or be charmed by 
you. A charmed creature is not under your 
control but views you as an ally to be 
heeded and protected. 
 

HHOOLLYY  SSTTAARR    
7th-level abjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 A glowing mote of divine energy 
appears and hovers above your shoulder, 
shedding dim light in a 5-foot radius. Each 
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round, as a reaction, you may mentally 
command it perform one of the following 
actions: 
  oo  Fire Bolt. It fires a beam of energy at 
one target you see within 90 feet; you must 
make a ranged spell attack to hit. It inflicts 
9d10 fire damage on a successful strike. 
  oo  Protection. Until the beginning of 
your next turn, the mote surrounds you 
with a protective shield, increasing your 
Armor Class by +6. 
  oo  Spell Turning. You have advantage 
on saving throws against any spell that 
affects only you, as per a ring of spell 
turning. 
 

HHOORRNN  OOFF  PPLLEENNTTYY    
6th-level conjuration  
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a goat’s horn) 
Duration: Concentration, up to 10 minutes 
Source: Priest’s Spell Compendium 
 You turn a hollowed-out goat’s horn 
turn it into a magical cornucopia. Each 
minute, it produces enough raw fruit, 
vegetables, and grain to feed six humanoids 
or two steeds for a day, or enough water, 
wine, or ale to slake the thirst of six 
humanoids or two steeds for a day. At the 
start of each minute, you may choose 
whether you wish to produce food or drink. 
The food and drink is tasty although not 
quite gourmet. 
 

HHOORRNNUUNNGG ’’SS  RRAANNDDOOMM  DDIISSPPAATTCCHHEERR    
8th-level conjuration 
Casting Time: 1 action 
Range: 60 feet 
Components: V 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 

 You point to one creature you can see 
within range. That creature must make an 
Intelligence saving throw. On a failure, the 
creature is hurtled into a completely 
random plane of existence. You have no 
control over which plane the target ends up 
going to and it is entirely possible that the 
target’s destination will instantly kill it.  
 The GM should roll on the following 
table to randomly determine the 
destination.  
 

d100 Plane 
01-04 The Feywild 
05-08 The Shadowfell 
09-12 The Ethereal Plane 
13-16 The Astral Plane 
17-20 The Elemental Plane of Air 
21-24 The Elemental Plane of Earth 
24-28 The Elemental Plane of Fire 
29-32 The Elemental Plane of Water 
33-36 The Blessed Fields of Elysium 

37-40 
The Clockwork Nirvana of 
Mechanus 

41-44 
The Ever-Changing Chaos of 
Limbo 

45-48 The Gray Waste of Hades 
49-52 The Heroic Domains of Ysgard 

53-56 
The Infinite Battlefield of 
Acheron 

57-60 The Infinite Layers of the Abyss 
61-64 The Nine Hells of Baator 
65-68 The Olympic Glades of Arborea 

69-72 
The Peaceable Kingdoms of 
Arcadia 

73-76 
The Seven Heavens of Mount 
Celestia 

77-80 The Tarterian Depths of Carceri 
81-84 The Twin Paradises of Bytopia 
85-88 The Wilderness of The Beastlands 

89-92 
The Windswept Depths of 
Pandemonium 

93-96 The Outlands or the City of Sigil 
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97-98 The Far Realm 
99-100 An alternate Prime world 

 

HHOOVVEERRIINNGG  RROOAADD      
6th-level conjuration 
Casting Time: 1 minute 
Range: Self (20-foot road centered on 
yourself) 
Components: V, S, M (a chunk of black 
marble and a loop of gold wire) 
Duration: Concentration, up to 8 hours 
Source: Priest’s Spell Compendium 
 You create a magical road that hovers 
anywhere from three to thirty feet above 
the ground; you may raise or lower it as a 
bonus action. It is 10 feet wide and extends 
20 feet in front of and behind you. It will 
continue to exist as long as you concentrate 
on it and continue to move forward; if you 
stop walking for more than 15 minutes at a 
time, the road sinks gently to ground level 
and vanishes. 
 The road is approximately one foot thick 
and is made of featureless black energy. It 
is an object with AC 20 and has hit points 
equal to your hit point maximum, and it is 
resistant to bludgeoning, piercing, and 
slashing damage from nonmagical 
weapons. If it’s destroyed, it turns to black 
mist for a moment before vanishing 
completely, dropping all creatures on it to 
the ground below. Non-combat travel on 
the road is at 1.5 times normal speed.  
 

HHUUNNGGRRYY  DDAARRKKNNEESSSS    
7th-level evocation 
Casting Time: 1 action 
Range: 90 feet 
Components: V, S, M (a bat’s tooth) 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 

 Magical darkness spreads from a point 
you choose within range to fill a 60-foot-
radius sphere for the duration. The 
darkness spreads around corners. A 
creature with darkvision can’t see through 
this darkness, and nonmagical light can’t 
illuminate it 
 The area of darkness is filled with 
toothy, ravenous jaws that bite at anything 
that enters the area. It attacks using your 
spell attack modifier and may attack each 
creature inside it once at the end of each 
round; you may roll one attack for it, 
regardless of the number of creatures 
inside. 
 A creature in the area takes 5d6 slashing 
damage each round, and its hit point total 
is reduced by half that amount (rounded 
down). If the creature’s hit point total is 
reduced to 0, the creature dies. 
 This reduction to a creature’s hit point 
maximum lasts until the creature finishes a 
long rest or until it is affected by a spell like 
greater restoration. If any of this spell’s area 
overlaps with an area of light created by a 
spell of 7th level or lower, the spell that 
created the light is dispelled 
 

HHUUNNTTEERR ’’SS  LLOORREE    
1st-level divination 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: d20prsrd.com 
 While in your favored terrain, you gain 
a +2 bonus to all Intelligence and Wisdom 
ability checks. 
 

HHUUNNTTEERR ’’SS  MMEERRCCYY      
2nd-level transmutation 
Casting Time: 1 action 
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Range: Self 
Components: S 
Duration: 1 round 
Source: Spell Compendium 
 This spell reveals your target’s weakest 
point. On your first attack in your next 
turn, if you hit your target with an arrow 
from a longbow or shortbow, you 
automatically do double damage. If you 
don’t hit, the spell is wasted. 
 

HHUURRLL  RROOCCKK    
2nd-level conjuration 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a tiny pebble) 
Duration: 1 round 
Source: Priest’s Spell Compendium 
 You telekinetically hurl a loose rock that 
is within 10 feet of you. Make a ranged 
spell attack. On a hit, it inflicts bludgeoning 
damage depending on the rock’s size: 
 

Diameter Damage 
Tiny 2d4 
Small 2d6 

Medium 4d6 
Large 4d10 

 
 Objects and structures take double 
damage from rocks of Medium and Large 
size. 
 If the rock strikes something hard, it will 
shatter into shrapnel. All creatures within 
10 feet of the impact area must make a 
Dexterity saving throw. On a failed saving 
throw, a creature takes half as much 
piercing damage as it would have taken 
had it been hit directly (for instance, a 
creature taking damage from the shrapnel 
of a Medium boulder would take 2d6 
piercing damage).  
 

HHUURRLL  TTHHUUNNDDEERRBBOOLLTT    
4th-level evocation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 A crackling bolt of lightning appears in 
your hand and you may throw it at one 
target within range. Make a ranged spell 
attack. On a hit, the target takes 6d8 
lightning damage and must make a 
Constitution saving throw. The creature is 
deafened and stunned for 1 minute on a 
failed saving throw, or just deafened on a 
successful one. It may make a new saving 
throw at the end of each of its turns, 
removing the stunned condition on a 
successful save. 
 

HHYYMMNN  OOFF  PPEEAACCEE    
6th-level abjuration 
Casting Time: 1 action 
Range: Self (40-foot radius) 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 As you speak the words of this hymn, 
you create an aura of pacifism around you. 
A creature in that area who wishes to 
perform an aggressive or damaging action 
towards any other creature or object in that 
area must make a Wisdom saving throw. If 
the save fails, it cannot perform that action. 
 

HHYYPPNNOOSSIISS    
5th-level enchantment (ritual) 
Casting Time: 1 minute 
Range: 10 feet 
Components: V, S, M (a small, shiny object 
on a string) 
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Duration: Special 
Source: The Great Net Spellbook 
 You attempt to beguile a creature with 
an Intelligence of 5 or higher that you can 
see and that in return can see your eyes; it 
must also be able to understand your 
language and must be either willing or 
restrained. The creature must make a 
Wisdom saving throw; if it fails, it is 
charmed by you. This spell has several 
functions; you must choose which one you 
will use when you cast the spell. 
  oo  Deprogramming. If the target is 
suffering from the charmed condition, you 
may release the target from that effect. You 
can also use this to deprogram a creature 
suffering from non-magical brainwashing. 
  oo  Memory Recovery. If the target’s 
memories had been altered or erased, either 
through mundane means (including both 
normal forgetfulness and brainwashing) or 
by the modify memory or similar spell, you 
restore the original memory. 
  oo  Phantasmal Harm. You can cause 
the target to believe that it is being harmed. 
Each round, for a number of rounds equal 
to twice your spellcasting ability modifier, 
you may inflict 1d10, 2d10, or 3d10 psychic 
damage (you may choose how severe the 
“damage” is). If the target falls to 0 hit 
points or lower, it may make a Wisdom 
saving throw. If it succeeds, it instead drops 
to 1 hit point and falls unconscious. 
  oo  Rejuvenation. You can remove 1 
level of exhaustion from the target. You 
may only use this version of the spell on a 
creature once each day 
  oo  Suggestion. You implant a suggestion, 
as per the spell, into the creature’s 
subconscious, with the following changes: 
the suggestion lasts for 1 week and you can 
ask the target to perform an action that is 
self-destructive or that violates its 

alignment. If you do so, however, the target 
may make a second saving throw when the 
suggestion is triggered; if it succeeds, it will 
snap out of it. Once the creature has 
completed your suggestion, it will have no 
conscious memory of its actions. The 
memory can be recovered using the 
memory recovery version of this spell.  
 If you cast this version of hypnosis on 
your target every day for a week, the 
suggestion will last for 1 month. If you cast 
it every day for a month, the suggestion 
will last for a year. 
  oo  Truth-Telling. You may ask the 
target a number of questions equal to twice 
your spell attack modifier. The target will 
answer them truthfully, although not 
necessarily fully or coherently. 
 

HHYYPPOOTTHHEERRMMIIAA    
3rd-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Spell Compendium 
 One target creature within range must 
make a Constitution saving throw. It takes 
4d10 cold damage, or half as much damage 
on a successful one. For every 20 full points 
of damage the creature takes from this 
spell, it will also take one level of 
exhaustion. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher slot level, 
you inflict an additional 1d10 cold damage 
for each slot level above 3rd. 
 

IICCEE  BBLLAADDEE    
4th-level conjuration 
Casting Time: 1 action 
Range: Self 
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Components: V, S, M (a shard of ice, glass, 
or crystal) 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 A three-foot-long, sword shaped 
formation of jagged, swirling ice shards, 
suffused in a silvery-blue glow, appears in 
your hand. You are considered to have 
proficiency in this weapon, and when you 
attack, you do so at advantage—the blade’s 
unconnected ice shards can pass through 
chinks in armor. On a successful hit, you 
inflict 1d12 slashing damage and 2d12 cold 
damage. 
 At Higher Levels. When you cast this 
spell using a spell slot of 5th-level or 
higher, you do an additional 1d12 cold 
damage for each slot level above 4th. 
 

IICCEE  SSHHAAPPEE      
3rd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (soft clay or snow, 
which must be worked into roughly the 
desired shape of the icy object) 
Duration: Instantaneous 
Source: Frostburn 
 You touch a piece of ice or snow of 
Medium size of smaller or a section of ice 
no more than 5 feet in any dimension and 
form it into any shape that suits your 
purpose. For example, you could turn an 
icicle into a sword or a pile of snow into an 
igloo. The object you create can have up to 
two hinges and a latch, but finer 
mechanical detail isn’t possible.  
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
you may use a tool proficiency, such as 
jeweler’s tools or smith’s tools, to attempt to 
create fine details. Thus, you can create an 

item as detailed and complex with this spell 
as you could with regular tools, even if you 
don’t have access to those tools. 
 

IICCEE  WWEEBB    
4th-level conjuration 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a bit of icicle) 
Duration: Concentration, up to 1 minute 
Source: Frostburn 
 You conjure a mass of thick, sticky 
webbing at a point of your choice within 
range. The webs fill a 20-foot cube from that 
point for the duration. The webs are 
difficult terrain and lightly obscure their 
area. 
 If the webs aren’t anchored between two 
solid masses (such as walls or trees) or 
layered across a floor, wall, or ceiling, the 
conjured web collapses on itself, and the 
spell ends at the start of your next turn. 
webs layered over a flat surface have a 
depth of 5 feet. 
 As soon as the webs are created, they 
freeze and turn into strong, rigid strands of 
ice and frozen air. A creature that starts its 
turn in the webs or that enters them during 
its turn must make a Dexterity saving 
throw. On a failure, it is restrained (escape 
DC equal to your spell save DC). At the end 
of each of its turns, the creature must make 
a Constitution saving throw. A creature 
takes 5d6 cold damage and is stunned until 
the end of its next turn on a failed saving 
throw, and suffers no ill effect on a 
successful save. 
 Any fire of torch-size or larger can melt 
a 5-foot cube in 1 round. Cold-based 
creatures, such as ice mephits and 
gelugons, can pass through the web 
unheaded. 
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IICCEEBBAALLLL    
3rd-level evocation 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S, M (a tiny ball of bat 
guano and powdered glass) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A bright blue-white streak flashes from 
your pointing finger to a point you choose 
within range and then explodes into small 
shards of ice. Each creature in a 20-foot-
radius sphere centered on that point must 
make a Dexterity saving throw. A target 
takes 3d6 bludgeoning damage and 4d6 
cold damage on a failed save, or half as 
much damage on a successful one. In either 
case, the targets are also stunned until the 
end of their next turn. 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
the cold damage increases by 1d6 for each 
slot level above 3rd. 
 

IIDDEEAA        
1st-level divination 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a gold coin, which is 
consumed in the casting) 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You flip the coin in the area while 
thinking of your problem and the coin 
vanishes. You then gain advantage on a 
single Arcana, History, Insight, 
Investigation, Medicine, Nature, 
Performance Religion, or Survival ability 
check needed to solve the problem. 
 If the problem is one that doesn’t 
require a skill roll to solve (but instead 

requires role-playing), the DM will give 
you a strong hint as to the solution. 
 

IILLLL  OOMMEENN      
Enchantment cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 round 
Source: d20pfsrd.com 
 You curse a target with bad luck. It must 
succeed on a Wisdom saving throw or be at 
disadvantage on all rolls until the end of its 
next turn. You may only curse a particular 
target with this spell once until you have 
finished a short or long rest. 
 

IILLLLUUSSOORRYY  FFEEAASSTT    
5th-level illusion 
Casting Time: 1 action 
Range: 400 feet 
Components: V, S, M (a piece of food) 
Duration: 1 minute 
Source: Spell Compendium 
 You conjure a phantasmal image of 
delicious-looking food and drink. All 
creatures within 30 feet of it must make a 
Wisdom saving throw. On a failure, a target 
will stop what it is doing and attempt to eat 
the food; the food appears to be exactly the 
type the target likes and exists only in its 
mind. A target may attempt a new saving 
throw at the beginning of each of its turns, 
ending the effect on a success. If a target is 
attacked, the spell automatically ends for 
that creature, but not for anyone else 
affected by the spell. Creatures that do not 
eat are immune to this spell. 
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IILLLLUUSSOORRYY  MMAAZZEE    
2nd-level illusion 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Concentration, up to 1 round 
Source: d20pfsrd.com 
 This phantasm causes a target to believe 
that a translucent, shifting maze has 
appeared around it. Unless the target 
makes a Wisdom saving throw, it cannot 
move more than 10 feet in any one direction 
and can only move at straight angles. 
 

IILLLLUUSSOORRYY  PPIITT    
4th-level illusion 
Casting Time: 1 round 
Range: 120 feet 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: Spell Compendium 
 You create the illusion of a deep chasm. 
You may decide what appears to be at the 
bottom of the chasm or you may choose for 
it to see bottomless. It consists of up to ten 
10-foot squares, which you can arrange as 
you wish. Each square must be on the 
ground and have at least one face adjacent 
to the face of another square.  
 Any creature in the area when you cast 
the spell must make an Intelligence saving 
throw or believe that it is falling into the 
chasm. A target falls prone and flails about 
in a desperate attempt to stop falling. It 
may make a new saving throw at the 
beginning of each of its turns, ending the 
effects on a success. A creature that 
approaches the illusory pit must also make 
an Intelligence saving throw or become 
convinced that the pit exists. Unless is there 
some way for them to cross it (such as by 
jumping across or building a bridge), a 

creature will not attempt to cross the 
chasm. Flying creatures that fail their 
saving throw are not hindered by this spell. 
 

IILLYYYYKKUURR ’’SS  MMAANNTTLLEE    
4th-level abjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (an uncut gemstone 
worth at least 25 gp) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 A luminous, sparkling aura completely 
covers you and conforms the contours of 
your body. You shed dim light in a 10-foot 
radius. While this aura exists, you have 
advantage on saving throws to resist being 
charmed or frightened, are resistant to 
lightning, and have a +1 bonus to your 
armor class. 
 If you have a familiar, that familiar is 
also covered by the mantle, even if it is not 
in physical contact with you. 
 

IIMMBBUUEE  WWIITTHH  PPUURRPPOOSSEE      
6th-level transmutation 
Casting Time: 10 minutes 
Range: Touch 
Components: V, M (a diamond worth 1,000 
gp, which is destroyed when you cast the 
spell) 
Duration: 8 hours 
Source: Priest’s Spell Compendium 
 One weapon you are holding gains the 
ability to inflict extra damage against one 
particular type of creature, such as 
humanoids or fey. You may use the 
weapon yourself or give it to someone else. 
 If a creature of the specified type is hit 
by the weapon, it takes an extra 3d6 force 
damage. 
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 If you roll a natural 20, the target must 
make a Constitution saving throw. If it 
succeeds, it takes an additional 3d6 force 
damage. If it fails, and it has fewer than 20 
hit points, it instantly drops to 0 hit points. 
 

IIMMPPEENNEETTRRAABBLLEE  FFAALLSSEEHHOOOODD      
5rd-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 8 hours 
Source: Priest’s Spell Compendium 
 You or one willing creature you touch 
becomes able to tell lies perfectly. No 
attempt, either mundane or magical, can 
detect the lie or force the target to tell the 
truth. Anyone who probes your mind in 
order to discover the truth must make an 
Intelligence saving throw; it discovers that 
you are lying only if it succeeds, but it will 
not learn the actual truth. 
 If cast on a creature who is in or who 
enters a zone of truth, that creature gains 
advantage on its saving throw, and the 
zone’s caster will be led to believe that that 
creature failed its saving throw, regardless 
of whether that creature failed or 
succeeded. 
 

IIMMPPRREEGGNNAATTEE      
5th-level transmutation (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (an obsidian rod) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You impregnate a female creature. The 
offspring is biologically your child, even if 
you are sterile, a completely different 
species, or are female yourself. Both you 
and your target must be living creatures—

constructs and undead cannot be affected. 
If the target is unwilling, it may make a 
Constitution saving throw to resist. 
Aberrations, celestials, elementals, fey, 
fiends, and creatures that can switch sexes 
(such as doppelgangers) have advantage on 
the saving throw. Completely sexless 
creatures (such as oozes) be affected by this 
spell. 
 Optionally, you may choose another 
creature to be the sire instead of yourself. 
You must be able to touch both targets to 
cast this spell. 
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
the incubation period is two-thirds as long 
as normal. 
 

IIMMPPRRIISSOONN  PPOOSSSSEESSSSOORR      
5th-level abjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Permanent 
Source: Book of Vile Darkness 
 With words of binding and the closing 
of your fists, you trap a creature that can 
possess or inhabit other creatures (whether 
by spell such as magic jar or possession (q.v.) 
through natural ability, such as with 
ghosts) within the body it is currently 
possessing. The creature may make a 
Wisdom saving throw to resist. If it fails, it 
cannot leave the body it is in and, if that 
body dies, it dies as well. 
 

IINNAAUUDDIIBBIILLIITTYY    
1st-level illusion 
Casting Time: 1 action 
Range: Touch 
Components: S, M (a small wad of cotton) 
Duration: Concentration, up to 10 minutes 



225 

Source: The Great Net Spellbook 
 One creature you touch becomes 
silenced; all sounds made by that creature 
are completely muted. While this spell is in 
effect, the creature cannot speak or cast 
spells with verbal components. Objects that 
the target is carrying are also silenced, but 
anything thrown, dropped, or bumped into 
will still make noise. The target can still 
hear and this spell provides no protection 
against thunder damage or other effects 
that require hearing to work. If the target is 
unwilling, it may make a Wisdom saving 
throw to resist. 
 

IINNDDIISSPPUUTTAABBLLEE  PPOOSSSSEESSSSIIOONN    
1st-level conjuration 
Casting Time: 1 minute 
Range: Touch 
Components: V, S 
Duration: 10 minutes 
Source: Magic of Eberron 
 You enchant an item so that if it leaves 
your person while this spell is active, you 
can call use your action and have it return 
to your hand. It will return to you no 
matter how far away it is, as long as it is on 
the same plane as you.  
 If another creature is holding the object 
when you summon it back, that creature 
may make a Strength saving throw to hang 
on to it. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
the duration increases 10 minutes per slot 
level above 1st. 
 

IINNFFEECCTTEEDD  WWOOUUNNDDSS    
4th-level necromancy 
Casting Time: 1 action 
Range: 90 feet 

Components: V, S, M (a powdered opal 
worth 10 gp or more) 
Duration: 24 hours 
Source: The Great Net Spellbook 
 You choose a creature within range to 
make a Constitution saving throw. If it fails, 
then all the wounds that creature takes for 
the duration of the spell become infected 
and begin oozing with pus. Its hit point 
total is reduced by the amount of damage it 
takes during this time. If the creature’s hit 
point maximum is reduced to 0, the 
creature dies. This continues until either 
lesser restoration or remove curse is cast on the 
target first. 
 

IINNFFEERRNNAALL  WWOOUUNNDD      
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You imbue a weapon with fiendish 
energies; the wounds the weapon inflicts 
boil and wither. A creature struck by the 
weapon will take 5 necrotic damage at the 
beginning of each of its turns for the spell’s 
duration.  
 This loss is not cumulative; no matter 
how many times the creature is struck by 
that weapon, it will only take 5 necrotic 
damage from it. Any sort of magical 
healing will stop the hit point loss, as will 
an Wisdom (Medicine) skill check, with the 
DC equal to your spell save DC. 
 You may wield the weapon or give it to 
someone else to wield. 
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IINNGGOOLLDD ’’SS  IINNSSTTAANNTT  IINNSSAANNIITTYY    
2nd-level enchantment 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 One creature you touch must make a 
Wisdom saving throw or go insane for 1 
minute. During this time, the creature 
babbles, screams, cries, or laughs 
hysterically, and hallucinates terrifying or 
psychedelic imagery. The creature is 
incapacitated for the duration. At the same 
time, the target is immune to being 
charmed or frightened, and to psychic 
damage. 
 A creature with an Intelligence of 4 or 
lower has advantage on its saving throw. 
 At Higher Level. When you cast this 
spell with a 3rd-level or higher spell slot, 
the duration becomes Concentration, up to 
10 minutes. When you cast this spell with a 
5th-level or higher spell slot, the duration 
becomes 1 hour, without the need for 
concentration. 
 

IINNSSIIDDIIOOUUSS  RRHHYYTTHHMM    
1st-level enchantment 
Casting Time: 1 action 
Range: 160 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You hum an unfortunately catchy song 
and one target of your choice within range 
must make an Wisdom saving throw. On a 
failure, the song sticks in your target’s 
mind. For the duration, all Intelligence 
saving throws, Intelligence-based skill 
checks, and concentration saving throws 
that the target makes are at disadvantage.  

IINNSSTTAANNTT  AAUUDDIIEENNCCEE    
4th-level illusion 
Casting Time: 1 round 
Range: Self (60-foot radius) 
Components: V, S, M (a small collection of 
buttons, coins, and other small items, as 
well as a mouse that vanishes for the 
duration and reappears unharmed when 
the spell ends) 
Duration: 4 hours 
Source: Wizard’s Spell Compendium 
 You conjure an illusory audience or 
illusory party guests. The illusion contains 
audible, visual, tactile, and olfactory 
elements, so the audience members seem 
real to all senses. The audience members 
will appear in groups of 1-4 each minute for 
up to ten minutes—you may choose how 
many appear each minute and if they come 
alone or in groups, or let them come 
randomly (the DM will roll 1d4 each 
minute). They will appear to be a mix of 
people suitable for the circumstances and 
location and will act as normal people do. If 
watching a play or listening to music, they 
will applaud when appropriate. If at a 
party, they will mingle, eat hor d’oeuvres, 
flirt, and chit-chat, although their 
knowledge is limited to the sort of trivia 
you might know or to very generalized 
topics (they do not know your secrets, nor 
will they reveal any sort of knowledge that 
would normally require a skill roll). The 
audience is fairly appreciative, but if you 
wish, you may decide that to include 
hecklers, drunks, or even bullies. When the 
spell ends, the audience members leave the 
same way they came in. 
 The audience members cannot fight or 
defend themselves. They have an AC of 10 
and 1 hp. If harmed in any manner, they 
vanish. 
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IINNSSTTAANNTT  SSEEAARRCCHH      
1st-level divination 
Casting Time: 1 action 
Range: Self (30-foot-radius sphere) 
Components: V, S 
Duration: 1 round 
Source: Spell Compendium 
 You can, in the space of a round, 
thoroughly search an area that would 
normally take many minutes or even hours 
to search properly. To do so, you must 
make a Wisdom (Perception) skill check at 
advantage. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
the range of the spell increases by 30 feet 
per slot level above 1st. 
 

IINNTTEENNSSIIFFYY  SSEENNSSAATTIIOONN    
2nd-level enchantment 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 You touch a creature and cause all 
physical and emotional sensations its 
experiences to become unbelievable 
powerful. A creature under the influence of 
this spell is incapacitated for the duration. 
An unwilling target may make a 
Constitution saving throw to resist. 
 Spells designed to create an emotion or 
physical sensation (such as crushing despair 
(q.v.) or many of the effects of symbol) have 
their duration doubled and the creature 
saves against them at disadvantage. This 
does not affect spells that merely inflict 
damage; the spell needs to create a 
sensation. 
 

IINNTTEERRRROOGGAATTIIOONN      
1st-level evocation 
Casting Time: 1 round 
Range: Touch 
Components: V, S 
Duration: 1 minute 
Source: d20pfsrd.com 
 You cast this spell on a creature you are 
questioning. If the target refuses to answer 
your question to your satisfaction, you may 
speak a word or touch the target and it 
suffers terrible pain and takes 1d10 psychic 
damage. The spell doesn’t force the target 
to be truthful. If you ask the target a 
nonsensical question or if it fails to 
understand the question, it takes no 
damage and suffers no pain. You may ask 
one question per round. 
 If this damage would cause your target 
to have 0 hit points, it instead drops to 1 hit 
point and falls unconscious. 
 

IINNTTOOXXIICCAATTEE    
2nd-level enchantment 
Casting Time: 1 action 
Range: 90 feet 
Components: C, S, M (a few drops of an 
alcoholic drink) 
Duration: 10 minutes 
Source: The Great Net Spellbook 
 One creature you see within range must 
make a Constitution saving throw or 
become drunk. If the creature is currently 
sober or mildly tipsy, it becomes drunk. A 
drunk creature suffers from disadvantage 
on all Dexterity- and Intelligence-based 
attack rolls, saving throws, and ability 
checks, and its speed is reduced by 5 feet. In 
addition, it must make a concentration 
saving throw each time it attempts to cast a 
spell. 
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 If the creature is currently drunk, it 
must make a second saving throw. On a 
success, the creature is also poisoned for the 
duration and its speed is reduced by half. 
On a failure, the creature falls unconscious 
for the duration. 
 At Higher Level. When you cast this 
spell with a 4th-level or higher spell slot, 
the duration becomes Concentration, up to 
1 hour. When you cast it with a 6th-level or 
higher spell slot, the duration becomes 8 
hours, without the need for concentration. 
When you cast it with an 8th-level or higher 
spell slot, the duration becomes 1 month. 
 

IINNVVIISSIIBBIILLIITTYY  PPUURRGGEE      
3rd-level abjuration 
Casting Time: 1 minute 
Range: 60 feet 
Components: V, S, M (a 3-inch wide silver 
mirror worth at least 10 gp) 
Duration: 1 hour 
Source: Priest’s Spell Compendium 
 You pick a point within range. Any 
creature or object that is within 15 feet of 
that point that is invisible must make a 
Charisma saving throw. If it fails, it’s 
instantly rendered visible. This spell does 
not affect creatures that are only using 
stealth to remain hidden.  
 

IINNVVIISSIIBBLLEE  OOBBJJEECCTT    
1st-level illusion 
Casting Time: 1 action 
Range: 10 feet 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 One non-living object that weighs 25 
pounds or less is rendered invisible. While 
this spell is in effect, you may turn the 
invisibility on and off, rendering the object 

visible and then invisible again. If you use 
the object to attack, the object becomes 
visible; however, you may use your action 
to make it invisible again 1 minute later. 
 At Higher Levels. When you cast this 
spell with a spell slot of 2nd level, you may 
affect a 50-pound object. When you cast it 
with a 3rd-level spell slot, you may affect a 
100-pound object. When you cast it with a 
4th-level spell slot, you may affect a 250-
pound object. When you cast it with a 5th-
level or higher spell slot, the object may 
weigh an additional 250 pounds per slot 
level above 4th. 
 

IIRRNNAARR ’’SS  FFAASSTT  PPRREEGGNNAANNCCYY    
5th-level transmutation (ritual) 
Casting Time: 1 round 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Prayerbook 
 You touch a pregnant female and speed 
up her pregnancy, shortening the duration 
by up to 90%—you may choose the exact 
rate of reduction when you cast the spell. 
For instance, if you touched a human 
woman who had just become pregnant, you 
could reduce the duration of her pregnancy 
to as low as a mere 28 days. If the target is 
unwilling, she may make a Constitution 
saving throw to resist. 
 If the pregnancy’s duration is reduced 
by 50% or more, she must make a 
Constitution saving throw when she gives 
birth. She takes 4d10 necrotic damage on a 
failed saving throw, or half as much 
damage on a successful one. 
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IIRROONN  MMAAIIDDEENN      
2nd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a piece of metal from 
a suit of armor) 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You summon a suit of animated armor 
(Monster Manual, page 19) that fights for 
you. Roll initiative for the armor, which has 
its own turns. It obeys any verbal 
commands that you issue to it (no action 
required by you). If you don’t issue any 
commands to it, it defends themselves from 
hostile creatures, but otherwise takes no 
actions. 
 The DM has the creature’s statistics. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you summon one additional suit of animate 
armor for each slot level above 2nd. 
 

IIRROONN  SSCCAARRFF    
Transmutation cantrip 
Casting Time: 1 action 
Range: 10 feet 
Components: V, S 
Duration: Instantaneous 
Source: Oriental Adventures 
 You take your scarf, shawl, sash, or belt 
and lash it at one creature within range that 
you can see, and it magically expands and 
becomes as hard as iron. Make a ranged 
spell attack to hit. On a successful hit, you 
inflict 1d10 bludgeoning damage. Your 
scarf then turns back to normal. 
 You inflict additional damage when you 
reach 5th level (2d10), 11th level (3d10) and 
17th level (4d10) 
 

IIRROONNGGUUAARRDD      
5th-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a tiny shield made of 
glass or crystal) 
Duration: 1 minute 
Source: Spell Compendium 
 One willing creature you touch becomes 
immune to bludgeoning, piercing, and 
slashing damage from nonmagical metallic 
weapons. In addition, the target can walk 
through metal barriers such as iron doors 
or bars. If the target is attacked with a metal 
weapon that also inflicts a second type of 
damage (such as a flaming sword or a 
poison-dipped arrow), then it takes the 
second type of damage, but not the damage 
from the weapon itself. The target can also 
not wield metallic weapons, however. 
 If the target attempts to walk through a 
metal barrier and ends its turn inside it, it 
takes 5 (1d10) force damage. 
 At Higher Levels. When you cast this 
spell with a 7th-level or higher spell slot, 
the target becomes immune to magical 
metal as well. 
 

IIRROONNGGUUTTSS      
1st-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a vial containing 
several diluted poisons that have been 
mixed together) 
Duration: 1 hour 
Source: Spell Compendium 
 Your willing target has advantage on 
saving throws to avoid being poisoned.  
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
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you may affect one additional creature per 
slot level above 1st. 
 

IIRROONNSSKKIINN    
6th-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (diamond dust worth 
1,000 gp, which the spell consumes) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 This spell turns the flesh of a willing 
creature you touch as hard as steel. Until 
the spell ends, the target is immune to 
nonmagical bludgeoning, piercing, and 
slashing damage and resistant to fire, 
poison, and radiant damage. 
 

IIRROONNTTHHUUNNDDEERR  HHOORRNN     

1st-level evocation 
Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S 
Duration: Instantaneous 
Source: Spell Compendium 
 You produce a 30-foot cone-shaped 
blast of deep, thunderous vibrations. All 
creatures in the area must make a Dexterity 
saving throw or fall prone. 
 

IIRROONNWWOOOODD    
6th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a pinch of metal 
filings and tree sap) 
Duration: Permanent 
Source: Wizard’s Spell Compendium 
 Up to 500 pounds of cut wood that you 
touch gains the tensile strength and 
durability of steel. An object affected by this 

spell has its armor class become 19 and its 
hit points triple. 
 

IISSOOLLDDEE ’’SS  AANNSSWWEERR    
2nd-level divination 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a crystal ball or gilt-
framed mirror worth at least 250 gp) 
Duration: 1 round 
Source: Wizard’s Spell Compendium 
 You hold a mirror or crystal ball and ask 
a who, what, or where question. For instance, 
“what is on the other side of the Iron Gate?” 
or “where did I put my keyes?” or “who is 
the fairest of them all?” The item them 
shows you an answering image, provided 
the object, place, or person is within 5 miles 
of you. It provides no other information 
about the image. 
 

IIVVYY  SSIIEEGGEE      
9th-level transmutation 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S, M (an ivy leaf) 
Duration: Concentration, up to 1 hour 
Source: Priest’s Spell Compendium 
 Ivy vines grow at lightning speed over a 
building or structure; in 10 minutes, the 
vines have spread so thickly it’s nearly 
impossible to see the building underneath. 
The building must be on the ground; ships 
and flying objects are immune. 
 After it has completely covered the 
building, the ivy deepens in color to green-
black and begins squeezing the walls. It 
does 4d10 bludgeoning damage every 
minute for the spell’s duration.  
 A 10-foot-square section of ivy has an 
armor class of 10 and 10 hit points. It is 
vulnerable to fire damage, resistant to 
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bludgeoning and piercing damage, and is 
immune to psychic damage. If a section is 
destroyed, it will grow back in 10 minutes. 
 At the end of the spell’s duration, the 
ivy begins to wither and dies. 
 

JJAAMMYYEE ’’SS  MMEELLOODDRRAAMMAATTIICC  MMUUSSIICC    
1st-level illusion 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a miniature golden 
horn worth at least 10 gp) 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Spellbook 
 One creature you can see within range 
gains a soundtrack that plays appropriately 
dramatic music whenever that creature 
performs deliberate actions. An unwilling 
creature may make a Wisdom saving throw 
at advantage to resist. If the creature fails, it 
will be unable to be stealthy. 
 

JJAAVVEELLIINN    
3rd-level conjuration 
Casting Time: 1 bonus action 
Range: Touch 
Components: V, S 
Duration: 1 round 
Source: Wizard’s Spell Compendium 
 One throwing weapon you throw is 
imbued with several properties: you have 
advantage to hit, its range is doubled, and it 
inflicts an additional 2d10 force damage. 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
the damage increases by 1d10 for each slot 
level above 3rd. 
 

JJOOYYFFUULL  RRAAPPTTUURREE      
5th-level abjuration 
Casting Time: 1 action 
Range: Self (60-foot-radius circle) 
Components: V, S 
Duration: Instantaneous 
Source: d20pfsrd.com 
 You fill up to 12 allies with wonderful 
happiness and confidence. They are 
immediately freed of all magical affects that 
would alter their emotions. In addition, if 
any of them suffered from hit point 
reduction, that condition is removed 
(although the lost hit points are not 
restored). 
 

JJUUNNGGLLEE ’’SS  RRAAPPTTUURREE      
6th-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Permanent 
Source: Spell Compendium 
 You attempt to turn one creature you 
can see into a plant through this deadly 
curse. Each day, after taking a long rest, the 
target must make a Wisdom saving throw. 
On a failed save, the target is subject to the 
following effects: 
  oo  First Failed Save. The target loses 
1d6 points of Dexterity and its skin begins 
to grow bark. However, its armor class 
improves by +1. 
  oo  Second Failed Save. The target’s 
speed is reduced by half and it loses an 
additional 1d6 points of Dexterity.  
  oo  Third Failed Save. The target is 
restrained and, over the course of the next 
24 hours, turns into a normal, unintelligent, 
inanimate plant of roughly the same size as 
the victim. It will radiate transmutation 
magic. 
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 If the target succeeds at three saving 
throws, the spell ends. The successes don’t 
need to be cumulative. A remove curse will 
end this effect. 
 

JJUUNNGGLLEERRAAZZEERR    
3rd-level necromancy 
Casting Time: 1 action 
Range: Self (120-foot line) 
Components: V, S, M (a pinch of wood ash) 
Duration: Instantaneous 
Source: Spell Compendium 
 A line of destructive, draining energy 
100 feet long and 5 feet wide blasts out 
from you in a direction you choose. Beasts, 
fey, and plants take 9d6 necrotic damage on 
a failed save, or half as much damage on a 
successful one. 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
the damage increases by 1d6 for each slot 
level above 3rd. 
 

KKÂÂLLDDAANNEE ’’SS  IINNSSTTAANNTT  BBUURRDDEENN    
2nd-level transmutation 
Casting Time: 1 action 
Range: 90 feet 
Components: V, S, M (a piece of lead) 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You pick a creature within range you 
can see and force it to make a Strength 
saving throw. On a failure, everything it’s 
carrying increases in weight until it 
becomes dangerously heavy. Creatures that 
aren’t wearing or carrying anything can’t be 
affected by this spell. 
 A creature that was unencumbered 
becomes encumbered. Its speed drops by 10 
feet and it takes 1d6 bludgeoning damage 
from the sudden shift in weight.  

 A creature that was encumbered 
becomes heavily encumbered. Its speed 
drops by 20 feet, it has disadvantage on 
ability checks, attack rolls, and saving 
throws that use Strength, Dexterity, or 
Constitution, and it takes 1d12 bludgeoning 
damage from the sudden shift in weight.  
 A creature that was heavily encumbered 
becomes crushed under the weight. Its 
speed drops to 5 feet, it has disadvantage 
on rolls as per a heavily encumbered 
creature, it takes 1d12 bludgeoning damage 
immediately and must make a Strength 
saving throw at the end of each of its turns, 
taking 1d12 bludgeoning damage on a 
failure.  
 An affected creature can remove or drop 
all of its belongings, including clothing. 
Doing so ends the spell. The DM will 
determine how long it takes to remove all 
worn objects, but it will take several 
rounds, at least. 
 If you cast this spell on an container 
(that is holding something) made of 
something other than metal, roll a die. On 
an odd number, the container cracks or 
bursts at the seams. If you cast this spell on 
a vehicle that is carrying something, the 
vehicle takes 2d10 bludgeoning damage. If 
you cast this spell on a single object that is 
not held and is not a container or vehicle, 
the object’s weight is multiplied by 10. 
Finally, if you cast this spell on a mage hand 
that is carrying anything, that spell 
instantly ends. You cannot cast this spell on 
a living being for the purpose of changing 
its weight. 
 

KKAALLLLUUMM ’’SS  CCOOLLDD  FFRROOSSTT    
2nd-level evocation 
Casting Time: 1 action 
Range: 120 feet 
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Components: V, S, M (a handful of crystals 
or chunks of glass) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You pick a point within range, and 
extreme cold and sharp ice particles expand 
outwards from that point to a radius of 30 
feet and the temperature in that area drops 
to 0° F. This will instantly freezes water and 
similar liquids and all creatures take 2d6 
cold damage each round for a minute. In 
addition, a layer of ice appears on the 
ground. Any creature in that area, that 
enters it or ends its turn in that area must 
make a Dexterity saving throw or fall 
prone. A spell that causes fire damage will 
melt all the ice in that spell’s area of effect. 
 At Higher Levels: When you cast this 
spell with a 3rd-level or higher spell slot, 
you inflict an additional 1d6 damage for 
each slot level above 2nd. 
 

KKAATTRRIINNEE ’’SS  FFRRAAGGIILLEE  EEGGGG      
4th-level transmutation  
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (an intact eggshell 
with the yolk blown out) 
Duration: 24 hours 
Source: The Great Net Spellbook 
 You create a pocket dimension inside an 
egg, allowing you to store any sort of 
material inside. The total weight depends 
on the size of the egg: 
 

Egg Type Capacity 
Small (sparrow’s egg) 25 pounds 
Medium (hen’s egg) 50 pounds 
Large (ostrich or 
owlbear’s egg) 

100 pounds 

Very Large (dragon or 
roc’s egg) 

500 pounds 

 
 You place the object or objects you wish 
stored next to the egg while casting this 
spell. They then disappear into the egg. 
Objects remain in stasis while inside. Living 
creatures will not need to eat, drink, 
breathe while inside, nor will they age; 
flames will not burn out, nor will they 
continue to burn their fuel; food will not go 
stale or rot; and so on. Only willing 
creatures can be stored inside the egg. 
 When the spell ends or the egg breaks, 
the objects reappear in an unoccupied space 
within 10 feet of the space in which the egg 
is broken, in exactly the same condition 
they were in when they were placed inside 
the egg. The egg is no more durable than a 
normal egg. 
 At Higher Levels. When you cast this 
spell with a 5th-level or higher spell slot, 
you increase the duration by 1 day for each 
spell slot above 4th. 
 

KKEEVVIINN’’SS  HHOOLLYY  RRAAIINN      
6th-level conjuration 
Casting Time: 1 action 
Range: 90 feet 
Components: S, M (a drop of holy water 
and a strand of hair from a good priest) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Prayerbook 
 A rain of holy water appears in a 30-foot 
radius of location you choose within range. 
All undead and fiends in the area must 
make a Dexterity saving throw each time 
they end their turn in the area. A creature 
takes 8d8 radiant damage on a failed saving 
throw, or half as much on a successful one. 
 At Higher Levels. When you cast this 
spell with a 7th-level or higher spell slot, 
the spell’s area increases by a 10-foot radius 
for each slot level above 6th. 
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KKHHEELLBBEENN’’SS  BBLLAACCKKSSTTAAFFFF    
8th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 One nonmagical wooden weapon or 
piece of wood you touch transforms into a 
staff made of shimmering, crawling black 
light. You have advantage on attack rolls 
made with it and inflict 2d8 bludgeoning 
damage and 4d8 necrotic damage. On a 
successful hit, you may choose one of the 
following effects to also affect the target. 
  oo  Confusing Strike. The target must 
make a Wisdom saving throw or become 
confused until the end of its next turn. Roll 
a die. On an odd number, it can’t move or 
take actions; on an even number, it uses its 
action to make a melee attack against a 
random target within reach. 
  oo  Dispelling Strike. You automatically 
dispel one spell of 7th-level or lower that 
has been cast on your target. You may not 
choose which spell you dispel.  
  oo  Paralytic Strike. The target must 
make a Wisdom saving throw or become 
paralyzed until the end of its next turn. 
  oo  Phantasmal Strike. The target is 
assaulted by terrifying images and must 
make an Intelligence saving throw. It takes 
4d8 psychic damage on a failed saving 
throw, or half as much on a successful one. 
  oo  Spell-Draining Strike. The target 
loses a number of spell slots, starting with 
the lowest available, equal to twice your 
spellcasting ability modifier. 
  oo  Terrifying Strike. The target must 
make a Wisdom saving throw or become 
frightened of you until the end of its next 
turn. The creature must use the Dash action 

to move away from you by the safest and 
shortest available route.  
  oo  Vampiric Strike. You regain as many 
hit points as you inflicted with necrotic 
damage. 
 You may choose to give the staff to 
someone else to use, but if it is forcefully 
taken from you, or the wielder attempts to 
hit you, the staff vanishes into smoke. It is 
completely immune to all damage and all 
spells except for antimagic field and wish. 
 

KKIILLRRUUKKHH ’’SS  AASSSSIISSTTIINNGG  HHAANNDDSS      
2nd-level evocation (ritual) 
Casting Time: 1 round 
Range: Self 
Components: V, S 
Duration: 1 hour 
Source: The Great Net Prayerbook 
 You create a pair of translucent hands 
out of magical force. Each hand can lift up 
to 50 pounds. When you cast this spell and 
as a bonus action on your subsequent turns, 
you can move the hands up to 15 feet. The 
hands may not move more than 90 feet 
away from you. 
 You may use these hands to engage in 
any sort of non-combat action, although 
they can’t be used to perform the somatic 
components of spells Typical duties include 
housekeeping, fetching and carrying, and 
simple tool use. The hands will not move or 
engage in activity without your initial 
direction, but you do not need to 
concentrate on them after you have given 
them directions. 
 At Higher Levels. When you cast this 
spell with a 4th-level spell slot, you create 
two pairs of hands; with a 6th-level spell 
slot, you create three pairs of hands; and 
with a 8th-level spell slot, you create four 
pairs of hands. 
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KKIILLRRUUKKHH ’’SS  DDEEFFEENNDDIINNGG  HHAANNDDSS    
3rd-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M 
Duration: Concentration, up to 1 minute 
Source: The Great Net Prayerbook 
 You create a pair of translucent hands 
made out of magical force. You can use 
them to parry incoming melee weapon 
attacks. Each hand adds 2 to your AC 
against one incoming attack. You do not 
need to see the attacker for the hands to 
parry its attack. Each time a defending hand 
successfully parries an attack—that is, 
when an incoming attack misses you by 2 
or less—it winks out of existence. 
 At Higher Levels. When you cast this 
spell with a 5th-level spell slot, you create 
two pairs of hands; with a 7th-level spell 
slot, you create three pairs of hands; and 
with a 9th-level spell slot, you create four 
pairs of hands. 
 

KKIIRRII’’SS  CCOONNTTAAIINNEERR      
4th-level transmutation 
Casting Time: 1 round 
Range: Touch 
Components: V, S, M (a few drops of berry 
juice) 
Duration: 24 hours 
Source: The Great Net Spellbook 
 You turn a small bag or similar 
container into a temporary bag of holding, 
capable of holding 500 pounds for the 
duration of the spell. Anything inside the 
bag when the spell expires is lost in the 
Astral Plane. 
 At Higher Levels. When you cast this 
spell with a 5th-level or higher spell slot, 
you increase the bag’s capacity by 500 
pounds per slot level above 4th. 

KKIIRRII’’SS  SSOOUULL  TTRRAANNSSFFEERR    
8th-level necromancy 
Casting Time: 1 round 
Range: Touch 
Components: V, S, (two gemstones totally 
at least 7,000 gp in value, which are 
consumed by the spell) 
Duration: Permanent 
Source: The Great Net Spellbook 
 You switch bodies with another creature 
you touch. If the target is unwilling, it must 
make a Charisma saving throw to resist. If 
it succeeds, it resists your efforts to switch 
bodies, and you can’t attempt to do so 
again for 24 hours. 
 Your game statistics are replaced by the 
statistics of the creature, though you retain 
your alignment and your Intelligence, 
Wisdom, and Charisma scores. You retain 
the benefit of your own class features.  
 If your old body is killed, you must 
make a Charisma saving throw against 
your own spellcasting DC. If you fail, you 
take 10d10 psychic damage and your hit 
point total is reduced by that amount. The 
hit point reduction lasts until you have 
greater restoration, heal, or a similar spell cast 
upon you. 
 The same is true for the creature that 
now inhabits your original body. 
 

KKIISSSS  OOFF  AAWWAAKKEENNIINNGG    
2nd-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 One sleeping or unconscious creature 
you kiss instantly wakes up. If you kiss a 
creature that is sleeping due to a spell 
(including the slumber variant of the 
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imprisonment spell), this kiss will 
automatically wake up that creature if the 
spell is of 2nd level or lower. For a spell of 
3rd level or higher, make an ability check 
using your spellcasting ability. The DC 
equals 10 + the spell’s level. On a successful 
check, the effect ends and the creature 
wakes up. You may only try once per 
magically-unconscious creature. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you automatically wake a creature up who 
is under the effect of spell if the spell’s level 
is equal to or less than the level of the spell 
slot you used. 
 

KKIISSSS  OOFF  DDEEAATTHH    
9th-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 Once creature you kiss will die 
instantly, if it has 100 or fewer hit points. 
You must be able to kiss the target’s skin 
(although you do not need to kiss its lips). 
The creature must be willing to be kissed, 
restrained, or unaware. If the creature is in 
combat, you must make a melee spell attack 
roll to succeed. 
 

KKIISSSS  OOFF  IINNTTOOXXIICCAATTIIOONN    
1st-level enchantment 
Casting Time: 1 action 
Range: Touch 
Components: S 
Duration: 1 hour 
Source: The Great Net Spellbook 
 One creature you kiss becomes 
completely drunk, unless it makes a 
Constitution saving throw. A drunk 

creature suffers from disadvantage on all 
Dexterity- and Intelligence-based attack 
rolls, saving throws, and ability checks, and 
its speed is reduced by 5 feet. In addition, it 
must make a concentration saving throw 
each time it attempts to cast a spell. 
 If the creature was already drunk when 
you cast the spell, on a successful saving 
throw, the creature is also poisoned for the 
duration and its speed is reduced by half. 
On a failed saving throw, it falls 
unconscious for the duration. 
 You must be able to kiss the target’s skin 
(although you do not need to kiss its lips). 
If the creature is in combat, you must 
succeed at a melee spell attack to kiss it; if 
not in combat, the creature must be willing 
to be kissed, restrained, or unaware. 
 

KKIISSSS  OOFF  SSLLAAVVEERRYY      
3rd-level enchantment 
Casting Time: 1 action 
Range: Touch 
Components: S 
Duration: 8 hours 
Source: The Great Net Spellbook 
 One creature you kiss becomes charmed 
by you, unless it makes a Wisdom saving 
throw. You must be able to kiss the target’s 
skin (although you do not need to kiss its 
lips). If the creature is in combat, you must 
succeed at a melee spell attack to kiss it; if 
not in combat, the creature must be willing 
to be kissed, restrained, or unaware. 
 If it fails the saving throw, it is charmed 
by you until the spell ends or until you do 
anything harmful to it. The charmed 
creature regards you as a trusted friend to 
be heeded and protected 
 At Higher Levels. If you cast this spell 
with a 5th-level spell slot, the duration 
increases to 12 hours. If you cast it with a 
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7th-level spell slot, the duration increases to 
24 hours. 
 

KKIISSSS  OOFF  SSLLEEEEPP    
5th-level enchantment 
Casting Time: 1 action 
Range: Touch 
Components: S 
Duration: 8 hours 
Source: The Great Net Spellbook 
 One creature you kiss falls unconscious, 
unless it makes a Wisdom saving throw. 
You must be able to kiss the target’s skin 
(although you do not need to kiss its lips). 
If the creature is in combat, you must 
succeed at a melee spell attack to kiss it; if 
not in combat, the creature must be willing 
to be kissed, restrained, or unaware. 
 Slapping the target hard will awaken it, 
as will any amount of damage taken, but 
normal noise or gentle shaking will not. 
Awakening is slow. For one minute after 
the creature wakes up, it cannot take 
reactions and can use either an action or 
bonus action on each of its turns, but not 
both. 
 This sleep does not count as either a 
short or long rest.  
 At Higher Levels. When you cast this 
spell with a 6th-level spell slot, the duration 
becomes 24 hours. When you cast it with a 
7th-level spell slot, the duration becomes 1 
week. When you cast it with an 8th-level or 
higher spell slot, the duration becomes one 
year, and merely slapping the target will 
not awaken it; damage must be inflicted. 
 

KKIISSSS  OOFF  TTHHEE  NNEERREEIIDD    
7th-level conjuration 
Casting Time: 1 action 
Range: Touch 
Components: S 

Duration: 10 minutes 
Source: The Great Net Spellbook 
 One creature you kiss must make a 
Constitution saving throw. On a failure, the 
creature’s lungs fill with seawater and it 
begins to suffocate, as per the suffocation 
rules in the Player’s Handbook (page 183). 
After 10 minutes, the water vanishes from 
the target’s lungs. This spell is countered by 
water breathing, and does not affect 
creatures that can breathe water or that do 
not need to breathe. 
 You must be able to kiss the target’s skin 
(although you do not need to kiss its lips). 
If the creature is in combat, you must 
succeed at a melee spell attack to kiss it; if 
not in combat, the creature must be willing 
to be kissed, restrained, or unaware. 
 

KKIISSSS  OOFF  TTHHEE  TTOOAADD      
2nd-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: S 
Duration: Instantaneous 
Source: Oriental Adventures 
 Your lips become poisonous, and one 
creature you kiss takes 4d8 poison damage 
and must make a Constitution saving 
throw, becoming poisoned for 1 hour on a 
failure.  
 You must be able to kiss the target’s skin 
(although you do not need to kiss its lips). 
If the creature is in combat, you must 
succeed at a melee spell attack to kiss it; if 
not in combat, the creature must be willing 
to be kissed, restrained, or unaware. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you inflict an additional 1d8 poison 
damage per slot level above 2nd. 
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KKIISSSS  OOFF  TTOORRMMEENNTT    
4th-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 Your kiss inflicts your target with 
madness and pain, and one creature you 
kiss takes 5d10 psychic damage and must 
make a Constitution saving throw or 
become so wracked with pain that it is 
incapacitated for the duration. It may make 
a new saving throw at the end of each of its 
turns, ending that effect on a success. 
However, each round that the creature 
remains incapacitated, it takes an additional 
1d10 psychic damage. 
 You must be able to kiss the target’s skin 
(although you do not need to kiss its lips). 
If the creature is in combat, you must 
succeed at a melee spell attack to kiss it; if 
not in combat, the creature must be willing 
to be kissed, restrained, or unaware. 
 

KKIISSSS  OOFF  VVAAMMPPIIRRIISSMM    
1st-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: S 
Duration: 1 round 
Source: The Great Net Spellbook 
 Your kiss drains the life out of your 
target. You target takes 1d10 necrotic 
damage and you regain hit points equal to 
half the amount of necrotic damage dealt. 
 You must be able to kiss the target’s skin 
(although you do not need to kiss its lips). 
If the creature is in combat, you must 
succeed at a melee spell attack to kiss it; if 
not in combat, the creature must be willing 
to be kissed, restrained, or unaware. 

 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
your kiss causes an additional 1d10 necrotic 
damage for each slot level above 1st. 
 

KKIISSSS  OOFF  WWEEAAKKNNEESSSS      
5th-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 Your kiss drains the vitality from the 
next target you kiss. Each round that you 
continue kissing your target, it must make a 
Constitution saving throw or have its 
Strength reduced by 2 points. When the 
spell ends, your target must make another 
Constitution saving throw or be stunned 
for 10 minutes. Lost Strength points return 
after the creature takes a short or long rest. 
 You must be able to kiss the target’s skin 
(although you do not need to kiss its lips). 
If the creature is in combat, you must 
succeed at a melee spell attack to kiss it; if 
not in combat, the creature must be willing 
to be kissed, restrained, or unaware. 
 

KKIISSSS  OOFF  WWOOUUNNDDIINNGG      
Evocation cantrip 
Casting Time: 1 action 
Range: Touch 
Components: S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 Once creature you kiss must make a 
Constitution saving throw, taking 1d12 
force damage on a failed saving throw or 
half as much damage on a successful one. 
You must be able to kiss the target’s skin 
(although you do not need to kiss its lips). 
If the creature is in combat, you must 
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succeed at a melee spell attack to kiss it; if 
not in combat, the creature must be willing 
to be kissed, restrained, or unaware. 
 You inflict additional damage with your 
kiss at 5th level (2d12), 11th level (3d12) 
and 17th level (4d12) 
 

KKNNOOWW  CCUUSSTTOOMMSS    
4th-level divination 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You choose a creature that has an 
Intelligence of 5 or higher. That creature 
must then make an Intelligence saving 
throw. If it succeeds, the spell ends. If it 
fails, you gain the knowledge the creature 
possesses on local restrictions and taboos, 
upcoming and important holidays and 
observances, and typical things that 
“everyone knows.” In game terms, you 
have advantage on any Intelligence ability 
check made to recall common knowledge 
information about the area and on any 
Charisma ability check made to convince 
people that you are from that area or when 
engaging in cultural rituals specific to that 
area. 
 Note that this spell does not 
differentiate between fact and fiction and 
thus things that “everyone knows” about 
the area might be completely wrong. 
 

KKNNOOWW  TTHHEE  SSIIZZEE  OOFF  TTHHEE  HHIIDDDDEENN    
1st-level divination (ritual) 
Casting Time: 1 round 
Range: Special 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 

 If you touch a partially-buried object, or 
the ground above an object that is buried no 
more than 50 feet below the surface, you 
gain knowledge of roughly how large the 
object or series of connected objects (such as 
the ruins of a sunken city) is.  
 You may make a DC 15 spellcasting 
ability modifier. If you succeed, you get a 
vague impression of the layout of the 
buried object is—enough to learn where the 
entrance and major objects (Huge-sized or 
larger) are. 

KKOORREELL ’’SS  WWIISSDDOOMM  BBEEYYOONNDD  DDEEAATTHH    
6th-level transmutation 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (a gemstone worth at 
least 25 gp) 
Duration: Permanent 
Source: The Great Net Spellbook 
 You enchant a gemstone and place it 
inside the skull of an undead creature that 
is under your control. The gemstone 
enhances the creature’s Intelligence, 
Wisdom, or Charisma—you decide when 
you cast the spell. The value of the 
gemstone determines how much the 
attribute is raised. 
 

Gemstone 
Value Int Bonus 

Wis or Cha 
Bonus 

25 gp +1 +1 
50 gp +2 +1 
100 gp +4 +2 
500 gp +6 +3 

1,000 gp +10 +6 
 
 The gemstone is placed inside of the 
creature’s skull. The attribute bonus 
remains as long as the gem is in place, even 
if the undead stops being under your 
control. 
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 None of the creature’s attribute scores 
can be raised above 20 through this spell, 
and a creature may have only one gemstone 
per attribute at a time. 
 

LLAADDDDEERR   

1st-level evocation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a knot of wood) 
Duration: Concentration, up to 10 minutes 
Source: Wizard’s Spell Compendium 
 You create a ladder of magical force that 
is one foot wide and ten feet long. You may 
place it vertically against a wall, lay it 
horizontally so it can be used to cross gaps, 
or have it lean at a 45° angle to be used as a 
staircase. In any case, the ladder is firmly 
anchored and will not move once placed. 
 At Higher Levels. When you cast this 
spell using a spell slot of 2nd level or 
higher, the ladder increases ten feet in 
length for each slot level above 1st. 
 

LLAAEERRAALL’’SS  CCUUTTTTIINNGG  HHAANNDD      
1st-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 One of your hands gains a magical 
cutting edge. The merest touch of your 
hand will sever nonmagical ropes, sacks, 
and the like. Unarmed strikes do 1d12 + 
your Strength modifier in slashing damage. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
you inflict an additional 1d12 damage per 
slot level above 1st. 
 

LLAAEERRAALL ’’SS  IINNVVIISSIIBBLLEE  BBLLAADDEE    
8th-level evocation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a bladed weapon, 
which is consumed in the casting of the 
spell, and a clear rock crystal) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You create a magical sword and is 
invisible and inaudible to all creatures other 
than yourself. Roll initiative for it and it has 
its own turns—it attacks using your spell 
attack modifier. It will attack one creature 
you can see within range. On a hit, the 
sword inflicts 8d10 slashing damage.  
 The spell ends if the target is ever 
outside the spell’s range or if it has total 
cover from you. 
 

LLAASSTT  IIMMAAGGEE      
1st-level divination (ritual) 
Casting Time: 1 round 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 When you touch a corpse and cast this 
spell, you see a still image of whatever the 
last thing the corpse saw. 
 If the target died due to a gaze attack, 
you must make a saving throw of the type 
associated with the attack or suffer the 
results of the gaze. You have advantage on 
this roll. 
 

LLAAVVAA  BBOOLLTT    
4th-level conjuration 
Casting Time: 1 action 
Range: 120 feet 
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Components: V, S, M (a piece of pumice or 
obsidian) 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You conjure an orb of lava which you 
hurl at one target within range. Make a 
ranged spell attack to hit. On a hit, the 
target takes 3d8 bludgeoning damage and 
3d8 fire damage. In addition, the target 
must make a Dexterity saving throw. On a 
failure, the lava sticks to the target and 
begins to solidify. The target is restrained 
(escape DC equal to your spell save DC) 
and takes 1d8 fire damage at the end of 
each of its turns for 1 minute. 
 While this spell is active, the lava can 
only be removed by the application of 
copious amounts of water or with a spell 
that of 2nd level or higher that inflicts cold-
based damage (this spell also inflicts half 
damage to the target). If the target dies 
from this spell it becomes completely 
encased in hardened volcanic rock. 
 At Higher Levels. When you cast this 
spell with a 5th-level or higher spell slot, 
you inflict an additional 1d8 fire damage on 
initial impact and each round for each slot 
level above 4th. 
 

LLAAYY  OOFF  TTHHEE  LLAANNDD      
3rd-level divination (ritual) 
Casting Time: 1 minute 
Range: Self (10-mile radius) 
Components: V, S, M (a lodestone) 
Duration: Instantaneous 
Source: Spell Compendium 
 This spell grants you an overview of the 
land around you. You gain knowledge of 
the general location of the major natural 
landmarks and settlements of at least 100 
people, as if you were looking at an area 
map.  

LLAAYYLLAA ’’SS  MMOORRNNIINNGG--AAFFTTEERR  KKIISSSS    
3rd-level enchantment 
Casting Time: 1 action 
Range: Touch 
Components: S 
Duration: Permanent 
Source: The Great Net Spellbook 
 You kiss an unconscious or sleeping 
creature’s skin (although you do not need 
to kiss its lips) and it makes a Wisdom 
saving throw. If it fails, it permanently 
forgets everything that happened up to 1 
hour before it fell asleep.  
 The memory can be recovered by use of 
the hypnosis (q.v.) spell. 
 

LLEEAAFF  IINNTTOO  DDAAGGGGEERR    
Transmutation cantrip 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a normal leaf) 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 You transform any tree leaf into a 
magical dagger that does 1d4 + your 
spellcasting ability modifier in piercing 
damage. You cannot be harmed by this 
blade and should you drop it, it instantly 
becomes a leaf again. 
 

LLEEAARRNN  LLAANNGGUUAAGGEE    
6th-level divination 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S 
Duration: Permanent 
Source: The Great Net Spellbook 
 You must touch a creature of 
Intelligence 5 or higher that speaks a 
language you don’t know, or a book or 
scroll written in a language you don’t 
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know. You will then instantly and 
permanently learn that language in both 
spoken and written forms. 
 

LLEEGGAALL  TTHHOOUUGGHHTTSS      
7th-level enchantment 
Casting Time: 1 hour 
Range: 30 feet 
Components: V, S 
Duration: Permanent 
Source: Priest’s Spell Compendium 
 You choose a target with an Intelligence 
of 5 or higher that you can see within range 
and force it to make an Charisma saving 
throw. If it fails, it is charmed by you. The 
charmed target is compelled to follow one 
specific, official law that you name that is 
enforced in either your homeland, your 
target’s homeland, or your current location. 
 Each time the target attempts to break 
the law, it must make a Charisma saving 
throw. If it fails, it takes 1d10 psychic 
damage, is stunned until the end of its next 
turn, and is unable to continue with its 
action. 
 This spell does not alter the target’s 
morality or force it to act in a way contrary 
to its alignment. The spell also only forces 
the target to obey the letter of the law, not 
the spirit, so the target is fully capable of 
exploiting any loopholes or getting 
someone else to break the law for him. 
 A dispel magic or remove curse will end 
this effect. 
 

LLEEGGEERRDDEEMMAAIINN      
Conjuration cantrip 
Casting Time: 1 action 
Range: 10 feet 
Components: V, S 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 

 You perform a magic trick, of the sort 
normally performed by stage magicians. 
  oo  You change a Tiny creature or object 
into another one of the same size.  
  oo  You hide a creature or object of 
Huge size or smaller by briefly obscuring it, 
such as by moving a curtain in front of it, 
hiding it behind an object, etc. The target is 
rendered invisible as long as it doesn’t 
move more than 5 feet from its initial 
location. It can still be heard, smelled, and 
touched, and can be seen with truesight or 
blindsight. 
  oo  You hide a Tiny creature or object in 
your palm, up your sleeve, in your hat, etc., 
even concealing any bulges or sounds it 
makes. At the same time, you create an 
illusory duplicate. Physical interaction with 
the duplicate reveals it to be an illusion, 
because things can pass through it. 
  oo  You summon a Tiny object that is 
within 10 feet of you into your hand. 
  oo  You conjure a harmless, CR 0 
creature, such as a mouse, a small swarm of 
butterflies, a sparrow, and so on, which 
appears in your hand or within 5 feet of 
you. This is a real animal, taken from 
somewhere within 1 mile of you. At the 
spell’s end, you may choose to keep the 
creature with you, let it go, or send it back 
to its original location. 
  oo  You create a puff of colored smoke. 
It provides light concealment until the end 
of your next turn. 
  oo  You cause a Small-sized or smaller 
object made of metal or wood to pass 
through a similarly-sized object. 
  oo  You cut and restore a rope, cloth, 
belt, or other similar object. 
  oo  You turn a picture or paper 
sculpture of a Tiny-sized creature into a 
real creature. It will have the same 
attributes of a normal creature of its type, 
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with the following changes: its Intelligence 
will be 1, it will have 5 hit points, and it will 
have disadvantage on all rolls. 
  oo  You instantly change into another 
suit of clothes that you have stored within 
10 feet. You can also use this to instantly 
don light armor (but nothing heavier than 
that). 
  oo  You create a bright flash of light and 
puff of colorful smoke (your choice of 
colors). The smoke lasts for 1 round, and 
during that time you can use your bonus 
action to use the Hide action. 
 

LLEEGGOOLLAATTHH’’SS  WWEEIIRRDD  WWIILLDDBBAALLLL      
3rd-level conjuration 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S, M (a multicolored 
stone) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A brilliant, many-colored streak flashes 
from your pointing finger to a point you 
choose within range, before blossoming 
into an explosion of violent energy 
conjured from an Elemental Plane or from 
the Elemental Chaos. Each creature in a 20-
foot radius sphere centered on that point 
must make a Dexterity saving throw. A 
creature takes full damage on a failed 
saving throw or half as much on a 
successful one. The exact amount and type 
of damage is different for each version of 
the spell. The sphere spreads around 
corners. 
 
d20 Effect 

1 

Airball. A blast of concussive air 
inflicts 6d6 bludgeoning damage and 
causes deafness for 1 minute. It may 
make a Constitution saving throw at 

the end of each of its turns, ending 
the effect on a success. A creature 
that failed its saving throw must also 
make a Strength saving throw or be 
knocked prone. 

2 

Ashball. A cloud of burning ashes 
inflict 6d6 fire damage. It causes the 
area to become heavily obscured. 
The cloud lingers in the air for 1 
minute until it is dispersed by a 
strong wind (20 miles per hour or 
more). A creature that starts its turn 
within the cloud takes 1d6 fire 
damage. 

3 

Deathball. A ball of dull gray smoke 
inflicts 8d6 necrotic damage to all 
creatures, except for Fiends and 
Undead. To those creatures, it heals 
instead of harms. Hit points in excess 
of its normal hit point total become 
temporary hit points, and there is no 
upper limit to the number of 
temporary hit points that it can gain 
through this spell. 
 If a living creature dies because 
of this spell, it will rise as either a 
wight or specter (50 percent chance 
of either) in 1d4 minutes. Constructs 
are not affected by this spell at all. 

4 

Dustball. A cloud of thick, cloying 
dust causes the area to become 
heavily obscured. The cloud lingers 
in the air for 1 minute until it is 
dispersed by a strong wind (20 miles 
per hour or more).  
 A creature that starts its turn 
within the cloud must make a 
Constitution saving throw against 
poison or spend its action coughing. 
Creatures that don’t need to breathe 
or are immune to poison are immune 
to this spell. 
 In addition, the dust’s essence of 
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decay causes all metallic weapons in 
the spell’s area do -1 damage and all 
metallic armor’s AC takes a -1 
penalty for as long as it remains in 
the cloud and for 1 minute 
afterwards.  

5 

Earthball. A ball of stone inflicts 6d6 
bludgeoning damage. A creature 
that failed its saving throw must also 
make a Strength saving throw or be 
knocked prone. 

6 
Fireball. This acts identically to the 
fireball spell. 

7 
Iceball. This acts identically to the 
iceball spell (q.v.).  

8 

Lifeball. A ball of shimmering silver 
light restores 8d6 hit points to all 
creatures within range, except to 
Fiends and Undead. To those 
creatures, it inflicts 8d6 radiant 
damage. 
 Any excessive hit points regained 
are treated as temporary hit points. If 
the temporary hit points gained by 
this spell exceed twice its normal hit 
point total (i.e., if a creature with 20 
hit points gains 21 or more 
temporary hit points), then the 
creature explodes, inflicting 8d6 
radiant damage to that creature. If a 
living creature dies because of this 
spell, it will rise as a shadow in 1d4 
minutes. Constructs are not affected 
by this spell at all. 

9 

Lightball. A blast of brilliant light 
inflicts 6d6 radiant damage and 
causes blindness for 1 minute. It may 
make a Constitution saving throw at 
the end of each of its turns, ending 
the effect on a success. A creature 
that failed its initial saving throw is 
also outlined in faerie fire for 8 hours. 

10 Lightningball. This acts identically to 

the lightning bolt spell. 

11 
Magmaball. This acts identically to 
the lava bolt spell (q.v.). 

12 

Mineralball. A cloud of crystalline 
shards causes the area to become 
lightly obscured. The cloud lingers 
in the air for 1 minute until it is 
dispersed by a strong wind (20 miles 
per hour or more). A creature that 
starts its turn in the cloud takes 3d6 
piercing damage. 
 In addition, the crystals essence 
of metal causes all metallic weapons 
in the spell’s area do +1 damage and 
all metallic armor’s AC gains a +1 
bonus for as long as it remains in the 
cloud and for 1 minute afterwards.  

13 

Oozeball. A glob of gelatinous goo 
inflicts 6d6 bludgeoning damage. 
Any creature that fails its saving 
throw is grappled (escape DC equal 
to your spell save DC) and begins to 
suffocate, as per the suffocation rules 
in the Player’s Handbook (page 183).  

14 

Saltball. A cloud of whirling grains 
of salt spreads around inflicts 7d8 
necrotic damage. Any creature that 
fails its saving throw is also 
poisoned for 1 minute. 

15 

Smokeball. A cloud of thick, cloying 
smoke fills the area with magical 
darkness. The cloud lingers in the air 
for 1 minute until it is dispersed by a 
strong wind (20 miles per hour or 
more). A creature with darkvision 
can’t see through, the darkness and 
nonmagical light can’t illuminate it. 
 A creature that starts its turn 
within the cloud must make a 
Constitution saving throw against 
poison or spend its action coughing. 
Creatures that don’t need to breathe 
or are immune to poison are immune 
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to this spell. 

16 

Steamball. The cloud of boiling 
steam inflicts 8d6 fire damage and 
immediately extinguishes all normal 
fires in the area, as well as any fire 
caused by a spell of 6th level or less. 

17 

Vacuumball. A ball of pure 
nothingness inflicts air inflicts 6d6 
force damage. A creature that failed 
its saving throw is incapacitated for 
1 minute. It may make a Constitution 
saving throw at the end of each of its 
turns, ending the effect on a success. 

18 

Waterball. A ball of solid water 
inflicts 8d6 bludgeoning damage and 
immediately extinguishes all normal 
fires in the area, as well as any fire 
caused by a spell of 6th level or less. 

19 

Roll again, rerolling all 19s and 20s. 
The spell’s area of effect becomes 
either 60 feet or affects a single target 
(50 percent chance of either). 

20 

Roll again twice, rerolling all 19s and 
20s. Half of the spell’s targets will be 
affected by the first reroll; the other 
half will be affected by the second 
reroll. 

 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
the damage increases by 1d6 for each slot 
level above 3rd. 
 

LLEEOOMMUUNNDD ’’SS  TTRRAAPP    
2nd-level illusion (ritual) 
Casting Time: 1 round 
Range: Touch 
Components: V, S, M (a piece of iron pyrite 
and metal filings, which are consumed by 
the spell, and a bit of clockwork) 
Duration: Permanent or tripped 
Source: Wizard’s Spell Compendium 

 You create an illusory trap on an object, 
door, or section of wall or floor, while at the 
same time rendering any actual traps 
invisible. This trap will be easily found by 
anyone searching, and it can be disarmed as 
a regular trap of that sort. The illusory trap 
has no actual effect and cannot harm or 
hinder anyone. 
 

LLEESSTTAATT ’’SS  LLEEGGIIOONN    
7th-level conjuration 
Casting Time: 1 round 
Range: Self (30-foot-radius circle) 
Components: V, S, M (One pearl worth 100 
gp per clone you create, which are 
destroyed when you cast the spell, and a 
drop of your blood for each pearl) 
Duration: Concentration, up to 8 hours 
Source: The Great Net Spellbook 
 You create up to ten semi-real clones of 
yourself, which appear in empty spaces 
within 30 feet of you. They are physically 
identical to you and have the same 
clothing, armor, weapons, and equipment 
that you are wearing. These items are 
purely illusory and have no actual function. 
You may give the clones real items to use, if 
you desire. 
 Each clone is a construct that has AC 15 
plus your Dexterity modifier and 50 hit 
points. Their attributes, alignment, skills, 
non-magical abilities, and even basic 
personality are identical to your own. A 
clone cannot cast spells but it can use magic 
items and read scrolls. 
 While a clone is within 1,500 feet of you, 
you may communicate telepathically with 
it. Likewise, clones that are within 1,500 feet 
of each other communicate telepathically 
with each other. In addition, if you can 
communicate telepathically with a clone, 
you can use your action to see through its 
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eyes and hear what it hears, and you may 
use a bonus action to switch to a different 
clone that is also in range. While using a 
clone’s senses as your own, you may speak 
through it and cast spells through it, but 
you are blinded and deafened to your own 
surroundings until you use an action to 
switch back to your own senses. There is no 
limit to the distance a clone may travel from 
you. 
 If a clone is reduced to 0 hit points, it 
“dies,” leaving behind a body. When the 
spell ends, all clones (living or dead) 
vanish, leaving behind any items you have 
given them or they have picked up. 
 At Higher Levels. When you cast this 
spell with an 8th-level or higher spell slot, 
the range for telepathy increases to 1 mile. 
 

LLIIFFEEBBLLEENNDD      
8th-level transmutation 
Casting Time: 1 hour 
Range: 10 feet 
Components: V, S, M (a large cage made of 
precious metals and gemstones worth at 
least 15,000 gp) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You place two living creatures (beasts, 
dragons, humanoids, giants, monstrosities, 
oozes, or plants) in the cage, which must be 
large enough to hold them both. At the end 
of the spell’s casting, each creature must 
make a Constitution saving throw. If either 
of these rolls are successful, the spell fails. 
 If both creatures fail their saving throws, 
then there is a tremendous flash of light, 
and when it dies down, the two creatures 
have joined together and mutated, 
becoming a single creature with the 
characteristics of both of its “parents”. The 
DM should roll a d10 for the exact results: 

d10 Result 

1-6 

Success. The two creatures have 
melded together to create a being 
that looks more or less like a 
combination of its “parents.” For 
example, a half-gnome, half-
ettercap would look like large, 
stocky-bodied, bearded humanoid 
with long, spidery limbs, 
spinnerets, and bristle-y gray skin. 
It has personality traits and some 
memories from both its parents but 
is otherwise a brand new creature. 

7 

Imperfect Melding. The creatures 
are not truly melded but display 
untouched features from both 
parents. For instance, a half-thri-
kreen, half-wyvern might look like 
a thri-kreen with the head and tail 
of a wyvern, or it might have the 
body of a wyvern and the torso, 
arms, and head of a thri-kreen. It 
has personality traits and some 
memories from both its parents but 
is otherwise a brand new creature. 

8 

Shapeshifter. The creature can shift 
from one form to another. When it 
is in one form, it has that creature’s 
personality, alignment, and 
abilities; when it changes to its 
other form, that creature takes over. 
The DM will roll a die. On an even 
number, it can control its 
shapeshifting. On an odd number, 
it can’t. 

9 

Dominance. The creature resembles 
one of its parents with only hints of 
the other’s physical and personality 
traits. For instance, a half displacer 
beast, half-ochre jelly might look 
like a normal displacer beast that 
inflicts acidic damage with its 
natural attacks. 
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10 

Failure. The creature takes 
10d10+30 necrotic damage as the 
spell horribly mutates it. If it is still 
alive, it may be able to be nursed 
back to health. The DM should roll 
again to determine what it’s actual 
form is, ignoring a second roll of 
10. 

 
 The resultant creature’s attributes, 
abilities, and attacks should be determined 
by the DM, using the original creatures’ 
attributes as a guideline.  
 

LLIIGGHHTTBBOOWW      
5th-level conjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a silver or golden 
thread) 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium and The 
Great Net Prayerbook 
 You create a bow or crossbow out of 
moonlight or sunlight. You may use it 
yourself or hand it to another person. If you 
wield it yourself, you are considered to 
have proficiency in it and you fire it at 
advantage. You may choose whether you 
want the moonbow or sunbow when you cast 
this spell. When you draw the bowstring 
back, a white, glowing arrow coalesces, 
ready for you to fire. On a successful hit, it 
does 2d10 piercing damage plus 1d10 
radiant damage. The bow has a range of 
250/800. 
  oo  Moonbow. The bow is made of 
glowing white crystal and has a thin beam 
of silver light as the bowstring. If you hit an 
undead creature, it takes another 3d10 
radiant damage and outlines the undead 

with a pale, flickering moonlight that acts 
identically to faerie fire. 
  oo  Sunbow. The bow is made of 
glowing yellow amber and has a thin beam 
of scarlet light as the bowstring. If you hit a 
creature with either the Sunlight Sensitivity 
or Sunlight Hypersensitivity trait, it inflicts 
an additional 3d10 fire damage and blinds 
the creature for the duration. 
 At Higher Levels. If you cast this spell 
with a slot of 6th level or higher, it inflicts 
an additional 1d10 radiant damage for each 
slot level above 5th. 
 

LLIIGGHHTT  OOFF  HHEEAAVVEENNSS    
2nd-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: Spell Compendium 
 You are suffused with a glow of silvery, 
golden, or pearly light. You shed bright 
light in a 30-foot radius and dim light to a 
further 30 feet. 
 Three times while this spell is active, 
you may gather some of this light into a 
bolt, which you throw at an opponent 
within 90 feet that you can see. Make a 
ranged spell attack. On a success, you inflict 
3d10 radiant damage.  
 Optionally, you may cause the light bolt 
to heal a target, restoring 2d10 hit points. 
 Each time you throw a light bolt, the 
radius of bright and dim light decreases by 
10 feet each. After the third light bolt, the 
light vanishes and the spell ends. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you inflict or heal an additional 1d10 
damage per slot level above 2nd. 
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LLIIGGHHTTNNIINNGG  CCUURRTTAAIINN    
6th-level evocation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a piece of amber, a 
bit of fur, and a square of fine velvet) 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You create a wall of crackling lightning. 
You can make the wall up to 60 feet long, 20 
feet high, and 1 foot thick, or a ringed wall 
up to 20 feet in diameter, 20 feet high, and 1 
foot thick. 
 When the wall appears, each creature 
within its area must make a Dexterity 
saving throw. On a failed save, a creature 
takes 6d10 lightning damage, or half as 
much damage on a successful save. 
 Any creature that ends its turn within 10 
feet of the wall and wearing metal armor 
will attract a spark and must make a 
Dexterity saving throw. On a failed save, a 
creature takes 3d10 lightning damage, or 
half as much damage on a successful save. 
 One side of the wall, selected by you 
when you cast this spell, deals 5d8 
lightning damage to each creature that ends 
its turn within 10 feet of that side or inside 
the wall. A creature takes the same damage 
when it enters the wall for the first time on 
a turn or ends its turn there. The other side 
of the wall deals no damage. 
 At Higher Levels. When you cast this 
spell using a spell slot of 6th level or higher, 
the damage increases by 1d10 for each slot 
level above 5th. 
 

LLIIGGHHTTNNIINNGG  RROODD      
3rd-level abjuration 
Casting Time: 1 action 
Range: Touch (150-foot radius) 

Components: V, S, M (a metal object 
weighing no more than 100 pounds) 
Duration: 24 hours 
Source: Wizard’s Spell Compendium 
 You touch a metallic object of any sort 
that weighs less than 100 pounds. Then, 
whenever a stroke of lightning (natural, 
magical, or created from a breath weapon) 
occurs within 150 feet of the rod, the 
lightning is redirected to the rod, which 
destroys it and ends the spell. A creature in 
physical contact with the rod while it is 
struck by lightning cannot make a Dexterity 
saving throw to avoid taking damage (it 
can attempt to make other types of saves). 
 

LLIIGGHHTTNNIINNGG  SSHHIIEELLDD    
4th-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a small bit of marble) 
Duration: 10 minutes 
Source: Wizard’s Spell Compendium 
 Crackling electrical sparks wreathes 
your body for the duration, shedding bright 
light in a 10-foot radius and dim light for an 
additional 10 feet. You can end the spell 
early by using an action to dismiss it. 
 The sparks provide you with a warm 
shield or a chill shield, as you choose. The 
chill shield grants you resistance to 
lightning damage, and the warm shield 
grants you resistance to acid damage. 
 In addition, whenever a creature within 
5 feet of you hits you with a melee attack, 
the shield erupts with electricity. The 
attacker takes 2d8 acid damage from a 
warm shield, or 2d8 lightning damage from 
a cold shield. 
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LLIIGGHHTTNNIINNGG  SSTTOORRMM      
8th-level evocation 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 A storm made of crackling electricity 
appears in a location you choose within 
range. The area of the storm consists of up 
to ten 10-foot cubes, which you can arrange 
as you wish. Each cube must have at least 
once face adjacent to the face of another 
cube. Each creature in the area must make a 
Dexterity saving throw. It takes 8d10 
lightning on a failed save, or half as much 
damage on a successful one, each round 
that the creature ends its turn in the storm 
and for one round afterwards. 
 

LLIIQQUUIIDD  OORRBB      
Conjuration cantrip 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 10 minutes 
Source: Wizard’s Spell Compendium 
 You create a cup of any nonflammable, 
nonpoisonous, nonacidic, nonmagical, 
liquid you wish—water, juice, dye, ink, 
beer, chicken broth, etc. It appears as a 
sphere and remains that way through 
magical surface tension. The liquid can be 
anywhere within 10 degrees of room 
temperature but cannot be above boiling or 
below freezing.  
 The amount of liquid you create 
increases to 1 pint when you reach 5th 
level, 1 gallon when you reach 11th level, 
and 10 gallons when you reach 17th level. 
 

LLIITTAANNYY  OOFF  DDEEBBAASSEEMMEENNTT    
2nd-level abjuration 
Casting Time: 1 bonus action or reaction, 
taken when you are attacked or about to 
attack a target 
Range: 30 feet 
Components: V, S 
Duration: 1 round 
Source: d20pfsrd.com 
 You speak a quick prayer and a wave of 
holy energy washes over one target within 
range. One of the following affects your 
target until the end of its next turn, unless it 
succeeds at a Wisdom saving throw.  
  oo  Litany of Entanglement. You create a 
chain of energy to lash upwards from the 
ground to impede your target, causing it to 
be restrained and is paralyzed until the end 
of its next turn. 
  oo  Litany of Madness. Your prayer is 
filled with bizarre word salad and eldritch 
phrases, causing much confusion in your 
target. Your target cannot take actions or 
reactions and is paralyzed until the end of 
its next turn. 
  oo  Litany of Sloth. You speak about the 
sin of indolence and cause your target to 
being sluggish. It can use either an action or 
bonus action but not both and can’t make 
more than one action during its turn. 
  oo  Litany of Thunder. You shout your 
prayer, causing your target to be deafened 
and stunned and is paralyzed until the end 
of its next turn. 
  oo  Litany of Vengeance. You speak 
words of chastisement and your target feels 
pain more sharply. All creatures who attack 
the target until the end of the next round 
inflict an additional 1d4 force damage. 
  oo  Litany of Weakness. You proclaim 
your target is weak and cause it to suffer 
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1d4 levels of exhaustion until the end of its 
next turn. 
 

LLIITTAANNYY  OOFF  GGRRAACCEE    
2nd-level abjuration 
Casting Time: 1 bonus action or reaction, 
taken when you are attacked or about to 
attack a target 
Range: 30 feet 
Components: V, S 
Duration: 1 round 
Source: d20pfsrd.com 
 You speak a quick prayer and a wave of 
holy energy washes over you or one ally 
within range. Until the end of your next 
turn, you receive one of the following 
affects:  
  oo  Litany of Defense. With this prayer 
of protection, you gain +2 to your armor 
class and are immune to being charmed or 
frightened. 
  oo  Litany of Eloquence. This prayer is 
so fascinating to listen to, one target within 
10 feet of you is stunned and is paralyzed 
until the end of its next turn. 
  oo  Litany of Escape. If you are grappled 
or restrained, you may use a bonus action 
to make another escape attempt, this time at 
advantage. 
  oo  Litany of Righteousness. You imbue 
your weapon with holy right as you attack 
a foe. If you hit and the creature is evil, it 
takes +2 damage and is paralyzed until the 
end of its next turn. 
  oo  Litany of Warding. You become 
more aware of your opponents. You gain 
+2 to your armor class against sneak attacks 
and can parry one attack. Roll a d8 and 
subtract that number from the damage 
caused by one melee attack made against 
you.  
 

LLIIZZAARRDD  LLIIMMBBSS    
5th-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You may shed up to two limbs (arms, 
legs, tail, wings) at will without suffering 
any damage or pain, although you do suffer 
all the effects of missing that limb (Dungeon 
Master’s Guide (page 272).  
 Shed limbs begin to grow again an hour 
after they were lost and will regenerate 
completely within 24 hours; if the lost limb 
is recovered, it can be reattached by holding 
it against the stump for 1 round. 
 

LLOOAATTHHSSOOMMEE  VVEEIILL      
3rd-level illusion 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a tangle of 
multicolored threads) 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 You create a curtain of ever-shifting, 
multicolored strands of light that twist and 
warp into strangely beautiful but also 
disturbingly alien patterns. You can make 
the wall up to 40 feet long and 20 feet high 
or a ringed wall up to 20 feet in diameter 
and 20 feet high. One side of the veil, 
chosen by you, is harmless. All creatures 
within 30 feet of the other side must make a 
Wisdom saving throw against poison. On a 
failed save, the creature is nauseated and 
spends its action retching and reeling. A 
creature may attempt a new saving throw 
at the end of each of its turns, ending the 
effect on a success. 
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LLOOGG  TTOO  LLIIZZAARRDD      
4th-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a piece of reptilian 
skin) 
Duration: 1 minute 
Source: Priest’s Spell Compendium 
 You may transform a log or branch of at 
least 6 feet in length into a crocodile 
(Monster Manual, page 320). Roll initiative 
for it, as it has its own actions. It will obey 
any verbal commands that you issue to it 
(no action required by you). If you don’t 
issue any commands to it, it defends itself 
from hostile creatures but otherwise takes 
no actions. At the end of the spell’s 
duration, it turns back into a log. 
 The DM has the creature’s statistics. 
 At Higher Levels. If you cast this spell 
with a 6th-level or higher spell slot, it turns 
into a giant crocodile (p. 324) instead. 
 

LLOONNGG  AARRMM    
1st-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 You increase the length of one or both of 
your arms (and their reach) by 5 feet. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
you can increase your arms by an 
additional 5 feet for each slot level above 
1st. 
 

LLOONNGGEEVVIITTYY      
8th-level necromancy 
Casting Time: 24 hours 
Range: Self 
Components: V, S, M (rare fruits worth at 
least 500 gp, which you burn during the 
course of the casting) 
Duration: Permanent 
Source: Priest’s Spell Compendium 
 You stop aging for a number of years 
equal to 4d6 + twice your spellcasting 
ability modifier. The first casting of this 
spell causes no problems, but each 
subsequent time you cast this spell, you 
must make a DC 13 Constitution saving 
throw. If you fail, you instantly age to 
death. Otherwise, the spell works normally. 
 

LLOORRLLOOVVEEIIMM ’’SS  CCRREEEEPPIINNGG  SSHHAADDOOWW    
3rd-level illusion 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a source of light and 
a small statuette of yourself made out of 
obsidian) 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 Your shadow elongates and stretches 
away from your body, moving under your 
mental command; when you cast this spell 
and as a bonus action on each subsequent 
turn, you can move your shadow up to 20 
feet, to a maximum distance to 150 feet 
away from you. 
 You can use your action to shift your 
senses to your shadow; while doing so, you 
may speak through the shadow. While 
doing so, you are blinded and deafened as 
to your own surroundings. 
 Your shadow cannot be used to 
manipulate objects or attack, although you 
can cast spells through it, as long as those 
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spells don’t require material components. 
Your shadow can be attacked with magical 
weapons and spells, although it has 
resistance to all forms of physical attack. It 
has your AC and any damage it takes is 
taken from your hit points. 
 You can also spend you action to move 
your shadow’s senses into the Shadowfell, 
although you still cannot affect other 
objects through it. 
 

LLOORRTTHH’’SS  TTRRAANNSSLLOOCCAATTIIOONN    
9th-level conjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You teleport yourself to one location 
that you can describe, even if you have 
never been there before, do not know what 
the location looks like, or don’t even know 
for sure that the place exists. For instance, 
you can teleport yourself to “10 feet in front 
of the royal thrones of Graygate” or “30 feet 
from the skeletal remains of an ancient red 
dragon.” 
 If such a location exists, roll a d20: 
 

d20 Result 
1-3 Mishap 
4-6 Similar area 
7-11 Off target 
12-20 On target 

 
 If you have an object associated with the 
location (for instance, a bone, scale, or tooth 
of a red dragon, or an object that belonged 
to one of the rulers of Graygate), then you 
get +2 to this roll. 
 This spell does not guarantee safety. If 
“30 feet to the north of the skeletal remains 

of an ancient red dragon” would cause you 
to be teleported into thin air over a cliff 
face, then that is where you will be 
teleported.  
 If such a place does not exist, the spell 
fails. 
 

LLOOVVEE  CCHHAARRMM      
5th-level enchantment 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (something belonging 
to the spell’s subject and target) 
Duration: 12 hours 
Source: Wizard’s Spell Compendium 
 You attempt to beguile a target that you 
can see within range. That creature must 
make a Wisdom saving throw. If it fails, it is 
charmed by you. The charmed creature falls 
madly in love with you or with a target of 
your choice. It is not under your control, 
but will take your requests in the most 
favorable way and will attempt to protect 
you. If the target’s saving throw is 
successful, the target is immune to this spell 
for 1 week. 
 The creature does not realize it was 
charmed when the spell ends. 
 

LLOOVVEE ’’SS  PPAAIINN      
3rd-level evocation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S 
Duration: Instantaneous 
Source: Book of Vile Darkness 
 You fire a ray of green-black light at a 
target within range. Make a ranged spell 
attack to hit. If you do, then that creature 
suffers no harm. Instead, that creature’s 
dearest friend or loved one takes 6d6 
necrotic damage, no matter where that 
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creature is (as long as it is on the same 
plane of existence as you). If the loved one 
is standing in an antimagic field, it is 
immune. If the creature has no dear friends 
or loved ones, it takes the damage instead. 
 

LLUUCCKKYY  BBLLAADDEE    
2nd-level abjuration 
Casting Time: 1 minute 
Range: Touch 
Components: S, M (a two-headed coin, 
which is consumed when you cast the spell) 
Duration: 1 hour 
Source: Magic of Eberron 
 You enchant a melee weapon, which 
you may then use yourself or give to 
someone else to wield. The wielder may 
then choose to reroll one failed attack roll; 
the wielder must use the second attack roll, 
whether it is a success or not. After this 
ability has been used once, the spell ends. 
 

LLUUCCKKYY  CCAAPPEE    
2nd-level abjuration 
Casting Time: 1 minute 
Range: Touch 
Components: S, M (a two-headed coin 
worth at least 1 gp, which is consumed 
when you cast the spell) 
Duration: 1 hour 
Source: Magic of Eberron 
 You enchant a cape, cloak, or coat, 
which you may then wear or give to 
someone else to wear. The wearer may then 
choose to reroll one failed saving throw; the 
wearer must use the second saving throw, 
whether it is a success or not. After this 
ability has been used once, the spell ends. 
 

MMAADDDDEENNIINNGG  OOUUBBLLIIEETTTTEE      
9th-level conjuration 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (powdered bone from 
someone who died in prison) 
Duration: Concentration, up to 10 minutes 
Source: d20pfsrd.com 
 You banish a creature that you can see 
within range into a horrific prison 
demiplane within the Far Realm. The target 
remains there for the duration or until it 
escapes. The area inside the prison 
constantly fluxes in unfathomably alien 
ways, while tentacles and grasping limbs 
and other unnamable organs grab and tear 
at the target, and even squirm inside its 
body (although they cause no damage), and 
inhuman voices whisper terrifying truths 
and blasphemous chants. 
 At the end of each of its turns, the target 
can use its action to attempt to escape. 
When it does, it makes a Wisdom saving 
throw. If it succeeds, it escapes and the 
spell ends (aberrations automatically 
succeed).  
 When the spell ends, the target 
reappears in the space it left or, if that space 
is occupied, in the nearest unoccupied 
space. 
 If the target escapes before the spell 
ends, it must make a Wisdom saving throw 
or be stunned for 1 minute due to the non-
Euclidean nature of that world. It may 
make a new saving throw at the end of each 
of its turns, ending the effect on a success. 
 If the target remains inside the oubliette 
for the full duration, it will have gone 
insane. It must make a Wisdom saving 
throw. On a success, the target has gone 
slightly insane; the DM will roll on the 
Short-Term Madness table in the Dungeon 
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Master Guide, chapter 8. If the target fails, 
the DM will roll on the Long-Term 
Madness table instead. 
 

MMAAGGIICC  FFLLAASSKK    
2nd-level transmutation 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (the flask to be 
enchanted) 
Duration: 12 hours 
Source: The Great Net Spellbook 
 You enchant a flask, cup, skin, or other 
drinking vessel so that it holds 5 times as 
much liquid as normal. When the spell 
expires, any liquid excess that remains in 
the flask immediately squirts out. All 
creatures within 5 feet must make a 
Dexterity saving throw or become doused 
with the liquid.  
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
the vessel holds an additional 5 times as 
much (i.e., 10 times as much at 3rd level, 15 
times as much at 4th level, etc.) for each 
spell slot above 2nd. In addition, when you 
cast this spell with a 4th-, 6th-, or 8th-level 
spell slot, the range for spurting liquids 
increases to 10 feet, 15 feet, and 20 feet, 
respectively. 
 

MMAAGGIICC  MMOOTTEESS    
1st-level abjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You create a mote of light which swirls 
slowly around you and sheds dim light in a 
5-foot radius. If you are attacked, whether 
magically or mundanely, you may use a 

reaction to direct the mote to intercept the 
attack. If the attack would have hit you, it 
automatically hits the mote instead.  
 The mote will reduce the amount of 
damage inflicted by the attack by 5 hit 
points and then winks out of existence. 
 At Higher Levels. When you cast this 
spell using a spell slot of 2nd level or 
higher, you create one additional mote for 
each slot level above 1st. You can direct 
each mote separately. 
 

MMAAGGIICC  SSUUSSCCEEPPTTIIBBIILLIITTYY    
8th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Permanent 
Source: Wizard’s Spell Compendium 
 One creature you touch must make a 
Wisdom saving throw. If it fails, it 
permanently has disadvantage on all 
saving throws against spells and other 
magical effects. A remove curse will end this 
effect. 
 

MMAAGGIICCAALL  TTEETTHHEERR      
1st-level evocation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 A leash of magical force appears in your 
hands and you throw it at a target within 
range. Make a ranged spell attack to hit. If 
you succeed, the creature is snared by the 
rope and is tethered. While tethered, the 
creature cannot move farther than 100 feet 
from you. The leash is intangible and will 
not snag or catch on anything, and it passes 
through walls and other obstacles. It is also 
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invisible to everyone but you and the 
tethered creature; you will both see it as a 
line of glowing golden force. 
 You can pull the creature towards you, 
if you choose, by winning at a contest of 
Strength with it. You can also choose to 
shorten the length of the tether to as little as 
10 feet, or to as long as 200 feet. 
 You can also attach either or both ends 
of the tether to an inanimate object. 
 At Higher Levels. When you cast this 
spell with a 2nd-level spell slot, the 
duration increases to Concentration, up to 
10 minutes. When you cast it with a 3rd- or 
4th-level spell slot, the duration increases to 
Concentration, up to 1 hour. When you cast 
it with a 5h-level or higher spell slot, the 
duration increases to 8 hours, and 
concentration is no longer needed. 

MMAAGGNNEETTIISSMM      
3rd-level transmutation (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V 
Duration: Concentration, up to 10 minutes 
Source: Wizard’s Spell Compendium 
 You imbue an object made of iron or 
steel with magnetic properties. Any object 
made of a ferrous metal that comes within 
10 feet of the magnet is attracted to the 
magnet at will stick to it. It requires a 
Strength (Athletics) check (DC equal to 
your spell save DC), with a penalty equal to 
your spellcasting ability modifier, to free a 
stuck item. If a creature is holding a ferrous 
metal item, it must make a Strength saving 
throw each round it is within 10 feet to hold 
on to it. 
 At Higher Levels. When you cast this 
spell with a 5th-level or higher spell slot, 
you may attract objects made of non-
ferrous metal as well, and there is an 

additional -1 penalty to the roll to separate 
the objects per slot level above 3rd. 
 

MMAAGGNNIIFFYYIINNGG  CCHHIIMMEE    
5th-level transmutation 
Casting Time: 1 round 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 You touch an object and release the 
harmonics within, causing a loud, 
dangerous chime to begin to repeatedly 
ring and grow louder and more damaging. 
The object must either be in your 
possession or unattended; you cannot use 
an object another creature is holding, 
wearing, or has tucked in a pack. 
 On the first round, all creatures that are 
within 10 feet of the object must make a 
Constitution saving throw. A creature takes 
2d6 thunder damage on a failed saving 
throw, or half as much on a successful one. 
Each round, the range increases by 10 feet 
and the damage increases by 1d6. All 
creatures must make Constitution saving 
throws at the start of each of their turns, 
taking half-damage on a successful roll. The 
range and damage are as follows: 
 

Round Range Damage 
1 10 2d6 
2 20 3d6 
3 30 4d6 
4 40 5d6 
5 50 7d6 
6 60 8d6 
7 70 9d6 
8 80 10d6 
9 90 11d6 
10 100 12d6 
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 If the object is destroyed, the spell ends. 
 

MMAAJJOORR  CCUURRSSEE      
6th-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 24 hours 
Source: Priest’s Spell Compendium 
 You touch a creature, and it must 
succeed on a Wisdom saving throw or 
become cursed for the duration of the spell. 
When you cast this spell, choose the nature 
of the curse from the following options: 
  oo  Choose one ability score. That ability 
is reduced by 10 points, to a minimum of 3. 
  oo  The creature had disadvantage on all 
attack, damage, and saving throws. 
  oo  The creature is paralyzed for the 
duration of the spell. 
  oo  Any physical attack that creature 
suffers inflicts an additional 2d6 necrotic 
damage. 
  oo  The creature begins to slowly die. 
After every long rest, it takes 1d10 damage 
of a type of your choice and its hit point 
total is reduced by 1 point. Its total is 
restored to normal only after this curse is 
lifted. 
 A remove curse ends this effect. At the 
DM’s option, you may choose an 
alternative curse effect, but it should be no 
more powerful than those described above. 
The DM has final say on the curse’s effect. 
 At Higher Levels. If you cast this spell 
using a spell slot of 7th level, the duration is 
1 week. If you use an 8th-level spell slot, the 
duration is 1 month. If you use a 9th-level 
spell slot, the curse lasts until it is dispelled. 
Using a spell slot of 7th level or higher 
grants a duration that doesn’t require 
concentration. 

MMAAKKEE  LLOOSSTT    
2nd-level enchantment 
Casting Time: 1 round 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 
Source: d20pfsrd.com 
 You target up to two creatures you can 
see within range. Those creatures must 
make a Wisdom saving throw. A creature 
that fails its roll is stripped of its sense of 
direction and memories of the last hour of 
travel. Although the creature will 
remember all of the events, it won’t 
remember how they traveled during that 
time, what direction they came from, and 
minor landmarks such as signposts that it 
came across or forks in the road. The 
creature will remember major or memorable 
landmarks (such as villages, entire downed 
trees, ambush sites, etc.), but not where 
those landmarks are in relation to the 
creature’s current location. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you may affect and additional two 
creatures for each slot level above 2nd. 
 

MMAALLIICCIIOOUUSS  SSPPIITTEE    
4th-level enchantment (ritual) 
Casting Time: 1 round 
Range: 30 feet 
Components: V, S, M (powdered turquoise 
worth at least 150 gp) 
Duration: 1 month 
Source: d20pfsrd.com 
 You target a creature you can see with 
this spell, forcing it to make a Wisdom 
saving throw. If the creature fails, it is 
charmed by you. A charmed target will 
then develop feelings of cruel intent 
towards a second creature you named 
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while casting the spell (the spell’s subject). 
Over the course of the week, the target will 
begin to truly loathe the subject and will 
plot against him. 
 This spell will not cause the target to 
violate her alignment or values, although it 
will cause her to push the boundaries of 
what it considers acceptable behavior, nor 
does it cause the target to obsess over the 
subject or spend excessive amounts of time, 
money, or resources in harming him. 
 Potential actions include reporting the 
subject’s actions to the law, engaging in 
black mail and slander, spiking the subject’s 
drinks, damaging his personal property, 
hiring thugs to beat him up or assassins to 
kill him, or even outright attacking him 
personally. When the spell ends, the target 
remembers its behavior but not the 
motivation. 
 

MMAALLTTAA’’SS  PPAATTTTEERRNNEEDD  TTEELLEEPPOORRTTAATTIIOONN  

SSQQUUAARREE    
3rd-level transmutation 
Casting Time:  
Range: Touch 
Components: V, S, M (rich cloth worth at 
least 10 gp, rare woods worth at least 100 
gp, or high-quality stone worth at least 
1,000 gp) 
Duration: Permanent 
Source: The Great Net Spellbook 
 You design an intricate and unique 
pattern of swirls, circles, and arcane 
symbols which you use to create a pair of 
teleportation disks. When a creature stands 
on one of the pair of patterns (or touches it, 
if the pattern is placed vertically) and uses 
its action to speak the command word, it 
(and any other nonliving, inanimate objects 
on the circle or in contact with the creature) 
is instantly transported to the other pattern.  

 The patterns must be made of silver and 
gold. They can be woven into rich cloth, 
plated on carved rare woods, or inlayed 
into high-quality stone. Unlike a 
teleportation circle, Malta’s patterned 
teleportation square has limited range and 
can only send the creature to the square 
with the matching pattern (and there can be 
only two squares with that pattern). In 
addition, the square is fragile—the stress of 
teleporting through it can sometimes break 
it. 
 A patterned teleportation square must be at 
least 5 feet square to function and can be no 
larger than 100 feet square. The cost of the 
materials used determines the maximum 
distance between squares and how prone it 
is to breaking. 
 

Material Cost Distance 
Breaks 
(d100) 

Cloth 5 gp 1,000 feet 1-10 
Wood 50 gp 1 mile 1-5 
Stone 500 gp 10 miles 1 

 
 Cost is per single 5-foot square—this 
must be paid for each of the two patterned 
teleportation squares. Distance is the 
maximum distance between a pair of 
patterns. Breaks is the percentage chance 
that using the pattern will cause it to break, 
rendering it nonfunctional. If one of a pair 
of patterns breaks, the other becomes 
useless until repaired (this costs half as 
much as creating a new one). 
 It is possible to take a patterned 
teleportation square that was woven into 
cloth and roll it up in order to carry it 
elsewhere. 
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MMAARRKK  OOFF  JJUUSSTTIICCEE      
5th-level evocation (ritual) 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S 
Duration: Permanent 
Source: d20pfsrd.com 
 You touch your target’s forehead and 
mark it with a cursed sigil; the sigil then 
vanishes from normal sight, although spells 
such as detect magic or true seeing will reveal 
its presence. The target must either be 
willing or restrained and there is no saving 
throw allowed to resist it. You name a 
particular action or behavior that will 
trigger the curse. Should the target perform 
that action, the sigil becomes visible and the 
target is then cursed, as per the bestow curse 
spell. You may also name a password that, 
if spoken within 10 feet of it, will trigger the 
curse. 
 This curse is permanent for as long as 
the sigil remains. The mark of justice can’t be 
dispelled or removed with remove curse, but 
it can be removed with greater restoration. 
Once the curse has been triggered, it can be 
ended with a remove curse. 
 At Higher Levels. When you cast this 
spell with a 7th-level or higher spell slot, 
you may inflict a major curse (q.v.) instead. 
 

MMAASSSS  CCAAMMOOUUFFLLAAGGEE      
3rd-level illusion 
Casting Time: 1 action 
Range: Self (100-foot radius sphere) 
Components: V, S 
Duration: 1 hour 
Source: Spell Compendium 
 Up to 8 allies of your choice who are 
within 100 feet of you become camouflaged; 
their coloration will automatically change 
as they move. A target does not have to 

remain within 100 feet of you, but does 
need to remain within 60 feet of at least one 
other target; a target that strays further than 
that automatically loses the spell. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you may affect an additional creature for 
each slot level above 3rd. 
 

MMAASSSS  CCOONNTTAAGGIIOONN    
8th-level necromancy 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: 7 days 
Source: Wizard’s Spell Compendium 
 You inflict a horrible disease on up to 
twelve creatures you can see within range. 
Each target must make a Constitution 
saving throw. On a failed save, it contracts 
a disease of your choice described in the 
contagion spell. 
 

MMAASSSS  CCUURRSSEE  OOFF  IILLLL  FFOORRTTUUNNEE    
5th-level necromancy 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S 
Duration: 1 round 
Source: Spell Compendium 
 A wave of dark energy washes out of 
you. Up to eight targets you can see within 
range must succeed on a Wisdom saving 
throw or have disadvantage on all rolls 
until the end of their next turns. A remove 
curse will end this effect. 
 

MMAASSSS  CCUURRSSEE  OOFF  IIMMPPEENNDDIINNGG  BBLLAADDEESS    
6th-level transmutation 
Casting Time: 1 action 
Range: 100 feet 
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Components: V, S, M (a nail hammered 
through a piece of leather) 
Duration: Concentration, up to 10 minutes 
Source: Spell Compendium 
 A wave of cursed energy flows from 
you. Up to eight targets you can see within 
range suffer a -2 penalty to their AC for the 
duration of the spell. A remove curse will 
end this effect. 
 

MMAASSSS  DDOOMMIINNAATTEE  PPEERRSSOONN    
7th-level enchantment 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You attempt to beguile up to twelve 
humanoids you can see within range. They 
must succeed on a Wisdom saving throw or 
be charmed by you for the duration. This 
spell is otherwise identical to dominate 
person. 
 At Higher Levels. When you cast this 
spell using a 8th-level spell slot, the 
duration is concentration, up to 10 minutes. 
When you use a 9th-level spell slot, the 
duration is concentration, up to 1 hour. 
 

MMAASSSS  FFLLEESSHH  TTOO  SSAALLTT    
9th-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a lump of rock salt) 
Duration: Concentration, up to 1 minute 
 You call forth the essence of salt within 
a target that is in range that you can see. 
That creature must make a Constitution 
saving throw. It takes 9d10 necrotic damage 
on a failed saving throw, or half as much on 
a successful one. If this spell causes the 
creature to drop to 30 or fewer hit points, it 

must make another Constitution saving 
throw. On a failed saving throw, it is 
restrained as its flesh begins to crystallize. 
 A creature restrained by this spell must 
make another Constitution saving throw at 
the end of each of its turns. If it successfully 
saves against this spell three times, the spell 
ends. If it fails its saves three times, it is 
turned to a pillar of salt and is subjected to 
the petrified condition for the duration. The 
successes and failures don’t need to be 
consecutive; keep track of both until the 
target collects three of a kind. 
 If the creature is physically broken 
while petrified, it suffers from similar 
deformities if it reverts to its original state. 
 If you maintain your concentration on 
this spell for the entire possible duration, all 
creatures are turned to a pillar of salt until 
the effect is removed. 
 

MMAASSSS  FFLLEESSHH  TTOO  SSTTOONNEE    
9th-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a pinch of lime, 
water, and earth) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 Up to eight creatures in a 40-foot cube 
centered on a point you see within range 
must make a Constitution saving throw or 
become restrained as its flesh begins to 
harden. That creature must make another 
Constitution saving throw at the end of 
each of its turns. If it fails three times, it 
turns to stone. If it succeeds three times, it 
breaks free of the spell. 
 If you maintain your concentration on 
this spell for the entire possible duration, all 
creatures are turned to stone until the effect 
is removed. 
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MMAASSSS  JJUUMMPP      
3rd-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a grasshopper’s hind 
leg) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 

 Up to eight allies you can see within 
range have their jump distance tripled until 
the spell ends. 
 

MMAASSSS  PPRROOTTEECCTTIIOONN  FFRROOMM  EENNEERRGGYY    
5th-level abjuration 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: Wizard’s Spell Compendium 
 For the duration, you and up to six allies 
you can see within range have resistance to 
one damage type of your choice: acid, cold, 
fire, lightning, or thunder. 
 

MMAASSSS  PPRROOTTEECCTTIIOONN  FFRROOMM  

EEVVIILL  AANNDD  GGOOOODD      
4th-level abjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (holy water or 
powdered silver and iron, which the spell 
consumes) 
Duration: Concentration, up to 10 minutes 
Source: Priest’s Spell Compendium 
 For the duration, you and up to eight 
willing creatures you choose that are within 
range are protected against certain types of 
creatures: aberrations, celestials, elementals, 
fey, fiends, and undead. 

 The protection grants several benefits. 
Creatures of those types have disadvantage 
on attack rolls against the target. The target 
also can’t be charmed, frightened, or 
possessed by them. If the target is already 
charmed, frightened, or possessed by such 
a creature, the target has advantage on any 
new saving throw against the relevant 
effect. 
 

MMAASSSS  SSAANNCCTTUUAARRYY    
5th-level abjuration 
Casting Time: 1 bonus action 
Range: 50 feet 
Components: V, S, M (a small mirror) 
Duration: 1 minute 
Source: Spell Compendium 
 You choose up to eight allies within 
range. Until the spell ends, any creature 
who targets a protected target with an 
attack or harmful spell must first make a 
Wisdom saving throw. On a failed save, the 
creature must choose a new target or lose 
the attack or spell. This spell doesn’t protect 
the warded creatures from area effects, 
such as the explosion of a fireball. If a 
warded creature makes an attack or casts a 
spell that affects an enemy creature, this 
entire spell ends. 
 

MMAASSSS  SSWWIIMM    
4th-level transmutation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a fish scale) 
Duration: 10 minutes 
Source: Spell Compendium 
 Up to eight allies you choose, none of 
which may be farther than 30 feet away 
from another one, gain swimming speeds of 
30 feet. 
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MMAASSSS  TTRRUUEE  SSEEEEIINNGG    
9th-level divination 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (an ointment for the 
eyes that costs 25 gp) 
Duration:  
Source: Races of Eberron 
 You give up to twelve willing creatures 
truesight, the ability to notice secret doors 
hidden by magic, and the ability to see into 
the Ethereal Plane, all out to a range of 120 
feet. 
 

MMAASSTTEERR  OOFF  TTHHEE  RROOLLLLIINNGG  RRIIVVEERR      
6th-level conjuration 
Cast Time: 1 action 
Range: 250 feet 
Components: V, S 
Duration: Instantaneous 
Source: Oriental Adventures 
 You pick a point within range and a 
huge wave of water appears. If you cast this 
spell on land, away from a large source of 
water, you may direct the wave to crash 
into a single opponent. If you cast this spell 
on an open body of water or less than 100 
feet from an open body of water, you may 
direct the wave to crash into any number of 
creatures in a 20-foot-radius circle centered 
on that point. 
 All creatures affected must make a 
Dexterity saving throw. A creature takes 
9d6 bludgeoning damage on a failed saving 
throw, or half as much damage on a 
successful one. In addition, all creatures in 
the area must also make a Strength saving 
throw or be pushed back 10 feet and are 
knocked prone. 
 The wave also puts out all nonmagical 
fires in the area and magical fires started by 
spells of 6th-level or less. 

MMEEMMOORRIIZZEE  PPAAGGEE    
1st-level enchantment (ritual) 
Casting Time: 1 minute 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: d20pfsrd.com 
 One willing creature you touch looks at 
page of text or illustrations and perfectly 
memorizes it. The target doesn’t need to 
understand the language in which it is 
written. The target’s memory of the page is 
absolutely perfect. 
 A creature may only memorize a 
number of pages with this spell equal to 
twice its Intelligence attribute modifier 
(minimum 1). Additional castings after that 
number don’t work. However, you may 
cast this spell on the target again and cause 
it to forget a page, thus freeing up “space” 
for another page. Likewise, any other spell 
that changes a creature’s memory, such as 
hypnosis (q.v.) or modify memory, can be 
used to forget a page. 
 This spell doesn’t work on magical text, 
although if cast on a runic trap, such as 
symbol, it will trigger the trap. 
 

MMEEMMOORRYY  RREEAADD      
3rd-level divination 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a small piece of linen 
cloth woven with a few threads of gold, 
worth at least 10 gp)  
Duration: Concentration, up to 1 minute 
Source: Priest’s Spell Compendium 
 You reach out your thoughts and touch 
the mind of a single target within range. 
The target, if unwilling, may make a 
Wisdom saving throw. If it fails, you may 
“read” one of its memories. You must have 
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an idea of the memory you are looking for, 
although it can be a vague idea, such as 
“what happened yesterday after sundown” 
or “your last conversation with your 
employer.” If the target is deliberately 
trying to keep that memory a secret or to 
suppress it, it has advantage on its saving 
throw. 
 You read the memory quickly—you 
experience an hour of memory in a single 
round—but with the same intensity of 
emotions your target had while 
experiencing it. Your target relives the 
memory as you read it. 
 Casting this spell causes you mental 
drain. You must make an Intelligence 
saving throw (DC equals 10 + the target’s 
Wisdom modifier) or take 2d6 psychic 
damage. 
 At Higher Levels. When you cast this 
spell with a 4th-level spell slot, the target 
does not have advantage on its saving 
throw. If you cast it with a 5th-level or 
higher spell slot, the target has 
disadvantage on its saving throw. 
 

MMEERRCCHHAANNTT ’’SS  GGLLAAMMEERR    
2nd-level illusion 
Casting Time: 1 action 
Range: 10 feet 
Components: V, S, M (a tuft of wool) 
Duration: 24 hours 
Source: Priest’s Spell Compendium 
 You make an object that is for sale 
appear to be of higher quality than it 
actually is worth. Dings, cracks, and dents 
are erased, dull or dingy parts are shined 
and polished, low-quality materials are 
made to appear high-quality, and the signs 
of poor craftsmanship are erased. The 
object appears to be worth anywhere from 
half again as much to twice as much than it 

normally would. You may cast this spell on 
living creatures, but only if it is for sale and 
has an Intelligence of 4 or lower. You can 
make an old, broken-down nag appear to 
be spirited and full of life, or a mangy mutt 
seem like a champion dog, but you couldn’t 
cast this on an intelligent creature that was 
being sold into slavery. 
 This spell does not force a potential 
buyer to purchase the item, but it does 
make the item more appealing. 
 If an item covered with this spell is 
touched by a piece of iron, the DM will roll 
a d6. On a roll of 1, the spell instantly ends. 
 

MMEETTAALL  AARRMM      
1st-level transmutation 
Casting Time: 1 reaction, taken when you 
are about to be hit in combat. 
Range: Self 
Components: V, S 
Duration: 1 minute 
Source: The Great Net Spellbook 
 Your “shield arm” becomes as metal-
hard and acts as a shield, thus improving 
your AC by 2. You cannot use this spell 
while wearing a normal shield. 
 

MMEETTAALL  SSHHAAPPEE      
5th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (soft clay, which must 
be worked into roughly the desired shape 
of the metal object) 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You touch a piece of metal of Medium 
size of smaller or a section of metal no more 
than 5 feet in any dimension and form it 
into any shape that suits your purpose. For 
example, you could turn an unworked steel 
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ingot into a dagger or a gold bar into a 
simple broach, or cause two iron doors to 
meld together. The object you create can 
have up to two hinges and a latch, but finer 
mechanical detail isn’t possible.  
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
you may use a tool proficiency, such as 
jeweler’s tools or smith’s tools, to attempt to 
create fine details. Thus, you can create an 
item as detailed and complex with this spell 
as you could with regular tools, even if you 
don’t have access to those tools. 
 

MMIIKKKKIISS’’  AAWWEESSOOMMEE  DDIISSAARRMM      
2nd-level evocation 
Casting Time: 1 action or reaction 
Range: 30 feet 
Components: V, S, M (a bit of sulfur) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You cause a weapon or other object that 
is being held by a foe to burst into flame. 
The wielder may make a Wisdom saving 
throw, at advantage if the weapon or object 
is magical, to resist this. On a failure, the 
object takes 4d6 fire damage and the 
wielder takes 1d6 fire damage. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you do an additional 1d6 fire damage to 
both the weapon and the wielder for each 
slot level above 2nd. 
 

MMIIKKKKIISS’’  TTRRAACCKKIINNGG      
2nd-level divination 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 8 hours 
Source: The Great Net Spellbook 

 The spoor left by a target you are 
tracking glows gently in your vision, 
allowing you to see everywhere the 
creature traveled within the past two days. 
The brightness of the glow allows you to 
see it clearly even in nonmagical darkness, 
and you can even see a trail of light in the 
air or water if the creature flew or swam. 
While this spell is in effect, you do not need 
to make any skill or ability checks to follow 
the trail. 
 The target’s footprints, resting areas, 
and places where the creature altered or 
damaged the terrain (such as by snapping 
twigs by walking through the brush or by 
carving a trail sign into a tree) will glow the 
brightest; places that it merely touch while 
moving, (such as the leaves of a tree that it 
pushed through) will only glow dimly. The 
light does not interfere with your vision in 
anyway. 
 You may see the spoor of a number of 
creatures equal to your spellcasting ability 
modifier. Each creature’s spoor will glow 
with a different color. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you may allow one additional creature to 
see the glow as well per slot level above 
2nd. 
 

MMIINNDD  FFOOGG    
5th-level enchantment 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S 
Duration: 10 minutes 
Source: d20pfsrd.com 
 You create a 20-foot-radius sphere of 
thin fog centered on a point within range. 
The sphere spreads around corners, but it 
doesn’t obscure vision. It lasts for the 
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duration or until a wind of moderate or 
greater speed (at least 10 miles per hour) 
disperses it. 
 A creature that enters the fog or ends its 
turn in it must make a Wisdom saving 
throw. If it fails, it will have disadvantage 
on all Intelligence- and Wisdom-based 
ability checks and saving throws for as long 
as it remains in the fog, and for 1 minute 
after. In addition, the fog is thick and 
cloying, and counts as difficult terrain. 

MMIINNDDBBUURRNN    
3rd-level enchantment 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (an empty crystal 
vial) 
Duration: 1 round 
Source: Magic of Eberron 
 You attack a creature’s mind and force it 
to make a saving throw using its 
spellcasting ability. If it fails, it loses its 
highest-level spell slot. If the creature is not 
a spellcaster, the spell doesn’t work. 
 

MMIINNDDKKIILLLLEERR    
7th-level enchantment 
Casting Time: 1 action 
Range: 300 feet 
Components: V, S, M (a gemstone worth at 
least 1,000 gp) 
Duration: Special 
Source: Priest’s Spell Compendium 
 You attempt to beguile a humanoid that 
you can see within range. It must succeed 
on a Wisdom saving throw or be charmed 
by you for the duration. A charmed target 
is turned into a mindless automaton and its 
personality is completely suppressed.  
 While the target is charmed, you have a 
telepathic link with it as long as the two of 
you are on the same plane of existence. You 

can order it to perform any noncombat task 
(this requires no action from you), no 
matter how complicated, that it could 
normally do, although unless you 
concentrate on the target, it will appear 
listless while doing so. If you concentrate 
on the target, you can order it to perform 
combat-related tasks, including 
spellcasting. 
 This spell lasts for a number of days 
equal to twice your spellcasting ability 
modifier, although you may dismiss the 
spell at any time. The target will remember 
what actions you forced it to perform.  
 If the target dies while this spell is in 
effect, you take 5d6 psychic damage. 
 

MMIINNDDLLOOCCKKEEDD  MMEESSSSEENNGGEERR    
3rd-level enchantment (ritual) 
Casting Time: 1 minute 
Range: 10 feet 
Components: V, S 
Duration: Special 
Source: d20pfsrd.com 
 You speak a message of 50 words or less 
to a willing creature and lock it into that 
creature’s mind; at the same time, you 
name the intended recipient, who must be a 
creature other than the target. If the target 
attempts to speak, write, or otherwise 
communicate the message, or another 
creature attempts to read the target’s mind 
to discover it, it will completely forget the 
message for 10 minutes. 
 The target may say the message to the 
intended recipient (or a creature the target 
believes to be the intended recipient). The 
message is then erased from the target’s 
mind and the spell ends. 
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MMIINNUUTTEE  SSIIZZEE    
8th-level transmutation 
Casting Time: 1 round 
Range: Self 
Components: V, S, M (a flea) 
Duration: 1 minute 
Source: Oriental Adventures 
 You shrink yourself and any 
nonmagical items you are carrying to a 
truly tiny size. You shrink to be 6 inches tall 
and your weight decreases to 2 ounces. 
Your size becomes Tiny. 
 Until the spell ends, your Strength 
decreases to 3 (-4), your speed decreases to 
5 feet, and all physical attacks do no more 
than 1 point of damage. However, you have 
advantage on all Dexterity checks and 
Dexterity saving throws, you gain a +4 
bonus to your armor class when being 
attacked by creatures of Medium-size or 
larger, and you can move through spaces as 
narrow as 1 inch without squeezing.  
 

MMIIRRAAGGEE      
4th-level illusion 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (seven drops of 
water) 
Duration: 1 hour 
Source: Priest’s Spell Compendium 
 You create an elusive mirage on the 
horizon of something desirable—an oasis, a 
town, etc.—that seems to beckon the viewer 
to move towards it. The mirage always 
appears fuzzy and indistinct but seems 
quite large and attractive. 
 All creatures with an Intelligence of 4 or 
higher who can see must make a Wisdom 
saving throw. A creature that fails its save 
is charmed and will be compelled to head 
directly towards the vision for the duration 

of the spell. The creature will always travel 
by the safest route, if possible, and will not 
realize that the mirage has gotten no closer, 
no matter how far or fast they travel. 
Creatures that are immune to being 
charmed cannot be affected by this spell. A 
creature with the banish dazzle (q.v.) spell 
cast on it has advantage on its saving 
throw. 
 

MMIIRRAAGGEE  OOFF  DDEESSPPAAIIRR      
8th-level illusion 
Casting Time: 1 action 
Range: 60 feet 
Components: V 
Duration: 8 hours 
Source: Priest’s Spell Compendium 
 One target in range that you can see is 
forced to make a Wisdom saving throw. If it 
fails, it sees everything around it in the 
worst possible light. Objects and structures 
appear to be dying and filled with rot or 
twisted and monstrous; allies look hateful 
or indifferent to the target, and other 
creatures look monstrous.  
 The target’s reactions vary. Each time 
she encounters something particularly 
horrific or depressing, she must make a 
new saving throw. On a failure, the DM 
will roll a d4 or choose from the following 
table to determine the target’s reactions: 
 

d4 Reaction 

1 

Fear. The target must make a 
Wisdom saving throw or move at 
least 30 feet away from the object 
on each of its turns, for 1 minute or 
until the target sees another 
triggering scene.  

2 

Hopelessness. The target must 
make a Charisma saving throw or 
become overwhelmed with despair 
for one minute. During this time, it 
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can’t attack or target any creature 
with harmful abilities, spells, or 
other magical effects. 

3 

Insanity. The target must make an 
Intelligence saving throw or be 
driven insane for 1 minute. An 
insane creature can’t take actions, 
can’t understand what other 
creature’s say, can’t read, and 
speaks only in gibberish. The DM 
controls its movement, which is 
erratic. 

4 
Stunning. The target must make a 
Wisdom saving throw or be 
stunned for 1 minute. 

 
The creature may make a new saving throw 
at the end of each of its turns, ending the 
effect (but not the spell) on a success. If the 
creature succeeds at three saving throws in 
a row, the spell ends. However, each time 
the creature fails a saving throw, it takes 
1d6 psychic damage and its hit points are 
reduced by that amount. If the creature’s hit 
point maximum drops to 0, it dies. Its hit 
point maximum returns to normal after it 
takes a long rest. 
 A remove curse will end the spell. 
 

MMIIRRRROORR  SSEENNDDIINNGG    
3rd-level divination 
Casting Time: Special 
Range: Unlimited 
Components: V, S, M (a finely-wrought 
silver mirror, at least 2 feet by 4 feet, worth 
at least 1,000 gp) 
Duration: Instantaneous 
Source: Book of Vile Darkness 
 You stare into a mirror while 
concentrating on a target with whom you 
are familiar. You may continue 
concentrating as long as you like and may 

stop concentrating at any time, ending the 
spell. When that target looks into a mirror 
at any other location (as long as the target is 
on the same plane as you), you instantly 
become aware of it. Your reflection replaces 
the target’s (or if you choose, appears to be 
standing right behind the target) and you 
can see the target and its surroundings. You 
may then speak a message of up to 25 
words in length, at which point your 
reflection vanishes and the spell ends.  

  

MMIISSTTAAKKEENN  MMIISSSSIIVVEE    
2nd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (three drops of ink) 
Duration: Permanent 
Source: Priest’s Spell Compendium 
 You cast this spell on up to ten pages of 
text. Over the course of a week, the text will 
slowly change.  
 On the first day, it will become faint, as 
if the writer was running out of ink. On the 
second through fourth days, the words 
become gibberish—the text is aligned in 
groups of letters and punctuation, but 
nearly all the words are meaningless. On 
the fifth day, the letters have become real 
words, but the sentences make no sense. On 
the sixth day, and thereafter, the message is 
coherent but conveys the exact opposite of 
the original meaning.  
 

MMOOMMEENNTT  OOFF  PPRREESSCCIIEENNCCEE    
7th-level divination 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 hour or until triggered 
Source: d20pfsrd.com 



267 

 Your magically-enhanced sixth sense 
gives you an amazing ability to control 
your fate. One time during the spell’s 
duration, you may choose to modify three 
actions or reactions you take by a bonus 
equal to twice your spellcasting attribute 
modifier. You cannot have this spell active 
more than once at a time. 
 

MMOOOONN  RRUUNNEE    
2nd-level illusion (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (metallic ink) 
Duration: Permanent 
Source: Wizard’s Spell Compendium 
 You write up to 25 words on any 
surface. These runes remain invisible until 
conditions that you specify while casting 
the spell are met. The condition can be 
anything: a specific time of day or year, 
when moonlight from a particular phase of 
the moon illuminates them, or when the 
surface is touched by a member of a specific 
race, class, or sex, or so on. 
 The runes are permanent; when the 
condition goes away, the runes become 
invisible again, but they reappear the next 
time the condition is met.  
 The runes can also be read by someone 
casting see invisible or true seeing. 
 At Higher Levels. When you cast this 
spell with a spell slot of 3rd level or higher, 
you can increase the number of words you 
can write by 50 for each spell slot above 
2nd. 
 

MMOORRDDEENNKKAAIINNEENN ’’SS  CCAAPPAABBLLEE  CCAARRAAVVEELL    
8th-level conjuration 
Casting Time: 10 minutes 
Range: 60 feet 

Components: V, S, M (a miniature ship 
carved from mahogany, with gold-stitched 
silk sails, worth at least 500 gp). 
Duration: 1 week 
Source: Stormwrack 
 You summon a magical sailing ship. The 
outside can look any way you wish it to, 
and it is staffed by up to 20 unseen servants 
that act as deckhands. The servants cannot 
plot or alter course on their own; if there is 
no helmsman, the ship will remain on its 
last course until it runs aground. On the 
ship’s upper aft deck, there is a hatch that 
hides a set of wooden stairs which are 
blocked by a shimmering, translucent force 
field. Only creatures you designate can pass 
through the field. 
 The space beyond is extradimensionally 
large and can hold up to three times the 
amount of cargo and passengers as a 
normal sailing ship (capacity of 
approximately 150 tons). You may create 
any floor plan you like, but the space can’t 
exceed 50 cubes, each cube being 10 feet on 
each side. The area inside this space is 
always steady and safe, no matter what is 
happening outside the ship. 
 This ship has a sailing speed of 3 miles 
per hour. 
 

MMOORRDDEENNKKAAIINNEENN ’’SS  DDEEFFEENNSSEE  AAGGAAIINNSSTT  

BBEEAASSTTSS    
3rd-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a feather, a bit of fur, 
a dead insect, or a scale) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You or one willing creature you touch 
has resistant to the melee weapon attacks of 
beasts. The resistance is effective against 
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normal, giant, and dire versions of those 
creatures, but not against monstrosities that 
have some relation to the creature 
(protection against bears does not provide 
protection against owlbears). gyyt 
 

MMOORRDDEENNKKAAIINNEENN ’’SS  DDEEFFEENNSSEE  AAGGAAIINNSSTT  

LLYYCCAANNTTHHRROOPPEESS    
5th-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a crushed 
moonstone worth at least 30 gp) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You or one willing creature you touch 
has resistance to a lycanthrope’s bite or 
claw attacks, and advantage when making 
a Constitution saving throw to resist 
contracting lycanthropy. 
 

MMOORRDDEENNKKAAIINNEENN ’’SS  DDEEFFEENNSSEE  AAGGAAIINNSSTT  

SSLLIIMMEE    
3rd-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a bit of mold) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 You or one willing creature you touch 
has resistance to the melee weapon attacks 
of fungal plant creatures (such as 
myconids) and all types of oozes. 
 

MMOOVVEE  SSNNOOWW  AANNDD  IICCEE      
6th-level transmutation 
Casting Time: 1 action 
Range: 120 feet 

Components: V, S, M (an iron blade and a 
small bag containing a mixture of snow and 
ice) 
Duration: Concentration, up to 2 hours 
Source: Frostburn 
 Choose an area of snowy or icy terrain 
no larger than 40 feet on a side within 
range. You can reshape snow and ice in the 
area in any manner you choose for the 
duration. You can raise or lower the area’s 
elevation, create or fill in a trench, erect or 
flatten a wall, or form a pillar. The extent of 
any such changes can’t exceed half the 
area’s largest dimension. So, if you affect a 
40-foot square, you can create a pillar up to 
20 feet high, raise or lower the square’s 
elevation by up to 20 feet, dig a trench up to 
20 feet deep, and so on. It takes 10 minutes 
for these changes to complete. 
 At the end of every 10 minutes you 
spend concentrating on the spell, you can 
choose a new area of terrain to affect. 
 Because the terrain’s transformation 
occurs slowly, creatures in the area can’t 
usually be trapped or injured by the 
ground’s movement. 
 This spell can’t manipulate ice 
constructions, such as igloos. If the way you 
shape the terrain would make a structure 
unstable, it might collapse. 
 

MMUUSSIICC  OOFF  TTHHEE  SSPPHHEERREESS    
3rd-level enchantment 
Casting Time: 1 action 
Range: Self (30-foot radius) 
Components: V, S, M (three ribbons, one, 
four, and nine inches long that made from 
fine silver thread and worth 100 gp each) 
Duration: Concentration, up to 10 minutes 
Source: Priest’s Spell Compendium 
 Utterly beautiful cosmic music begins 
playing around you. All creatures within 
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range except for you and your allies 
become so distracted by the music and 
must make a Wisdom saving throw or be at 
disadvantage on all attacks against you, 
and at all attempts to resist any affect that 
would charm them. 
 

MMYYSSTTIICC  RROOPPEE    
3rd-level conjuration 
Casting Time: 1 action 
Range: 300 feet 
Components: V, S, M (a few strands of hair 
from a nightmare or pegasus) 
Duration: 10 minutes 
Source: Wizard’s Spell Compendium 
 You create a magical, 100-foot long rope. 
When you first cast this spell and as a 
bonus action on subsequent turns, you can 
mentally command the rope to move up to 
20 feet. The rope has two functions, 
climbing and entangling, and each round 
you may choose which function you wish 
to use. 
  oo  Climbing. The rope can climb up 
walls or cliffs, and secure and knot itself. It 
can also form a loop and hoist or lower 
weights up to 1,000 pound. You can 
command the rope to unknot and return to 
you. 
  oo  Entangling. You can throw the rope 
(range of 30 feet), or command it to move 
on its own. The rope will attack, using your 
spell attack modifier. On a hit, it grapples 
the target (escape DC equal to your spell 
save DC), and the target is restrained until 
the spell ends or you retract the rope. While 
the target is restrained, you cannot use the 
rope to climb. However, you can command 
the rope to move the restrained target 
towards you, at a speed of 10 feet each turn. 
 

MMYYSSTTYYKK ’’SS  BBAACCKKLLAASSHH    
4th-level abjuration 
Casting Time: 1 action or reaction, taken 
when you are struck by a melee attack 
Range: Self 
Components: V, S, M (a small metal shield 
and a gem worth 100 gp, which are 
destroyed in the casting) 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You create a nigh-invisible shell of 
energy around you. If you are struck by any 
physical melee attack, the damage will be 
split in two. You will take half damage 
(rounded up), and the remaining damage 
will rebound as a burst of energy. Your 
attacker must make a Dexterity saving 
throw. On a failure, your attacker takes the 
remaining damage. 
 

NNAAKKEEDD  FFUURRYY   

9th-level necromancy 
Casting Time: 1 hour 
Range: Self (20-mile radius sphere) 
Components: V, S, M (a pound of salt, the 
ashes of a ghoul, and a 20,000 gp worth of 
gemstone dust) 
Duration: 1 year 
Source: The Great Net Spellbook 
 With an angry cry of pure wrath, you 
unleash your raw fury at the land around 
you. 
 You may use each of your actions to fire 
a bolt of noxious orange fire each round for 
up to 10 minutes at a target (for a total of 
100 bolts) within range that you can see or 
simply at a piece of the landscape. 
 If you attack a creature, you must make 
a ranged spell attack to hit. On a hit, you 
inflict 4d8 fire damage and 4d8 poison 
damage. If you attack a structure or object, 
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you inflict 4d8 fire damage and 4d8 
bludgeoning damage. 
 If you attack the land, the poisonous 
flames burst in a 10-foot-radius circle, 
setting all flammable objects not being 
worn or carried in that circle on fire. The 
fire will burn slowly and with a great deal 
of foul-smelling smoke for anywhere from 
one hour to one day, depending on how 
much flammable material there is in that 
area. The area becomes heavily obscured 
during this time. 
 This fire poisons the land. Plants that 
are destroyed by the fire will not regrow for 
at least one year. Any water that flows or 
stands in the area becomes toxic, as do any 
plants that manage to survive your 
onslaught. Any creature that drinks the 
poisoned water or eats any vegetation from 
the area must make a Constitution saving 
throw or become poisoned for 24 hours. 
Likewise, any creature that sleeps in an 
affected area must make a Constitution 
saving throw or become poisoned for 24 
hours. 
 After one year, the toxic effects begin to 
fade and are completely gone after one 
week. 
 

NNAAPP      
2nd-level enchantment (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a piece of pillow 
stuffing, a feather, and a pebble) 
Duration: 1 hour 
Source: Priest’s Spell Compendium 
 One willing creature you touch takes a 
short rest which is as refreshing as a long 
rest, and gives the creature all the benefits 
of a long rest. A creature can only be 
affected by this spell once every 24 hours. 

Creatures that are immune to exhaustion 
cannot be affected by this spell. 
 

NNAATTUURREE  CCAALLLL    
Conjuration cantrip 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: Wizard’s Spell Compendium 
 You summon one or two fey spirits that 
take the form of CR 0 beasts and appear in 
unoccupied spaces you can see within 
range.  
 Each beasts is considered fey, and it 
disappears when it drops to 0 hit points or 
when the spell ends. The summoned 
creatures are friendly to you and your 
companions, but otherwise act normally. 
You may give them directions and they will 
attempt to follow them to the best of their 
ability. They will not engage in combat, 
however. 
 You summon more creatures when you 
reach 5th level (four beasts), 11th-level (six 
beasts), and 17th-level (eight beasts). In 
addition, when you reach 11th level, you 
may summon two fewer CR 0 beast and 
instead summon one CR 1/8 beast. 
 

NNAATTUURREE ’’SS  AAVVAATTAARR      
7th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: Spell Compendium 
 You touch a friendly beast and pour all 
of nature’s might into it, and its eyes will 
begin to glow with green-gold light.  
 While this spell is in effect, the beast has 
advantage on all attack rolls, saving throws, 
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and ability checks. It also gains a +4 bonus 
to armor class, does 3d10 damage of one 
energy type (choose from acid, force, 
necrotic, poison, or radiant) with one melee 
weapon attack, gains one additional melee 
weapon attack of the type that gained the 
additional energy attack, and it gains 40 
temporary hit points. 
 

NNAATTUURREE ’’SS  BBAALLAANNCCEE    
2nd-level transmutation (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: Spell Compendium 
 You temporarily sacrifice 4 points from 
either your Strength, Dexterity, or 
Constitution and give them to a willing 
creature. For the duration of the spell, that 
creature has a +4 bonus to that attribute. At 
the end of the spell, you regain your lost 
attribute points. 
 

NNAATTUURREE ’’SS  CCHHAARRMM    
5th-level enchantment 
Casting Time: 1 action 
Range: Self (30-foot radius) 
Components: V, S 
Duration: 24 hours 
Source: Priest’s Spell Compendium 
 You cause one natural place to exert a 
special fascination to all creatures other 
than yourself and those native to the area. 
Any creature who enters the area must 
make an Intelligence saving throw to leave; 
otherwise, it will make up excuses as to 
why it wishes to stay. A creature will fight 
fiercely if someone attempts to make it 
leave the area, but will otherwise remain 
there peacefully, even if it begins to starve. 

 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
the duration increases by 24 hours for each 
slot level above 5th. 
 

NNAATTUURREE ’’SS  EEXXIILLEE      
6th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Permanent 
Source: d20pfsrd.com 
 You curse a creature, causing the 
natural world around him to fear and hate 
him. The target may make a Wisdom 
saving throw to resist. If your target fails, 
then the natural world around him will 
begin to hate him. Beasts, dragons, fey, 
monstrosities, plants, and oozes with an 
Intelligence of 4 or less will be 
automatically hostile to the target. Even the 
elements themselves will seem to hate him; 
he will have disadvantage on all 
Intelligence (Nature), Wisdom (Animal 
Handling), and Wisdom (Survival) skill 
checks. A remove curse will end this effect. 
 

NNEECCRROOMMAANNTTIICC  BBOOLLTT    
4th-level necromancy 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You fire a bolt of blue-black at one 
target you see within range. Your target 
must make a Constitution saving throw or 
have its Strength total reduced by 1 point 
and take 4d10 necrotic damage; on a 
successful save, the creature takes normal 
damage but does not lose Strength. 



272 

Constructs and undead are immune to this 
spell. 
 Lost Strength returns after the creature 
takes a short or long rest. 
 At Higher Level. When you cast this 
spell with a 5th level or higher spell slot, 
you drain one additional point of Strength 
and inflict an additional 1d10 necrotic 
damage. 
 

NNEECCTTAARR      
1st-level conjuration (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 round 
Source: Priest’s Spell Compendium 
 You “milk” a living flower and squeeze 
out up to a pint of nectar. This nectar is 
mildly alcoholic and tastes of the plant 
from which it was produced, and is 
generally considered to be on par with 
decent wine. You can only milk any 
particular flower once. The nectar can be 
bottled; it will last for a month before 
spoiling. 
 

NNEEEEDDLLEESSTTOORRMM      
4th-level transmutation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a pine needle) 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 One pine tree, cactus, or other needle- or 
spine-bearing plant within range releases 
its needles in a deadly barrage. All 
creatures within 10 feet (for a plant under 
ten feet in height) or 30 feet (for a plant over 
ten feet) must make a Dexterity saving 
throw. A creature takes 5d12 on a failed 

saving throw, and no damage on a 
successful one. 
 At Higher Levels. If you cast this spell 
with a slot of 5th level or higher, it inflicts 
an additional 1d12 piercing damage for 
each slot level above 4th. 
 

NNEERRVVEE  DDAANNCCEE    
6th-level necromancy 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a six-inch strand of 
red spider silk and a torch) 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You hold your hand out and three 
glowing red streamers shoot out. Each of 
these streamers wraps around a target of 
your choice within range, using your spell 
attack modifier to hit.  
 On a hit, the streamers wrap around a 
target, grappling it (escape DC equal to 
your spell save DC), and must make a 
Wisdom saving throw. The creature takes 
7d6 psychic damage and is incapacitated 
due to incredible pain for 1 minute on a 
failed saving throw, or half as much 
damage and is not incapacitated on a 
successful one. An incapacitated creature 
may make a new Wisdom saving throw at 
the beginning of each of its turns, ending 
the effect on a success. 
 

NNIIGGHHTTMMAARREE  LLUULLLLAABBYY    
2nd-level enchantment 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You sing an eerie lullaby and one target 
you choose is forced to make a Wisdom 
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saving throw. If it fails, it enters a state not 
unlike sleepwalking and becomes 
convinced it is having a nightmare. For the 
spell’s duration, it is at disadvantage on all 
saving throws to avoid being frightened. In 
addition, if it comes within 5 feet of another 
creature, it will think that creature came out 
of its nightmares. It must make another 
Wisdom saving throw. On a failure, it is 
frightened and must use the Dash action to 
move at least 30 feet away. On a success, it 
isn’t frightened, but may end up running 
away anyway—or attacking, whichever is 
more appropriate for that target. 
 

NNIIGGHHTTSSCCAARR    
3rd-level illusion 
Casting Time: 1 action 
Range: 90 feet 
Components: S 
Duration: 1 week 
Source: Wizard’s Spell Compendium 
 You place a magical mark on a creature 
which can only be seen by you, that 
creature, and up to seven other individuals 
named by you when you cast the spell. It 
can also be seen by someone casting see 
invisible or true seeing. The mark remains on 
the target and visible to those who can see 
it no matter what efforts are made by that 
creature to hide the mark, including 
attempting to mask it with clothing, 
illusions, or shapeshifting. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
the mark remains for 1 month. When you 
cast it with a 6th-level or higher spell slot, 
the mark remains for 1 year. 
 

NNIILLSSPPAACCEE  DDOOOORRWWAAYY    
7th-level transmutation 
Casting Time: 6 hours 
Range: Touch 
Components: V, S, M (a stone and iron 
doorway worth at least 2,500 gp) 
Duration: Permanent 
Source: The Great Net Spellbook 
 To cast this spell, you must first build a 
stone archway inscribed with arcane runes. 
The arch may be of any appearance and 
design of your choice. This archway does 
not have to be set up as part of a wall, 
although it can be. When you finish casting 
this spell, the door then permanently opens 
to an extradimensional space 40 feet wide × 
60 feet long, with a 10 foot high ceiling. If 
you wish, you may alter its shape as long as 
it remains that size (the floor can take up no 
more than 2,400 square feet). Unless you 
take additional methods to hide and lock 
the doorway, anyone can use it and enter 
your space. 
 The interior or this room is completely 
featureless. However, you may furnish it as 
you wish. It will continuously provide fresh 
air and a temperature anywhere between 0° 
and 120° Fahrenheit. 
 If you wish, and you have knowledge of 
the spells, you may add any of the 
following spells to the final result while 
preparing this spell: alarm, continual flame, 
create room (q.v.), guards and wards, magic 
mouth, major image, minor illusion, silent 
image, unseen servant, and other, similar 
spells. This increases the cost of the 
doorway by 100 gp, plus 100 gp per spell 
level, and increases the casting time by 1 
hour, but causes those spells to be 
permanent. You are still bound by any 
limitations of those spells (you cannot 
remove items created by the create room 
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spell, for instance). If an added spell is 
dispelled or suppressed, it will return to 
full strength the following day at dawn. 
 Bringing an extradimensional item such 
as a bag of holding into this room instantly 
destroys the bag and opens a gate, sucking 
all creatures within 10 feet into a random 
location on the Astral Plane. It also seals the 
doorway shut for 24 hours. Likewise, you 
cannot connect two nilspaces directly 
together. 
 At Higher Levels: When you cast this 
spell with an 8th-level or higher spell slot, 
you may increase the dimensions by an 
additional 1,200 square feet per slot level 
above 7th. 
 

NNIINNEE  LLIIVVEESS    
7th-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a cat’s whisker) 
Duration: 8 hours 
Source: d20pfsrd.com 
 You grant one willing target the ability 
to get out of trouble during the spell’s 
duration. The target may use any of the 
following abilities, but only a total of nine 
times, at which point the spell ends. Using 
one of these abilities is a reaction. 
  oo  Cat’s Luck. The target may reroll a 
failed saving throw and has advantage on 
the reroll. 
  oo  Fortitude. The target may turn a 
critical hit or a sneak attack into a normal 
hit and only take normal amounts of 
damage. 
  oo  Rejuvenate. When reduced to 1 or 0 
hit points, or if the target takes enough 
damage to instantly kill it, the target may 
instead choose to be healed by 3d6 hit 
points. 

  oo  Shake Off. The target may remove 
any one of the following conditions from 
itself: blinded, charmed, deafened, 
frightened, or stunned, or may remove 1 
level of exhaustion. 
  oo  Shimmy Out. The target may 
automatically escape a grapple. 
  oo  Stay Up. The target automatically 
succeeds on any roll required to avoid 
being knocked prone. 
 

NNOODDEE  OOFF  BBLLAASSTTIINNGG    
3rd-level evocation 
Casting Time: 1 action 
Range: Touch 
Components: V 
Duration: Permanent until discharged 
Source: d20pfsrd.com 
 You imbue an object with psychic 
energy. The first creature with an 
Intelligence of 1 or higher that touches the 
object is blasted by the energy. It must 
make a Wisdom saving throw, taking 8d6 
psychic damage and being stunned for 1 
minute on a failed saving throw, or half as 
much damage on a successful one. A 
stunned creature may make a new Wisdom 
saving throw at the beginning of each of its 
turns, ending the effect on a success. 
 

NNOOIISSEE  FFIILLTTEERR      
2nd-level illusion 
Casting Time: 1 action 
Range: 30 feet 
Components: S, M (a pair of blinders) 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Spellbook 
 Pick a point within range. All creatures 
within 15 feet of that point must make a 
Wisdom saving throw or have their hearing 
muted. They will only be able to hear 
sounds whose source they can see and will 
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be deaf to all other sounds. For instance, a 
creature will be able to hear sounds 
produced by creatures that it can see in 
front of it, but will not hear anything going 
on behind it. Creatures that rely on scent or 
touch more than sight will also not be able 
to hear noises created by things that they 
cannot smell or feel. 
 

NNOORRTTHHSSTTAARR ’’SS  SSOONNGG  OOFF  TTHHEE  FFEEYY    
5th-level enchantment 
Casting Time: 1 round 
Range: Self (100-foot-radius sphere) 
Components: V, S, M (a platinum figurine 
of a songbird worth 100 gp, which crumbles 
to dust at the end of the spell) 
Duration: Special 
Source: The Great Net Prayerbook 
 You begin to sing and a chorus of 
disembodied faerie voices sing along with 
you. All creatures within range must make 
a Wisdom saving throw or become affected 
by the spell. Goblinoids and orcs have 
disadvantage on this saving throw, while 
your allies have advantage. Fey and 
creatures with fey ancestry also have 
advantage. 
 All creatures who fails its saving throw 
is charmed by you and incapacitated for the 
duration and will do nothing but stand in 
place and listen to you. Creatures that are 
immune to being charmed or deafened are 
immune to this spell.  
 After a full minute of singing, affected 
creatures must make a new Wisdom saving 
throw or be stricken by short-term madness 
for 10 minutes. 
 

NNOOTTIICCEE      
Enchantment cantrip 
Casting Time: 1 round 
Range: Self 

Components: S 
Duration: 1 round 
Source: The Great Net Spellbook 
 You put yourself in a trance for a few 
seconds, and when you emerge, you are 
highly aware of your surroundings. Until 
the end of your next turn, you have 
advantage on your Wisdom (Perception) 
check. While you are in this trance, you are 
deaf and blind as to your own 
surroundings. 
 

NNUUMMBBIINNGG  SSPPHHEERREE    
2nd-level evocation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a bit of sponge and a 
drop of water) 
Duration: Concentration, up to 1 minute 
Source: Frostburn 
 You create a sphere of painfully intense 
cold and roll it in whichever direction you 
choose. When you cast this spell and as a 
bonus action each round afterward, you can 
direct the sphere to move 30 feet in any 
direction, including up and down; it cannot 
pass through solid objects, however. If the 
sphere enters another creature’s space, it 
stops moving for 1 round and inflicts 2d10 
cold damage and the target must make a 
Constitution saving throw. A creature that 
fails the saving throw is paralyzed until the 
end of its next turn, frozen by the cold.  
 This spell instantly freezes any liquids it 
comes into contact with that are not being 
worn or carried. 
 

NNYYMMPPHH’’SS  BBEEAAUUTTYY      
7th-level enchantment 
Casting Time: 1 action 
Range: Self (30-foot radius) 
Components: V, S, M (a nymph’s tear) 
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Duration: Concentration, up to 10 minutes 
Source: Wizard’s Spell Compendium 
 You become blindingly beautiful. Any 
humanoid within range who can see you 
must make a Constitution saving throw or 
become blinded. If you remove your 
clothing or are already naked, any creature 
who sees you and who is not blinded takes 
10d8 psychic damage. This spell can be 
used by both men and women and affects 
both men and women equally, regardless of 
your own sex or your target’s interests. 
 

NNYYSSTTUULL ’’SS  BBLLAACCKKLLIIGGHHTT  BBUURRSSTT    
4th-level evocation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a bit of dirt from a 
ghoul’s grave) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You bring forth a blast of dark energy 
from the Negative Plane, sending it to a 
point you choose within range, at which 
point expands in a burst. Each creature in a 
20-foot radius sphere centered on that point 
must make a Dexterity saving throw. A 
creature takes 6d6 necrotic damage and has 
its speed reduced to half-normal for 1 
minute on a failed saving throw, or takes 
half as much damage and has its speed 
reduced by 5 feet on a successful one. 
 At Higher Levels. When you cast this 
spell using a spell slot of 5th level or higher, 
the damage increases by 1d6 for each slot 
level above 4th. 
 

NNYYSSTTUULL ’’SS  RRAADDIIAANNTT  BBAATTOONN    
3rd-level conjuration 
Casting Time: 1 action 
Range: Self 

Components: V, S, M (a crystal prism, 
which shatters when you cast the spell, and 
seven small silver rods, which can be 
reused) 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You summon a slender baton made of 
glowing, colored light, drawn directly from 
the Elemental Plane of Radiance; you 
choose its color. You have proficiency in 
using it and on a hit it does 3d8 radiant 
damage plus 2d8 damage of a different 
type, depending on what color you picked: 
 

Baton Color Damage Type 
Red Fire 

Orange Poison 
Yellow thunder 
Green Acid 
Blue Lightning 

Indigo Force 
Violet Psychic 

 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
the damage increases by 1d8 color-specific 
damage for each slot level above 3rd. 
 

OOAASSIISS      
5th-level transmutation (ritual) 
Casting Time: 30 minutes 
Range: 30 feet 
Components: V, S, M (a gallon of water and 
a freshwater pearl worth at least 500 gp) 
Duration: Instantaneous 
Source: d20pfsrd.com 
 You redirect the flow of groundwater to 
create a spring that will produce fresh, 
clean water.  
 In an environment where there is 25 
inches of precipitation per year or more (a 
typical temperate environment), the spring 
will produce up 10 to 25 gallons of water 
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per hour. In a very dry environment (10 
inches or precipitation or less per year), the 
spring will only produce 5 to 10 gallon of 
water per day. It doesn’t matter if the 
precipitation comes in the form of rain or 
snow. An environment that is normally 
very dry save for very rare monsoons or 
flash flooding still counts as a dry 
environment. 
 Although the spring is permanent, 
changes in the environment may cause the 
water to freeze, dry up, or become stagnant 
or infested with parasites—once the spring 
is created, it is considered to be a mundane 
spring and is not controlled or protected by 
any magic. 
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
the spring will produce an additional 10 
gallons of water per hour (or 2 gallons per 
day for very dry environments) per slot 
level above 5th 
 

OOAATTHH  OOFF  PPEEAACCEE    
4th-level abjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: d20prsrd.com 
 You declare a temporary oath of peace 
when attempting to parlay with an 
opposing force. While this spell is in effect, 
your armor class improves by +4, you have 
advantage on all saving throws, and 
resistance to bludgeoning, piercing, and 
slashing damage by melee and ranged 
weapon attacks made by evil-aligned 
creatures. However, if you show any 
hostility or make a direct or indirect attack, 
the spell ends. 
 

OOAATTHHBBIINNDDIINNGG      
5th-level enchantment (ritual) 
Casting Time: 10 minutes 
Range: Touch 
Components: V 
Duration: 1 year 
Source: Wizard’s Spell Compendium 
 You or one willing creature you touch 
vows to behave in a certain way for the 
length of the oath and, if it breaks its vow, 
to perform a certain act of contrition, which 
must be feasibly possible and not be 
suicidal in nature. Because this spell only 
affects willing creatures, it is effective on 
creatures that are immune to being 
charmed. However, it will also affect 
creatures that are just pretending to be 
willing—saying yes to the spell is enough 
for it to work, no matter how sincere or 
insincere an agreement it was. 
 If the creature breaks its vow, even 
unknowingly, it takes 1d10 psychic damage 
and suffers a brief but intense headache. If 
the creature then fails to perform the 
chosen act of contrition within 1 week, it 
takes 5d10 psychic damage, and its hit 
point total is reduced by that amount. This 
hit point reduction lasts until it performs 
the act of contrition. Breaking the vow and 
performing the act of contrition does not 
end the spell. You may choose to end the 
spell early by using an action to dismiss it, 
and a remove curse, greater restoration, or 
wish spell also ends it. 
 At Higher Levels. When you cast this 
spell using a spell slot of 7th level or higher, 
the spell’s duration becomes Permanent. 
 

OOBBEEDDIIEENNCCEE    
6th-level enchantment 
Casting Time: 1 action 
Range: Touch 
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Components: V, S, M (a golden circlet, 
necklace, or bracelet worth at least 1,000 gp) 
Duration: Permanent 
Source: Wizard’s Spell Compendium 
 You place a circlet, necklace, or bracelet 
on any corporeal creature that is not a 
celestial, elemental, fey, fiend, or undead 
and that has an Intelligence of 5 or more, 
and then cast the spell. The creature makes 
a Wisdom saving throw. On a failure, the 
creature is bound by the circlet and cannot 
remove it.  
 At any time, you may say a password, 
established when you cast the spell, and 
activate the circlet. For each round the 
circlet is activated, the creature suffers 1d10 
psychic damage and must make a 
Constitution saving throw or be stunned 
until the end of its next turn due to the 
incredible pain. When you cast the spell, 
you may specify up to 7 other creatures 
who can use the password to activate the 
circlet. If the creature, or anyone else, 
attempts to remove the circlet, it will 
activate for 1 round. You may deactivate 
and remove the circlet at any time. A dispel 
magic, remove curse, or wish spell also will 
remove it.  
 

OOBBOOLLDD ’’SS  BBRRIIGGHHTTNNEESSSS    
6th-level evocation 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S, M (a scrap of fur and a 
tangle of wire) 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 A thick cloud appears, seeping up from 
the ground, in a location you choose within 
range. It glows white and sheds bright light 
to a distance of 30 feet, and is shot through 
with tiny sparks of lightning. The cloud 

consists of ten 10-foot cubes, which you can 
arrange as you wish. Each cube must have 
at least once face adjacent to the face of 
another cube.  
 The cloud’s area is heavily obscured, All 
creatures in the area must make a Dexterity 
saving through or take 4d6 lightning 
damage and 2d6 radiant damage on a failed 
saving throw, or half as much on a 
successful one, each round that the creature 
ends its turn in the cloud. 
 

OODDEEEENN’’SS  MMAAGGIICC  CCLLOOUUDD      
Conjuration cantrip 
Casting Time: 1 action 
Range: 90 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You create a cloud that fills a five-foot 
cube at any point within range. You can 
freely move the cloud at a speed of 40 feet 
by concentrating on it; when you stop 
concentrating, it drifts on the wind. When 
you create the cloud, you choose one of 
three options: 
  oo  Misty Cloud. You direct the cloud to 
cover a small area on the ground, typically 
around an object or creature. The cloud’s 
area is lightly obscured. 
  oo  Storm Cloud. You create a personal 
storm cloud directly over a target. At the 
beginning of your round, you may use a 
bonus action to direct a lightning bolt to 
strike the target. The target may make a 
Dexterity saving throw, or take 1d6 
lightning damage on a failed save, or no 
damage on a successful one. 
  oo  Rainy Cloud. The cloud produces a 
very light rain. You can use this to water a 
garden or take a shower, but it doesn’t 
produce enough rain to cause a flood. 
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  oo  Rainbow Cloud. The cloud emits 
anywhere up to five small, pretty rainbows. 
This is primarily designed to impress 
viewers.  
 

OODDEEEENN’’SS  MMAAGGIICC  TTAAIILLOORR    
1st-level transmutation (ritual) 
Casting Time: 1 minute 
Range: 30 feet 
Components: V, S, M (a golden needle 
worth at least 1 gp) 
Duration: Special 
Source: Wizard’s Spell Compendium 
 You magically resize one nonmagical 
outfit or suit of armor to fit you or another 
creature within range you can see.  
 When the wearer removes the outfit or 
armor, it reverts to its normal size. 
 You may make this spell permanent by 
casting it on a particular outfit or suit of 
armor each day for a month, but you 
cannot cast it as a ritual. The item will then 
switch between its normal size and your 
size. You cannot cast this spell as a ritual 
when doing so, however. 
 

OOLLDD  SSAALLTT ’’SS  CCUURRSSEE      
5th-level transmutation 
Casting Time: 1 round 
Range: Touch 
Components: V, S, M (a flask of seawater) 
Duration: Permanent 
Source: d20pfsrd.com 
 You curse a creature with permanent 
seasickness. Whenever that creature is on or 
in the water a mile or more from shore, it 
becomes poisoned, and remains that way 
until it is back on land. A remove curse ends 
this effect. 
 

OOPPEENN//CCLLOOSSEE    
Evocation cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: d20pfsrd.com 
 With a gesture, you open or close a 
door, chest, box, window, bag, pouch, 
button, tie, or buckle, as long as the lid or 
closing is not locked, barred, blocked, or 
otherwise kept from opening. 
 With a gesture, you open or close a 
door, chest, box, window, bag, pouch, 
bottle, barrel, or other container, as long as 
the lid or closing weighs less than 30 
pounds and is not locked, barred, blocked, 
or otherwise kept from opening through 
magical or mundane means. 
 

OORRBB  OOFF  AACCIIDD    
2nd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Spell Compendium 
 A ball of acid, no larger than 3 inches 
across, appears in your palm and fires itself 
at a target you choose within range. Make a 
ranged spell attack to hit. On a success, you 
inflict 4d6 acid damage and the target must 
make a Constitution saving throw or 
become poisoned by the acidic fumes until 
the end of its next turn. 
 At Higher Levels. When you cast this 
spell with a 3rd level or higher spell slot, 
you inflict an additional 1d6 damage for 
each slot level above 2nd. 
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OORRBB  OOFF  CCOOLLDD    
2nd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Spell Compendium 
 A ball of frozen air, no larger than 3 
inches across, appears in your palm and 
fires itself at a target you choose within 
range. Make a ranged spell attack to hit. On 
a success, you inflict 4d6 cold damage and 
the target must make a Constitution saving 
throw or become blinded by the icy vapors 
until the end of its next turn. 
 At Higher Levels. When you cast this 
spell with a 3rd level or higher spell slot, 
you inflict an additional 1d6 damage for 
each slot level above 2nd. 
 

OORRBB  OOFF  EELLEECCTTRRIICCIITTYY      
2nd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Spell Compendium 
 A ball of crackling sparks, no larger than 
3 inches across, appears in your palm and 
fires itself at a target you choose within 
range. Make a ranged spell attack to hit. On 
a success, you inflict 4d6 lightning damage 
and the target must make a Constitution 
saving throw or become stunned until the 
end of its next turn. 
 At Higher Levels. When you cast this 
spell with a 3rd level or higher spell slot, 
you inflict an additional 1d6 damage for 
each slot level above 2nd. 
 

OORRBB  OOFF  FFIIRREE    
2nd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Spell Compendium 
 A ball of smoky flames, no larger than 3 
inches across, appears in your palm and 
fires itself at a target you choose within 
range. Make a ranged spell attack to hit. On 
a success, you inflict 4d6 fire damage and 
the target must make a Constitution saving 
throw or spend until the end of its next turn 
doing nothing but choke and cough on the 
smoke. 
 At Higher Levels. When you cast this 
spell with a 3rd level or higher spell slot, 
you inflict an additional 1d6 damage for 
each slot level above 2nd. 
 

OORRBB  OOFF  FFOORRCCEE    
2nd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Spell Compendium 
 A ball of gleaming violet, magical 
energy, no larger than 3 inches across, 
appears in your palm and fires itself at a 
target you choose within range. Make a 
ranged spell attack to hit. On a success, you 
inflict 4d6 force damage and the target 
must make a Constitution saving throw or 
become restrained until the end of its next 
turn as the energy surrounds it. 
 At Higher Levels. When you cast this 
spell with a 3rd level or higher spell slot, 
you inflict an additional 1d6 damage for 
each slot level above 2nd. 
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OORRBB  OOFF  SSOOUUNNDD    
2nd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: Spell Compendium 
 A ball of wavering energy, no larger 
than 3 inches across, appears in your palm 
and fires itself at a target you choose within 
range. Make a ranged spell attack to hit. On 
a success, you inflict 4d6 thunder damage 
and the target must make a Constitution 
saving throw or become deafened until the 
end of its next turn. 
 At Higher Levels. When you cast this 
spell with a 3rd level or higher spell slot, 
you inflict an additional 1d6 damage for 
each slot level above 2nd. 
 

OORRIISSOONN    
Transmutation cantrip 
Casting Time: 1 action 
Range: Self (30-foot radius) 
Components: V, S 
Duration: Special 
 The most basic prayers that an acolyte 
learns, orisons are used to hone the 
spellcasting ability of priests. You create 
one of the following effects within range. 
  oo  You cause mundane pain and 
nausea to lessen for up to 1 hour, or heal 
one creature other than yourself of 1d4 hit 
points of damage. Once you heal a creature 
with this spell, you cannot use this spell 
again on that creature again until you both 
you and the target have taken a short or 
long rest. 
  oo  You bless a meal (food to be shared 
by two to four individuals), and roll a d4. 
Add that number to any saving throw to 
avoid being poisoned by that meal or drink. 

  oo  You light a candle and hold it; as 
long as it is in your hand, it cannot be 
extinguished by any nonmagical means. 
  oo  You offer up a quick prayer (along 
the lines of “give me strength!” or “don’t let 
me fail!”) The GM secretly rolls 2d20 and 
records the better of the two rolls. At some 
point during the next hour, you may choose 
to replace your roll with that roll, for good 
or for ill. 
  oo  You cause one creature you see 
within range to gain a +1 bonus to their 
attack or saving throw until the end of its 
next turn.  
  oo  You cause one creature you see 
within range to suffer a -1 penalty to its 
attack or saving throw until the end of its 
next turn. 
  oo  You cause one creature you touch to 
gain a +2 bonus to a single Charisma skill 
check. 
 

OORRKKOO’’SS  EELLEEMMEENNTTAALL  TTRRIIAADD    
8th-level evocation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a golden pyramid) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You fire bolts of energy at up to three 
targets you can see within range. The bolts 
inflict cold, fire, or lightning damage—you 
may choose what type of damage each 
individual bolt inflicts. Your target or 
targets must make a Dexterity saving 
throw, taking 6d6 damage of that type on a 
failed saving throw or half as much on a 
successful one.  
 At Higher Levels. When you cast this 
spell with a 9th-level spell slot, you fire four 
bolts instead of three. 
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OOTTIILLUUKKEE ’’SS  FFIIRREE  AANNDD  IICCEE    
7th-level evocation 
Casting Time: 17th action 
Range: 300 feet 
Components: V, S, M (a pinch of 
phosphorous and a small quartz crystal) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 Two bright streaks of energy, one red 
and one blue, flash from your pointing 
finger to a point you choose within range. 
The red streak explodes in a 20-foot-radius 
sphere centered on that point; a split-
second later, the blue streak explodes. Each 
creature within that radius must make a 
Dexterity saving throw. A creature takes 
5d6 fire damage and 5d6 cold damage, and 
then 3d6 bludgeoning damage due to the 
resultant shock wave on a failed save, or 
half as much damage on a successful one. 
 At Higher Levels. When you cast this 
spell using a spell slot of 8th level or higher, 
the fire and cold damage increases by 1d6 
for each slot level above 7th. 
 

OOTTIILLUUKKEE ’’SS  OORRBB  OOFF  CCOONNTTAAIINNMMEENNTT    
3rd-level evocation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a diamond worth at 
least 100 gp, which is shattered when the 
spell is cast) 
Duration: 1 day 
Source: Wizard’s Spell Compendium 
 You create a spherical container made of 
pure magical force that shines with oily 
rainbow colors. It forms around an 
inanimate, non-living object or substance of 
your choice. The object must be of Tiny or 
Small size. The container is completely 
unbreakable and the object inside is held in 
stasis, so it doesn’t age. You may use this 

orb to contain fire, in which case the flames 
do not consume any fuel, but the range of 
the light they shed is halved. You may 
carry the orb with you; the orb itself is 
weightless but it doesn’t alter the weight of 
its contents. When the spell ends, the 
contents inside the orb are released.  
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
the duration increases by an extra day for 
each slot level above 3rd. 
 

OOTTIILLUUKKEE ’’SS  SSIIEEGGEE  SSPPHHEERREE    
7th-level evocation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a pinch of diamond 
dust) 
Duration: 10 minutes 
Source: Wizard’s Spell Compendium 
 You create a large, bolder-sized 
unbreakable sphere of force that can be 
fired from a catapult or trebuchet (and thus 
uses that siege equipment’s range). You 
designate what form you wish the sphere to 
take: 
  oo  Crystal Shards. The sphere splinters 
apart while 30 feet above the target area. 
All creatures in a 60-foot radius directly 
below it must make a Dexterity saving 
throw. A creature takes 12d6 piercing 
damage on a failed saving throw, or half as 
much damage on a successful one. 
  oo  Liquid Fire. The sphere shatters on 
impact, spraying alchemist’s fire in a 30-
foot radius around it. All creatures in that 
area must make a Dexterity saving throw. 
A creature takes 6d6 fire damage on a failed 
saving throw, or half damage on a 
successful one. In addition, all creatures 
also take an extra 2d6 fire damage each 
round for 1 minute (half damage if the 
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initial saving throw succeeded). The 
alchemist’s fire also sets all combustibles on 
fire. 
  oo  Wrecking Ball. The sphere becomes 
as hard as adamantine and twice as heavy. 
It inflicts 11d10 bludgeoning to a single 
target. Objects and buildings take twice as 
much damage. 
 

OOTTTTOO’’SS  DDRRUUMMSS    
4th-level enchantment 
Casting Time: 1 round 
Range: Self (100-foot radius) 
Components: V, S, M (a pair of miniature 
bronze drums) 
Duration: Concentration, up to 10 minutes 
Source: Wizard’s Spell Compendium 
 While tapping on miniature drums, you 
rally your allied troops or demoralize 
enemy troops. You choose which effect you 
wish to use. 
  oo  Drums of Despair. The sound of 
oppressively loud war drums fills the area. 
All creatures within that area, except for 
allies you designate, must make a Wisdom 
saving throw. A creature who fails is filled 
with dread and will have disadvantage on 
any two types of saving throws for the 
duration (all targets will have disadvantage 
on the same saves). In addition, whenever 
an affected creature rolls a 20 when rolling 
to attack, that creature must reroll. 
  oo  Rousing Anthem. The sound of 
rhythmic, encouraging drums fills the area. 
All allies you designate are at advantage on 
all saving throws for the duration. In 
addition, whenever an affected creature 
rolls a 1 when rolling to attack, that 
creature may choose to reroll. 
 

OOTTTTOO’’SS  SSOOOOTTHHIINNGG  VVIIBBRRAATTIIOONNSS      
2nd-level enchantment 
Casting Time: 1 action 
Range: 100 feet 
Components: V 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You point to a spot within range and 
begin humming. All beasts, dragons, 
monstrosities, and plants with an 
Intelligence of 4 or less that are in a 20-foot-
radius of that spot must make a Wisdom 
saving throw. Creatures that are actively 
being hostile, either to you or to something 
else, have advantage on that roll. Creatures 
who fail their saving throw hear the 
soothing hum and become calm. They stop 
what they doing in order to hear the sound 
and will show no fear or aggression unless 
you or your companions attack them first. 
In addition, those creatures will be at 
disadvantage on saving throws to resist 
being charmed. Deafened creatures are 
unaffected by this spell. 
 

OOVVEERRLLAANNDD  FFLLIIGGHHTT      
6th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a wing feather from 
a raptor) 
Duration: 8 hours 
Source: d20pfsrd.com 
 You touch a willing creature. The target 
gains a flying speed of 40 feet for the 
duration. When the spell ends, the target 
falls if it is still aloft. The creature may land 
at any time without ending the spell. 
 At Higher Levels. When you cast this 
spell using a spell slot of 7th level or higher, 
you can target one additional creature for 
each slot level above 6th. 
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PPAAIINN      
Necromancy cantrip 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 One creature you touch is wracked by 
horrific pains. For the duration of the spell, 
that creature has a -1 penalty on all attack 
rolls and ability checks. 
 At the beginning of each of its turns, the 
creature may make a Constitution saving 
throw, ending the effect on a success. 
 

PPAAIINNFFUULL  WWOOUUNNDDSS    
1st-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a pinch of powdered 
quartz crystal) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 One creature you can see within range 
that has been reduced to half its normal hit 
points must make a Constitution saving 
throw. On a failure, the creature is in so 
much pain it is incapacitated. At the 
beginning of each of its turns, the creature 
may make a Constitution saving throw, 
ending the effect on a success. 
 

PPAAIINNLLEESSSS  DDEEAATTHH      
1st-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: Ghostwalk 
 One willing creature you touch instantly 
and painlessly dies. If you cast this spell on 

a creature that has any real (even if 
subconscious) desire to remain alive or is 
being compelled (magically or mundanely) 
to say yes, the spell instantly fails. 
 

PPAALLDDEEGGGGEERROONN’’SS  AACCCCUURRAATTEE  AARRRROOWW    
2nd-level transmutation 
Casting Time: 1 bonus action 
Range: Touch 
Components: V, S, M (an arrow, which is 
destroyed after it hits its target) 
Duration: 1 minute 
Source: The Great Net Spellbook 
 One arrow you touch is enchanted in 
such a way that it will always hit, without a 
need to roll. It does normal damage, 
however. The arrow must be used in the 
same round in which you cast this spell. 
 You may use this spell on magic arrows 
and arrows that have had other spells cast 
one them, such as the arrow of bone or fire 
arrows spells (q.v.). 
 

PPAANNDDEERR ’’SS  WWHHIIRRLLWWIINNDD  TTRRAAVVEELL      
3rd-level conjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a small flute, which 
you play to call up the wind) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 You summon a small whirlwind which 
you scoops you up into its eye and carries 
you 5 to 10 feet above the ground at a speed 
90 feet over solid ground, or at a speed of 
50 feet over water or loose sand. You are 
considered to be heavily obscured while in 
this whirlwind, although you can see 
outside the whirlwind without problem. 
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PPAARRCCHHIINNGG  TTOOUUCCHH      
1st-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: Sandstorm 
 Your hand glows a dim blood-red and a 
creature you touch must make a 
Constitution saving throw. On a failure, it 
takes 1d10 necrotic damage and one level of 
exhaustion as you drain the moisture from 
its body. The exhaustion lasts until the 
creature drinks at least a pint of water or 
takes a short or long rest. In addition, the 
drained water nourishes you, providing 
you with as much liquid as if you had 
drunk a pint of water yourself. This spell 
does not affect creatures who don’t need to 
drink. However, water-based elementals 
take double damage. 
 

PPHHAANNTTOOMM  AARRMMSS  AANNDD  AARRMMOORR    
3rd-level illusion 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a small piece of 
mithril worth at least 10 gp) 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 You or one willing creature you touch 
gains semi-illusory armor and weapon of 
your choice, which can look like anything 
you wish. Until the spell ends, the target’s 
base AC becomes 15 + its Dexterity 
modifier. The weapon, regardless of its 
appearance, does 1d8 + the wielder’s 
Strength or Dexterity modifier in force 
damage. 
 

PPIIEEDD  PPIIPPIINNGG      
6th-level enchantment 
Casting Time: 1 action 
Range: Self (90-foor-radius sphere) 
Components: V 
Duration: Concentration, up to 10 minutes 
Source: d20pfsrd.com 
 You play a piece of music that is so 
compelling that it attracts a certain type of 
creature, causing them to follow you 
wherever you go. The type of creature is 
based on physical attributes you choose: 
species, gender, age, hair color, etc. You 
may not choose a social or mental attribute, 
such as alignment, social class, or religious 
affiliation. 
 If a creature of that type that is within 90 
feet of you, it must make a Wisdom saving 
throw to resist your music. If it fails, it is 
charmed by you. A charmed creature will 
follow you, trying to stay as close as 
possible. It will not crowd you or other 
followers or attempt to attack. If the 
creature is restrained, it will simply listen to 
your music until you are out of earshot. A 
creature that is following you can take 
defensive measures if attacked but will 
otherwise not take any actions other than 
listening and walking. 
 

PPIIEERRCCIINNGG  SSHHRRIIEEKK    
2nd-level evocation 
Casting Time: 1 action 
Range: 100 feet 
Components: V 
Duration: 1 round 
Source: d20pfsrd.com 
 You pick a target within range and utter 
an ear-piercing scream that only it can hear. 
Your target must make a Constitution 
saving throw. It takes 2d10 thunder 
damage on a failed saving throw and half 
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as much on a successful one. The creature 
also suffers from terrible ear pain and is 
deafened. Finally, it can’t move more than 
10 feet until the end of its next turn. 
 

PPIILLPPIINN’’SS  MMAAPPPPEERR      
1st-level divination (ritual) 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a piece of vellum, a 
vial of ink, and 10 gold pieces) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 While holding the vellum (which can be 
rolled or folded up, but must be in your 
hand), this spell will create a continuous 
map of your surroundings, as you see 
them. Only basic information (doors, stairs, 
windows, cliffs, rivers, etc.) will be 
automatically recorded, but you can use a 
bonus action to mentally instruct the map 
to record other landmarks or special 
features (such as statues, wells, the place 
where there were unusual smells, etc.).  
 Only information that you, personally, 
experience will be recorded on the map—if 
you are blinded, then this spell will not 
map anything visual, but instead will 
record where your steps and any objects 
you bump into or fall down into. If there 
are invisible or hidden things in the room, 
the map will not record them. 
 This spell will continue mapping for up 
to 1 hour, but the map itself is permanent. 
 

PPIILLPPIINN’’SS  MMAASSSSMMOORRPPHH    
9th-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a caterpillar cocoon) 
Duration: Concentration, up to 24 hours 
Source: The Great Net Spellbook 

 You pick a point within range, and all 
creatures you can see within 20 feet of that 
point that have 40 hit points or fewer are 
polymorphed. Each creature needs to make a 
Wisdom saving throw to avoid the affect. A 
shapechanger automatically succeeds on 
this saving throw. The targets’ new forms 
can be any beast whose challenge rating is 1 
or lower. It is otherwise identical to the 
animal shapes spell. 
 

PPIILLPPIINN’’SS  OORRCCHHEESSTTRRAA    
3rd-level conjuration (ritual) 
Casting Time: 1 round 
Range: 120 feet 
Components: V, S, M (miniature golden 
instruments worth 100 gp) 
Duration: 1 hour 
Source: The Great Net Spellbook 
 You summon anywhere from 4 to 50 
musical instruments, which will play any 
piece or pieces of music for which you have 
provided sheet music. You may control the 
music’s volume at will; no action is 
required by you.  
 The instruments will play exactly as 
musical notation dictates (a true musical 
aficionado will determine that the 
performance is a bit lackluster, but most 
people won’t notice). You may choose to 
conduct the orchestra yourself, if you wish 
to alter the music in some manner. 
 

PPIILLPPIINN’’SS  PPRROOMMPPTT    
1st-level transmutation (ritual) 
Casting Time: 1 round  
Range: Self 
Components: V, S, M (a scrap of elephant 
hide) 
Duration: 1 week 
Source: The Great Net Spellbook 
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 This spell will remind you of an 
upcoming appointment or event that is up 
to a week away. You may decide when you 
wish to be reminded. When the event 
occurs, there’s an audible ping! and a scrap 
of paper appears in your hand with the 
reminder written on it in your handwriting. 
The reminder can be no longer than 25 
words long and is permanent (although 
completely mundane). 
 At Higher Levels. When you cast this 
spell with a 2nd-level spell slot, the event 
can be up to 1 month away. When you cast 
it with a 3rd-level spell slot, the event can 
be up to 1 year away. When you cast it with 
a 4th-level or higher spell slot, the event can 
be as far in the future as you wish. 
 

PPLLEEAASSAANNTT  DDRREEAAMMSS    
2nd-level abjuration 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (25 gp worth of 
incense, which you burn when you cast this 
spell) 
Duration: 24 hours 
Source: d20prsrd.com 
 A creature you touch is ensured not 
only pleasant dreams, but also cannot be 
affected by dream-affecting spells, such as 
dream or symphonic nightmare (q.v.), nor can 
it be subject to a nightmare hag’s 
Nightmare Haunting ability. 
 

PPOOIISSOONN      
6th-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Permanent 
Source: Wizard’s Spell Compendium 

 You dose a creature you touch with an 
extremely potent magical toxin. The 
creature is poisoned for 1 day and must 
make a Constitution saving throw. On a 
success, the creature is otherwise 
unaffected. On a failure, the creature takes 
1d10 poison damage every hour for 24 
hours, and its hit point total is reduced by 
that amount. If the creature’s hit point total 
is reduced to 0 by this effect, the creature 
dies. The creature’s hit point maximum will 
be restored once it is no longer poisoned 
and has taken a short or long rest. 
 At Higher Levels. When you cast this 
spell with an 7th-level or higher spell slot, 
the poison does an additional 1d10 points 
per hour per slot level above 6th. 
 

PPOOOOLL  OOFF  DDEEEEDDSS    
5th-level divination 
Casting Time: 1 hour 
Range: Touch 
Components: V, S, M (a handful of colored 
powder) 
Duration: 24 hours 
Source: Priest’s Spell Compendium 
 You turn a pool of water that is 
anywhere from 1 foot to 30 feet in diameter 
as a storyteller. It shows, in images only, 
the deeds of any one person you name, 
living or dead. You must name which 
deeds you wish to see (i.e., the deeds must 
be publically known), but the pool will 
show even unknown details. It will show 
the event in realtime. If there are details 
that the named person does or did not want 
known, you must make a DC 15 ability 
check to reveal them, using your 
spellcasting ability. 
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PPOOSSSSEESSSS      
4th-level necromancy 
Casting Time: 1 minute 
Range: 500 feet 
Components: V, S, M (a bowl or stick of 
incense and a figurine of the being to be 
possessed) 
Duration: Concentration, up to 1 hour 
Source: Priest’s Spell Compendium 
 You release your soul from your body 
and possess another humanoid or beast. 
That creature must make a Charisma saving 
throw to resist. If it fails, you take over its 
body. The target becomes incapacitated and 
unconscious and you gain control of it. 
While in control, you have resistance to all 
forms of damage that your target takes, 
except for psychic damage—you take 
psychic damage as normal and your host 
takes no damage. 
 Your game statistics are replaced by the 
statistics of the creature, though you retain 
your alignment and your Intelligence, 
Wisdom, and Charisma scores. You retain 
the benefit of your own class features. You 
do not have ready access to your host’s 
memories. If you wish to gain access to a 
memory, you must make a Charisma ability 
check against your target’s Charisma. 
 You may choose to end the possession 
at any time. If the body you are in drops to 
0 hit points, the possession ends and you 
must make a Charisma saving throw. You 
take 6d8 psychic damage on a failed saving 
throw, or half as much on a successful one.  
 A target is immune to your attempts to 
possess it for 24 hours after succeeding on 
the saving throw or the possession ends. 
 While you are possessing a target, you 
are subject to spells such as dispel evil and 
good and exorcism (q.v.). 

 At Higher Levels: If you cast this spell 
with a 7th-level spell slot, you may attempt 
to possess any being, regardless of that 
creature’s type. 
 

PPOOWWEERR  DDRRAAIINN      
9th-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a black opal worth 
1,000 gp) 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Spellbook 
 You touch a creature and drain its very 
life force, which you then use to power a 
spell.  
 The creature you touch must make a 
Constitution saving throw or take 8d10 
necrotic damage and have its hit point total 
reduced by that amount. That life force is 
then stored within the opal, and you may 
use it to gain spell slots, as follows: 
 

Hit Points 
Drained 

Slot 
Level 

 Hit Points 
Drained 

Slot 
Level 

1-10 1  41-50 5 
11-20 2  51-60 6 
21-30 3  61-70 7 
31-40 4  71-80 8 

 
 If you wish, you may choose to use the 
slot to cast a spell of a lower level. 
 If you don’t use that energy within 10 
minutes of being drained, or the opal is 
destroyed, the energy dissipates. The target 
creature will then be able to restore its hit 
point total after a short or long rest. If you 
use the energy, the target’s hit point total 
reduction is permanent until a spell such as 
greater restoration is cast upon it. 
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PPOOWWEERR  WWOORRDD  AATTTTEENNTTIIOONN    
1st-level evocation 
Casting Time: 1 action 
Range: Self (60-foot radius circle) 
Components: V 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You utter a word of power (or whistle 
very loudly) that compels all creatures 
within a 60-foot radius of you to pay 
complete and utter attention to you for 1 
round. A creature that is involved in a life-
or-death situation may make an Intelligence 
saving throw to resist. Deafened creatures 
are immune to this spell. 
 

PPOOWWEERR  WWOORRDD  BBAANNIISSHH    
9th-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You utter a word of great power that 
forces one elemental, fiend, or celestial that 
you can see within range to immediately 
return to its home plane. If the creature has 
a CR of 15 or more, it may make a Wisdom 
saving throw to resist. 
 

PPOOWWEERR  WWOORRDD  BBLLIINNDD    
8th-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium 
 You point to one creature you can see 
within range and shout out a magic word. 
If the creature you choose has 50 hit points 
or fewer, it goes permanently blind. If it has 

up to 100 hit points, it goes blind for 1 day. 
If it has more than 100 hit points, the spell 
has no effect. 
 All creatures within 10 feet of the 
creature you pointed out are permanently 
blinded if they have 25 hit points or fewer, 
or are blinded for 1 day if they have up to 
50 hit points. 
 

PPOOWWEERR  WWOORRDD  DDIISSRRUUPPTT    
3rd-level evocation 
Casting Time: 1 reaction, taken when 
another creature begins to cast a spell 
Range: 120 feet 
Components: V 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 Your word of magical power utterly 
destroys the concentration of one 
spellcaster you see within range. It will fail 
to cast the spell and will lose the spell slot. 
 

PPOOWWEERR  WWOORRDD  FFEEAARR    
2nd-level enchantment 
Casting Time: 1 action 
Range: 60 feet 
Components: V 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 Your great word of power instills 
horrifying fear in one creature you can see 
within range. That creature must succeed 
on a Wisdom saving throw or drop 
whatever it is holding and become 
frightened, taking the Dash option to run 
away from you for 1 minute. If it ends its 
turn in a location where it doesn’t have line 
of sight to you, it may make a new saving 
throw, ending the effect on a success. 
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PPOOWWEERR  WWOORRDD  SSLLEEEEPP    
7th-level enchantment 
Casting Time: 1 action 
Range: 60 feet 
Components: V 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 You pick a point within range. All 
creatures within a 30-foot radius that have 
40 or fewer hit points fall asleep instantly. 
Creatures with a greater number of hit 
points may make a Wisdom saving throw 
or fall asleep. A sleeping creature will stay 
asleep until the spell ends, the sleeper takes 
damage, or someone uses an action to 
shake or slap the creature awake. 
 At Higher Levels. When you cast this 
spell with an 8th-level spell slot, the 
duration increases to 8 hours. When you 
cast it with a 9th-level spell slot, the 
duration increases to 24 hours. 
 

PPOOWWEERR  WWOORRDD  VVAAPPOORRIIZZEE    
7th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 Your word of great power utterly 
destroys one inorganic, inanimate, 
nonmagical object of Large size or smaller. 
The object vanishes as if it had never 
existed in the first place. Only a wish can 
restore that item. 
 If you cast this spell on a magical item, 
you instead inflict 50 points of force 
damage. 
 

PPRREESSEERRVVAATTIIOONN    
2nd-level abjuration (ritual) 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a pinch of salt) 
Duration: 1 month 
Source: Wizard’s Spell Compendium 
 Up to 250 pounds of food will remain 
perfectly preserved for one month. This 
spell does not work on cooked food, nor 
does it prevent the food from being eaten 
during this time; it merely keeps it from 
rotting or going moldy. 
 This spell can also be used to preserve a 
corpse in preparation for being raised; a 
corpse protected by this spell doesn’t age. 
 At Higher Levels. When you cast this 
spell using a spell slot of 3rd level or 
higher, you can preserve an additional 50 
pounds for each slot level above 2nd. 
 

PPRREESSTTIIDDIIGGIITTAATTIIOONN  ((NNEEWW  VVAARRIIAANNTTSS))    
Transmutation cantrip 
Source: The Great Net Spellbook, the 
Wizard’s Spell Compendium, the Priest’s Spell 
Compendium, and d20pfsrd.com 
 These are new variants of the spell 
prestidigitation that appears in the Player’s 
Handbook, pg.267. 
  oo  You cause a page of a book to appear 
blank for 1 hour. 
  oo  You cause a glowing green arrow to 
appear; it will point in a cardinal direction 
you choose for 1 round. 
  oo  You can cause one creature you 
touch to become sterile for one hour. This 
use of prestidigitation is instantly countered 
by the spell fertility (q.v.). 
  oo  You count the number of objects of 
one type that are no smaller than a grain-of-
rice size that are within a single pile or 
container, or that are in a 5-yard square.  
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  oo  Sort small objects (none of which 
may be heavier than half an ounce) into 
discrete piles based on one criterion of your 
choice (such as color or shape). 
  oo  You touch a plate of food or cup of 
drink and learn it’s quality: rotten, poor, 
average, good, or gourmet. This does not 
reveal the existence of poison or other 
containments.  
  oo  Your hair or beard is neatly trimmed 
by 1/2 inch, or grows by 1/2 inch. 
  oo  You shape a Medium-sized or 
smaller patch of nonmagical smoke or fog 
into any shape you wish, although you’re 
incapable of fine detail. You can even cause 
it to move slightly.  
  oo  You may an object waterproof for 
the duration, although fully immersing it in 
liquid for 1 minute or more will end the 
spell. 
  oo  You create an umbrella of magical 
force. You can choose its appearance or 
make it invisible. 
  oo  You can alter the pitch, tone, and 
accent of your voice. You can even give 
yourself a slight speech impediment (such 
as a minor lisp or stutter) ot change your 
voice so you sound like a member of a 
different race or sex. 
 

PPRRIISSMMAALL ’’SS  HHAANNDDYY  MMIIRRRROORR      
2nd-level conjuration 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a shard of glass) 
Duration: 1 hour 
Source: Wizard’s Spell Compendium 
 You create a floating mirror that is 4 
square feet; you may pick its length and 
height. When you cast this spell, and on 
each subsequent turn, you can use a bonus 
action to move the mirror up to 60 feet or to 

angle or turn it. This mirror is perfectly 
reflective.  
 The mirror is an object that has AC 12 
and 10 hit points. If broken, razor-sharp 
shards explode outward and all creatures 
within 20 feet must make a Dexterity saving 
throw. A creature takes 1d10 piercing 
damage on a failed saving throw or half as 
much on a successful one. 
 At Higher Levels. When you cast this 
spell using a spell slot of 3rd level or 
higher, the mirror can be another square 
foot each slot level above 2nd. 
 

PPRRIISSMMAALL ’’SS  PPIICCTTOOGGRRAAPPHH    
7th-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (an empty ink well, a 
feather pen, and a surface on which to 
write) 
Duration: Permanent 
Source: Wizard’s Spell Compendium 
 You turn one creature or object in range 
that you can see into a full-color, two-
dimensional image on the surface you have 
provided. The creature or object is reduced 
in size to anywhere from 2:1 scale to 12:1 
scale; it must be able to fit on the surface in 
its reduced form for the spell to work. An 
unwilling creature may make a Charisma 
saving throw to avoid the effect.  
 You decide whether the creature is to 
remain animate (in which case, it counts as 
restrained, although it still can move slowly 
about its canvas in a stilted manner), or if it 
to become a still picture. If you choose to 
allow it to remain animate, it can see and 
hear, but cannot speak, attack, or cast 
spells. If you choose for the creature to 
become a still picture, the creature is put in 
stasis. In both cases, the creature does not 
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age, eat, drink, sleep, or breathe. Inanimate 
objects remain in the picture indefinitely. 
 A trapped creature may make a new 
saving throw each day at dawn. On a 
success, this effect ends and the creature is 
freed. A dispel magic, remove curse, or wish 
spell can also end this effect. 
 

PPRRIISSMMAATTIICC  BBEEAAMM    
9th-level evocation 
Casting Time: 1 action 
Range: Self (60-foot line) 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 Five rays of multicolored light flash 
from your hand and strike a single target 
within range. Make a ranged spell attack to 
hit. If successful, the target takes 3d10 each 
of fire, acid, lightning, poison, and cold 
damage, for a total of 15d10 damage. 
 

PPRROOBBEE  TTHHOOUUGGHHTTSS      
7th-level divination 
Casting Time: 1 minute 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You search a target’s mind and learn see 
some of its memories, no matter how 
deeply they are buried in its mind. The 
target may make a Wisdom saving throw to 
resist. If it fails, it will be unaware of the 
probe. 
 In effect, you may ask the target one 
question each round, telepathically, and it 
will answer with complete truth (as it 
knows it). It doesn’t matter if you and the 
target share a language, or even if the target 
has any language at all (a creature of low 

intelligence may answer in pictures and 
emotions instead of telepathic words). 
  

PPRROOJJEECCTTEEDD  MMAAGGNNIIFFIICCAATTIIOONN    
4th-level divination 
Casting Time: 1 action 
Range: 10 miles 
Components: V, S, M (a shard of glass) 
Duration: Concentration, up to 10 minutes 
Source: Wizard’s Spell Compendium 
 You pick a distant object or place you 
can see or are aware of that is within range. 
An image of that object or place is then 
projected onto a flat surface or in the air 
within 10 feet of you. It is two-dimensional, 
outlined in faint blue light, and covers an 
area of up to 10 square feet. You can zoom 
in and out up to 100× magnification. 
 

PPRROOPPHHEECCYY    
6th-level divination 
Casting Time: 1 hour 
Range: Self 
Components: V, S, M (a plant with 
hallucinatory properties or a hallucinatory 
drug, which is burned during the casting of 
the spell, and a crystal worth at least 1,000 
gp) 
Duration: 10 minutes 
Source: Wizard’s Spell Compendium 
 You enter a long trance and get a vision 
of the future, which describes an important 
event that shall occur at some point in the 
near future. It may be vague and open to 
interpretation and the scope of the vision 
will be up to the DM. 
 In addition, the DM will secretly roll a 
d20. On a roll of 1, the vision will be 
completely false. If you touch another 
creature or a specific object, while casting 
this spell, then the prophecy will be about 
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an event that directly concerns that creature 
or object. 
 If you attempt to cast this spell more 
than once about a single event, you will 
receive the same vision. 
 

PPRROOSSPPEERROOUUSS  RROOOOMM      
5th-level enchantment 
Casting Time: 12 hours 
Range: Touch 
Components: V, S 
Duration: 1 month 
Source: d20pfsrd.com 
 You cause a workroom or shop to 
become more prosperous for workers and 
customers. If it is a workroom, workers 
within may produce up to 10 gp worth of 
goods each day rather than 5 gp. If it’s a 
shop, it entices enough customers inside to 
improve your earnings by 25%. 
 

PPRROOSSTTHHEESSIISS    
5th-level necromancy 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (a potion of healing 
and a pot of glue) 
Duration: Instantaneous 
Source: Wizard’s Spell Compendium and The 
Great Net Spellbook 
 You may graft the limb of one corporeal 
creature (the donor), or an artificial 
prosthetic limb, onto the stump of another 
willing creature (the recipient). The limb 
must be of the same type of body part; you 
can’t graft a leg to the stump of an arm. The 
donor does not need to be a living creature: 
you may use the limb of a celestial, 
construct, elemental fiend, or undead 
creature as well. 
  oo  Donated Limb. If you use the limb 
from another creature, that creature can be 

no more than one size category larger or 
smaller than the target. If the creature had a 
higher or lower Strength or Dexterity than 
the recipient, then the recipient’s attributes 
with that limb increases or decreases by 1 
point for every 4 full points difference 
between the donor and recipient. For 
instance, if a human with a Strength of 11 
and Dexterity of 13 were to get an arm from 
an ogre with a Strength of 19 and Dexterity 
of 8, the human would have an effective 
Strength of 13 and Dexterity of 12 with that 
arm. If the limb is a leg from a creature with 
a walking speed of 15 feet or more higher 
or lower than the recipient’s, then the 
recipient’s walking speed increases or 
decreases by 5 feet. 
  The appendage retains its original AC 
and keeps any physical melee weapon 
attacks. The damage remains the same but 
the Strength or Dexterity modifier may 
change. If the limb had an attack that 
caused the paralyzed or poisoned 
conditions, then it retains that ability. It 
does not retain any other special abilities 
(an arm taken from a red slaad, for 
instance, will not implant eggs). Likewise, 
the recipient does not gain any special 
abilities that the donor originally had. 
 However, if the recipient receives a limb 
taken from a living creature, there is a 
chance of rejection. If the recipient and 
donor are of the same species or a closely-
related species (such as a human and half-
elf), then the recipient must make a DC 11 
Constitution saving throw. If the recipient 
and donor are of the same creature type 
(such as humanoid) but otherwise very 
different species (such as human and 
kobold), the saving throw DC becomes 13. 
If the recipient and donor are of different 
creature types (such as human and ogre or 
wolf), the saving throw DC becomes 15. If 
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the recipient fails its saving throw, then the 
spell fails as well, the graft fails, and the 
recipient takes 3d10 necrotic damage. 
  oo  Artificial Limb. If you use a 
prosthetic limb (typically made out of wood 
or metal), there is no chance of rejection and 
the limb’s Strength will be the same as the 
recipient’s. If the limb was built to be fully 
articulated, then its Dexterity will be the 
same as the recipient’s as well (a less well-
designed limb will have a penalty to 
Dexterity—and a very well-designed, and 
likely much more expensive, limb may 
grant as much as a +2 bonus). In addition, 
the recipient will retain its full sense of 
touch with the limb. Finally, a prosthetic 
limb can be built with attachments, hidden 
compartments, and the like. The limb’s 
armor class depends on the material with 
which it was made. 
 

PPRROOTTEECCTTIIVVEE  AAMMUULLEETT      
1st-level abjuration 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (an item of jewelry 
that costs 50 gp per level of the spell it is 
designed to protect against) 
Duration: Special 
Source: Wizard’s Spell Compendium 
 You enchant an amulet with the ability 
to protect the wearer from a specific spell 
that you know how to cast and that allows 
for a saving throw.  
 When the wearer is attacked by that 
spell and fails the saving throw, the amulet 
absorbs the magic and shatters, leaving the 
wearer unaffected. 
 

PPSSYYCCHHIICC  PPOOIISSOONN    
4th-level abjuration 
Casting Time: 10 minutes 
Range: 60 feet 
Components: V, S, M (a bit of humanoid 
brain tissue) 
Duration: 8 hours 
Source: Book of Vile Darkness 
 You cast this spell on a creature, area, or 
object. Anyone who attempts to use a 
divination or a spell or ability that puts the 
charmed condition on that creature is 
affected by psychic poison. That creature 
takes 3d10 psychic damage and is 
poisoned, and its hit point total is reduced 
by the amount of damage it took. Hit point 
reduction and the poisoned condition last 
until the spell ends. 
 

PPUUPPPPEETTEEEERR      
3rd-level enchantment 
Casting Time: 1 action 
Range: 160 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 Silvery strings fly out from your hand 
towards a creature you can see within your 
range and attach to it; a moment later, they 
fade from view. The target may make a 
Wisdom saving throw to resist. If the 
creature fails, it is forced to mimic your 
actions exactly, although it looks awkward 
and ineffective, and the creature has 
disadvantage on all Strength- and 
Dexterity-based actions you make it take. 
You cannot make it perform any action it 
cannot physically do. 
 If you attempt to force it into taking a 
suicidal action or one in direct opposition to 
its interests or alignment, it may make 
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another saving throw, ending the effect on 
a success. 
 

QQUUEENNCCHH  TTHHEE  SSPPIIRRIITT      
8th-level necromancy 
Casting Time: 1 action 
Range: 200 feet 
Components: V, S, M (a humanoid’s finger 
bone) 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You point the finger bone at a creature 
within range. That creature must make a 
Charisma saving throw or take 6d12+30 
psychic damage. A humanoid killed by this 
spell rises at the start of your next turn as a 
zombie that is permanently under your 
command, following your verbal orders to 
the best of its ability. 
 

QQUUIICCKK  SSTTEEPP    
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a small piece of 
leather) 
Duration: 1 hour 
Source: The Great Net Prayerbook 
 One willing creature you touch gains 
the ability to run at full speed plus 15 feet 
for an hour without tiring. When the spell’s 
duration ends, the creature will need to 
take a short rest before it can be affected by 
this spell again. 
 At Higher Levels. When you cast this 
spell with a spell slot of 2nd level or higher, 
the duration increases by 1 hour for each 
slot level above 1st. 
 

RRAADDIIAANNTT  AASSSSAAUULLTT    
7th-level evocation 
Casting Time: 1 action 
Range: 400 feet 
Components: V, S, M (an eye from any 
celestial, elemental, fey, or fiend) 
Duration: Instantaneous 
Source: Spell Compendium 
 A spherical burst of rainbow-colored 
beams, 20-feet in radius, erupts from a 
point you choose within range. All 
creatures in that area take 10d6 radiant 
damage and must make a Constitution 
saving throw or be blinded and stunned for 
1 minute. A creature may make a new 
saving throw at the end of each of its turns, 
ending the effects on a success. Creatures 
that are already blind are not affected by 
this spell. 
 At Higher Levels. When you cast this 
spell with an 8th-level or higher spell slot, 
you inflict an additional 2d6 damage per 
slot level above 7th. 
 

RRAAIINN  OOFF  BBLLOOOODD    
5th-level necromancy 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S, M (a vial of fresh blood) 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 A storm of sticky, life-leeching, glowing 
red blood appears in a location you choose 
within range. The area of the storm consists 
of up to ten 10-foot cubes, which you can 
arrange as you wish. Each cube must have 
at least once face adjacent to the face of 
another cube. Each creature in the area 
must make a Dexterity saving throw. A 
creature takes 4d6 necrotic damage on a 
failed save, or half of much damage on a 
successful one, each round that the creature 
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ends its turn in the area, and for 1d4+1 
rounds afterwards. 
 

RRAAIINN  OOFF  EEMMBBEERRSS    
7th-level evocation 
Casting Time: 1 action 
Range: 300 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Book of Exalted Deeds 
 Brilliantly backlit storm clouds grow 
overhead and a storm of embers begins to 
fall. The storm forms a vertical column 40 
feet in radius and 120 feet high centered on 
a point within range. Each creature in that 
area must make a Dexterity saving throw. 
A creature takes 6d6 fire damage (which 
ignores fire resistance) and 6d6 radiant 
damage each round that it ends its turn in 
that area on a failed saving throw, or half as 
much damage on a successful one. The 
embers set combustibles in the area on fire. 
 

RRAAIINN  OOFF  RROOSSEESS      
7th-level conjuration 
Casting Time: 1 action 
Range: 400 feet 
Components: V, S, M (a rose) 
Duration: Concentration, up to 10 minutes 
Source: Book of Exalted Deeds 
 You pick a point within range and roses 
begin to fall from the clear sky in a vertical 
column 80 feet in diameter and 80 feet tall. 
All evil creatures in that area, as well as all 
aberrations and undead regardless of 
alignment, must make a Constitution 
saving throw. On a failure, that creature 
becomes poisoned for the duration.  
 A poisoned creature that leaves the 
spell’s area may make a saving throw at the 
end of each of its turns, ending the effect on 
a success. 

RRAAIINN  OOFF  TTEERRRROORR    
6th-level conjuration 
Casting Time: 1 minute 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 6 hours 
Source: Wizard’s Spell Compendium 
 You draw a magical rune on the ground. 
An unusually dark and ominous, reddish 
or purplish storm cloud develops over the 
next half-hour and then begins to rain (if a 
storm is already present, the spell takes 
place immediately). In addition to normal 
water, the cloud rains noxious things into 
the area. Choose one of the following to 
make up the rain:  
 

ash or mud lumps of slime 
bats rats 
birds salamanders 

bits of mold small stones 
blood and skin snakes 

centipedes spiders 
fish strips of meat 

lizards toads 
lumps of fat worms 

 
 If the rain consists of animals of some 
sort, the DM will roll a die. On an odd 
number, all the animals will be dead. On an 
even number, about half will still be alive. 
None of the animals are capable of harming 
anyone. 
 

RRAARRYY’’SS  RREEPPLLAAYY    
5th-level divination (ritual) 
Casting Time: 1 minute 
Range: Self (10-foot radius) 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: Wizard’s Spell Compendium 
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 You read the residual psychic 
impressions in a room or area. Typically, 
you can only read the most recent events, 
but a highly-emotional event, especially 
one that is also very unusual or violent, 
leaves psychic energies that can be picked 
up for months or years afterwards. The 
event is played back perfectly—you see, 
hear, smell, and feel the events perfectly. If 
the events were violent, you will feel 
phantom pain but take no actual damage. 
 The event that is replayed for you is 
done so in real-time, so the replay takes as 
long to complete as the original event, to a 
maximum of one hour. 
 

RRAASSTTOORR ’’SS  MMYYSSTTIICCAALL  SSPPYY      
4th-level divination 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a copper or silver 
brooch worth at least 25 gp) 
Duration: 6 hours 
Source: Wizard’s Spell Compendium 
 You cast this spell on a brooch or 
pendant and give it to another creature to 
wear. As long as that creature is wearing 
the brooch, you can use your action to see 
and hear anything that creature is seeing 
and hearing. This spell only works if the 
creature is actively wearing the brooch (it 
won’t work if the creature merely has the 
brooch on its person) and is within five 
miles of you. 
 

RRAAVVEENN ’’SS  FFLLIIGGHHTT    
2nd-level transmutation 
Casting Time: 1 reaction, taken at the start 
of your turn before you act in any other 
function 
Range: Self 
Components: V 

Duration: 1 round 
Source: d20pfsrd.com 
 You must cast this spell at the start of 
your turn, before you move. 
 You are briefly changed into a Tiny, 
raven-shaped blur of shadowy feathers and 
can fly up to 60 feet away. When you land, 
you change back. Until the start of your 
next turn, however, you cannot move from 
the place where you landed, although you 
can perform any other action that doesn’t 
require physically moving from that area. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you can move an additional 10 feet per slot 
level above 2nd. 
 

RRAAYY  OOFF  CCLLUUMMSSIINNEESSSS    
1st-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 A beam of wavering orange energy 
shoots from your finger towards a creature 
within range. Make a ranged spell attack 
against the target. On a hit, the target’s 
muscles stiffen and joints lock. Its speed is 
reduced by 10 feet and it has disadvantage 
on all Dexterity-based skill checks until the 
spell ends. At the end of each of the 
creature’s turns, it may make a Constitution 
saving throw, ending the effect on a 
success. 
 

RRAAYY  OOFF  FFLLAAMMEE    
1st-level evocation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a polished glass lens) 
Duration: 1 minute 
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Source: Spell Compendium 
 A beam of fiery orange light streaks out 
from your finger towards a creature within 
range. Make a ranged spell attack against 
the target. On a hit, the creature takes 2d6 
fire damage and catches on fire; on each of 
the following rounds until the spell expires 
or the flames are extinguished, it takes an 
additional 1d6 fire damage. This spell also 
sets combustibles on fire. 
 

RRAAYY  OOFF  IICCEE      
2nd-level evocation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a vial of melted 
snow) 
Duration: 1 minute 
Source: Spell Compendium 
 A ray of blue-white light streaks out 
from your finger towards a creature within 
range. Make a ranged spell attack against 
the target. On a hit, the creature takes 4d6 
cold damage and its feet are frozen to the 
ground. For the duration of the spell, the 
creature’s speed is reduced to 0 feet. The 
target may use its action to attempt to 
escape (escape DC equal to your spell save 
DC). 
 

RRAAYY  OOFF  PPAARRAALLYYSSIISS      
2nd-level necromancy 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 A green beam of enervating energy 
shoots from your finger towards a creature 
within range. Make a ranged spell attack 
against the creature. On a hit, the creature 
becomes paralyzed for the duration. At the 

end of each of the creature’s turns, it may 
make a Constitution saving throw, ending 
the effect on a success. 
 

RRAAYY  OOFF  SSTTUUPPIIDDIITTYY      
2nd-level enchantment 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a tiny, cone-shaped 
hat) 
Duration: 1 minute 
Source: Spell Compendium 
 A beam of dull yellow light streaks out 
from your finger towards a creature within 
range. Make a ranged spell attack against 
the target. On a hit, the creature has 
disadvantage on all Intelligence-based rolls. 
If the creature is a spellcaster who uses 
Intelligence as its spellcasting ability, it 
must make a concentration saving throw 
each time it wishes to cast a spell. At the 
end of each of the creature’s turns, it may 
make a Wisdom saving throw, ending the 
effect on a success. 
 

RREECCOONNSSTTRRUUCCTT    
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a drop of honey) 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You temporarily reconstruct a destroyed 
item or Large size or smaller from its 
shattered or burnt remains. If you are 
missing small pieces, this spell will supply 
them; large missing pieces will remain 
missing. At the duration’s end, the item will 
fall apart again. 
 At Higher Levels. When you cast this 
spell with 2nd-level spell slot, the duration 
increases to 10 minutes. If you cast it with a 
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3rd-level spell slot, the duration increases to 
1 hour. If you cast it with a 4th-level or 
higher spell slot, the duration increases to 
24 hours. 
 

RREEFFUUSSAALL    
5th-level abjuration 
Casting Time: 1 action 
Range: 160 feet 
Components: V, S, M (a pinch of dust from 
a wizard’s tomb) 
Duration: 8 hours 
Source: Spell Compendium 
 You create a ward that prevents any 
creature with spellcasting or innate 
spellcasting abilities from passing through, 
unless they first make a saving throw using 
its spellcasting ability. This ward occupies 
ten 10-foot cubes. Each cube must have at 
least one face adjacent to the face of another 
cube.  
 If the spellcaster has depleted less than 
half of its spell slots (for a creature with 
innate spellcasting, it has cast less than half 
of its spells per day), it rolls this saving 
throw at disadvantage. If it has depleted all 
of its spell slots (or cast all of its spells, for 
creatures with innate spellcasting), it may 
pass through at that time. You may choose 
to create a password or specify a certain 
type of creature (“any elf” or “anyone who 
bears a badge of the House of Maanas”) 
that may pass unhindered. If a creature 
attempts to teleport or use another form of 
extradimensional travel to pass the ward, it 
must first succeed a Wisdom saving throw. 
 This ward ignores all cantrips and 
doesn’t prevent creatures who know only 
cantrips, either through regular or innate 
spellcasting, from passing through. 
 

RREENNEEWW  DDEEPPOOSSIITT    
8th-level transmutation 
Casting Time: 6 hours 
Range: Touch 
Components: V, S, M (a “seed” of the same 
type of material to be renewed worth at 
least 1,000 to 10,000 gp) 
Duration: Special 
Source: Priest’s Spell Compendium 
 You cause a normally nonrenewable 
mineral resource to slowly grow back. You 
place a “seed” (a sample of the material to 
be regrown) in the empty vein. Afterwards, 
it must not be touched by a sentient 
creature in any way; if it is interrupted 
before it has regrow, the spell ends. 
 

Metal 
Time to 
Regrow 

Seed 
Cost 

Base metal and 
semiprecious 
gemstones (iron, 
copper, quartz, 
citrine) and oil 

10 
years 

1,000 
gp 

Precious metal and 
fancy gemstones 
(silver, gold, 
amethyst, topaz) 

50 
years 

5,000 
gp 

Very rare metal, very 
valuable gemstones 
(mithril, adamantine, 
black opal, diamond) 

100 
years 

10,000 
gp 

 
 At Higher Levels. When you cast this 
spell with a 9th-level spell slot, the time it 
takes for the minerals to regrow is halved. 
 

RREEPPAAIIRR      
1st-level transmutation 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S 
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Duration: Instantaneous 
Source: Spell Compendium 
 An inanimate object you touch regains a 
number of hit points equal to 1d8 + your 
spellcasting ability modifier. This spell can 
be used to heal undead and constructs as 
well. 
 At Higher Levels. When you cast this 
spell using a spell slot of 2nd level or 
higher, the healing increases by 1d8 for 
each slot level above 1st. 
 

RREEPPRROOBBAATTIIOONN    
4th-level transmutation 
Casting Time: 1 minute 
Range: Touch 
Components: V, S 
Duration: Permanent 
Source: d20prsrd.com 
 You curse a heretic, blasphemer, or 
apostate in the name of your god, 
excommunicating it and warning others as 
to its failures. This has the following effects: 
 First, the target is marked with a 
magical symbol that is visible only to 
members of your faith, and to those with 
true sight or using the true seeing spell. This 
mark is visible even when hidden under 
clothing or concealed by illusions or 
disguises and instantly marks the target’s 
status. The target will have disadvantage 
on all Charisma ability checks designed to 
illicit positive reactions with members of 
your faith. In addition, healing spells cast 
by you or other members of your faith 
won’t work on the target, and if a beneficial 
spell is cast on the target by another cleric 
of your faith, the caster must make a DC 13 
spellcasting ability check to be able to 
properly affect the target. 
 In order to cast this spell, you must be 
sure of your target’s guilt; the target must 

have committed acts considered 
blasphemous or heretical by your faith. If 
the target is actually innocent, this spell 
backfires and affects you instead. 
 The mark can be dispelled by a remove 
curse. In addition, if the target successfully 
redeems itself in the eyes of your religion or 
your god, then the spell ends. 
 

RREESSIISSTT  MMAAGGIICC    
5th-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a piece of string, a 
block of wood, and an unlit candle) 
Duration: 1 minute 
Source: Wizard’s Spell Compendium 
 For the duration, you or one creature 
you touch gains advantage on saving 
throws to resist magical spells. 
 

RREETTUURRNN  TTOO  EEAARRTTHH    
4th-level necromancy 
Casting Time: 1 action 
Range: Self (30-foot radius) 
Components: V, M (a pinch of dust) 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 All corporeal undead within 30 feet of 
you that are of CR 2 or lower must make a 
Constitution saving throw. An undead 
takes 6d10 force damage on a failed saving 
throw, or no damage on a successful one. If 
an undead is reduced to 0 hit points, it 
crumbles into dust. 
 

RREEVVEEAALL  OOWWNNEERR      
1st-level divination (ritual) 
Casting Time: 1 round 
Range: Touch 
Components: V, S, M (a handful of dust) 
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Duration: Instantaneous 
Source: The Great Net Spellbook 
 You get a psychic impression of the 
current owner or owners of the target 
object. You do not get any information 
about the owner, but you do get enough of 
an impression that you will then recognize 
that person if you see him or her. 
 If the object has no current owner, you 
gain an impression of the most recent one. 
If it has not had an owner in at least 10 
years, you get no impression at all. 
 

RREEVVEENNAANNCCEE    
3rd-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a pinch of dust) 
Duration: 1 hour 
Source: Priest’s Spell Compendium 
 One undead creature you touch gains 
advantage when making saving throws 
against being turned or against spells 
specifically designed to harm or control 
undead, or that inflict additional damage 
against undead. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you may affect one additional creature per 
slot level above 3rd. 
 

RRIIDDEE  TTHHEE  LLIIGGHHTTNNIINNGG    
9th-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 minute 
Source: d20pfsrd.com 
 You transform into a bolt of lightning 
and instantly fly in a straight line to a 
location within 120 feet. Any creature or 
object in this line must make a Dexterity 

saving throw or take 10d10 lightning 
damage on a failed saving throw, or half as 
much on a successful one. A creature made 
of metal (such as a gorgon) or that is 
wearing metallic armor has disadvantage 
on its saving throw. Combustibles in your 
path are set alight. If there is a barrier in 
your path, you will stop in the nearest open 
space in front of it, but targets in your path 
will still take damage. 
 You must move in this manner once 
each round for the duration; you cannot 
remain in one place for two rounds in a 
row. While this spell is active, you have 
immunity to lightning damage. 
 

RRIIGGHHTT  OOFF  MMIIGGHHTT      
7th-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: Priest’s Spell Compendium 
 You become larger, more powerful, and 
far more commanding. 
 Your size doubles in all dimensions and 
your weight increases eight-fold; you 
become one size-category larger and your 
clothing and equipment grows with you. 
For the duration, your Strength increases by 
4 (and may rise to 22), your armor class 
increases by +2, and you gain 30 temporary 
hit points. You do an additional 1d6 
damage, plus your new Strength modifier, 
will all melee weapon attacks. You gain 
advantage on Strength ability and skill 
checks and Strength saving throws. 
 You are also outlined in a faintly 
pulsating, mesmerizing aura. You have 
advantage on all Charisma (Deception) and 
Charisma (Intimidation) rolls. 
 



302 

RRIIGGHHTTEEOOUUSS  VVIIGGOORR    
3rd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 minute 
Source: 20pfsrd.com 
 Divine fury fills a willing target that you 
touch. Each time your target successfully 
attacks a target, it gains a cumulative +1 
bonus to its next attack roll against that 
same target, and 5 temporary hit points. If 
its attack misses, its attack bonus resets to 0. 
The temporary hit points vanish when the 
spell ends. 
 

RRIIGGHHTTEEOOUUSS  WWRRAATTHH  OOFF  TTHHEE  FFAAIITTHHFFUULL      
6th-level evocation 
Casting Time: 1 action 
Range: Self (30-foot radius) 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 Holy energy flows through you and 
filters out to your companions. As long as 
your allies remain within 30 feet of you, 
they each gain one additional action per 
round, and do +1 damage with all melee 
weapon attacks. 
 

RRIIPP  LLIIFFEE    
9th-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You reach into the body of a target that 
has 100 or fewer hit points and rip its very 
life force out. It may attempt a Constitution 
saving throw to resist; if it fails, it dies and 

you hold its soul in your hand--a fluttering 
substance that sheds dim light in a 5-foot 
radius. You may then choose one of the 
following options to use the life force for: 
  oo  You may crush the soul in your 
hand. The creature cannot be brought back 
to life by any means, including divine 
intervention. 
  oo  You may twist the soul in your hand 
and place it back into its original body. That 
creature then rises as an undead whose 
challenge rating is equal to or less than the 
target’s (or the target’s level, if it doesn’t 
have a challenge rating). 
  oo  You may use the soul within 1 
minute to restore 10d10 hit points to 
yourself or another creature that is within 
30 feet.  
  oo  You may use the soul to inflict 8d10 
necrotic damage to another creature within 
30 feet. Make a ranged spell attack to hit. 
The soul then passes on to its appropriate 
afterlife.  
  oo  You may convert the soul into 
magical energy and gain one expended 
spell slot per 10 hit points the creature had 
when you killed it, starting with your 
lowest-level slots. 
 If you use the soul to heal or inflict 
damage or to gain spell slots, the soul 
passes on to its appropriate afterlife. The 
creature cannot be brought back to life with 
anything short of a resurrection. 
 

RRIISSIINNGG  CCOOLLOOSSSSUUSS    
9th-level conjuration 
Casting Time: 1 action 
Range: 200 feet 
Components: V, S, M (a ball of clay and a 
bit of string, wire, or natural fiber) 
Duration: Concentration, up to 10 minutes 
Source: Wizard’s Spell Compendium 
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 The head, torso, and arms of a truly 
enormous, vaguely humanoid-looking 
construct rises from the ground. It is easily 
50 feet tall, completely hairless, lacks all 
facial features save a mouth, and is made of 
the same substance of the ground from 
which it rose.  
 The creature is under your command. 
Roll initiative for it, as it has its own turns. 
It obeys any verbal or mental commands 
that you issue to it (no action required by 
you) as long as you remain with 300 feet of 
it. If you don’t issue any commands to it, it 
continues to follow your last command. 
 

RRIISSIINNGG  RROOTT    
6th-level necromantic 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a handful of mold 
spores) 
Duration: Instantaneous 
Source: Priest’s Spell Compendium 
 You hold up your hand a thin beam of 
sickly green-brown light shoots out and 
automatically strikes one living, corporeal 
creature within range you can see. Mold 
and gangrenous patches begin to form on 
its body. At the beginning of each of its 
turns, the creature must make a 
Constitution saving throw. It takes 2d8 
poison damage and 2d8 necrotic damage on 
a failed saving throw, or half as much 
damage on a successful one. This continues 
until the target is reduced to 0 hit points or 
has successfully saved three times. The 
saves do not need to be consecutive. 
 At Higher Levels. If you cast this spell 
with a 7th-level or higher spell slot, it 
inflicts an additional 1d8 poison damage 
and 1d8 necrotic damage for each slot level 
above 6th. 

RRUUSSTTIINNGG  GGRRAASSPP      
4th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (the antenna or a 
scale from a rust monster) 
Duration: Concentration, up to 1 minute 
Source: Wizard’s Spell Compendium 
 You touch a metallic object and cause it 
to rust or corrode. This inflicts 4d10 acid 
damage each round to an inanimate object 
such as an iron wall. Magical metallic 
objects take half damage. Gold and 
platinum cannot be affected by this spell. If 
you touch metal armor or a metal shield, it 
takes a permanent and cumulative -1 
penalty to the AC it offers. Armor reduced 
to AC 10 or a shield that drops to a +0 
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bonus is destroyed. If you touch a metal 
weapon, the weapon takes a permanent 
and cumulative -1 to the damage it deals. If 
the penalty drops to -5, the weapon is 
destroyed. Touching metallic weapons and 
armor in combat requires you to make 
melee spell attack. 
 You may use this to attack a metallic 
creature, such as an iron golem or a gorgon. 
The creature may make a Constitution 
saving throw. The creature takes 4d10 acid 
damage on a failed roll, or half as much 
damage on a successful one. 
 

SSAACCRREEDD  BBOONNDD    
3rd-level evocation 
Casting Time: 1 round 
Range: Touch 
Components: V, S, M (a pair of golden 
bracelets worth 100 gp each) 
Duration: 8 hours 
Source: d20pfsrd.com 
 You enchant a pair of golden bracelets 
and give one to a willing creature to wear; 
you wear the other bracelet on your own 
wrist. As long as this spell is active and 
both you and your target are wearing the 
bracelets, you may use your Lay on Hands 
ability no matter how far apart you are 
from each other. You may only have this 
spell active with one creature at a time. 
 

SSAACCRREEDD  GGUUAARRDDIIAANN    
1st-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a rose petal) 
Duration: 8 hours 
Source: The Priest’s Spell Compendium 
 You touch a willing creature and for the 
duration, you will get a mental warning if 
that creature is ever in danger of being 

harmed. The warning, which works no 
matter the distance as long as the creature is 
on the same plane as you, includes a very 
brief mental image of the situation but no 
other information. You may only have this 
spell active with one creature at a time. 
 

SSAACCRREEDD  SSTTRRIIKKEE      
4th-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (two drops of unholy 
water and one of your hairs) 
Duration: 1 minute 
Source: The Priest’s Spell Compendium 
 You create a whip of dull purple, 
magical force that lashes out at your 
command to a creature within range. Make 
a ranged spell attack against the target. If 
the attack hits, the creature takes 3d10 force 
damage and 2d10 necrotic damage, and if 
the creature is Large-sized or smaller, you 
pull it up to 10 feet closer to you. 
 If the target is a living creature, it also 
must make a Constitution saving throw. If 
it fails, you heal a number of hit points 
equal to the amount of necrotic damage 
you inflicting, and the creature is wracked 
with such terrible pains that it will be at -2 
to all rolls until the end of its next turn. 
 

SSAANNDD  GGEEMMSS    
7th-level transmutation 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a handful of sand) 
Duration: Permanent 
Source: The Wizard’s Spell Compendium 
 You turn a handful of sand into 2d4 cut 
and polished gemstones. The 
transformation is permanent and the 
gemstones continue to radiate magic. If 



305 

dispel magic is successfully cast on the 
gemstones, they revert to sand. Roll d20 to 
determine the type and value. 
 

d20 Gemstone. 
1-7 White agate or tiger eye (10 gp) 

8-13 
Chalcedony, citrine, moonstone, 
or sardonyx (50 gp) 

14-15 Amber or coral (100 gp) 

16-17 
Red or red-brown garnet, spinel, 
or tourmaline (100 gp) 

18 Topaz (500 gp) 

19 
Fire opal or yellow sapphire 
(1,000 gp) 

20 Jacinth or ruby (5,000 gp) 
 
 At Higher Levels. When you cast this 
spell with an 8th-level or higher spell slot, 
you create an additional 2d4 gemstones per 
slot level above 7th. 
 

SSAANNDD  GGLLAASSSS    
2nd-level transmutation (ritual) 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (soft clay, which must 
be worked into roughly the desired shape 
of the glass object and up to 3 pounds of 
sand) 
Duration: Permanent 
Source: The Great Net Spellbook 
 You may convert up to 3 pounds of 
sand into a single Tiny or Small glass object 
that weighs half that amount. The object 
you create can have up to two hinges and a 
latch, but finer mechanical detail isn’t 
possible. 
 

SSAANNDD  SSHHRROOUUDD    
5th-level transmutation (ritual) 
Casting Time: 1 action 
Range: 30 feet 

Components: V, S, M (a lump of dried mud 
or clay, which is crumbled during the 
casting) 
Duration: Instantaneous 
Source: The Wizard’s Spell Compendium 
 Sand, loose soil, gravel, mud, or snow 
opens up under an non-living, inanimate 
object that is Large-sized or smaller and 
swallows it up instantly, burying it to a 
depth of up to 60 feet. The ground above it 
looks completely undisturbed. 
 You may also cast this spell on an 
construct, elemental, or undead. The 
creature may make a Dexterity saving 
throw to avoid being buried. If it fails its 
roll, it is buried, but can dig its way out 
eventually.  
 

SSAANNDD  SSPPRRAAYY      
2nd-level conjuration 
Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S, M (a pinch of sand) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You produce a 30-foot cone of sand. All 
creatures in that area must make a 
Dexterity saving throw or take 3d10 
piercing damage and be blinded for 1 
minute; on a successful roll, a creature is 
blinded until the end of its next turn but is 
otherwise unharmed. A creature may make 
a new saving throw at the end of each of its 
turns, ending the effect on a success. 
 

SSAANNDD  SSTTOORRMM      
5th-level conjuration 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a handful of fine 
sane, which you blow at the target area)  
Duration: Concentration, up to 1 hour. 
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Source: The Great Net Spellbook 
 You create a violent sandstorm in a 30-
foot-radius, 40-foot-high cylinder centered 
on a point within range. The storm’s area is 
area is heavily obscured. Each creature that 
is completely within the cloud takes 7d6 
slashing damage at the start of each of its 
turns and must make a Constitution saving 
throw. On a failed save, the creature is 
blinded and spends its action coughing and 
choking. 
 

SSAANNHH’’SS  RRAAYY  OOFF  LLIIGGHHTT    
1st-level evocation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You fire a beam of dazzling light at one 
target you can see within range. Make a 
ranged spell attack. On a hit, the target 
takes 1d10 radiant damage and must make 
a Constitution saving throw. The target is 
blinded for 1 minute on a failed saving 
throw, or blinded until the end of its next 
turn on a successful one.  
 If the target fails its saving throw, it 
must immediately make a second roll. If 
this one is also a failure, then the target is 
permanently blinded in one eye until lesser 
restoration or a similar spell is cast on it. 
 

SSAAPP      
2nd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a drop of tree sap) 
Duration: 1 minute 
Source: The Priest’s Spell Compendium 

 You choose a point within range. 
Everything within a 10-foot radius of that 
point is covered in sticky tree sap. 
 The area becomes difficult terrain. In 
order to perform any action that is not 
purely mental or vocal in nature requires a 
DC 10 Dexterity ability check first. 
Creatures in the area lose their Dexterity 
bonus to AC. Winged creatures cannot fly. 
A creature under the effects of a freedom of 
movement spell is unaffected by this spell.  

  

SSAARRCCOOPPHHAAGGUUSS  OOFF  DDEEAATTHH    
5th-level evocation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a fragment of a 
sarcophagus) 
Duration: 1 hour 
Source: The Priest’s Spell Compendium 
 A coffin-shaped rectangle of force forms 
around one target you can see within range. 
That target must make a Dexterity saving 
throw to avoid being trapped inside. 
 The sarcophagus is completely airtight 
and cannot be broken from the inside. A 
creature inside will begin to suffocate 
(Dungeon Master’s Guide, page 183) unless it 
has a way of providing itself with air or 
doesn’t need to breathe. On the outside, it is 
a physical object that has AC 15, hit points 
equal to your hit point maximum, and 
resistance to all forms of damage. If it drops 
to 0 hit points, the spell ends. 
 

SSAARRGGAASSSSOO    
4th-level conjuration 
Casting Time: 1 action 
Range: 300 feet 
Components: V, S, M (a small amount of 
seaweed and live brine shrimp) 
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Duration: Concentration, up to 1 hour 
Source: The Wizard’s Spell Compendium 
 You choose a point within range that is 
in water. The area within a 100 foot radius 
of that point becomes choked with 
seaweed, turning it into difficult terrain for 
both ships and swimmers for the duration 
of the spell. 
 

SSAARRIIUUSS’’  GGIIAANNTT  MMAANNIIFFEESSTTAATTIIOONN    
4th-level conjuration 
Casting Time: 10 minutes 
Range: 500 feet 
Components: V, S, M (a hank of giant’s hair 
and a powdered gemstone worth at least 
500 gp) 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Spellbook 
 You create a construct of roughly the 
same size and shape as an ogre, made of 
gray-brown magical force. Roll initiative for 
it, as it has its own turns. It obeys any 
verbal or mental commands that you issue 
to it (no action required by you). If you 
don’t issue any commands to it, it will 
continue to perform the last action you 
ordered it to. 
 The construct has the same attributes 
and abilities as a hill giant, with the 
following changes: its Intelligence is 2 and 
it is immune to poison and psychic damage, 
and it can’t be charmed or poisoned. It can’t 
wield any weapons but can punch, and its 
melee weapon attacks doing double 
damage to objects and structures. If it is 
reduced to 0 hit points, it vanishes and the 
spell ends. It will not move more than 500 
feet from you. If you move further than that 
from it, it will vanish and the spell will end. 
 At Higher Levels. When you cast this 
spell with a 6th-level spell slot, the 
construct has the attributes and abilities of a 

hill giant. When you cast this spell with a 
7th-level spell slot, the construct has the 
attributes and abilities of a stone giant. 
When you cast this spell with an 8th-level 
spell slot, the construct has the attributes 
and abilities of a fire giant. When you cast 
this spell with an 9th-level spell slot, the 
construct has the attributes and abilities of a 
cloud giant.  
 

SSAAVVAAGGEE  MMAAWW      
2nd-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 minute 
Source: d20pfsrd.com 
 You enlarge and sharpen your own 
teeth and strengthen your jaw, granting 
you a powerful bite attack. While this spell 
is active, you have proficiency with your 
bite and inflict 1d10 + your Strength 
modifier in piercing damage, and you have 
advantage on Charisma (Intimidate) skill 
checks. 
 In addition, your bites are so powerful 
and cause such terrible blood loss that each 
time you successful hit a foe, you reduce its 
hit point total by 1. This hit point reduction 
lasts until the creature has taken a short or 
long rest or has a spell such as greater 
restoration cast on it.  
 If you already have a bite attack, it 
inflicts an additional 1d10 piercing damage 
and causes the hit point reduction. This 
spell does not give you any additional 
attacks. 
 

SSCCAALLDDIINNGG  SSPPOOUUTT    
3rd-level conjuration 
Casting Time: 1 action 
Range: 100 feet 
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Components: V, S, M (an ounce of fresh 
water) 
Duration: Instantaneous 
Source: The Wizard’s Spell Compendium 
 You hold of your hand and a gout of 
boiling water shoots forth at a target you 
choose within range. Make a ranged spell 
attack to hit. On a hit, you inflict 3d10 
bludgeoning damage and 4d10 fire damage 
to the target. 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 
the spell does an additional 1d10 fire 
damage for each slot level above 2nd. 
 

SSCCAALLEESSNNAARREE      
6th-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a live snake) 
Duration: 1 day 
Source: The Wizard’s Spell Compendium 
 You throw a snake at a target. Make a 
ranged spell attack to hit. On a hit, the 
snake turns into a magical, grappling 
tentacle that restrains the target (escape DC 
equal to your spell save DC). If the target 
attempts to escape and fails, the snake bites, 
inflicting 3d6 poison damage. 
 The transformed snake is an object with 
AC 15, hit points equal to your hit point 
total, and resistance to bludgeoning, 
piercing, and slashing damage from 
nonmagical weapons. If it drops to 0 hit 
points, the spell ends.  
 

SSCCAAPPEEGGOOAATT    
4th-level enchantment 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (goat hair and a small 
stone) 

Duration: Concentration, up to 10 minutes 
Source: The Wizard’s Spell Compendium 
 You touch a humanoid and force it to 
make a Charisma saving throw. On a 
failure, the target will seem untrustworthy 
or even criminal to those around it. All 
other humanoids that interact with the 
target must make an Intelligence saving 
throw. If that creature fails, everything the 
target says or does will be taken in the 
worst way possible. If the creature already 
has reason to dislike or distrust the target 
(even if the reason is flimsy), then the 
creature makes its saving throw at 
disadvantage. If it fails its save by 5 or 
more, then it becomes hostile to the target. 
Any attempts on your part to convince 
someone that the target is guilty of a 
particular crime or immoral act are made at 
advantage. 
 At Higher Levels. When you cast this 
spell with a 5th- or 6th-level spell slot, the 
duration becomes Concentration, up to 1 
hour. When you cast it with a 7th-level or 
higher spell slot, the duration becomes 1 
day, and concentration is not needed. 
 

SSCCAATTTTEERRSSPPRRAAYY    
Evocation cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: The Wizard’s Spell Compendium 
 You point to any group of small, 
unsecured items (each of which may weigh 
no more than one ounce) within range that 
you can see, which must be piled together 
in an area of no more than 1 square foot, 
and cause them to fly off in all directions to 
distances as far as 30 feet. The DM must 
decide if the items are hard or sharp 
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enough to cause damage. If so, all creatures 
within 10 feet must make a Dexterity saving 
throw or take 1d4 points of either 
bludgeoning or piercing damage, 
depending on the weight and type of item 
that is scattered (the objects are too light to 
cause damage past 10 feet). 
 

SSCCEENNTT  OOFF  VVEENNGGEEAANNCCEE    
2nd-level transmutation (ritual) 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (an object once 
possessed by the quarry) 
Duration: 1 week 
Source: The Priest’s Spell Compendium 
 You gain the ability to unerringly track 
any living creature that has directly caused 
injury or insult to you or to an allied 
creature, by that creature’s smell.  
 You may only cast this spell at the site of 
the insult or injury. You can follow the 
scent even if the quarry swims or flies. The 
only way to throw you off the trail is to use 
teleportation magic, although you can pick 
up the trail again from the other side of the 
teleport. 
 

SSCCOOUURRGGEE  OOFF  TTHHEE  HHOORRSSEEMMEENN    
9th-level necromancy 
Casting Time: 1 action 
Range: 300 feet 
Components: V, S 
Duration: Instantaneous 
Source: d20pfsrd.com 
 You call forth a blast of soul-corroding 
energy. Pick a point within range that you 
can see; all creatures in a 60-foot radius of 
that point must make a Constitution saving 
throw. A creature takes 4d6 acid damage, 
4d6 necrotic damage, and 4d6 psychic 
damage on a failed saving throw, or half as 

much on a successful one. In addition, it’s 
hit points are reduced by an amount equal 
to the necrotic damage taken. This hit point 
reduction lasts until a spell such as greater 
restoration, heal, or wish is cast on it. 
 

SSCCRRAAMMBBLLEE  PPOORRTTAALL    
6th-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a cracked mirror) 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You must cast this spell on an 
interplanar gate or portal. Anyone who 
passes through the portal from either side is 
sent to a random plane instead of the 
portal’s normal destination. The DM will 
choose which plane the portal now leads to 
or will roll on the following table to 
determine it. All creatures who enter the 
portal while this spell is in effect will end in 
the same place. 
 

d100 Plane 
01-04 The Feywild 
05-08 The Shadowfell 
09-12 The Ethereal Plane 
13-16 The Astral Plane 
17-20 The Elemental Plane of Air 
21-24 The Elemental Plane of Earth 
24-28 The Elemental Plane of Fire 
29-32 The Elemental Plane of Water 
33-36 The Blessed Fields of Elysium 

37-40 
The Clockwork Nirvana of 
Mechanus 

41-44 
The Ever-Changing Chaos of 
Limbo 

45-48 The Gray Waste of Hades 
49-52 The Heroic Domains of Ysgard 

53-56 
The Infinite Battlefield of 
Acheron 
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57-60 The Infinite Layers of the Abyss 
61-64 The Nine Hells of Baator 
65-68 The Olympic Glades of Arborea 

69-72 
The Peaceable Kingdoms of 
Arcadia 

73-76 
The Seven Heavens of Mount 
Celestia 

77-80 The Tarterian Depths of Carceri 
81-84 The Twin Paradises of Bytopia 
85-88 The Wilderness of The Beastlands 

89-92 
The Windswept Depths of 
Pandemonium 

93-96 The Outlands or the City of Sigil 
97-98 The Far Realm 
99-100 An alternate Prime world 

 

SSCCRRAATTCCHH      
Evocation cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 round 
Source: The Great Net Spellbook 
 You cause one creature within range to 
suffer from an intensely annoying itch. That 
creature must make an Intelligence saving 
throw or spend its next turn scratching 
desperately. If you attempt to use this on a 
creature a second time in less than 1 
minute, that creature has advantage on its 
saving throw. 
 

SSCCRREEEENN      
8th-level illusion 
Casting Time: 1 minute 
Range: Touch 
Components: V, S 
Duration: 8 hours 
Source: The Wizard’s Spell Compendium 
 You touch an object of any time and 
protect an area 30 feet in diameter from 
spying, in much the same way as a 

nondetection spell. However, at the same 
time you create a programmed illusion of 
sight and sound that is detected by anyone 
using magical or mundane means to spy on 
that area. You determine the contents of the 
illusion, but once you set it, you can’t 
change the illusion. 
 

SSEEAA  SSIIGGHHTT      
1st-level divination (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Wizard’s Spell Compendium 
 You or one willing target you choose 
can see through water to a range of 60 feet, 
no matter how dark or murky it is, as if it 
was crystal clear and brightly lit. This 
works whether the target is already in the 
water or on land looking in. 
 

SSEEAALL  MMOOUUTTHH    
2nd-level enchantment 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 hour 
Source: The Wizard’s Spell Compendium 
 You target a creature within range that 
is capable of speech. That creature must 
make a Wisdom saving throw. On a failure, 
that creature cannot say anything insulting, 
critical, or otherwise defamatory or 
disparaging about you—if the target tries, 
its lips seal shut. You can end this spell at 
any time, and a remove curse is also 
effective.  
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SSEEAALL  OOFF  DDEESSTTIINNYY    
7th-level abjuration 
Casting Time: 10 minutes 
Range: 100 feet 
Components: V, M (1 ounce of your blood) 
Duration: Permanent 
Source: The Priest’s Spell Compendium 
 You seal a creature or object against any 
sort of divination that would reveal its 
destiny, fate, or role in epic events. No spell 
short of a wish will reveal the target’s 
cosmic purpose. 
 

SSEEAALL  PPOORRTTAALL    
6th-level abjuration 
Casting Time: 1 round 
Range: 30 feet 
Components: V, S, M (a bar of silver worth 
50 gp.) 
Duration: Permanent 
Source: Spell Compendium 
 You permanently seal an interplanar 
gate or portal, preventing any use of it. This 
doesn’t destroy the gate; if this spell is 
dispelled, then the gate is usable again. 
 

SSEEAARRIINNGG  SSOONNGG    
4th-level evocation 
Casting Time: 1 action 
Range: Special 
Components: V 
Duration: Instantaneous 
Source: The Priest’s Spell Compendium 
 You sing a song of destruction. This can 
have one of two different effects; choose 
when you cast the spell: 
  oo  Shouted Song. You shout the song. It 
forms a line of solid air aimed at one target 
within 60 feet. That creature may make a 
Dexterity saving throw. It takes 4d10 
bludgeoning damage on a failed saving 

throw, or half as much damage on a 
successful one. 
  oo  Whispered Vibrations. You touch a 
creature, and the song’s vibrations melt the 
creature’s flesh. You use your spell attack 
modifier to hit. On a hit, this inflicts 5d10 
acid damage. 
 Although this is a song, deafness does 
not protect against it. 
 

SSEECCRREETT  LLIIGGHHTT      
3rd-level evocation (ritual) 
Casting Time: 1 action 
Range: 120 feet 
Components: V, M (two drops of your 
blood) 
Duration: 1 hour 
Source: The Great Net Spellbook 
 You create a magical light that only you 
can see at a point within range. To you, this 
light sheds bright light in a 30-foot radius 
and dim light 30 feet beyond that. This light 
is also visible to creatures with truesight or 
that are using a true seeing spell. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you increase the radius of both the bright 
and dim light by an additional 15 feet per 
slot level above 3rd. 
 

SSEECCRREETT  PPAAGGEE    
1st-level transmutation (ritual) 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (powdered herring 
scales and the essence of a will o’wisp) 
Duration: Permanent 
Source: The Wizard’s Spell Compendium 
 You touch a piece of paper or a page in 
a book that has writing on it, and the 
writing changes to something completely 
different, of your choice. You may speak a 
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command word to cause it to revert back to 
the original text, thus ending the spell. A 
true seeing spell will reveal the original text 
without ending the spell. 
 

SSEECCRREETT  SSIIGGNNSS    
Divination cantrip 
Casting Time: 1 action 
Range: Self 
Components: S 
Duration: 1 round 
Source: The Wizard’s Spell Compendium 
 You make a particular gesture, place an 
object in a certain way, or give someone a 
meaningful look and convey a single 
thought or idea of up to 5 words in length 
to one recipient within 30 feet of you who 
can see you. That person will understand 
your intent perfectly. 
 

SSEEEE  TTHHRROOUUGGHH  OOTTHHEERR  EEYYEESS    
2nd-level divination 
Casting Time: 1 action 
Range: 400 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Wizard’s Spell Compendium 
 You can look through the eyes of any 
living creature within range. You do not 
have to see the creature in order to choose 
it; you merely have to know where it is. 
You have no ability to control the creature, 
nor can you hear through its ears. If the 
creature moves farther than 400 feet from 
you, the spell ends. 
 While looking through another 
creature’s eyes, you are blinded as to your 
own surroundings. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
the range increases by 50 feet per slot level 
above 2nd. 

SSEEEEKK  EETTEERRNNAALL  RREESSTT      
2nd-level abjuration 
Casting Time: 1 action 
Range: Self 
Components: V 
Duration: 1 minute 
Source: Spell Compendium 
 When you use your Channel Divinity 
ability to turn a foe while this spell is active, 
your foe has disadvantage on its Wisdom 
saving throw to resist you. 
 

SSEEEEKK  TTEELLEEPPOORRTTEERR      
3rd-level divination 
Casting Time: 1 reaction, which you take 
when someone you can see has teleported 
away. 
Range: Self 
Components: V, S 
Duration: Instantaneous 
Source: The Wizard’s Spell Compendium 
 You learn the destination of another 
individual who used spells such as teleport, 
dimension door, or arcane gate. If that creature 
did not want to be tracked, it may make a 
Wisdom saving throw to resist. 
 

SSEEEEKKIINNGG    
3rd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Wizard’s Spell Compendium 
 You touch a thrown weapon or a piece 
of ammo. If this weapon misses the target, 
it will turn around and follow the target, 
even around corners. You (or the creature 
who fired or threw the weapon) may make 
a new attack roll as a bonus action each 
round for the duration. 
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 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you may enchant one additional missile for 
every spell slot above 2nd. 
 

SSEEGGOOJJAANN’’SS  AARRMMOORR    
1st-level abjuration 
Casting Time: 1 minute  
Range: Touch 
Components: V, S, M (an armful of grasses 
and roots) 
Duration: 12 hours 
Source: The Priest’s Spell Compendium 
 You gather together an armful of 
grasses and roots which are magically 
woven together into a suit of armor. This 
armor provides AC 12 + the wearer’s 
Dexterity bonus. 
 

SSEENNSSOORRYY  DDEEPPRRIIVVAATTIIOONN      
5th-level illusion 
Casting Time: 1 action 
Range: 90 feet 
Components: V, S, M (a black silk 
blindfold) 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You create a phantasm of utter 
nothingness centered on one creature you 
can see within range, forcing that creature 
to make a Wisdom saving throw. If your 
target fails, it is blinded, deafened, loses 
any blindsight, darkvision, tremorsense, 
and truesight it may have, and cannot use 
its sense of smell or touch. At the end of 
each of its turns, the target can make a 
Wisdom saving throw. On a success, the 
spell ends. 
 After the first failed saving throw, each 
subsequent failed saving throw inflicts 1d10 
psychic damage. 
 

SSEENNTTRRYY  SSKKUULLLL    
5th-level necromancy (ritual) 
Casting Time: 1 hour 
Range: Touch 
Components: V, S, M (an onyx worth at 
least 100 gp) 
Duration: Permanent 
Source: d20pfsrd.com 
 You turn a freshly severed humanoid 
head (from a creature that has been dead no 
more than 24 hours) into a sentry. You 
attach the head to a pole, tree branch, or 
other stable object—if the head is removed, 
the spell ends.  
 The head can swivel in place and has 
darkvision to 60 feet. In addition, if you are 
within 500 feet of the head, you may use 
your action to switch your senses to its, 
allowing you to see through its eyes and 
hear through its ears. While you are doing 
so, your Perception bonus is doubled, but 
you are blind and deaf to your own 
surroundings.  
 You may also set conditions that will 
trigger the skull, causing it to send you a 
mental alert when the conditions are met, 
as long as you are within 500 feet. The 
triggering circumstance can be as general or 
as detailed as you like, although it must be 
based on vision or audible conditions that 
occur within 30 feet of the object. If you 
have multiple sentry skulls, you will know 
which one alerted you.  
 This spell does not animate the head in 
any manner other than as mentioned above. 
 

SSEETTHHRROONN’’SS  FFEEAARRFFUULL  BBAAYYIINNGG    
4th-level enchantment 
Casting Time: 1 action 
Range: Self (60-foot-radius sphere) 
Components: V, S 
Duration: Concentration, up to 1 minute 
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Source: The Great Net Prayerbook 
 You release a dreadful howl. All 
creatures within 60 feet of you must 
succeed on a Wisdom saving throw or 
become frightened. A frightened creature 
drops whatever it is holding and must take 
the Dash action and move away from you 
by the safest available route on each of its 
turns, unless there is nowhere to move. If 
the creature ends its turn in a location 
where it doesn’t have line of sight to you, 
the creature can make a Wisdom saving 
throw. On a successful save, the spell ends 
for that creature. 
 In addition, all lupine beasts and 
monstrosities (including wolves, winter 
wolfs, dire wolves, and worgs) within 1 
mile will hear the call and will run to your 
location, appearing within 1d4+1 minutes. 
These creatures will be friendly towards 
you but will not be under your control. 
 

SSEEVVEENN--EEYYEESS    
7th-level abjuration 
Casting Time: 1 action 
Range: Self  
Components: V, S, M (seven gemstones 
worth at least 50 gp, on which bless has 
been cast; these gems are not consumed by 
the casting) 
Duration: Concentration, up to 1 minute 
Source: The Wizard’s Spell Compendium 
 You conjure seven magical orbs that 
float about your head in a ring five feet in 
diameter. For the duration, you have 
advantage on all Wisdom (Perception) 
ability checks that rely on sight, you gain 
360°-vision, and you gain truesight with a 
range of 60 feet.  
 Each eye has two additional abilities. 
First, each eye has an associated spell, 
which you may cast as if using a 5th-level 

spell slot. Secondly, each eye can protect 
you from a particular spell or type of melee 
or missile attack, without you needing to 
use an action. Each eye can only be used 
once, either to cast a spell or protect you 
from an attack, after which it vanishes. The 
seven eyes are as follows: 
  oo  Eye of the Mind. If you are attacked 
by a spell that would charm or paralyze 
you, you can choose to have the eye absorb 
that spell. You can also use the eye to cast 
charm person. 
  oo  Eye of the Sword. If you are attacked 
by a physical melee or ranged weapon, you 
can choose to have the eye take the blow 
itself. You can also have the eye cast magic 
missile. 
  oo  Eye of the Mage. If you are attacked 
by a spell that inflicts acid, cold, fire, force, 
or lightning damage, you can choose to 
have the eye absorb that spell. You can also 
use the eye to cast lightning bolt. 
  oo  Eye of Venom. If you are attacked by 
a spell or melee weapon attack that inflicts 
poison damage or the poisoned condition, 
you can choose to have the eye absorb the 
poison. You can also use the eye to cast 
poison spray, using your level to determine 
the damage. 
  oo  Eye of the Soul. If you are attacked 
by anything that inflicts necrotic damage or 
causes hit point reduction, you can choose 
to have the eye absorb the damage. You can 
also use the eye to cast inflict wounds. 
  oo  Eye of Artifice. If you are attacked by 
an affect from a rod, staff, wand, or ring, 
you can choose to have the eye absorb the 
damage. You can also use the eye to cast 
dispel magic. 
  oo  Eye of Stone. If you are attacked by 
an effect that can petrify you, you can 
choose to have the eye absorb the effect. 
You can also use the eye to cast hold person. 
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SSHHAADDEE  TTRRAANNSSFFOORRMMAATTIIOONN    
7th-level transmutation 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (poison made from 
the heart of a shadow dragon, phase spider 
venom, and rare and magical herbal and 
fungal extracts worth 3,000 gp) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You take a willing humanoid into the 
Shadowfell (through a plane shift or similar 
spell) and give them the poison to drink 
while you cast this spell. The magical toxins 
mix with the dark energies of the 
Shadowfell and turn the drinker into a 
shade. 
 When you cast this spell, the target must 
make a DC 15 Constitution saving throw. If 
it succeeds, it becomes a shade. On a 
failure, necrotizing nature of the spell 
seriously damages the target, causing it to 
drop to 0 hit points and its first death 
saving throw will be at disadvantage. If it 
survives that, however, it will still become a 
shade. 
 Attributes for the shade are in the 
appendix. 
 

SSHHAADDEETTRREEEE    
1st-level illusion (ritual) 
Casting Time: 1 minute 
Range: Special 
Components: V, S, M (a leaf, a twig, a small 
feather fan, and a drop of water) 
Duration: 1 hour 
Source: The Great Net Spellbook 
 You create an obviously illusory tree 
that produces cooling shade in a ten-foot 
radius around it. Underneath the tree, the 
temperature will be anywhere from 10° to 

50° F cooler (choose when casting the spell) 
than outside of it. 
 

SSHHAADDOOWW  BBLLIINNKK    
4th-level conjuration 
Casting Time: 1 action 
Range: 400 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Wizard’s Spell Compendium 
 You gain the ability enter a shadow and 
move from inside it to inside another 
shadow within 400 feet of it. Both shadows 
must be at least the same size as you. You 
must use 5 feet of movement to enter a 
shadow. You can use this transportation 
ability once per round for the duration. 
 

SSHHAADDOOWW  DDAANNCCEE      
4th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a cobweb that has 
been touched by moonlight) 
Duration: 1 minute 
Source: The Wizard’s Spell Compendium 
 You or one willing creature you touch is 
transformed into a insubstantial shadow. In 
this form, the creature can move through a 
space as narrow as 1 inch wide without 
squeezing, and can take the Hide action as 
a bonus action while in dim light or 
darkness. It gains a flying speed of 20 feet. 
It is resistant to acid, cold, fire, lightning, 
necrotic, and thunder damage, and to 
bludgeoning, piercing, and slashing 
damage from nonmagical weapons, and is 
cannot be grappled, paralyzed, petrified, 
knocked prone, or restrained. However, it 
is vulnerable to radiant damage. 
  At Higher Levels. When you cast this 
spell with a 6th-level spell slot, the duration 
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increases to 10 minutes. When you cast it 
with an 8th-level spell slot, the duration 
increases to 1 hour. 
 

SSHHAADDOOWW  PPLLAAYY    
4th-level divination (ritual) 
Casting Time: 1 minute 
Range: 30 feet 
Components: V, S, M (a candle) 
Duration: Concentration, up to 8 hours 
Source: The Wizard’s Spell Compendium 
 You place a lit candle in the middle of a 
room while casting this spell. The shadows 
projected by the candles transform into the 
shadows of the creatures who were last in 
that room, no matter how long ago that 
was. The shadows will play out the last 
hour of those creature’s actions, in real 
time. This spell does not replay the actions 
of celestials, constructs, fey, fiends, or 
undead. 
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
the shadows will speak in whispering 
tones, repeating the words that the room’s 
previous occupants said. 
 

SSHHAADDOOWWBBOOLLTT    
2nd-level conjuration 
Casting Time: 1 action 
Range: Special 
Components: V, S 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You create 2d4 arrows made out of 
wisps of shadowstuff summoned from the 
Shadowfell. You can then fire these arrows 
from a real bow, or give them to someone 
else to fire. These arrows do normal 
damage for the type of bow used but are 
considered to be magical and the damage is 
force, necrotic, or psychic (choose the 

damage type when you cast the spell). Once 
an arrow hits, it vanishes. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you create an additional 1d4 arrows per slot 
level above 2nd. 
 

SSHHAADDOOWWCCAATT    
5th-level illusion 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a black pearl worth 
at least 100 gp and a cat’s claw) 
Duration: Concentration, up to 1 hour 
Source: The Wizard’s Spell Compendium 
 You create a cat made of semi-tangible 
shadowstuff. You have full telepathic 
control over it, and you may use your 
action to switch your senses to it, allowing 
you to see through its eyes and hear 
through its ears. While doing so, you gain 
darkvision to 60 feet, and you may speak 
through it and cast spells through it (as 
long as the spells do not require material 
components), but you are blinded and 
deafened to your own surroundings. The 
cat may move up to 1 mile away from your 
physical location. 
 The cat is an object. It has the same 
attributes as the cat from the Monster 
Manual (page 320), except as follows: It has 
resistance bludgeoning, piercing, and 
slashing damage; has advantage on 
Dexterity (Stealth) ability checks; can take 
the Hide action as a bonus action when in 
dim light or darkness; can move through a 
space as narrow as 1 inch wide without 
squeezing; and has no attacks. 
 If the cat dies while you are using its 
senses, you take 4d10 psychic damage. 
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SSHHAADDOOWWGGUUAARRDD      
6th-level abjuration 
Casting Time: 1 action 
Range: Self (10-foot radius cube) 
Components: S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You animate and give semi-physical 
substance to the shadows around you. 
While this spell is in effect, you get the 
following benefits: 
  oo  Shadows make your form indistinct. 
For the duration, all ranged attacks on you 
are made at disadvantage. 
  oo  Any creature who comes within 10 
feet of you must make a Wisdom saving 
throw or be frightened for the duration. The 
creature may make a Wisdom saving throw 
at the start of each of its turns, ending the 
effect on a success. 
  oo  You gain resistance to necrotic and 
radiant damage. 
  oo  You may roll a d20 at the end of each 
your turns for the duration of the spell. If 
you roll 11 or higher, you may choose to 
blink from your current plane to the 
Shadowfell, and at the start of your next 
turn, you may reappear in an unoccupied 
space of your choice that you can see within 
10 feet of the space you vanished from, if 
that space is in dim light or darkness. Other 
than the destination plane, this is identical 
to blink. 
 This spell requires shadows to function; 
in a brightly-lit area with no shadows, it 
will won’t work. 
 

SSHHAADDOOWWSS      
1st-level illusion 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 

Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 This spell has three different potential 
functions; you must choose which one you 
will use when casting the spell. 
  oo  Distracting Shadows. You cause 
several of shadowy forms to dart about up 
to 30 feet away from you. These forms are 
completely illusory and harmless, but all 
enemy creatures within range must make 
Intelligence saving throws or be distracted. 
A distracted creature has disadvantage on 
its next roll. 
  oo  Shadow Scare. You create the 
illusion of a number menacing undead 
shadows equal to your spellcasting ability 
modifier (minimum of 1), which appear up 
to 30 feet away from you. All enemy 
creatures within 10 feet of the shadows 
must make a Wisdom saving throw or 
become frightened. A frightened creature 
drops whatever it is holding. 
 The shadows are harmless. Should a 
frightened creature realize that, it may 
make another saving throw, at advantage, 
ending the effect on a success. 
  oo  Shadow Stealth. While in dim light 
or darkness, You gain advantage on 
Dexterity (Stealth) rolls and you can take 
the Hide action as a bonus action.  
 

SSHHAADDOOWWSSTTRRIIKKEE    
4th-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 round 
Source: The Wizard’s Spell Compendium 
 You gain the ability to harm a creature 
by striking at its shadow. The shadow is 
treated as if it has AC 10 + the creature’s 
Dexterity modifier, but it has resistance to 
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bludgeoning, piercing, and slashing 
damage from nonmagical weapons. If the 
creature that is wearing magical protection, 
the shadow also has that protection. 
 This spell requires shadows to function; 
in a brightly-lit area with no shadows, it 
will won’t work. 

SSHHAANNDDAARRIILL ’’SS  TTRRAACCEERR    
6th-level divination 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a piece of crystal 
worth at least 300 gp) 
Duration: Permanent 
Source: The Wizard’s Spell Compendium 
 You place an invisible rune on a single 
inanimate object. Thereafter, you can 
concentrate for a minute and learn direction 
and distance to that object, even if it’s on 
another plane. You can also tell if the object 
is currently being held by another creature, 
and you gain a momentary glimpse of that 
creature. If the rune is dispelled or the item 
is destroyed, you will be instantly alerted.  
 The rune will be revealed if a detect 
magic or true seeing spell is cast on the item. 
If this happens, you will be instantly 
alerted. Finally, an object with this spell on 
it acts as an “associated object” for 
purposes of teleportation. 
 

SSHHAAPPEE  WWOOOODD      
3rd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (soft clay, which must 
be worked into roughly the desired shape 
of the wooden object) 
Duration: Instantaneous 
Source: The Priest’s Spell Compendium 
 You touch a piece of dead wood of 
Medium size of smaller or a section of 

wood no more than 5 feet in any dimension 
and form it into any shape that suits your 
purpose. For example, you could turn a 
fencepost into a stool or a fallen branch into 
a bucket, or cause two wooden doors to 
meld together. The object you create can 
have up to two hinges and a latch, but finer 
mechanical detail isn’t possible.  
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
you may use a tool proficiency, such as 
jeweler’s tools or smith’s tools, to attempt to 
create fine details. Thus, you can create an 
item as detailed and complex with this spell 
as you could with regular tools, even if you 
don’t have access to those tools. 
 

SSHHAARRKK  BBOOLLTT      
2nd-level evocation 
Casting Time: 1 action 
Range: 300 feet 
Components: V, S, M (a pinch of salt, three 
shark’s teeth, and an ounce of water. 
Duration: Concentration, up to 1 minute 
Source: The Wizard’s Spell Compendium 
 You create a three-foot long, glowing 
amber-brown shark out of magical force. 
The shark swims with a speed of 60 and 
attacks one target you can see within range. 
It uses your spell attack modifier to attack 
and on a hit, it inflicts 4d6 piercing damage. 
It will continue to attack the chosen target 
once each round on your action for as long 
as you concentrate on it; you may use a 
bonus action to redirect it to attack a 
different creature. If your target moves, 
your sharks will follow. 
 The shark is an object that has AC 15 
and 20 hit points. If it drops to 0 hit points, 
the spell ends. 
 At Higher Levels. When you cast this 
spell with a slot of 3rd level or higher, you 
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create one additional shark per spell slot 
above 2nd level. You may direct each shark 
to attack a different target, if you wish. 
They all use the same attack roll to hit. 
 

SSHHAARRPPTTOOOOTTHH      
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V 
Duration: 1 minute 
Source: The Wizard’s Spell Compendium 
 This spell can only be cast on a creature 
with a bite attack. For the duration, one 
creature you touch deals +1 damage with 
its bite attack. 
 At Higher Levels. When you cast this 
spell with a 2nd-level spell slot, the creature 
inflicts +2 damage. When you cast it with a 
3rd-level spell slot, the creature inflicts +3 
damage. 
 

SSHHAATTTTEERRSSHHOOUUTT    
4th-level evocation 
Casting Time: 1 action 
Range: Self (60-foot cone) 
Components: V, S, M (a small horn) 
Duration: Instantaneous 
Source: The Great Net Prayerbook 
 Your shout damages or destroys 
inanimate objects. All nonmagical items 
within range take 8d10 thunder damage. 
Constructs may make a Constitution saving 
throw, taking that amount of damage on a 
failed save and half as much damage on a 
successful one. 
 At Higher Levels. When you cast this 
spell with a 5th-level or higher spell slot, 
you inflict an additional 1d10 thunder 
damage for each slot level above 4th. 
 

SSHHEEAATTHH    
8th-level transmutation 
Casting Time: 1 round 
Range: Self 
Components: V, S, M (5,000 gp worth of 
blue sapphire dust and the web of a phase 
spider) 
Duration: Permanent 
Source: The Great Net Spellbook 
 One item of 50 pounds or less that you 
touch is sheathed in an extradimensional 
space. You may speak a command word to 
withdraw the item from this space, and 
different command word to replace it. This 
spell is permanent; you may take the item 
in and out as often as you wish. The sheath 
is attuned to one item; you cannot place any 
other object inside it.  
 The sheath remains at your side or 
behind your back. If the item is within the 
sheath when you enter an extradimensional 
space that reacts when it comes in contact 
with a portable hole or bag of holding, such as 
that created by the nilspace doorway spell 
(q.v.), the sheath explodes, inflicting 6d8 
force damage to you and all creatures 
within 5 feet of you, and destroying the 
item.  
 If this spell is dispelled, the item in your 
sheath vanishes into the Astral plane. You 
can dismiss this spell at any time, and the 
object will appear in your hand or on the 
ground within 5 feet of you. 
 

SSHHEEEETTSS  OOFF  AACCIIDD    
6th-level evocation 
Casting Time: 1 action 
Range: Self (30-foot-radius square) 
Components: V, S, M (a black dragon scale) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
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 You create a square wall of acidic 
vapors around you; each face is 10 feet 
wide and 5 feet thick, and it lasts for only a 
moment. All creatures and objects caught 
within it must make a Dexterity saving 
throw. A creature takes 8d8 acid damage on 
a failed saving throw, or half as much 
damage on a successful one.  
 If a target takes at least 10 points of 
damage and is wearing nonmagical 
metallic armor, the armor’s AC is 
permanently reduced by one level of 
effectiveness. If the armor is reduced to AC 
10, it is destroyed. A spell such as repair 
(q.v.) will fix the damage and restore the 
armor to its normal strength. 
 

SSHHEEEETTSS  OOFF  EELLEECCTTRRIICCIITTYY    
6th-level evocation 
Casting Time: 1 action 
Range: Self (30-foot-radius square) 
Components: V, S, M (a blue dragon scale) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You create a square wall of acidic 
vapors around you; each face is 10 feet 
wide and 5 feet thick, and it lasts for only a 
moment. All creatures and objects caught 
within it must make a Dexterity saving 
throw. A creature takes 8d8 lightning 
damage on a failed saving throw, or half as 
much damage on a successful one. 
 In addition, a creature who fails its 
saving throw is stunned from the shock for 
1 minute. A stunned creature may make a 
new saving throw at the beginning of each 
of its turns, ending the effect on a success. 
 

SSHHEEEETTSS  OOFF  FFIIRREE    
6th-level evocation 
Casting Time: 1 action 
Range: Self (30-foot-radius square) 

Components: V, S, M (a red dragon scale) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You create a square wall of acidic 
vapors around you; each face is 10 feet 
wide and 5 feet thick, and it lasts for only a 
moment. All creatures and objects caught 
within it must make a Dexterity saving 
throw. A creature takes 9d8 fire damage on 
a failed saving throw, or half as much 
damage on a successful on. The flames also 
set all combustibles on fire. 
 

SSHHEEEETTSS  OOFF  FFRROOSSTT      
6th-level evocation 
Casting Time: 1 action 
Range: Self (30-foot-radius square) 
Components: V, S, M (a white dragon 
scale) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You create a square wall of acidic 
vapors around you; each face is 10 feet 
wide and 5 feet thick, and it lasts for only a 
moment. All creatures and objects caught 
within it must make a Dexterity saving 
throw.  
 In addition, a creature who fails its 
saving throw is paralyzed with cold for 1 
minute. A stunned creature may make a 
new saving throw at the beginning of each 
of its turns, ending the effect on a success. 
 

SSHHEEEETTSS  OOFF  VVEENNOOMM    
6th-level evocation 
Casting Time: 1 action 
Range: Self (30-foot-radius square) 
Components: V, S, M (a green dragon 
scale) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
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 You create a square wall of acidic 
vapors around you; each face is 10 feet 
wide and 5 feet thick, and it lasts for only a 
moment. All creatures and objects caught 
within it must make a Dexterity saving 
throw. A creature takes 8d8 poison damage 
on a failed saving throw, or half as much 
damage on a successful one. 
 In addition, a creature who fails its 
saving throw is poisoned for 1 minute. A 
stunned creature may make a new saving 
throw at the beginning of each of its turns, 
ending the effect on a success. 
 

SSHHEELLLLSSKKIINN      
3rd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V 
Duration: 1 minute 
Source: The Priest’s Spell Compendium 
 One willing, unarmored creature grows 
chitin all over its skin. Its AC becomes 15 
and it gains resistance to piercing attacks. 
 

SSHHIIVVEERRIINNGG  TTOOUUCCHH    
3rd-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Frostburn 
 Your hand bursts into ice-blue flames 
that chill your targets to the bone. Make a 
melee spell attack against a creature within 
your reach. On a hit, the target takes 3d6 
cold damage, and its speed is reduced by 
half. Until the spell ends, you can make the 
attack again on each of your turns as an 
action. 
 At Higher Levels. When you cast this 
spell using a spell slot of 4th level or higher, 

the damage increases by 1d6 for each slot 
level above 3rd. 
 

SSHHOOUULLDDEERR  BBUURRDDEENN    
4th-level abjuration (ritual) 
Casting Time: 1 minute 
Range: Touch 
Components: V, S 
Duration: Special 
Source: Ravenloft, Van Richten’s Arsenal 
 With this spell, you may temporarily 
take a willing creature’s curse onto 
yourself, suffering its effects so that 
creature doesn’t have to. Any spell that can 
be dispelled with remove curse is considered 
to be a curse for the purposes of this spell 
(bestow curse, geas, hex, and modify memory, 
among others). This spell’s duration 
depends on the slot level with which the 
curse was cast. If the target was cursed 
through means other than a spell, the 
duration depends on how severe the curse 
is: 
 

Slot Level Duration 
1st—2nd level/ 
Embarrassing curse 
e.g., bestow curse 

24 hours 

3rd—4th level/ 
Frustrating curse 
e.g., geas 

12 hours 

5th—7th level/ 
Troublesome curse 
e.g., magic susceptibility (q.v.) 

8 hours 

8th—9th level/ 
Dangerous curse 
e.g., ancient curse (q.v.) 

1 hour 

 

SSHHOOUUTT      
4th-level evocation 
Casting Time: 1 action 
Range: Self (30-foot cone) 



322 

Components: V, M (a drop of honey, a 
drop of citric acid, and a small cone made 
from horn) 
Duration: Instantaneous 
Source: The Wizard’s Spell Compendium 
 You shout, releasing an ear-splitting 
noise. Each creature in a 30-foot cone must 
make a Constitution saving throw. A 
creature takes 5d10 thunder damage on a 
failed saving throw, or half as much 
damage on a successful one, and is 
deafened for 1 minute. A creature made of 
inorganic material such as stone, crystal, or 
metal has disadvantage on this saving 
throw.  
 All objects and structures take double 
damage. 
 At Higher Levels. When you cast this 
spell using a spell slot of 5th level or higher, 
the damage increases by 1d10 for each slot 
level about 4th. 
 

SSHHRRAAPPNNEELL  SSHHOOTT      
1st-level conjuration 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a small stone) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You fire shards of stone shrapnel at one 
target within range. Make a ranged spell 
attack to hit. On a success, the target takes 
2d10 piercing damage. 
 At Higher Levels. When you cast this 
spell with a spell slot of 2nd level or higher, 
you inflict an additional 1d10 piercing 
damage for each slot level above 1st. 
 

SSHHUUTT  UUPP      
1st-level transmutation 
Casting Time: 1 action 
Range: 60 feet 

Components: V, M (a bandage) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You cause the mouth of one creature in 
range to disappear; the creature may make 
a Constitution saving throw to resist. While 
this spell is in effect, the creature cannot 
speak, eat, or drink. 
 At Higher Levels: When you cast this 
spell with a 2nd-level spell slot, the 
duration becomes Concentration, up to 10 
minutes. When you use a 3rd-level spell 
slot, the duration becomes Concentration, 
up to 1 hour. When you use a 4th-level or 
higher spell slot, the duration becomes 8 
hours, with no need for concentration. 
 

SSIIGGNN  OOFF  SSEEAALLIINNGG    
2nd-level abjuration 
Casting Time: 1 minute  
Range: 30 feet 
Components: V, S, M (a crushed emerald 
worth 100 gp) 
Duration: Permanent 
Source: Spell Compendium 
 You inscribe a complex and prominent 
magic sigil on a door, chest, or similar 
closure, covering it with a seal of magical 
force. Attempts to open the object through 
mundane means (such as by picking the 
lock with thieves’ tools or breaking the 
object with a weapon attack) are at 
disadvantage. You may freely open the 
object at will without damaging the seal, 
but if any other creature manages to break 
the seal, the spell ends. 
 A knock spell suppresses the sign for 10 
minutes. 
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SSIILLVVEERREEDD  WWEEAAPPOONN      
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (5 silver pieces) 
Duration: 1 minute 
Source: Book of Exalted Deeds 
 A weapon or projectile you touch are 
temporarily silvered, allowing it to strike 
creature resistant to nonsilvered weapons. 
 You may also cast this on a willing 
creature with a claw or bite melee weapon 
attack. That attack (or one of its attacks, if it 
has multiple attacks) is treated as being 
silvered. 
 If you cast this spell on a weapon every 
day for a month, it becomes permanent. 
You may not attempt to make it permanent 
on a creature. 
 

SSIILLVVEERRLLIIGGHHTT    
2nd-level evocation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a silver coin) 
Duration: 1 minute 
Source: d20pfsrd.com 
 An object you touch sheds bright, 
silvery light in a 30-foot radius and dim 
light 30 feet further. Any creature that is 
resistant to nonsilvered weapons, such as 
lycanthropes, ends its turn in the area of 
bright like must make a Constitution saving 
throw. A creature that fails the saving 
throw takes 1d10 poison damage and is 
poisoned for one minute. The creature will 
continue to take 1d10 poison damage each 
round it ends its turn in the area of bright 
light or until the spell ends. 
 

SSIIMMBBUULL ’’SS  SSKKEELLEETTAALL  DDEELLIIQQUUEESSCCEENNCCEE      
8th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 week 
Source: The Wizard’s Spell Compendium 
 You touch a living creature, which must 
make a Constitution saving throw. If the 
saving throw fails, all of the creature’s 
bones turn to jelly for the duration. 
 The boneless creature falls prone and 
cannot get up. It can breathe, speak (with a 
barely-understandable gurgling sound), 
and perceive, but its move is reduced to 5 
feet and it can perform no other actions. 
The creature also gains resistance to 
bludgeoning and piercing weapons but 
vulnerability to slashing weapons. 
 When the spell expires, the creature’s 
bones grow back to normal. 
 At Higher Levels. When you cast this 
spell with a 9th-level spell slot, the duration 
increases to 1 month. 
 

SSIIMMPPLLEE  DDIISSTTIILLLLAATTIIOONN    
1st-level transmutation (ritual) 
Casting Time: 1 minute 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You distill up to five gallons of any 
liquid you touch. Each casting of this spell 
reduces the amount of liquid by one-half 
while doubling the concentration of the 
substance you want to be distilled. 
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SSIINNGGIINNGG  SSTTOONNEE    
3rd-level transmutation (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a small metal chime) 
Duration: Permanent 
Source: The Priest’s Spell Compendium 
 You hum, sing, or play a short tune or 
recite a poem (one that can be sung in less 
than a minute) into a stone. Thereafter, 
whenever if the stone is sharply tapped or 
completely immersed in water, it plays the 
tune; if it remains immersed, it will repeat it 
every ten minutes.  
 

SSIINNIISSTTEERR  SSUURRRROOUUNNDDIINNGGSS    
4th-level illusion 
Casting Time: 1 minute 
Range: Self (2-mile radius) 
Components: V, S 
Duration: 1 month 
Source: The Wizard’s Spell Compendium 
 The land within the radius around you 
becomes grim and dismal-feeling for the 
duration. The area’s appearance is not 
masked or altered in any way; it merely 
becomes foreboding and gloomy. Shadows 
seem longer and darker; animals in the area 
are unusually skittish or hostile; water in 
the area has an unpleasant taste (although 
it’s not poisoned or otherwise bad); the 
clouds never truly part and what sunlight 
filters through them is dull gray or sickly 
yellow. 
 While in the spell’s area, all creatures 
other than aberrations, fiends, and undead 
are at disadvantage when making saving 
throws against being or frightened or when 
taking psychic damage. 
 

SSIIRREENN  SSOONNGG      
4th-level enchantment 
Casting Time: 1 action 
Range: 300 feet 
Components: V, S, M (a large conch shell 
and a pint of water) 
Duration: Concentration, up to 10 minutes 
Source: The Priest’s Spell Compendium 
 You choose one humanoid target within 
range that you can see. That target hears 
haunting, beautiful music and must make a 
Wisdom saving throw or become 
overwhelmed with the need to find the 
source. The music is phantasmal—no one 
other than your target can hear it. It seems 
to come from a general direction of your 
choosing (such as “to the north” or “deep 
within the forest”). 
 The target will ignore all distractions 
and will attempt to walk through any 
obstacle that isn’t an obvious danger. If the 
target’s companions keep him from finding 
the source of the music, the target will fight 
them. 
 At Higher Levels. When you cast this 
spell with a 5th-level or higher spell slot, 
the duration increases by 10 minutes per 
slot level above 4th. 
 

SSIITTEE  WWAARRNNIINNGG    
4th-level abjuration (ritual) 
Casting Time: 10 minutes 
Range: Self (60-foot radius circle) 
Components: V, S, M (a gemstone worth at 
least 100 gp) 
Duration: Permanent 
Source: The Great Net Prayerbook 
 You enchant a gemstone, which you 
place in an area you want warded. The gem 
begins to glow gently, shedding dim light 
in a 5-foot radius. Any creature who comes 
within 60 feet of the gem will get a brief 
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feeling of dread and a clear if unspoken 
mental warning not to proceed. If the 
creature comes closer to the gemstone, the 
warning becomes stronger.  
 Upon coming within 5 feet of the 
gemstone, the creature must make a 
Wisdom saving throw or become 
frightened for 1 minute. A frightened 
creature drops what it is holding and must 
use its movement to move to the nearest 
safe spot that is at least 60 feet away.  
 If the gemstone is damaged in any way, 
the creature that damaged it feels a sudden, 
almost overwhelming flash of doom, the 
gemstone flashes brightly, and the spell 
ends. 
 

SSKKIILLLL  EENNHHAANNCCEEMMEENNTT    
1st-level transmutation 
Casting Time: 1 round 
Range: Touch 
Components: S, M (a length of fine black 
thread and a tool) 
Duration: 10 minutes 
Source: Eberron, Campaign Setting 
 You imbue a tool with the magic to 
make skills easier to use. A creature who 
uses the tool gets a +2 bonus when using 
the associated tool proficiency. 
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
the duration increases 10 minutes per slot 
level above 1st. 
 

SSKKIIPP  DDAAYY    
9th-level evocation 
Casting Time: 1 action 
Range: Self (10-foot radius) 
Components: V, S 
Duration: Instantaneous 
Source: The Priest’s Spell Compendium 

 You and up to 8 others within range are 
instantly transported 24 hours into the 
future. Unwilling people may make a 
Charisma saving throw to resist. To 
outsiders, it appears that you simply 
disappear. 
 You appear in the exact spot from which 
disappeared. If there is something in that 
spot, you appear within 5 feet of it. There is 
no guarantee that this area will be any safer 
than the one you left. 
 

SSKKUULLLL  WWAATTCCHH    
2nd-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (the skull of a 
humanoid) 
Duration: 1 day 
Source: The Wizard’s Spell Compendium 
 You cast this spell while holding a 
humanoid’s skull, then let go. The skull 
continues to float in mid-air, facing the 
same direction you had originally pointed. 
The skull has truesight to 90 feet and is 
blind beyond that. If any creature enters its 
field of vision within 90 feet, it releases a 
piercing shriek that can be heard up to a 
quarter-mile away; at the same time, you 
are telepathically alerted.  
 Once placed, the skull does not move 
and cannot see behind it, so it can be 
sneaked up upon and moved from behind. 
You can move and reposition the skull as 
you wish. 
 If you have multiple skull watches, you 
cannot tell which one has been triggered 
simply through the mental alert. 
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SSKKUULLLLSSIIGGHHTT      
5th-level divination 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (a ruby worth at least 
100 gp) 
Duration: 1 year 
Source: The Great Net Spellbook 
 You place a ruby inside the socket of a 
skull and turn it into a spy for you. As long 
as the spell is active, you may spend your 
action to see through the skull’s eyes, and 
you continue to do so until you use your 
action to return to your normal senses. 
While looking through the skull’s eyes, you 
have darkvision and truesight to 60 feet. 
You cannot hear through it, though, and 
you are blinded to your own surroundings. 
If the ruby is removed, you get an image of 
the creature that removed it, and then the 
spell ends. 
 

SSKKYYCCAASSTTLLEE    
9th-level transmutation 
Casting Time: 1 hour 
Range: Touch 
Components: V, S, M (a richly-appointed 
chair, sofa, or other form of seating worth at 
least 5,000 gp, and 5,000 gp worth of 
powdered quartz) 
Duration: Permanent 
Source: The Wizard’s Spell Compendium 
 You sprinkle the quartz dust around the 
perimeter of an area no more than 1 million 
square feet in radius (approximately 23 
acres) containing a building such as a castle, 
and place a specially-constructed throne in 
the exact center of it, and remain seated in 
the throne throughout the entire casting 
time. 
 This spell causes the building and its 
immediate surroundings to rise into the air, 

where it will hover permanently. When you 
sit in the chair, you may move the building 
upwards to a maximum height of 1 mile, or 
have it fly at a speed of 100 feet. You may 
designate any number of other creatures 
who can also pilot the castle. 
 If this spell is successfully dispelled, the 
building will float gently downwards for 1 
minute at a rate of 100 feet per round, and 
then plummet the rest of the way. If it falls 
more than 200 feet, the castle is destroyed 
and everything inside and underneath it is 
killed. 
 

SSKKYYHHOOOOKK      
2nd-level evocation (ritual) 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a metal fishhook) 
Duration: 1 hour 
Source: The Wizard’s Spell Compendium 
 You create a solid hook of force that 
hovers immovably in midair. You may 
choose to make the hook visible or invisible 
to everyone else but you.  
 The hook can support up to 30 tons of 
weight and can be used as a handhold or as 
the base of a pulley system. It is too small to 
be stood on, but it can hold the ropes that 
hold a platform. The hook cannot be 
harmed or used as a weapon, although 
flying creatures that collide with it take 1d8 
bludgeoning damage. 
 

SSKKYYLLIIGGHHTT  BBLLAADDEE    
6th-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Wizard’s Spell Compendium 
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 You create a silent, weightless, magical 
four-foot-long sword made out of your 
choice of either sunlight or moonlight. Only 
you may use it, and it cannot be dropped. 
You use your spell attack modifier to hit. 
On a hit, it does 2d8 + your spellcasting 
attribute modifier in radiant damage. 
Against undead and creatures with the 
Sunlight Sensitivity or Sunlight 
Hypersensitivity trait, this rises to 3d12 + 
your spellcasting ability modifier. This 
weapon does not leave visible wounds, 
except on undead; with them, their 
substance visibly boils away at the 
weapon’s touch.  
 Depending on what type of blade you 
choose, it has a secondary effect as well. 
  oo  Moonlight Blade. If you use a 
moonlight blade, this spell does 3d12 radiant 
damage to fey and shapechangers as well 
as undead. 
  oo  Sunlight Blade. If you use a sunlight 
blade, anyone hit by this sword must make a 
Constitution saving throw or be blinded for 
1 minute. A blinded creature may make a 
new saving throw at the start of each of its 
turns, ending the effect on a success. In 
addition, on a successful hit, the target 
must make a saving throw using its 
spellcasting ability modifier or lose the 
ability to cast spells the following round. If 
the target does not have the ability to cast 
spells, this has no effect. 
 

SSLLAASSHH  TTOONNGGUUEE      
Transmutation cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 round 
Source: Book of Vile Darkness 

 You target a creature within range and 
force it to make a Constitution saving 
throw. If it fails, it suffers a thin cut on its 
tongue. It takes 1 point of damage and, 
until the end of its next turn, it has a -1 
penalty to all rolls. In addition, if the 
creature is a spellcaster, it must make a 
concentration saving throw if it attempts to 
cast a spell with a verbal component while 
the spell is active. 
 

SSLLEEEEPPCCLLOOUUDD    
4th-level conjuration 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You create a 20-foot radius sphere of 
sweet-smelling, indigo-hued fog centered 
on a point you choose within range. The fog 
spreads around corners. It lasts for the 
duration or until strong wind (20 miles per 
hour or more) disperses the fog, ending the 
spell. Its area is heavily obscured. 
 When a creature enters the spell’s area 
for the first time on a turn or starts its turn 
there, that creature must make a 
Constitution saving throw. A creature falls 
unconscious for 10 minutes on a failure. 
Creatures are affected even if they hold 
their breath or don’t need to breathe, 
although creatures that are immune to 
unconsciousness are not affected by this 
spell. The fog moves 10 feet away from you 
at the start of each of your turns, rolling 
along the surface of the ground. The 
vapors, being heavier than air, sink to the 
lowest level of the land, even pouring 
down openings. 
 At Higher Levels. When you cast this 
spell using a spell slot of 5th level or higher, 
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the duration of the unconsciousness 
increases by 10 minutes for each slot level 
above 4th. 
 

SSLLEEEEPPWWAALLKKIINNGG    
4th-level enchantment 
Casting Time: 1 minute 
Range: 100 feet 
Components: V, S, M (the crushed petal of 
a blue lotus flower and a drop of honey) 
Duration: Concentration, up to 1 hour 
Source: The Wizard’s Spell Compendium 
 You target one sleeping creature within 
range; you do not have to see the creature 
for this spell to work, but you do need to 
know that it’s there. You plant a magical 
suggestion in that creature’s mind (identical 
to the type made when you cast suggestion). 
Creatures that can’t be charmed are 
immune to this effect; likewise, creatures 
asleep due to magic cannot be affected. The 
suggestion has a duration of 8 hours. 
 You must word the suggestion in such a 
manner to make it sound reasonable, 
although the end result can be 
unreasonable. The creature may make a 
Wisdom saving throw to resist. If you or an 
ally are also using the spell dream on the 
target, the target has disadvantage on the 
saving throw. In addition, if you cast this 
spell on the same creature more than once 
per week and make the same suggestion, 
the target has disadvantage on its saving 
throw. 
 

SSMMIITTEE    
8th-level evocation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Source: The Priest’s Spell Compendium 

 You pick any point within range and 
shout out your god’s wrath. All enemies 
within 20 feet of that point must make a 
Constitution saving throw. The affected 
creatures are smote by an intense, 
obviously divine light. A creature takes 
10d6 lightning damage and is blinded and 
poisoned for 24 hours on a failed saving 
throw, or half as much damage and is 
blinded and poisoned for 1 hour on a 
successful one. 
 

SSNNAAPPDDRRAAGGOONN    
3rd-level transmutation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a snapdragon 
blossom) 
Duration: 1 minute 
Source: The Priest’s Spell Compendium 
 You pick a point within range. All 
flowering plants within 20 feet of that point 
temporarily awaken and become 
carnivorous. The plant has the attributes of 
the awakened shrub from the Monster 
Manual (page 317), except that its attack 
does 4d6 piercing damage. 
 The animated flowers also spit pollen. 
This causes disabling sneezing and choking 
while in the spell’s area. All creatures have 
their movement reduced by 10 feet and 
disadvantage on all Dexterity-based rolls. 
 

SSNNAAPPSSHHOOTT    
1st-level transmutation (ritual) 
Casting Time: 1 bonus action 
Range: Touch 
Components: V, S, M (a sheet of high-
quality paper worth at least 5 sp) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
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 You cause whatever you see to appear 
on a sheet of paper you are holding. If you 
are currently using a spell such as detect 
magic which allows you to see auras of one 
type or another, this spell will record those 
auras as well. 
 The image appears to be drawn in a 
currently popular artistic style. 
 

SSOONNOORRIICC’’SS  MMIINNIIOONNSS    
4th-level conjuration 
Casting Time: 1 minute 
Range:  
Components: V, S, M (a small silver 
figurines worth 10 gp for each etherling to 
be summoned) 
Duration: 8 hours 
Source: The Great Net Spellbook 
 You summon one or more lesser 
etherlings, a minor creature from the 
Ethereal Plane. You may direct the 
etherling to perform minor tasks for you, 
typically spying and fetching small items. If 
it is incapable of following your orders for 
whatever reason, it will return to you, 
inform you of that fact, and then return to 
the Ethereal Plane. If you summon more 
than one etherling, you may give them each 
separate tasks.  
 The attributes for etherlings are in the 
appendix. 
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
you may choose to summon the more 
intelligent and capable greater etherlings 
instead of lesser etherlings. 
 

SSOOUULL  AANNCCHHOORR    
7th-level enchantment 
Casting Time: 1 action 
Range: Touch 

Components: V, S, M (a chain of gold 
worth at least 500 gp) 
Duration: Permanent 
Source: The Wizard’s Spell Compendium 
 You tie the life force of a humanoid or 
monstrosity to a particular building, an 
estate, a fenced location, or another place 
with a clearly-defined border. The target 
may make a Wisdom saving throw to resist. 
While the spell is in effect, the target cannot 
leave that place without taking damage. 
The area outside the location becomes 
difficult terrain for the target, and it takes 
1d10 force damage each time it ends its turn 
outside the designated place. 
 You or the location’s owner (unless 
that’s also the target) may permit the target 
to leave the area for a period of time no 
longer than 3 hours at a time. At the end of 
that period, it will begin taking 1d10 force 
damage at the end of each minute until it 
returns to the location.  
 This spell can be ended with a dispel 
magic or remove curse. If the location to 
which the creature is bound is destroyed, 
the spell also ends. 
 

SSOOUULL  SSAAFFEE    
5th-level necromancy 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a piece of jet) 
Duration: 24 hours 
Source: The Great Net Spellbook 
 You force a creature you touch to make 
a Charisma saving throw (make a melee 
spell attack to hit). On a failure, the 
creature’s soul is sucked into the jet stone, 
although the creature is otherwise 
unharmed.  
 For the duration of the spell, the 
creature is at disadvantage on saving 
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throws and doesn’t heal at the end of a long 
rest unless it spends Hit Dice to do so. In 
addition, the creature cannot become 
undead during this time or be subject to 
any spells that would remove or damage its 
soul. However, any attempts by other 
creatures to possess it succeed 
automatically. 
 If the jet that contains the spell is 
destroyed, the soul will instantly return to 
its body (or if the body has been killed, it 
will immediately move to the appropriate 
afterlife). This spell does not function on 
aberrations, celestials, constructs, fiends, 
undead, or any other creature that lacks a 
soul. (The DM should determine whether 
fey creatures and creatures with the Fey 
Ancestry trait have souls or not).  
 At Higher Levels. When you cast this 
spell with a 7th-level or higher spell slot, 
the duration increases to 1 week. When you 
cast it with a 9th-level spell slot, the 
duration increases to 1 year. 
 

SSOOUULLFFIIRREE      
5th-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 1 minute. 
Source: The Great Net Spellbook 
 You force one creature you see within 
range to make a Charisma saving throw. 
On a failure, you cause its soul to burn. You 
inflict 3d8 psychic damage each round for 1 
minute. The creature may make a new 
saving throw at the beginning of each of its 
turns, ending the effect on a success. 
 This spell does not function on 
aberrations, celestials, constructs, fiends, 
undead, or any other creature that lacks a 
soul. (The DM should determine whether 

fey creatures and creatures with the Fey 
Ancestry trait have souls or not).  
 At Higher Level. When you cast this 
spell with a 6th-level or higher spell slot, 
you inflict an additional 1d8 psychic 
damage for each slot level above 5th. 
 

SSPPEECCIIAALL  EEFFFFEECCTTSS    
1st-level transmutation (ritual) 
Casting Time: 1 action 
Range: Self (10-foot cube) 
Components: V, S, M (a represented of the 
desired effect) 
Duration: 1 week 
Source: The Wizard’s Spell Compendium 
 You create a physical effect of an 
auditory, olfactory, gustatory, or tactile 
nature in a 10-foot cube. This effect can take 
nearly any form but cannot be harmful or 
debilitating. For instance, you can create 
haunting music that plays on repeat or 
when a creature enters the area, the scent of 
pine trees or lemons in a room, make the 
floor or walls feel spongy, or so on.  
 You may make this spell permanent by 
casting it in the same area every week for a 
year. You may not cast it as a ritual while 
doing so, however. 
 

SSPPEECCIIAALLIIZZAATTIIOONN    
2nd-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute.  
Source: The Great Net Prayerbook 
 You channel a sliver of your god’s 
martial might into your weapon, which 
must be your gods favored weapon type (if 
applicable; if not, you may use whichever 
weapon you choose). For the spell’s 
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duration, you use double your normal 
proficiency bonus when attacking. 
 

SSPPEECCTTRRAALL  BBEEAASSTT    
6th-level illusion 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a bit of tooth, fur, 
scale, or other body part from the creature 
you wish to create) 
Duration: 1 minute 
Source: The Priest’s Spell Compendium 
 A glowing, ghostly, utterly silent 
creature that resembles a beast, dragon, or 
monstrosity with an Intelligence of 4 or less 
and a CR of 3 or less leaps out of your chest 
and bounds to a target within 30 feet.  
 When you create it and as a bonus 
action each round, you may direct it to 
attack a creature close to it. If you don’t 
issue any commands to it, it will simply 
stand listlessly. 
 The spectral beast has the same statistics 
of a normal creature of its type, except as 
follows: its type is undead; its attacks do 
force damage instead of its normal type; it 
has no spellcasting or innate spellcasting 
ability; and it is immune to being charmed, 
frightened, incapacitated, paralyzed, 
petrified, stunned, being rendered 
unconscious, and to exhaustion. 
 

SSPPEELLLL  CCAATTCCHHEERR    
6th-level abjuration 
Casting Time: 1 action or reaction, taken 
when a spell is cast in your direction 
Range: Self (10-foot-radius sphere) 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 While this spell is in effect, you may 
harmlessly catch any spell cast at you or 

that comes within 10 feet of you. You must 
make a Dexterity (Acrobatics) ability check 
to catch the spell, with a DC equal to the 
spell save DC of the original spell.  
 You may hold one or more caught spells 
for as long as you like, up to 1 minute. 
When you catch a spell, you may use your 
action and choose to either attempt to 
dissipate the spell harmlessly (this requires 
an Intelligence (Arcana) check equal to 8 + 
the spell’s level) or hurl it at someone else. 
If you choose to hurl the spell at someone 
else, it is treated as if it was cast with its 
lowest spell slot and uses your own spell 
attack modifier and saving throw DC. For 
instance, if you were attacked by a fireball 
cast with a 6th-level spell slot and you 
caught it, if you decide to hurl it at someone 
else, it does only as much damage as if it 
had been cast with a 3rd-level slot. 
 If you are still holding a spell when this 
spell’s duration ends, the caught spell goes 
off and affects you fully. 
 

SSPPIIDDEERRBBIITTEE    
1st-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a live spider) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You choose a spot within range. All 
enemy creatures within 30 feet of that spot 
must make a Constitution saving throw. On 
a failure, a red mark that looks like a spider 
appears on that creature’s exposed flesh, 
and the creature is poisoned for 1 minute. 
The creature may repeat the saving throw 
at the end of each of its turns, ending the 
effect on a success. 
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SSPPIIRRIITT  JJAAWWSS    
3rd-level evocation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a piece of bone from 
a carnivore’s jaw) 
Duration: 1 minute 
Source: Spell Compendium 
 You create a set of powerful, Medium-
sized, jaws made of magical force. The jaws 
are an object that has AC 15 and 30 hit 
points. If it drops to 0 hit points, the spell 
ends. The jaws don’t fill their space. When 
you cast the spell and as a bonus action on 
your subsequent turns, you can move the 
jaws up to 60 feet and direct them to attack, 
using your spell attack modifier. On a 
successful hit, the jaws inflict 5d10 piercing 
damage. If the target is a Medium or 
smaller creature you may choose to have 
the jaws grapple it (escape DC equal to 
your spell save DC). Until this grapple 
ends, the target is restrained and the jaws 
can’t bite another target. 
 

SSPPIIRRIITT  MMAASSKK      
1st-level abjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: The Priest’s Spell Compendium 
 You catch a minor spirit and wrap a part 
of your soul around it and let it go. While 
under the effects of this spell, all attempts 
to use a divination spell on you are 
misdirected to the spirit instead.  
 

SSPPIIRRIITT  OOFF  FFLLAAMMEE    
5th-level conjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Priest’s Spell Compendium 
 You gain the ability to enter a flame of 
at least Small size and move from inside it 
to another flame within 1 miles. You must 
use 5 feet of movement to enter the fire, and 
you take no damage from it. You instantly 
know the location of all fires within 1 miles. 
You appear in a spot of your choice within 
5 feet of the destination fire, using another 5 
feet of movement. If you have no 
movement left, you appear within 5 feet of 
the fire you entered. You can use this 
transportation ability once per round for 
the duration. You must end each turn 
outside a fire. 
 At Higher Levels. When you cast this 
spell with a higher-level spell slot, you 
increase the range. When you use a 7th-
level spell slot, you increase the range to 5 
miles. When you use an 8th-level spell slot, 
you increase the range to 10 miles. When 
you use a 9th-level spell slot, you increase 
the range to 20 miles. 
 

SSPPIIRRIITT  SSCCRREEAAMM    
5th-level necromancy 
Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S, M (a pinch of diamond 
dust and a small ivory cone) 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You utter a low-pitched wail in a 30-foot 
cone. All creatures in that area must make a 
Constitution saving throw. A creature takes 
8d6 psychic damage throw and is deafened 
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and frightened for 1 minute on a failed 
saving through, or half as much damage 
and is deafened and frightened until the 
end of its next turn on a successful one. 
Creatures that are immune to being 
deafened cannot be affected by this spell. 
 

SSPPIIRRIITTUUAALL  SSPPEEAARR    
2nd-level evocation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a golden needle) 
Duration: Concentration, up to 1 minute 
Source: The Great Net Prayerbook 
 A spear of magical force shimmers into 
being in your outstretched hand. You may 
wield it in battle as if you had proficiency 
in it. This spear does 1d10 piercing damage 
plus 1d10 force damage. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, it 
does an additional 1d10 force damage for 
each slot level above 2nd. 
 

SSPPIIRRIITTUUAALL  TTRRIIAANNGGLLEE    
5th-level abjuration 
Casting Time: 10 minutes 
Range: Self 
Components: V, S, M (incense worth at 
least 100 gp, which you must burn while 
casting this spell, and 50 gp worth of gold 
dust, which is sprinkled into the sigil) 
Duration: Permanent 
Source: The Great Net Spellbook 
 You inscribe a sigil into the ground that 
consists of a square inside of a circle inside 
of a triangle. The incense swirls around the 
boundary and the gold dust glows 
momentarily, then fades, producing the 
sigil. The size of the innermost square 
depends on the spell slot you use to cast the 
spell: 

 

Slot 
Level 

Innermost 
Square Size 

Gold Dust 
Cost 

5th 5 foot square 500 gp 
6th 10 foot square 1,000 gp 
7th 20 foot square 1, 500 gp 
8th 30 foot square 2,000 gp 
9th 50 foot square 3,000 gp 

 
 A creature inside of the innermost 
square is immune to being charmed or 
frightened and gains resistance to all forms 
of damage. However, while inside the 
triangle, you cannot attack or cast spells on 
anything outside of it. 
 

SSPPIITT  VVEENNOOMM      
Conjuration cantrip 
Casting Time: 1 action 
Range: 10 feet 
Components: V 
Duration: 1 round 
Source: d20pfsrd.com 
 You spit a gob of venomous saliva at a 
creature within range. Make a ranged spell 
attack to hit. On a success, the creature is 
blinded until the end of its next turn. 
 

SSPPLLIINNTTEERR  WWOOOODD    
2nd-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 
Source: The Priest’s Spell Compendium 
 You cause a wooden object or tree of 
Medium-size or smaller to shudder 
violently, then explode, sending sharp 
splinters flying everywhere. All creatures 
within 30 feet must make a Dexterity saving 
throw. A creature takes 4d6 piercing 
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damage on a failed saving throw, or half as 
much on a successful one. 
 If the wooden object is held by a 
creature (such as a spear or quarterstaff), 
the creature who is holding it may not 
attempt to make a saving throw to avoid 
damage, but must make a Constitution 
saving throw or be blinded for 1 minute 
due to flying splinters (if the creature is 
wearing something over its eyes, such as a 
full-face helmet, it is immune). 
 

SSPPRRIINNGG    
2nd-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a small forked stick, 
which is thrust into the ground) 
Duration: 1 hour 
Source: The Priest’s Spell Compendium 
 You create a temporary freshwater 
spring that flows at a rate of 2d6 gallons per 
minute. In a desert or an area under 
drought conditions, it only produces 1d4 
gallons per minute. 
 

SSQQUUEEAAKKIINNGG  FFLLOOOORR    
Abjuration cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a rusty iron hinge) 
Duration: 1 hour 
Source: The Priest’s Spell Compendium 
 A 5-foot-square area of floor squeaks 
loudly if anything that weighs more than 3 
pounds walks on it. The squeak is clearly 
audible up to 50 feet away. 
 

SSTTAARRHHAARRPP    
6th-level abjuration 
Casting Time: 1 round 
Range: Self (10-foot radius) 
Components: V, S, M (one of your tears 
and a tiny harp, carved out of wood, bone, 
or ivory) 
Duration: Instantaneous 
Source: The Wizard’s Spell Compendium 
 You sing a soft song of life and a 
glowing, steel-colored image of a harp, 
surrounded by stars of twinkling radiance, 
appears in the air just above you and 
hovers there. All creatures within 10 feet of 
you are freed from the charmed, frightened, 
incapacitated, and stunned conditions. In 
addition, you may choose one creature 
within 10 feet instead, and that creature 
regains 30 hit points.  
 

SSTTAARRMMAANNTTLLEE    
7th-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a pinch of pixie dust) 
Duration: 1 minute 
Source: Book of Exalted Deeds 
 A cloak of twinkling stars appears 
around the shoulders of a willing target. It 
sheds bright light to a radius of 10 feet and 
dim light to another 10 feet. While this spell 
is in effect, the creature is immune to 
bludgeoning, piercing, and slashing 
damage from nonmagical weapons, and 
nonmagical weapons and missiles that 
strike the target dissolve into nothingness. 
The target also has resistance to 
bludgeoning, piercing, and slashing 
damage from magical weapons, although 
these weapons don’t dissolve upon hitting 
the target. 
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SSTTAASSHH      
8th-level transmutation 
Casting Time: 1 hour 
Range: 1,000 feet 
Components: V, S 
Duration: Until dispelled 
Source: The Great Net Spellbook 
 You can place one or more objects or 
willing creatures weighing 1 ton or less into 
a pocket demiplane. This demiplane is 
outside time, so anything in it is effectively 
in stasis. The objects will remain in the 
demiplane indefinitely until you recall 
them, which ends the spell. You may not 
add or remove anything from the stash 
without recalling the entire stash and 
ending the spell. 
 At Higher Levels. When you cast this 
spell with a 9th-level spell slot, you may 
place up to 10 tons of objects or creatures in 
the demiplane. 
 

SSTTIICCKKSS  TTOO  SSNNAAKKEESS    
4th-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a piece of snakeskin) 
Duration: 1 minute 
Source: The Priest’s Spell Compendium 
 You transform 2d6 sticks or 
quarterstaves (or other wooden weapons) 
into serpents. Roll a die. On an even 
number, they turn into constrictor snakes; 
on an odd number, they turn into 
poisonous snakes.  
 Roll initiative for the snakes as a group, 
which it has its own actions. They will obey 
any verbal commands that you issue to 
them (no action required by you). If you 
don’t issue any commands to them, they 
defend themselves from hostile creatures 
but otherwise take no actions. At the end of 

the spell’s duration, the snakes turn back 
into sticks. 
 The DM has the creature’s statistics. 
 At Higher Levels. If you cast this spell 
with a 7th-level or higher spell slot, the 
sticks turn into giant constrictor snakes or 
giant poisonous snakes instead. 
 

SSTTOONNEE  BBRRIIDDGGEE    
4th-level conjuration 
Casting Time: 1 round 
Range: 10 feet 
Components: V, S, M (a piece of knotted 
rope) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 You cause a bridge of stone to grow out 
of the ground and end at a point you 
choose up to 100 feet away. If you so 
choose, the bridge may be angled up or 
down or have bends and curves. The 
resultant bridge is strong and sturdy, 
capable of holding up to 10 tons at a time. 
When the spell ends, the bridge will retreat 
back into the earth. 
 At Higher Levels. When you cast this 
spell with a 5th-level or higher spell slot, 
the bridge may extend an additional 50 feet 
for each slot level above 4th. 
 

SSTTOONNEE  SSPPIIDDEERRSS    
7th-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: 1 minute 
Source: Spell Compendium 
 You transform three pebbles into 
tremendous stone spiders. These creatures 
have the same attributes as giant spiders, 
save for the following: their type is 
construct, they have AC 17, resistance to 
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bludgeoning, piercing, and slashing 
damage from nonmagical weapons, and 
their poison has a DC save equal to your 
spell save DC.  
 Roll initiative for the spiders as a group, 
which has its own turns. They obey any 
verbal commands that you issue to them 
(no action required by you). If you don’t 
issue any commands to the spiders, they 
will continue to act as you had previously 
ordered it to. 
 

SSTTOONNEE  TTEELLLL    
5th-level transmutation 
Casting Time: 1 action 
Range: Self (30-foot radius) 
Components: V, S 
Duration: 10 minutes 
Source: The Priest’s Spell Compendium 
 You imbue a Medium- or Large-sized 
rock with limited sentience and the ability 
to communicate with you. You can question 
the water as to the events in the spell’s area 
within the past day, gaining information 
about creatures and objects that have come 
close to the rock. 
 

SSTTOOPP  TTHHEE  SSUUNN      
9th-level illusion 
Casting Time: 10 minutes 
Range: Self (50-mile-radius circle) 
Components: V, S 
Duration: 12 hours 
Source: The Great Net Prayerbook 
 With this powerful illusion, you make it 
appear that the sun has stopped moving in 
the sky. In effect, you can provide an 
additional 12 hours of true daylight for an 
entire region. The area does not move with 
you. When the spell ends, the sun appears 
to rush into its proper location. 

 You may also cast this spell at night, 
stopping the moon and providing an 
additional 12 hours of nighttime, or during 
an eclipse, to turn day into night for 8 
hours. 
 

SSTTOORRMM    
8th-level evocation 
Casting Time: 10 minutes 
Range: Self (10-mile radius) 
Components: V, S, M (a lightning rod or a 
branch from a which has been struck by 
lightning at least once) 
Duration: 12 hours 
Source: The Wizard’s Spell Compendium 
 You cause a horrendous thunderstorm 
to develop over the course of half an hour 
and rage for 12 hours. Rain falls at the rate 
of 1/2 inch per hour. 
 Once every 10 minutes, you may direct 
a lightning bolt to hit a target of your choice 
that you can see, or if you know its exact 
location. If the target is a living being, it 
may make a Dexterity saving throw. The 
target takes 8d6 lightning damage on a 
failed saving throw, or half as much on a 
successful one. If you strike an inanimate 
object, the lightning strike will set 
combustibles on fire. You must be standing 
outside in the rain in order to be able to 
strike targets. 
 

SSTTOORRMM  OOFF  SSHHAARRDDSS    
6th-level evocation 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S 
Duration: Instantaneous 
Source: Book of Exalted Deeds 
 A storm made up of shards of heavenly 
light appears in a location you choose 
within range. The area of the storm consists 
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of up to ten 10-foot cubes, which you can 
arrange as you wish. Each cube must have 
at least one face adjacent to the face of 
another cube. Each evil creature in the area 
must make a Dexterity saving throw. It 
takes 7d10 radiant damage and is blinded 
for 1 minute on a failed save, or half as 
much damage on a successful one and is 
not blinded. 
 A blinded creature may make a 
Constitution saving throw at the end of 
each of its turns, ending the effect on a 
success. 
 

SSTTOORRMMRRAAGGEE    
8th-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: Spell Compendium 
 The power of storms wraps around you, 
giving you many powers. You gain a flying 
speed of 60 feet (if you already have a 
flying speed, it increases by 60 feet). You 
are immune to damage and other effects 
caused by magical and natural winds. You 
become immune to bludgeoning, piercing, 
and slashing damage from nonmagical 
thrown weapons and missiles, and gain 
resistance to lightning and thunder 
damage.  
 Finally, once each turn you may use 
your action to fire a bolt of lightning from 
your eyes. This inflicts 5d10 lightning 
damage on a successful hit. 
 

SSTTRROONNGG  JJAAWW      
4th-level transmutation 
Casting Time: 1 round 
Range: Touch 
Components: V, S 

Duration: 1 minute 
Source: d20pfsrd.com 
 You touch a friendly beast, dragon, or 
monstrosity (its Intelligence doesn’t 
matter). Its attacks using natural weapons 
(claws, bite, hooves, gore, pincers, tail or 
wing slap, or stinger) do one additional die 
of damage. For instance, a panther that 
normally does 1d6+2 piercing damage 
would instead do 2d6+2 damage. 
 

SSTTUUNN  RRAAYY      
Evocation cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a coiled copper wire) 
Duration: 1 round 
Source: Spell Compendium 
 You fire a bolt of electricity at a target 
within range. If you succeed at a ranged 
spell attack, you hit the target. The target is 
then stunned until the end of its next turn. 
 

SSTTUUNNNNIINNGG  BBAARRRRIIEERR    
3rd-level abjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 You surround yourself with a barely-
visible magical field. You gain a +1 bonus 
to your AC. Any creature that strikes you 
with a melee attack must make a Wisdom 
saving throw or be stunned until the end of 
its next turn. You still take damage from the 
attack, if it hits. 
 



338 

SSUUBBMMEERRGGEE  SSHHIIPP    
8th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a miniature rudder 
inlaid with silver worth 2,500 gp) 
Duration: 12 hours 
Source: Spell Compendium 
 With this powerful spell, you give a ship 
of any size the ability to travel underwater. 
It can move at a speed of 2 miles per hour, 
or whatever its normal speed is, whichever 
is lower. At the same time, it surrounds the 
ship with a bubble of air that will remain 
clean for the spell’s duration. It is possible 
to move in and out of the bubble without 
disturbing it or letting water in. Objects will 
also penetrate the bubble if the ship comes 
too close, but creatures must make a 
conscious effort to enter the bubble (this is 
automatic but requires that the creature 
wills it). 
 The ship will move by your mental 
command for as long as you hold the 
miniature rudder. You may also choose to 
give the rudder to someone else, thus 
handing control to that person; however, if 
you lose the rudder or leave it unattended, 
the spell ends. 
 Once the spell ends, the magic will 
linger for up to 1 minute and the ship will 
rise to the surface at the rate of 60 feet per 
round. If it’s still underwater at the end of 
the minute, the air bubble collapses and 
passengers risk drowning. 
 

SSUUCCCCOORR    
8th-level conjuration 
Casting Time: 1 hour 
Range: Touch 

Components: V, S, M (gemstones totaling 
at least 5,000 gp, which are consumed in the 
casting of the spell) 
Duration: Until triggered 
Source: The Wizard’s Spell Compendium 
 You enchant a specially-prepared object, 
such as a statuette, a gemstone, etc., and 
give it to a willing creature; you also must 
tell that creature the item’s command 
word). When it speaks the command and 
breaks or crushes the item, that creature, 
along with everything it is carrying, is 
instantly teleported to your home (or to 
another safe place you specify when you 
cast the spell). 
 

SSUUFFFFOOCCAATTEE    
8th-level necromancy 
Casting Time: 1 action 
Range: Self (30-foot radius) 
Components: V, S, M (a silk bag studded 
with black opals worth at least 5,000 gp) 
Duration: Concentration, up to 1 hour 
Source: The Wizard’s Spell Compendium 
 You draw the breath out of all creatures 
in range. Each creature in range must make 
a Constitution saving throw to resist. On a 
failure, the creature begins to suffocate (as 
per the Player’s Handbook,, page 183). 
 

SSUUNNBBOOLLTT    
4th-level evocation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a small sunstone 
worth at least 10 gp) 
Duration: Instantaneous 
Source: The Wizard’s Spell Compendium 
 You hurl a mote of pure sunlight at a 
creature or object within range. Make a 
ranged spell attack against the target. On a 
hit, the target takes 6d10 radiant damage, 
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and the target and all creatures within 20 
feet must make a Constitution saving throw 
or be blinded for 1 minute. A creature with 
either the Sunlight Sensitivity or Sunlight 
Hypersensitivity trait takes double damage. 
 

SSUUNNSSCCOORRCCHH      
3rd-level evocation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 
Source: The Wizard’s Spell Compendium 
 An intense blast of heat and light 
emanates from your hand, forming a 
narrow beam that curves around obstacles 
and moves to follow its target, which it 
strikes unerringly. The blast deals 2d10 fire 
damage and 1d10 radiant damage. If the 
creature is wearing metal armor or a shield, 
or holding any metal item that is larger 
than Small, then it takes an additional 2d10 
fire damage as the sun heats the metal up to 
unbearable temperatures.  
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, it 
does an additional 1d10 fire or radiant 
damage per slot level above 3rd. 
 

SSUUPPPPRREESSSS  BBRREEAATTHH  WWEEAAPPOONN      
3rd-level abjuration 
Casting Time: 1 action 
Range: 60 feet 
Components: V 
Duration: 1 minute 
Source: Spell Compendium 
 You shout out words of power and one 
creature within range you can see must 
make a Wisdom saving throw. On a failure, 
it cannot use its breath weapon. It may 
make a saving throw at the beginning of 

each of its turns, ending the effect on a 
success. 
 

SSUUSSPPEENNDD  DDIISSEEAASSEE    
1st-level abjuration (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a drop of bile) 
Duration: 24 hours 
Source: Book of Vile Darkness 
 You touch a creature that is suffering 
from a disease, and that disease “pauses” 
for 24 hours. This doesn’t cure the disease, 
but does keep the target from suffering the 
disease’s effects for the duration. 
 

SSUUSSTTAAIINN  FFIIRREE      
Transmutation cantrip 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Special 
Source: The Wizard’s Spell Compendium 
 One nonmagical fire that is no larger 
than a Large-sized bonfire is slowed and 
consumes its fuel at one-half its normal 
rate, while still giving off the normal 
amount of heat and light. It lasts until it 
goes out (fuel may be continually fed to it), 
or 8 hours have passed, whichever comes 
first.  
 

SSYYMMBBOOLL  ((NNEEWW  VVAARRIIAANNTTSS))      
7th-level abjuration 
Source: d20pfsrd.com and Sandstorm 
These are new variants of the spell symbol 
that appears in the Player’s Handbook, page 
280. 
  oo  Debauchery. Each target must make 
a Wisdom saving throw or become filled 
with a desire to eat, drink, and be merry for 
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1 minute. During this time, a target won’t 
attack or target any creature with harmful 
abilities, spells, or other magical effects 
with intent to kill, although they may 
attempt to overpower other creatures for 
different reasons. 
  oo  Healing. The symbol sends out 
waves of soft light. All creatures within that 
area are healed of 4d10 points of damage. A 
creature can only be healed by this symbol 
once in a 24-hour period.  
  oo  Laughter. Targets must make a 
Wisdom saving throw or be filled with 
uncontrollable bursts of laughter for 1 
minute. A target that fails its roll falls prone 
and is incapacitated and unable to stand up 
for the duration. As with the Tasha’s hideous 
laughter spell, creatures with an Intelligence 
score of 4 or less aren’t affected. 
  oo  Mirroring. An illusory duplicate of 
each creature within range is created and 
lasts for 10 minutes, as if the mirror image 
spell had been cast. The doubles mimic the 
original creature’s actions and sounds and 
following it around. It has an AC of 12 and 
a hit from any attack will destroy one, but a 
new duplicate will appear the following 
round. If a duplicate is slain, another will 
appear a round later. This will continue for 
10 minutes, at which point all duplicates 
will vanish. 
  oo  Persuasion. Each target must make a 
Wisdom saving throw or become charmed 
by the caster, as if charm person had been 
cast on it. This charm lasts for 1 hour, 
whether you are present or not. 
  oo  Revelation. When activated, this 
symbol puts an aura of faint, flickering light 
around any invisible creatures, creatures 
under an illusion, and shapechanged 
creatures in the area, although it doesn’t 
reveal the creature’s true form. The aura of 
light lasts for 1 hour. 

  oo  Scrying. When activated, all 
creatures in the area have a scrying sensor 
placed on them and you are immediately 
aware that this has occurred. There is no 
saving throw against this, unless the 
creature has magical protection against 
scrying; in that case, the creature may make 
a saving throw, but at disadvantage. This 
sensor remains active for 1 hour. 
  oo  Slowing. All targets must make a 
Wisdom saving throw or suffer from a -2 
penalty to AC and Dexterity saving throws, 
lose the ability to use reactions, and be 
limited to either a single action or bonus 
action on each of their turns, as if they had 
been slowed. This lasts for 1 minute. 
  oo  Stunning. Each target must make a 
Constitution saving throw or become 
stunned for 1 minute. 
  oo  Thirst. All creatures in the area are 
consumed by a terrible sense of thirst for 10 
minutes. The creature will be unable to do 
anything other than drink from the nearest 
source of water or other safe liquid. 
  oo  Vulnerability. All creatures in the 
area suffer disadvantage on all saving 
throws. Any immunity the creature might 
have to a type of damage becomes a 
resistance instead, and resistances are 
nullified, for 1 minute. 
  oo  Weakness. Each target must succeed 
on a Constitution saving throw or have its 
Strength score reduced by 2d6. The target 
dies if this reduces its Strength score to 0. 
Otherwise, the reduction lasts until the 
target takes a short or long rest. 
 

SSYYMMPPHHOONNIICC  NNIIGGHHTTMMAARREE    
6th-level enchantment 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
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Duration: 1 week 
Source: Spell Compendium 
 Your curse your target, filling their sleep 
with the sounds of horribly discordant 
music. Your target must a Wisdom saving 
throw. On a failure, your target gains no 
benefits from taking a long rest and does 
not regain lost hit points (although it may 
spend Hit Dice to do heal). At the end of 
each long rest after the first, the target must 
make a Constitution saving throw or take a 
level of exhaustion. A remove curse will end 
the effect. 
 

TTAALLOONN’’SS  SSKKIITTMMAASSTTEERR      
4th-level illusion (ritual) 
Casting Time: 1 action 
Range: Self (10-foot radius sphere) 
Components: V, S, M (a pound of sand) 
Duration: 3 hours 
Source: The Wizard’s Spell Compendium 
 You draw a square of sand no greater 
than 20 feet by 20 feet, then you step inside 
of it and begin to tell a story. You are then 
covered in shadows—you do not 
disappear, but your body (although not 
your voice) seems to fade into the 
background. At the same time, images of 
the events, creatures, and objects in your 
story appear, moving and acting according 
to your narration. They are obviously 
illusions—they are slightly transparent, 
completely intangible, and totally silent—
and cannot move past the lines you have 
drawn. 
 When you cast this spell, you may 
designate up to three additional creatures 
to act as co-storytellers; the illusions will 
also respond to their words as well. 
 If you stop telling the story (or 
performing other actions that help to 
enhance your storytelling) for more than 15 

minutes, or if you step outside of the sandy 
lines, the spell ends. 
 If you cast a spell such as enthrall while 
this spell is active, the targets are at a 
disadvantage on their saving throw. 
 

TTAALLOONN’’SS  SSOOUUNNDDMMAASSTTEERR    
2nd-level illusion (ritual) 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (an ivory cube at least 
1 inch square) 
Duration: 24 hours 
Source: The Wizard’s Spell Compendium 
 You record up to six sounds that you, 
personally, have heard. The sounds can be 
of any volume you wish, but can never be 
so loud as to cause harm. Each sound can 
be no more than 1 round in length and do 
not have to be audible while you are casting 
the spell. For instance, you could record the 
cry of a baby and the roar of a dragon, but 
you must have heard both of those sounds 
yourself at some point in your life. 
 At any point during the spell’s duration, 
you may firmly press one of cube’s sides 
and it will release the sound. Each sound 
can only be called forth once. 

TTAAMMEE  AANNIIMMAALL      
5th-level enchantment 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Permanent 
Source: The Priest’s Spell Compendium 
 You aid a beast in some way, such as by 
freeing it from a snare or defending it from 
a predator, and then cast this spell. The 
creature may make a Wisdom saving 
throw. If it fails, it will permanently become 
charmed by you. It will see you as a trusted 
ally, although it will not be under your 
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control at all. Depending on the nature of 
the creature, it may or may not decide to 
follow you. If it doesn’t, it will remember 
you the next time it sees you and still 
consider you a friend.  
 Any action that removes the charmed 
effect from the creature will instantly end 
this spell. How it reacts depends on how 
well you treated it. 
 

TTAASSIIRRIINN’’SS  HHAAUUNNTTEEDD  SSLLEEEEPP    
6th-level enchantment 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: The Wizard’s Spell Compendium 
 One creature you touch must make a 
Wisdom saving throw or fall into a deep 
sleep. For the duration, the creature cannot 
be awoken from this sleep except by using 
the spells dispel magic, lesser restoration, or 
remove curse. Creatures that can’t be 
charmed are immune to this effect. If the 
creature is already asleep when you cast 
this spell, it makes the saving throw at 
disadvantage. Creatures that don’t sleep, 
such as elves, are immune to this spell. 
 Once the target is asleep, you may use 
your action to mentally project images and 
emotions into its mind, which will then 
appear in the target’s dreams or 
nightmares. The exact results are up to the 
DM. 
 You may also place a suggestion into the 
target’s mind, as per the spell. The creature 
may them make a Wisdom saving throw to 
resist. If it fails, it will follow the suggestion 
when it wakes. Regardless of the outcome 
of the saving throw, you may only attempt 
one suggestion, and doing so ends the spell; 
the target will not necessarily wake up at 

this point, but you will not be able to 
influence its dreams any longer. 
 

TTAATTTTOOOO  OOFF  PPOOWWEERR    
6th-level evocation 
Casting Time: 1 hour 
Range: Touch 
Components: V, S, M (tattoo inks worth 50 
gp per spell level and a golden needle 
worth 50 gp; the inks are consumed when 
you cast the spell) 
Duration: Until triggered 
Source: The Wizard’s Spell Compendium 
 You tattoo a spell onto a willing 
creature’s skin. While you cast this spell, 
you also cast the spell you wish to tattoo—
you may use a higher-level spell slot when 
casting that spell, if you wish, but you must 
also supply all of the necessary material 
components. The creature may release the 
spell at any time by touching it and 
speaking a command word. This causes the 
tattoo to disappear and that spell to be cast. 
 Each tattoo takes up two slots per spell 
level. A Medium-sized humanoid has one 
slot on its neck, two on each arm, four on 
each leg, ten on its back and ten on its chest. 
A Small-sized humanoid has one slot on its 
neck and half as many on every other body 
part. Note that the presence of mundane 
tattoos do not get in the way of a tattoo of 
power, but body slots taken up by other 
forms of magical tattoos (such as one made 
with a create magic tattoo spell (q.v.)) cannot 
be used by this spell. 
 

TTAATTTTOOOO  PPOOTTIIOONN    
4th-level transmutation 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a potion and 100 gp 
worth of tattoo inks) 
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Duration: Instantaneous 
Source: d20pfsrd.com 
 You mix the ink into the potion as you 
cast this spell. Afterwards, you or another 
creature have one minute to drink the 
potion. The potion doesn’t take effect 
immediately; instead, it turns into a tattoo 
on the creature’s chest. The creature may 
release the potion at any time by touching it 
and speaking a command word. This 
causes the tattoo to disappear and that 
potion to be consumed. 
 The tattoo takes up five tattoo slots. A 
Medium-sized humanoid has 10 slots on its 
chest. A Small-sized humanoid has 5 slots. 
If the creature doesn’t have enough tattoo 
slots available on its chest, the spell fails. 
Note that the presence of mundane tattoos 
does not get in the way of a tattooed creature, 
but body slots taken up by other forms of 
magical tattoos (such as one made with a 
Darklight’s tattooed creature or Darklight’s 
tattooed item spell (q.v.)) cannot be used by 
this spell. 
 

TTEELLEEPPAATTHHIICC  BBRROOAADDCCAASSTT    
5th-level evocation 
Casting Time: 1 action 
Range: Self (120-foot radius) 
Components: V, S, M (a pinch of desiccated 
tissue from a telepathic or psionic creature) 
Duration: Concentration, up to 1 minute 
Source: The Priest’s Spell Compendium 
 You can broadcast your thoughts, 
emotions, or instructions to all creatures 
you choose within range. The creatures 
must be able to understand your language 
in order to understand the broadcast. This 
is one-way communication; the recipients 
cannot speak back. 
 

TTEELLEEPPOORRTT  OOBBJJEECCTT    
3rd-level conjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a golden disk worth 
at least 25 gp) 
Duration: Instantaneous 
Source: The Wizard’s Spell Compendium 
 You may teleport a Tiny-sized 
inanimate object to any location on the 
same plane as you. The destination you 
choose must be familiar to you, and your 
familiarity with the destination determines 
whether the object arrives their 
successfully. This spell otherwise acts 
exactly as the teleport spell. The DM should 
roll on the table listed for the teleport spell 
(Player’s Handbook, page 281).   
 At Higher Levels. When you cast this 
spell with a spell slot of 4th level, you may 
teleport a Small-sized item. When you cast 
it with a spell slot of 5th-level spell slot, you 
may teleport a Medium-sized item. When 
you cast it with a spell slot of 6th-level or 
higher, you may teleport a Large-sized 
item. However, the cost of the material 
components increases to 50 gp for a Small 
item, 100 gp for a Medium item, and 250 
gp)  
 

TTEELLEEPPOORRTT  TTRRAAPP      
6th-level transmutation 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a gemstone worth 
1,000 gp and a drop of ghoul’s blood) 
Duration: 1 hour 
Source: The Great Net Spellbook 
 You designate a cubical area 50 feet per 
side. Any creature using spells such as 
dimension door, Drawmij’s instant exit (q.v.), 
misty step, teleport, or other, similar spells to 
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travel into or out of the area must make a 
Constitution saving throw. On a failure, it 
becomes paralyzed for 10 minutes. The 
creature may make a new saving throw 
once each minute, ending the effect on a 
success. You are given a mental notification 
when the trap springs. The trap will 
continue to function until the end of the 
duration. 
 You may make this spell permanent by 
casting it at the same location every day for 
a year. 
 At Higher Levels. When you cast this 
spell with a 7th-level spell slot, the duration 
increases to 8 hours. When you cast this 
spell with an 8th-level spell slot, the 
duration increases to 24 hours. When you 
cast this spell with an 9th-level spell slot, 
the duration increases to 1 week. 
 

TTEELLLLTTAALLEE  FFEEEETT    
1st-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a berry or small 
stone) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 When you cast this spell, you enchant a 
berry, which you must then throw at your 
target. Make a ranged spell attack to hit. If 
successful, your target’s footprints will 
glow gently; only you will be able to see the 
glow. 
 

TTEENNSSEERR ’’SS  HHUUNNTTIINNGG  HHAAWWKK    
2nd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a hawk’s wing 
feather) 
Duration: Concentration, up to 1 minute 

Source: The Wizard’s Spell Compendium 
 You touch an arrow, which is then fired 
from a bow or thrown into the air. As soon 
as it hits the apex of its flight, the arrow 
turns into a hawk (Monster Manual, page 
330). The hawk will then attack. Roll 
initiative for it, as it has its own turns. It 
obeys any verbal commands that you issue 
to it (no action required by you). When the 
duration expires, or the hawk is slain, it 
reverts back to an arrow and falls. 
 If you cast this spell on a magical arrow 
(except for an arrow of slaying), the hawk 
retains the magical properties. For instance, 
if cast on an arrow +1, the hawk gains +1 to 
attack and damage.  
 At Higher Levels. When you cast this 
spell with a 3rd- or 4th-level spell slot, the 
arrow transforms into an eagle. When you 
cast this spell with a 5th-level or higher 
spell slot, the arrow transforms into a giant 
eagle. 
 

TTEENNTTAACCLLEE  OOFF  WWIITTHHEERRIINNGG    
5th-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a small bone and a 
piece of rubber) 
Duration: Concentration, up to 1 minute 
Source: The Priest’s Spell Compendium 
 One of your arms transforms into a 30-
foot-long, wriggling gray tentacle with 
sticky suction cups. You may use this 
tentacle as a manipulative limb, or you may 
attack with it. You are considered to be 
proficient in it. 
 If you strike someone with this tentacle, 
it does 2d10 bludgeoning damage plus 2d10 
necrotic damage. In addition, the DM rolls 
on the following table to determine hit 
location and the effect that has: 
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d12 Body Part 

1-3 

Arm. You strike one of your target’s 
arms. The target cannot hold a 
weapon or shield in that hand or 
perform actions that require two 
arms for the duration. 

4-6 

Leg. You strike on of your target’s 
legs. The target must make a 
Dexterity saving throw or fall 
prone. Its walking speed is reduced 
to 10 feet for the duration. 

7-10 

Torso. You strike the target’s torso. 
The target must make a 
Constitution saving throw or be 
paralyzed until the end of its next 
turn. 

8-10 

Head. You strike the target’s head. 
The target must make a 
Constitution saving throw or 
become blinded and deafened for 
the duration. It may make a new 
saving throw at the end of each of 
its turns, ending the effect on a 
success. 

 
 On a successful hit, you may choose to 
grapple that creature (escape DC is equal to 
your spell save DC). As long as the grapple 
remains in effect, that target is restrained. 
At the start of each of your turns, you inflict 
an additional 2d10 necrotic damage. 
 

TTEENNTTAACCLLEESS      
4th-level transmutation 
Casting Time: 1 action 
Range: Self (10-foot long tentacles) 
Components: V, M (a dried octopus 
tentacle) 
Duration: Concentration, up to 1 hour 
Source: The Wizard’s Spell Compendium 

 Two 10-foot-long, mottled green-gray 
tentacles grow out of your body. You may 
use them as manipulative limbs, or you 
may attack with them. You are considered 
to be proficient in them. You gain an 
additional attack each round. 
 If you strike someone with this tentacle, 
it does 2d10 bludgeoning, and if the 
creature is your size or smaller, it is 
grappled (escape DC equal to your spell 
save DC). A grappled creature is restrained 
until the grapple ends. You may only 
grapple as many creatures as you have 
available tentacles. Each turn, you may use 
your extra action to squeeze the restrained 
creature, inflicting an additional 1d10 
bludgeoning damage. 
 Each tentacle has AC 11 + your 
Dexterity modifier and 15 hit points. 
Damage inflicted on a tentacle does not 
harm you. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you grow an additional tentacle for each 
spell slot higher than 5th level. 
 

TTEERRRRAAIINN  BBOONNDD      
4th-level enchantment 
Casting Time: 1 minute 
Range: Self 
Components: V, S, M (a pinch of earth from 
your favored terrain) 
Duration: Concentration, up to 1 hour 
Source: d20prsrd.com 
 You call upon the spirits of nature to aid 
you and teach you the ways of the local 
area. While this spell is in effect, you can 
treat the area around you as if it were your 
favored terrain. 
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TTEERRRROORR      
7th-level illusion 
Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You project a phantasmal image of a 
creature’s worst fears. Each creature in a 20-
fot come must succeed on a Wisdom saving 
throw. A creature takes 10d6 psychic 
damage on a failed saving throw or half as 
much damage on a successful one. Whether 
the roll is successful or not, a creature drops 
whatever it is holding and becomes 
frightened for 1 minute.  
 While frightened by this spell, a creature 
must take the Dash action and move away 
from you by the safest available route on 
each of its turns, unless there is nowhere to 
move. If the creature ends its turn in a 
location where it doesn’t have line of sight 
to you, the creature can make a Wisdom 
saving throw. On a successful save, the 
spell ends for that creature. 
 

TTHHAARROOSS ’’  TTEEMMPPOORRAALL  SSTTUUDDYY    
9th-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a diamond, ruby, 
and piece of jade, each worth 1,000 gp) 
Duration: 12 hours 
Source: The Great Net Spellbook 
 You (and only you) are transported to a 
personal demiplane for up to 12 hours. This 
demiplane is a 20-foot-cube and is 
comfortably furnished, although there is no 
available food besides what you bring. 
While in this study, you may take a short or 
long rest, study, heal yourself (via magic; 
natural healing does not work in this area), 

or engage in any other activity that you 
could do in such a room in this space of 
time. You may leave the room at any time, 
but that will cause the spell to end. 
 When you leave the room, you will find 
yourself in the same place where you left. 
Only one round will have passed for every 
hour, or fraction thereof, you spent inside.  
 Because this area is extradimensional, 
bringing objects such as bags of holding 
inside causes the bag to rupture and 
explode, and it will not only suck you into 
the Astral Plane, but all creatures outside 
within 10 feet of the area from which you 
cast the spell will be as well. 
 

TTHHAAUUMMAATTUURRGGYY  ((NNEEWW  VVAARRIIAANNTTSS))    
Transmutation cantrip 
Source: The Great Net Spellbook 
 These are new variants of the spell 
thaumaturgy that appears in the Player’s 
Handbook, pg.282. 
  oo  You create an visual and tactile 
illusion of swarming insects that crawl over 
the target (or under its skin) for 1 minute. 
The target must make an Intelligence 
saving throw or be forced to spend a round 
scratching. 
  oo  You create a shower of harmless but 
impressive sparks that emanate from your 
hand. They are orange-red by default, 
although you can change their color, if you 
wish. 
  oo  You cause your eyes to glow any 
color you wish. This provides no 
illumination (and may make it easier for 
others to see you in the dark) but can be 
frightening.  
  oo  You cause an object or person to emit 
an faint, spectral glow (blue, green, white, 
or amber). This light provides no 
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illumination and makes it easy to see in the 
dark, but can be frightening. 
 

TTHHIIEEFF ’’SS  LLAAMMEENNTT    
4th-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a silver key worth at 
least 5 gp, which is consumed when you 
cast the spell) 
Duration: 1 hour 
Source: The Priest’s Spell Compendium 
 You ward a 30-foot-cube against 
mundane thievery. All creatures who enter 
the area are at disadvantage when using 
thieves’ tools, when attempting a sneak 
attack, and when using the skills Sleight of 
Hand or Stealth. 
 You may make this spell permanent by 
casting it in the same location every day for 
a year. 
 At Higher Levels. When you cast this 
spell with a higher-level spell slot, you 
increase its duration. When you use a 5th-
level spell slot, the duration increases to 12 
hours. When you use a 7th-level spell slot, 
the duration increases to 24 hours. When 
you use a 9th-level spell slot, the duration 
increases to 1 week. 
 

TTHHOORRNNWWRRAACCKK    
5th-level conjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: The Priest’s Spell Compendium 
 You touch a creature and cause long, 
painful thorns to grow out of its flesh, 
piercing the skin from the inside. This 
inflicts 2d8 piercing damage at the 
beginning of each of its turns. After each 

minute, the creature must make a 
Constitution saving throw or fall 
unconscious from the pain. 
 If the creature is wearing nonmagical 
light armor, that armor’s AC is 
permanently reduced by one level of 
effectiveness. If the armor is reduced to AC 
10, it is destroyed. A spell such as repair 
(q.v.) will fix the damage and restore the 
armor to its normal strength. 
 

TTHHOOUUSSAANNDD  NNEEEEDDLLEESS    
6th-level conjuration 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a handful of bloody 
needles) 
Duration: Concentration, up to 1 minute 
Source: Book of Vile Darkness 
 You target a creature within range, who 
must make a Constitution saving throw. On 
a failure, a thousand needles appear and 
begin to burrow into the target’s flesh. The 
creature takes 7d10 piercing damage and 
has disadvantage on all rolls for the 
duration. 
 

TTHHRRAASSNNEE ’’SS  MMAAGGIICCAALL  MMIIRREE      
2nd-level conjuration 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a small clay tile and 
some spider webs) 
Duration: 10 minutes 
Source: The Great Net Spellbook 
 You create a sticky pool of goo, 2 feet 
deep and 10 feet square at a point you can 
see within range. This area is difficult 
terrain, and a creature walking in it must 
make a Strength saving throw at the 
beginning of each of its turns or be stuck 
fast until the beginning of its next turn. Its 
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speed is reduced to 0 and it has 
disadvantage on all Dexterity-based rolls 
that don’t rely solely on its hands, and it 
loses its Dexterity bonus to armor class. At 
the beginning of the following turn, it may 
make a new Strength saving throw to break 
free.  
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
the spell’s area increases by 5 feet square 
per slot level above 2nd. 
 

TTHHRROOBBBBIINNGG  BBOONNEESS    
3rd-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, M (a small bone that you 
snap in half) 
Duration: Concentration, up to 1 minute 
Source: The Wizard’s Spell Compendium 
 You choose one target you can see 
within range. That creature’s bones begin to 
throb and pulsate. Plants, oozes, and other 
creatures that do not have bones (or that 
only have cartilage or an exoskeleton) are 
immune to this spell. 
 The pain the creature suffers due to this 
spell causes it to be at disadvantage for all 
attack rolls and ability checks, and its speed 
is reduced by 10 feet. In addition, the target 
must make a Constitution saving throw 
each round. The creature takes 2d10 
bludgeoning damage on a failed saving 
throw, or half as much on a successful one. 
 

TTHHUUMMPP    
Evocation cantrip 
Casting Time: 1 reaction, which you take 
when another creature attacks you 
Range: Touch 

Components: V, S, M (a fan, book, rolled-
up scroll, or other non-weapon object you 
can hold in one hand) 
Duration: Concentration, up to 1 minute 
Source: The Wizard’s Spell Compendium 
 You smack a hostile creature with the 
item you are holding on the head, face, or 
hand or paw while berating it. Make a 
melee spell attack. If you hit, the creature is 
stunned until the end of its next turn. 
 

TTHHUUNNDDEERROOUUSS  FFOOOOTTFFAALLLLSS      
1st-level evocation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 1 round 
Source: d20pfsrd.com 
 You choose one willing creature within 
range. Each step that creature takes so 
incredibly powerful it shakes the very 
earth. All creatures within 5 feet of the 
target who are of the same size category or 
smaller must succeed at a Strength saving 
throw or be knocked prone. 
 

TTIIMMEEDD  SSTTAASSIISS      
7th-level transmutation 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (a platinum spring 
worth at least 500 gp) 
Duration: 6 months 
Source: The Wizard’s Spell Compendium 
 You touch an inanimate object and a 
form-fitting aura of shimmering energy 
surrounds it, placing it in stasis. The object 
can be handled and moved but cannot be 
damaged, altered, or otherwise affected in 
any way, even by yourself. You may use 
your action to dismiss the spell at any time. 
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TTIIMMEELLEESSSSNNEESSSS      
9th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a gemstone worth at 
least 1,000 gp and a cylinder of obsidian, 
both of which are crushed in the casting) 
Duration: 1 month 
Source: The Priest’s Spell Compendium 
 You attempt to place a creature you 
touch into stasis. An unwilling creature 
must make a Constitution saving throw. On 
a failed saving throw, it is restrained and an 
aura of shimmering energy begins to form 
around it. On a successful save, the creature 
isn’t affected. 
 A creature restrained by this spell must 
make another Constitution saving throw at 
the end of its next turn. If it fails, it is 
encased in the energy and in stasis. A 
creature in stasis is incapacitated. It doesn’t 
age, nor does it need to eat, drink, sleep, or 
breathe. It is immune to all forms of 
damage and all conditions.  
 When you cast the spell, you declare 
how long you want this state to continue, 
up to 1 month. You may use your action to 
dismiss the spell at any time. Otherwise, the 
creature can only be freed by a wish. 
 To maintain the stasis field on the 
creature for another month, you must cast 
this spell on the creature again before the 
current month ends. Doing so extends the 
spell for another month. 
 

TTOOUUCCHH  OOFF  MMAADDNNEESSSS    
Enchantment cantrip 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 round 
Source: Spell Compendium 

 One creature you touch must make a 
Wisdom saving throw. On a failure, it 
obscene and insane thoughts creep into its 
brain and it is incapacitated until the end of 
its next turn. 
 

TTOOUUCCHH  OOFF  TTHHEE  SSTTYYXX      
7th-level enchantment 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: The Priest’s Spell Compendium 
 One creature you touch must make an 
Intelligence saving throw or completely 
forget the events of the previous 24 hours. 
These memories are forever gone and can 
only be retrieved by the use of a wish spell. 
 

TTRRAANNCCEE      
1st-level divination 
Casting Time: 1 round 
Range: Self (500 foot-radius sphere) 
Components: S 
Duration: Special 
Source: Oriental Adventures 
 You go into a meditative trance for a 
round, during which you can’t take any 
actions. While in the trance, you become 
highly aware of your spiritual 
surroundings and you see all spirits, but are 
blinded and deafened as to your actual 
surroundings, and you cannot speak or act. 
You may remain in this trance for as long as 
you like. 
 Each round you remain in the trance, 
you see one of the following: a permanent 
magical effect, an area of consecrated or 
sanctified ground, a curse on a creature or 
object, or an unnatural creature (abjuration, 
construct, celestial, elemental, fey, fiend, or 
undead). When you see the creature, you 



350 

get a momentary glimpse of its 
surroundings.  
 At Higher Levels. When you cast this 
spell with a 2nd-level or higher spell slot, 
the range increases by 100 feet per slot level 
above 1st. 
 

TTRRAANNSSMMUUTTEE  BBOONNEE  TTOO  SSTTEEEELL    
5th-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (steel filings and 
powdered bone) 
Duration: Permanent 
Source: The Wizard’s Spell Compendium 
 You touch an inanimate skeleton or any 
object made out of bone and give it the 
tensile strength and durability of steel. You 
may also cast this spell on teeth, claws, 
chitin, cartilage, horn, or antler, including 
any of those substances that have been 
previously modified by the bone shape (q.v.) 
spell. 
 If you cast this spell on an skeleton, you 
may then animate it as a undead skeleton. 
The undead skeleton then has AC 17. 
 

TTRRAANNSSMMUUTTEE  GGOOLLDD  AANNDD  GGEEMMSS    
3rd-level transmutation  
Casting Time: 1 round 
Range: Touch 
Components: V, S, M (a gold coin, which is 
consumed in the casting of the spell) 
Duration: Permanent 
Source: The Great Net Spellbook 
 This spell has two purposes. 
  oo  Transmute Gold Into Gems. You 
convert up to 10 pound of coins or trade 
bars of any denomination (roughly 500 
coins) into gemstones of equal value. You 
cannot specify the type of gem you get and 

none of the gemstones will be worth more 
than 1,000 gp. 
  oo  Transmute Gems Into Gold. You can 
convert a gemstone into gold coins of equal 
value. The gold coin used as the material 
coin is used as the template; all the gold 
coins produced by this spell will be of that 
type. 
 

TTRRAANNSSMMUUTTEE  RROOCCKK  ((NNEEWW  VVAARRIIAANNTTSS))    
5th-level transmutation 
Source: Priest’s Spell Compendium, Spell 
Compendium, and Sandstorm. 
 This are new variants of the spell 
transmute rock that appears in the Elemental 
Evil Player’s Companion, pg.22. 
  oo  Flowstone. You cause normal rock to 
flow like thick syrup, allowing it to move 
around objects, be directed into a mold and 
then allowed to harden, etc. This version of 
the spell has a duration of 1 minute. 
  oo  Transmute Rock to Lava. 
Nonmagical rock or mud in a 5-foot-cube is 
transformed into bubbling, molten lava. All 
creatures in the spell’s area must make 
Dexterity saving throw. A creature takes 
8d6 fire damage on a failed saving throw or 
half as much on a successful roll. The lava 
cools back into rock after 2d6 hours. 
  oo  Transmute Sand to Glass. 
Nonmagical sand in the area no more than 
10 feet deep transforms into glass. The glass 
is unpolished and not particularly slippery. 
  oo  Transmute Sand to Stone. 
Nonmagical sand in the area no more than 
10 feet deep transforms into sandstone. This 
is otherwise identical to the transmute mud 
to rock version of this spell. 
  oo  Transmute Snow to Stone. 
Nonmagical snow or ice in the area no 
more than 10 feet deep can be transformed 
into a soft, porous white rock such as 
soapstone, talc, or chalk. This is otherwise 
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identical to the transmute mud to rock 
version of this spell. 
  oo  Transmute Stone to Sand. 
Nonmagical rock of any type, including 
gemstones, is transformed into an equal 
volume of sand. This is otherwise identical 
to the transmute rock to mud version of this 
spell. 
  oo  Transmute Stone to Snow. Non-
magical stone of any type is transformed 
into an equal volume snow. This is 
otherwise identical to the transmute rock to 
mud version of this spell. 
 

TTRRAANNSSMMUUTTEE  WWAATTEERR  TTOO  AACCIIDD    
2nd-level transmutation 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a drop of acid) 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You turn up to three gallons of water 
into acid; the acid continues to look and 
smell like water. If touched, it causes 2d6 
acid damage. If consumed, it causes 4d6 
acid damage and renders the drinker 
unable to speak until it has completely 
healed. 
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you are not affected by the acid if you touch 
or drink it. 
 

TTRREEEEGGRROOWWTTHH    
6th-level transmutation 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a seed) 
Duration: Permanent 
Source: The Great Net Prayerbook 
 You cause a tree to begin to grow out of 
an object or creature of your choice. It will 

reach full size in seven hours. The tree is of 
the same type as the seed used as the spell’s 
component. 
 If you choose to grow the tree out of an 
object, it inflicts 5d6 bludgeoning damage 
each hour to that object. 
 If you choose to grow the tree out of a 
living creature, that creature must make a 
Constitution saving throw to resist. On a 
failure, the tree will use the creature’s life 
force to grow, inflicting 4d6 necrotic 
damage each hour to that creature. After 
one hour, the creature’s speed will be 
reduced by half, due to the weight of the 
young tree. After two hours, the creature’s 
move will be reduced to 0.  
 

TTRRIICCKK      
5th-level illusion 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a ball of wax) 
Duration: Concentration, up to 1 hour 
Source: The Wizard’s Spell Compendium 
 You switch your appearance and the 
sound of your voice with one creature of 
similar size and shape who is within range 
and that you can see: you look like that 
creature and it looks like you. The creature 
makes an Intelligence saving throw to 
resist, but at disadvantage if it is unaware 
of you. If it fails, it will not necessary be 
aware of the change immediately. 
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
the duration increases by one hour per slot 
level above 5th. 
 

TTRRUUEE  CCRREEAATTIIOONN    
9th-level conjuration 
Casting Time: 10 minutes 
Range: 30 feet 
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Components: V, S, M (a tiny piece of matter 
of the same type of the item you plan to 
create) 
Duration: Permanent 
Source: Spell Compendium 
 You take wisps of shadowstuff and form 
them into real, permanent objects. The 
object created must fit inside of a 5-foot 
cube and must be something you have seen 
before. 
 In addition, you must make a 
spellcasting ability check to create the 
object. On a failure, you create a substance 
that looks like the object you wish to create 
but lacks that object’s useful properties and 
has all of its flaws magnified (vegetable 
matter tastes foul and is non-nutritive, 
although it’s not poisonous, and rots too 
quickly to be of any use; gemstones are 
merely decent glass or paste forgeries, etc.) 
 

Material DC 
Vegetable matter 5 
Stone or crystal 10 
Non-precious metal (iron) 15 
Precious metals or gemstones 20 
Adamantine or mithril 25 

 
 Using any material created by this spell 
as another spell’s material component or in 
the making of a magic item causes that spell 
to fail. 
 

TTRRUUEE  NNAAMMEE    
6th-level divination 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a potion of mind 
reading, which you must consume while 
casting this spell) 
Duration: Instantaneous 
Source: The Wizard’s Spell Compendium 

 With this dangerous spell, you target a 
celestial, fey, fiend, or other creature within 
range that has a hidden true name. That 
creature must make a Charisma saving 
throw. On a failure, you learn that 
creature’s true name. 
 At the same time, you must make an 
Charisma saving throw equal to 8 + the 
total of the creature’s Intelligence, Wisdom, 
and Charisma attribute modifiers. If you 
fail, the creature you targeted learns your 
name and appearance. 
 

TTUUNNNNEELL  SSWWAALLLLOOWW      
6th-level transmutation 
Casting Time: 1 action 
Range: 160 feet 
Components: V, S, M (a lump of already-
chewed food) 
Duration: Instantaneous 
Source: Spell Compendium 
 You cause a section of tunnel or hallway 
to flex and contort as if it were the throat of 
a giant creature that was trying to swallow 
anything in it. The tunnel section can be no 
larger than 20 feet wide and 50 feet long, or 
10 feet wide and 100 feet long. Each 
creature caught in that area must make a 
Dexterity saving throw. A creature takes 
11d6 bludgeoning damage on a failed 
saving throw and is knocked prone and 
pushed outside of the spell’s area, or half as 
much on a successful one and is knocked 
prone but not pushed away on a success. 
 This spell does not harm the tunnel or 
hallway or the structure in which it is 
situation. 
 

TTYYVVEEKK ’’SS  IIMMMMOORRTTAALL  WWOORRDDSS    
8th-level abjuration 
Casting Time: 10 minutes 
Range: Touch 
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Components: V, S, M (a chisel made of 
mithril) 
Duration: Permanent 
Source: The Great Net Spellbook 
 You carve up to 1,000 words on any 
stone surface, where they will glow in a 
color of your choice. Each letter can be no 
more than 25 feet high. These words 
become permanent—they will not fade or 
wear away in time. If the stone surface is 
destroyed, their light will continue to spell 
out the words in mid-air. If something is 
built specifically to block the words from 
view, then the flames will burn through 
that object in anywhere from a month to ten 
years. The words can only be removed by a 
dispel magic cast with a 8th-level spell slot, 
or by a wish spell. 
 

TTYYVVEEKK ’’SS  TTEEMMPPOORRAARRYY  IINNNNEERR  SSTTRREENNGGTTHH      
6th-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a miniature iron 
heart and a drop of lion’s blood) 
Duration: 1 minute 
Source: The Great Net Spellbook 
 A willing target you touch gains 50 
temporary hit points and is immune to 
being charmed or frightened for the 
duration of the spell. In addition, the 
creature gains a bonus equal to your 
spellcasting ability modifier to all saving 
throws it makes. 
 

UUNNBBUURRNN    
6th-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a small vial of water) 
Duration: Permanent 
Source: The Wizard’s Spell Compendium 

 You must cast this spell on the remains 
of an object that has been burned within the 
past 24 hours. A hand-size black flame that 
radiates cold and shadow will leap from 
your hand to the object and proceeds to 
“unburn” it: the burn damage caused by 
the fires will vanish, leaving the item in its 
original condition. If the original fire 
reduced an object to ashes and some of 
those ashes have blown away, then this 
spell will restore the item with gaps. If cast 
on a creature died from fire damage, this 
spell will remove the burns caused by the 
flame but will not restore the creature to 
life. Because rust is a form of oxidation, the 
black flame will reverse the effects of rust.  
 If the flame is touched, it causes 1d6 
force damage. 
 Like normal fire, this black flame 
spreads and grows, consuming all burnt 
items until 1 hour has passed or it runs out 
of burnt material to consume.  
 

UUNNDDEEAADD  AARRMMYY    
7th-level necromancy 
Casting Time: 1 action 
Range: Self (1,000-foot-radius circle) 
Components:  
Duration: Concentration, up to 10 minutes 
Source: The Great Net Spellbook 
 You speak great words of terrible power 
and up to 100 corpses within range rise as 
either skeletons or zombies, depending on 
how fleshy they are. 
 On each of your turns, you can use a 
bonus action to mentally command one, 
some, or all of the undead to perform 
simple actions. If you issue no commands, 
the creatures only defend themselves 
against hostile creatures. Once given an 
order, the creature continues to follow it 
until its task is complete. 
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 The undead remain for 10 minutes; at 
the end of that time, they fall lifeless once 
more. 
 At Higher Levels. When you cast this 
spell with an 8th-level spell slot, the undead 
remain for a duration of Concentration, up 
to 1 hour. When you cast it with a 9th-level 
spell slot, the undead remain for a duration 
of 24 hours, without the need for 
concentration. 
 

UUNNDDEEAADD  TTOORRCCHH    
3rd-level necromancy 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a firefly) 
Duration: 1 minute 
Source: Spell Compendium 
 You cause up to six corporeal undead to 
burst into sickly blue flames. The undead 
must be either willing or controlled by you. 
The flames do not harm the undead, but 
instead allow them to inflict an additional 
2d6 fire damage with each of their physical 
attacks. These flames shed dim light in a 10-
foot radius. 
 

UUNNNNAATTUURRAALL  LLUUSSTT    
2nd-level enchantment 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 10 minutes 
Source: d20pfsrd.com 
 One creature you choose that you can 
see within range must make a Wisdom 
saving throw. On a failure, it is charmed by 
you and becomes incredibly enamored of 
another creature or object that you 
designate as you cast the spell. It will seek 
to possess the object at any cost, although it 
will not take actions that would violate its 

alignment. Once each minute, the creature 
may make another saving throw, ending 
the effect on a success. At the end of the 
spell, the creature knows it was charmed, 
although not by whom. 
 

UUNNTTAANNGGLLEE    
2nd-level transmutation 
Casting Time: 1 action 
Range: Self (10-foot radius) 
Components: V, S, M (a small edged 
weapon, which is consumed in the casting 
of the spell) 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Prayerbook 
 Plants that have been entangled are 
untangled, moving aside as you pass. In 
addition, while this spell is active, other 
forms of entangling (such as the that caused 
by vine blights or ropes of entanglement) 
cannot come within 10 feet of you. You also 
have resistance on saving throws to avoid 
being grappled or restrained, or on 
attempts to escape grapples or restraints. 
 

UUPPSSUURRGGEE      
7th-level evocation 
Casting Time: 1 action 
Range: 100 miles 
Components: V, S, M (something that once 
belonged to the target creature) 
Duration: Concentration, up to 8 hours 
Source: Ravenloft, Van Richten’s Arsenal  
 You channel the power of true nature to 
destroy an aberration, celestial, elemental, 
or fiend. Your target must succeed at a 
Constitution saving throw or take 8d10 
force damage and fall unconscious for the 
duration; this bypasses resistance or 
immunity to unconsciousness. You must 
know your target’s name to cast the spell, 
although it doesn’t have to be its true name. 
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 At Higher Levels. If you cast this spell 
with an 8th-level or higher spell slot, you 
inflict an additional 2d10 damage per slot 
level above 7th. 
 

UURRLLIICC’’SS  UUNNWWHHOOLLEESSOOMMEE  MMEEAALL    
3rd-level illusion 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a pinch of gold dust) 
Duration: 1 hour 
Source: The Great Net Prayerbook 
 You cause bad food to appear and taste 
wonderful. If the food is rotten or poisoned, 
then any damage the taint would normally 
inflict only occurs 2d4 hours later. Magical 
attempts to discern poisoning or spoilage 
using spells of 3rd level or lower will reveal 
nothing. If a spell is cast on the food to 
purify it, that spellcaster must make a 
spellcasting ability check, with a DC equal 
to your spell save DC, to successfully purify 
the food. Regardless of the outcome, that 
caster will believe it has succeeded. 
 The spell may also be cast on purely 
illusory food, making it appear in all 
respects to be a complete, filling, and real 
meal. A creature who eats the food will feel 
as if it has actually eaten and won’t be 
hungry again for the normal length of time. 
However, the eater has consumed no food. 
If the creature eats nothing but illusory 
food treated with this spell, it will begin to 
suffer the effects of starvation (as per the 
Player’s Handbook page 185). Thus, it is 
entirely possible to use this spell to make a 
creature think it is eating well while in 
reality it is starving to death. 
 

VVAALLCCOONN’’SS  SSPPEECCTTRRAALL  AARRMMYY    
6th-level conjuration 
Casting Time: 10 minutes 
Range: 1,000 feet 
Components: V, S, M (up to five suits of 
nonmagical armor and a up to five 
nonmagical melee weapon, which are 
consumed in the casting of this spell) 
Duration: 8 hours 
Source: The Great Net Spellbook 
 You create a semi-real army made of 
material from the Shadowfell. Your army 
consists of fifty Medium-sized humanoids 
called spectral soldiers—they may appear to 
be of any race or gender as you wish, but 
they are dark and shadowed and they all 
wear the armor and wield the weapon you 
provided as the spell’s components. You 
create a unit of ten spectral soldiers per suit 
of armor and weapon you use (the armor 
and weapons do not have to be identical, 
and each unit can have different 
equipment). Each group of ten spectral 
soldiers attacks as a swarm. The soldiers 
cannot move more than 1,000 feet from you. 
 If a spectral soldier is reduced to 0 hit 
points, it vanishes in a swirl of darkness. 
When all of your soldiers have been 
destroyed, or after 8 hours have passed, the 
spell ends and all remaining soldiers 
vanish. 
 Spectral soldiers use the attributes of the 
guard in the Monster Manual (page 347), 
with the following changes: their type 
changes to construct and they are 
unaligned; their Intelligence is 6; they are 
resistant to acid, cold, fire, necrotic, poison, 
and psychic damage, and to bludgeoning, 
piercing, and slashing damage from 
nonmagical weapons; and they are immune 
to being charmed, exhausted, frightened, 
paralyzed, petrified, and poisoned. In 
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addition, they are mindless: they cannot 
take reactions or bonus actions. Their armor 
class and the damage they inflict depends 
on the type of armor and weapons you 
provide. Their CR is 1/2 (100 XP). 
 At Higher Levels. When you cast this 
spell with a spell slot of 7th level or higher, 
you create ten additional spectral soldiers 
for each slot level above 6th. You need an 
additional weapon and suit of armor per 
ten soldiers. 
 

VVAALLIIAANNTT  FFUURRYY      
4th-level transmutation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 A willing creature within range gains a 
+2 bonus to Strength and Constitution, 
advantage on Wisdom saving throws, and 
20 temporary hit points. It also may make 
on additional attack each round. 
 

VVAANNDDEERR ’’SS  LLIIBBRRAARRIIAANN      
4th-level conjuration (ritual) 
Casting Time: 1 minute 
Range: 60 feet 
Components: V, S 
Duration: 1 hour 
Source: The Great Net Spellbook 
 You conjure a minor spirit of 
knowledge. This spirit will, if given access 
to books or other reference materials, 
research any one question you ask it that 
would require a skill roll for Arcana, 
History, Medicine, Nature, or Religion. The 
spirit has a +5 proficiency bonus in all of 
those skills. It will search for 1 hour and 
then will return to give you the best answer 
it can fine. You are not required to 

concentrate on this spell, leaving you to 
perform other tasks while the spirit 
searches. 
 At Higher Levels. When you cast this 
spell with a 6th-level or higher spell slot, 
the spirit’s proficiency bonus is +10. 
 

VVAANNIISSHHIINNGG  WWEEAAPPOONN    
5th-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Book of Exalted Deeds 
 You imbue a weapon with dispelling 
magic, and it begins to gently glow with 
blue light. You may use the weapon or give 
it to someone else to use.  
 When that weapon successfully hits a 
creature that has been conjured with a spell 
(such as conjure animals), you may make an 
ability check using your spellcasting ability 
(the DC equals 10 + the level of the spell 
that conjured the creature). If you succeed, 
the creature is banished. Otherwise, you 
inflict normal damage. 
 Only creatures that can actually attack 
or interact with you (i.e., have attributes) 
can be affected by this weapon. You cannot 
use the weapon to banish other conjured 
things, such as the tentacles from Evard’s 
black tentacles, the phantom hound from 
Mordenkainen’s faithful hound, or the spirits 
from spirit guardian. 
 

VVAANNQQUUIILL ’’SS  DDRRIIFFTTIINNGG  BBLLIIZZZZAARRDD    
5th-level conjuration 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: The Great Net Spellbook 



357 

 You create a 20-foot-radius sphere of 
swirling snow centered on a point you 
choose within range. The blizzard spreads 
around corners. It lasts for the duration or 
until strong wind (20 miles per hour or 
more) disperses the snow, ending the spell. 
Its area is heavily obscured. 
 When a creature enters the spell’s area 
for the first time on a turn or starts its turn 
there, that creature must make a 
Constitution saving throw. The creature 
takes 5d8 cold damage on a failed save, or 
half as much damage on a successful one. 
This does double damage to fire-based 
creatures. The fog moves 10 feet away from 
you at the start of each of your turns, 
rolling along the surface of the ground.  
 At Higher Levels. When you cast this 
spell using a spell slot of 6th level or higher, 
the damage increases by 1d8 for each slot 
level above 5th. 
 

VVAAPPOORRIIZZEE      
8th-level transmutation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a bit of ash and 
spittle) 
Duration: Instantaneous 
Source: The Wizard’s Spell Compendium 
 You pick a point within range. All rock, 
earth, stone, metal, crystals within a 30-foot 
cube that is centered on that point vanish, 
turned into a dense, billowing fog that 
eventually evaporates. The fog provides 
light concealment and can be blown away 
with a stiff breeze. 
 Creatures made of rock, earth, metal, or 
crystal, such as gargoyles and iron golems, 
must make a Constitution saving throw. A 
creature takes 10d10 force damage on a 

failed saving throw, or half as much on a 
successful one. 
 

VVEENNOOMMDDUUSSTT    
3rd-level conjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 month 
Source: The Wizard’s Spell Compendium 
 You create an ounce of highly toxic, 
magical dust, which you can sprinkle on 
objects (or parts of an object) that are no 
larger than to 1 square foot. The venomdust 
adheres to the material and cannot be 
blown or washed off. It stays potent for 1 
month. 
 A creature that touches an object with 
bare hands or thin gloves must make a 
Constitution saving throw. The creature 
takes 3d10 poison damage on a failed 
saving throw, and no damage on a 
successful one. In either case, the creature is 
poisoned for 1 hour.  
 At Higher Levels. When you cast this 
spell with a 4th-level or higher spell slot, 
you inflict an additional 1d10 damage for 
each slot level above 3rd. 
 

VVEENNOOMMOOUUSS  BBLLAADDEE    
2nd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a drop of poison) 
Duration: Special 
Source: The Priest’s Spell Compendium 
 You magically cover one piercing or 
slashing weapon with a deadly contact 
poison. This poison remains effective for 
three successful strikes on a blade. Each 
blow inflicts an additional 2d6 poison 
damage, and the target must make a 
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Constitution saving throw or be poisoned 
for 1 minute. A poisoned creature may 
make a new saving throw at the beginning 
of each of its turns, ending the effect on a 
success. 
 At Higher Levels. When you cast this 
spell with a 3rd-level or higher spell slot, 
you may use the blade for one additional 
strike. 
 

VVEERRTTIIGGOO      
3rd-level enchantment 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You force one creature you see within 
range to make a Constitution saving throw. 
If that creature fails, it becomes incredibly 
dizzy. It has disadvantage on all Dexterity-
based attack rolls, skill checks, and saving 
throws, and its speed is reduced by half. 
Each round, it must make a DC 10 
Constitution saving throw or fall prone. 
 

VVEESSCCHHIIUULL ’’SS  SSHHAADDOOWWCCUURRSSEE      
2nd-level transmutation 
Casting Time: 1 action 
Range: 90 feet 
Components: V, S, M (a bit of pitch) 
Duration: 1 minute 
Source: The Great Net Spellbook 
 You cause one creature you see within 
range to make a Constitution saving throw. 
On a failure, that creature gains the 
Sunlight Sensitivity trait: while in sunlight 
or bright light, the creature has 
disadvantage on attack rolls and on 
Wisdom (Perception) checks that rely on 
sight. The creature may attempt a new 
saving throw at the beginning of each of its 

turns, ending the effect on a success. 
However, if the creature lacks darkvision, it 
gains it to a range of 60 feet. Remove curse 
will end the effect. 
 At Higher Levels: When you cast this 
spell with a 4th-level spell slot, the creature 
takes 10 radiant damage each time it ends 
its turn in direct sunlight. 
 

VVIIEEWW  PPAASSTT      
4th-level divination  
Casting Time: 10 minutes 
Range: Self (60-foot radius sphere) 
Components: V, S, M (gold dust worth at 
least 5 gp) 
Duration: Concentration, up to 1 hour 
Source: The Great Net Spellbook 
 You create a three-dimension image of 
the events that occurred in the past within 
the spell’s area of effect. This image is 
visible to all creatures but is translucent, 
shimmery, and clearly not real—you cannot 
use this spell to fool anyone. The length of 
time in the past that you can view depends 
on how much gold dust you use: for each 
hour back you wish to see, you must 
supply 5 gp worth of gold dust. The image 
remains in place for 1 hour before 
vanishing. You may walk around inside the 
image to see the events from all angles.  
 Any spell designed to protect against 
scrying or other forms of divination will 
block this spell. 
 

VVIISSAAGGEE  OOFF  TTHHEE  DDEEIITTYY      
5th-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
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 You channel your god or patron’s 
power through you and take on a 
semblance of its appearance and 
surrounding you with a holy (or unholy) 
nimbus, clearly denoting your status. The 
exact effect depends on what level spell slot 
you use to cast this spell: 
  oo  5th-Level Slot. You gain advantage 
on all Charisma ability checks, and 
resistance to damage from one of the 
following: acid, cold, lightning, fire, force, 
necrotic, or radiant. If your deity has an 
affinity for or a hatred of one of those forms 
of energy, you gain resistance to that type; 
otherwise, it’s your choice. For instance, a 
sun god may grant you resistance to fire, of 
which it represents, or resistance to cold, 
which is its antithesis. 
  oo  7th-Level Slot. You gain the above 
abilities, plus a +1 bonus to all melee 
attacks, your melee attacks do an additional 
2d8 force (if your god is neutral), radiant (if 
your god is good), or necrotic (if your god 
is evil), and you have resistance to 
bludgeoning, piercing, and slashing 
damage from nonmagical weapons. 
  oo  9th-Level Slot. You gain the above 
abilities, plus a pair of fantastic-looking 
wings that give you a flying speed of 60 
feet, +2 bonus to armor class, immunity to 
the energy form you took resistance to if 
you had cast this with a 5th-level slot, 
immunity to poison damage and the 
poisoned condition, and all of your 
attributes increase by +2. 
 

VVIISSIIOONN  OOFF  HHEELLLL    
3rd-level illusion 
Casting Time: 1 action 
Range: 160 feet 
Components: V, M (a pinch of brimstone) 
Duration: Concentration, up to 1 minute 

Source: d20pfsrd.com 
 You cast an 50-foot-radius illusion, 
centered on a point within range, causing 
the entire area to become a terrifying 
hellscape. All creatures and objects in the 
area appear to be demonic and evil-looking, 
geysers of fire, bile, and other noxious 
substances seem to burst from the ground, 
and the air is thick with the scent of sulfur 
and blood. 
 Creatures in the area must make a 
Wisdom saving throw or become 
frightened. While frightened by the 
hellscape, the creature must use its 
movement to move to the nearest safe spot 
from which it can’t see the area. Fiends are 
immune to this spell. 
 

VVIISSIIOONN  SSTTOONNEE      
4th-level divination (ritual) 
Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (the gemstone to be 
enchanted, which must be worth at least 50 
gp each), an eyelash, and a tooth from any 
creature) 
Duration: Until triggered 
Source: The Wizard’s Spell Compendium 
 You enclose a telepathic message in one 
to five gemstones and set a circumstance in 
which the message will be revealed. When 
a creature holds a vision stone and the 
criterion is met, the message is transmitted 
telepathically to that creature. The message 
can be up to 50 words long or a one-minute 
silent vision. All vision stones created with 
a single casting of this spell must share the 
same language. 
 At Higher Levels. When you cast this 
spell with a spell slot of 5th level or higher, 
you may create an additional two stones for 
each slot above 4th level. 
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VVYYLLJJAA ’’SS  AAIIRRBBOOLLTT    
2nd-level evocation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a blowpipe) 
Duration: Instantaneous 
Source: The Great Net Prayerbook 
 You blow air through the blowpipe and 
it turns into a powerful gust of wind that 
strikes a single creature within range. That 
creature must make a Dexterity saving 
throw. It takes 4d8 bludgeoning damage on 
a failed saving throw, or half as much on a 
successful one. The creature is also knocked 
prone. 
 

VVYYLLJJAA ’’SS  SSTTOORRMM  AARRMMOORR    
5th-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 hour 
Source: The Great Net Prayerbook 
 One willing creature you touch who is 
not wearing armor is wreathed by armor 
made of storm clouds and compressed 
wind. While the target has this spell active, 
it has an AC of 13 plus its Dexterity 
modifier. The creature is also resistant to 
lightning and thunder damage and cannot 
be knocked prone or otherwise hindered by 
wind. 
 

VVYYLLJJAA ’’SS  WWEEBBSS  TTOO  DDUUSSTT    
2nd-level transmutation 
Casting Time: 1 action 
Range: Self (10-foot radius sphere) 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Prayerbook 

 All normal webs (even those created by 
magical creatures) within range are 
reduced to dust. Against magical webs 
(including webs created by spells such as 
web of shadows), this immediately destroys 
all webbing made with a spell of 2nd level 
or lower. For webbing made with higher-
level spells, you must make an ability check 
using your spellcasting ability. The DC 
equals 10 + the spell’s level. On a successful 
check, you destroy the webbing. 
 

WWAAIILL  OOFF  TTHHEE  BBAANNSSHHEEEE     

8th-level necromancy 
Casting Time: 1 action 
Range: Self (30 feet radius) 
Components: V, S, M (a lock of hair from 
an evil female elf) 
Duration: Instantaneous 
Source: The Wizard’s Spell Compendium 
 You cry out loudly and up to 5 living 
creatures within range you can see must 
make a Constitution saving throw. A 
creature drops to 0 hit points on a failure, or 
takes 3d6 psychic damage on a success. 
 

WWAALLLL  OOFF  CCOOLLDDFFIIRREE      
4th-level evocation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a small piece of 
snowflake obsidian) 
Duration: Concentration, up to 1 minute 
 You create a wall of freezing, swirling 
blue-tinged cold on a solid surface within 
range. You can make the wall up to 60 feet 
long, 20 feet high, and 1 foot thick, or a 
ringed wall up to 20 feet in diameter, 20 feet 
high, and 1 foot thick. The wall is opaque 
and lasts for the duration. 
 When the wall appears, each creature 
within its area must make a Dexterity 
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saving throw. On a failed save, a creature 
takes 5d8 cold damage, or half as much 
damage on a successful save. 
 One side of the wall, selected by you 
when you cast this spell, deals 5d8 cold 
damage to each creature that ends its turn 
within 10 feet of that side or inside the wall. 
A creature takes the same damage when it 
enters the wall for the first time on a turn or 
ends its turn there. The other side of the 
wall deals no damage. 
 At Higher Levels. When you cast this 
spell using a spell slot of 5th level or higher, 
the damage increases by 1d8 for each slot 
level above 4th. 
 

WWAALLLL  OOFF  GGLLOOOOMM    
2nd-level illusion 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a bit of black wool) 
Duration: Concentration, up to 10 minutes 
Source: Spell Compendium 
 You conjure up a wall of roiling 
shadows on the ground at a point you can 
see within range. You can make the wall up 
to 30 feet long and 10 feet high or you can 
make a ringed wall up to 20 feet in 
diameter and 20 feet high. The wall 
vanishes when the spell ends.  
 The wall is completely insubstantial and 
does not impede movement. It does, 
however, impede all forms of vision both 
into and out of the wall, including 
darkvision and truesight. In addition, the 
murky shadows also muffle sounds—
attempts to hear things on the other side of 
the wall are at disadvantage. 
 

WWAALLLL  OOFF  LLIIGGHHTT      
3rd-level evocation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a pinch of powdered 
sunstone) 
Duration: Concentration, up to 10 minutes 
Source: Spell Compendium 
 You conjure up a wall of brilliant, 
pulsating light on the ground at a point you 
can see within range. You can make the 
wall up to 30 feet long and 10 feet high or 
you can make a ringed wall up to 20 feet in 
diameter and 20 feet high. The wall 
vanishes when the spell ends.  
 The wall is completely insubstantial and 
does not impede movement. It does, 
however, impede all forms of vision both 
into and out of the wall, including 
darkvision and truesight. In addition, any 
creature that passes through the wall or is 
within 5 feet of it must make a Constitution 
saving throw or be blinded for 1 minute. 
This spell counters the darkness spell. 
 

WWAALLLL  OOFF  LLIIMMBBSS      
5th-level conjuration 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: Spell Compendium 
 You create a wall of whirling, flailing, 
grasping, magical humanoid arms. The 
wall appears within range on a solid 
surface and lasts for the duration. You 
choose to make the wall up to 30 feet long, 
10 feet high, and 5 feet thick or a circle that 
has a 20-foot diameter and is up to 10 feet 
high and 5 feet thick. All targets behind the 
wall are heavily obscured. 
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 A creature attempting to move through 
the wall takes 6d6 bludgeoning damage 
and must make a Dexterity saving throw or 
be grappled (escaped DC is equal to your 
spell save DC). Until this grapple ends, the 
target is restrained, and at the start of each 
of its turns, it takes 3d6 bludgeoning 
damage. 
 

WWAALLLL  OOFF  OOOOZZEE    
5th-level conjuration 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a bit of an ochre jelly 
or gray ooze) 
Duration: Concentration, up to 10 minutes 
Source: Book of Vile Darkness 
 You conjure a wall of stinking, slurping 
ooze on the ground at a point you can see 
within range. You can make the wall up to 
30 feet long, 10 feet high, and 5 feet thick, or 
you can make a ringed wall up to 20 feet in 
diameter, 20 feet higher, and 5 feet thick. 
The wall is opaque and lasts for the 
duration. Each 10-foot section has 30 hit 
points and has an armor class of 13; it is 
immune to acid, cold, lightning, and 
slashing damage. 
 When the wall appears, each creature 
within its area must make a Dexterity 
saving throw. A creature 5d8 acid damage 
on a failed saving throw, or half as much on 
a successful one. Furthermore, each 
creature must make a Constitution saving 
throw or be paralyzed. It may make a new 
saving throw at the end of each of its turns, 
ending the effect on a success. 
 A paralyzed creature continues to take 
damage each round as long as it is within 5 
feet of the wall; the wall will send out slimy 
tendrils to touch the creature. If the creature 

is killed by this damage, it is absorbed into 
the wall and it gains 30 hit points.  
 

WWAALLLL  OOFF  SSOOUUNNDD    
4th-level evocation 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S, M (a tuning fork and a 
quartz crystal) 
Duration: Concentration, up to 10 minutes 
Source: d20pfsrd.com 
 You conjure a wall that looks like a heat 
shimmer and emits a faint hum. It appears 
on the ground at a point you can see within 
range. You can make the wall up to 30 feet 
long and 10 feet high or you can make a 
ringed wall up to 20 feet in diameter and 20 
feet high. The wall vanishes when the spell 
ends.  
 The wall is completely insubstantial and 
does not impede movement. However, it 
masks all sounds that occur on the other 
side of it. If touched, it releases a blast of 
cacophonous noise and all creatures within 
10 feet of the creature or object that touched 
it must make a Constitution saving throw. 
A creature takes 6d6 thunder damage on a 
failed saving throw, or half as much on 
successful one. 
 

WWAARRDD  OOFF  TTHHEE  SSEEAASSOONN    
3rd-level abjuration 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Concentration, up to 1 hour 
Source: d20pfsrd.com 
 One willing creature you touch is 
imbued with the protection and aid of the 
seasons. While this spell is in effect, the 
target regains 1 hit point at the start of each 
of its turns as long as it has at least 1 hit 
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point. In addition, you may choose one of 
the following effects to grant your target: 
  oo  Spring. Thin, pale green vines gently 
wrap around your target and culminate in a 
crown of flowers. The target is immune to 
hit point reduction. In addition, all weapon 
attacks from nonmagical weapons inflict 1 
less point of damage on the target. 
  oo  Summer. The target is surrounded by 
tiny motes of light, like fireflies. The target’s 
walking movement increases by 20 feet and 
it has resistance to fire damage. In addition, 
the target sheds bright light to a distance of 
10 feet and dim light for a further 10 feet. 
  oo  Autumn. A cloak made of brilliantly-
colored leaves appears on the target’s 
shoulders. The target has advantage on all 
saving throws to resist poison or disease 
and has resistance to poison damage. 
  oo  Winter. A light flurry of snow swirls 
around the target. The target has advantage 
on all rolls to avoid being knocked prone, 
and icy ground is not considered to be 
difficult terrain for it. In addition, the target 
has resistance to cold damage. 
 

WWAARRNNIINNGG  SSHHOOUUTT    
Evocation cantrip 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Instantaneous 
Source: The Priest’s Spell Compendium 
 You can shout a single word (such as 
“Help!” or “Orcs!”), which is magically 
amplified loud enough to be heard a mile 
away. You must be outside to cast this 
spell. 
 

WWAATTCCHHFFUULL  AANNCCEESSTTOORRSS      
4th-level conjuration 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a piece of a burial 
shroud) 
Duration: 1 minute 
Source: Magic of Eberron 
 You summon an ancestral spirit to 
protect you in battle by alerting you to 
danger. While this spell is in effect, you 
cannot be alerted if someone attempts to 
sneak attack you, and if an attacker that 
you see hits you with an melee weapon 
attack, you can use your reaction to halve 
that attack’s damage against you. 
 In addition, you may roll one Dexterity 
saving throw at advantage and with a +10 
bonus. Using this ability automatically ends 
the spell and sends the spirits back to the 
afterlife. 
 

WWAAVVEESS  OOFF  EEXXHHAAUUSSTTIIOONN    
6th-level necromancy 
Casting Time: 1 action 
Range: Self (60-foot cone) 
Components: V, S 
Duration: Instantaneous 
Source: d20pfsrd.com 
 With a gesture, you release a 60-foot 
cone of shimmering beams of light in a 
direction you choose. All creatures in the 
area take a level of exhaustion, unless they 
can resist with a Constitution saving throw. 
 

WWEEAAPPOONN  BBLLEESSSS    
1st-level transmutation (ritual) 
Casting Time: 10 minutes 
Range: Touch 
Components: V, S, M (pen and ink) 
Duration: Until discharged 
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Source: Oriental Adventures 
 You imbue your weapon with great 
power against a single, specific foe—you 
must write that creature’s name, or at least 
a good description of it, on the weapon.  
 When you face that foe in battle, you 
gain a +10 bonus to hit on your first attack, 
and do +10 damage on that first attack, if it 
is successful. In addition, if you roll a 1, you 
may reroll; you must take the second roll, 
no matter what it is. After that first blow, or 
if you use the weapon against another 
creature, the writing fades and the spell 
ends. 
 

WWEEAAPPOONN  OOFF  TTHHEE  EEAARRTTHH    
1st-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a chink of iron ore) 
Duration: Concentration, up to 1 minute 
Source: The Priest’s Spell Compendium 
 You pick up a chunk of rock or a 
handful of sand or soil and transform it into 
a melee weapon of your choice. It acts as a 
normal weapon but is immune to spells and 
effects that target metal.  
 

WWEEAAPPOONN  RREETTUURRNN    
3rd-level transmutation 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 minute 
Source: The Wizard’s Spell Compendium 
 You touch a throwing weapon; you may 
use this weapon or give it to someone else 
to use. When it is thrown, it will instantly 
return to the thrower’s hand and can be 
used again the following round. 
 

WWEEBB  BBOOLLTT    
1st-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 You hurl a ball of grayish light at a 
target or object within range. Make a 
ranged spell attack. On a hit, the light 
explodes into sticky webbing and the target 
is grappled and restrained (escape DC 
equal to your spell save DC). The target 
may attempt to escape at the beginning of 
each of its turns. After 1 minute or when 
you stop concentrating, the web dissolves 
on its own. 
 The webbing has AC 12 and 10 hit 
points. It is immune to bludgeoning, 
poison, and psychic damage but takes 
double damage from fire. If burned, the 
target that is encased in the webbing takes 
the same amount of fire damage. 
 

WWEEBB  OOFF  SSHHAADDOOWWSS    
6th-level conjuration 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S, M (a piece of spider 
web) 
Duration: 12 hours 
Source: The Wizard’s Spell Compendium 
 You fill an area 40 cubic feet with 
shadow-grey, semi-intangible strands of 
magical force that resembles a giant spider 
web. The webbing is almost invisible; it 
requires a DC 15 Investigation check to find 
them. 
 The webbing is an object with AC 15 
and 30 hit points. It is immune to all 
nonmagical attacks but takes double 
damage from magical fire. Any creature 
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who enters the web has its movement 
slowed to 10 feet. Each round a creature 
ends its turn in the webbing, the creature 
must make a Constitution saving throw. 
The creature takes 3d10 cold damage on a 
failed saving throw and has its Strength 
reduced by 1; the creature takes half as 
much damage on a successful check and 
does not lose Strength. Lost Strength 
returns after the creature takes a long rest. 
 

WWHHIIPP  OOFF  FFLLAAMMEE      
3rd-level evocation 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a lump of charcoal) 
Duration: 1 minute 
Source: The Priest’s Spell Compendium 
 You create a line of solid flame that 
lashes out at your command towards a 
creature in range. Make a melee spell attack 
against the target. If the attack hits, the 
creature takes 5d10 fire damage and if the 
creature is Large or smaller, you pull it up 
to 10 feet closer to you. It will also set 
combustibles alight. 
 

WWHHIIPP  OOFF  VVEERRMMIINN      
2nd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a square of red cloth) 
Duration: Concentration, up to 1 minute 
Source: d20pfsrd.com 
 You create a long whip made of 
hundreds of insects that lashes out at your 
command towards a creature in range. 
Make a melee spell attack against the target. 
If the attack hits, the creature takes 2d10 
piercing damage and must make a 
Constitution saving throw or become 
poisoned for 1 minute, and if the creature is 

Large or smaller, you pull it up to 10 feet 
closer to you. You may also choose to 
dissolve the whip and turn it into a swarm 
of insects—you may choose either the 
normal insect swarm or any of the variants 
listed in the Monster Manual (page 338). On 
each of your turns as a bonus action, you 
may mentally command the swarm to 
attack a creature within 10 feet of it. 
 

WWHHIISSPPEERR ’’SS  DDAAMMAAGGEE  TTRRAANNSSFFEERREENNCCEE    
8th-level necromancy 
Casting Time: 1 round 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You point one creature you see within 
range. That creature must make a 
Constitution saving throw. On a failure, 
you may “transfer” up to 50 hit points 
worth of damage you have taken to that 
creature and steal as many hit points back, 
thus healing yourself. You cannot 
regenerate lost or crippled limbs through 
this method. 
 If the creature has fewer hit points than 
you are attempting to transfer, you may 
transfer enough to bring it down to 1 hit 
point. 
 

WWHHIISSPPEERR ’’SS  DDAARRKKSSTTAAFFFF      
Conjuration cantrip 
Casting Time: 1 action 
Range: Self 
Components: V 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 You conjure a 7-foot staff made of 
shadowstuff from the Shadowfell. This staff 
does 1d6 necrotic damage rather than 
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bludgeoning but is otherwise a normal 
staff. 
 You gain additional abilities with this 
staff when you reach 5th level (a target 
must make a Constitution saving throw or 
take an additional 1d6 necrotic damage); 
11th level (a target must make a 
Constitution saving throw or take an 
additional 1d6 necrotic damage and be 
stunned until the end of its next turn); and 
17th level (a target must make a 
Constitution saving throw or take an 
additional 1d6 necrotic damage and be 
stunned until the end of its next turn, or 
you may use the staff to fire a globe of 
shadowstuff up to 30 feet away; on a hit; 
make a ranged spell attack to hit, and if 
you’re successful, you inflict 3d6 necrotic 
damage). 
 

WWHHIISSPPEERR ’’SS  HHAANNDDSS  OOFF  DDAARRKKNNEESSSS    
1st-level evocation 
Casting Time: 1 action 
Range: Self (15-foot cone) 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 As you hold your hands with thumbs 
touching and fingers spread, a cone of 
roiling shadows shoots forth from your 
outstretched fingertips. Each creature in a 
15-foot cone must make a Dexterity saving 
throw. A creature takes 3d6 necrotic 
damage on a failed save, or half as much on 
a successful one. 
 If a creature fails its saving throw by 5 
or more, then it is poisoned for 1 minute.  
 At Higher Levels. When you cast this 
spell using a spell slot of 2nd level or 
higher, the damage increases by 1d6 for 
each slot level above 1st. 
 

WWHHIISSPPEERR ’’SS  MMAANNAA  BBOOLLTT      
3rd-level evocation 
Casting Time: 1 action 
Range: 90 feet 
Components: V 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You create a bolt of psychic energy. 
Make a ranged spell attack to shoot it. On a 
hit, the target takes 3d12 psychic damage 
and must make an Intelligence saving 
throw. If the creature is a spellcasting, it 
loses 1 point from its spellcasting ability 
attribute; if not, it loses 1 point of Wisdom. 
The target’s attribute returns to normal 
after a short or long rest. 
 

WWHHIISSPPEERR ’’SS  MMAASSSS  TTEELLEEPPOORRTT      
9th-level conjuration 
Casting Time: 1 action 
Range: 100 feet 
Components: V 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 This spell instantly transports you and 
up to 100 willing Large-sized or smaller 
creatures or 10 Huge-sized or smaller 
objects of your choice that you can see 
within range, or up to 10 objects that you 
can see within range, to a destination you 
select. 
 This is otherwise identical to the 7th-
level spell teleport. The DM rolls on the 
Mishap Table listed with that spell to 
determine your accuracy. 
 

WWHHIISSPPEERR ’’SS  RRUUNNEE  OOFF  PPRROOTTEECCTTIIOONN    
3rd-level abjuration 
Casting Time: 1 minute 
Range: Self 
Components: V, S 
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Duration: 12 hours 
Source: The Great Net Spellbook 
 You inscribe a glowing rune on your 
body, on a willing target, or on an object. 
The recipient gains resistance to one of acid, 
cold, fire, force, lightning, psychic, or 
thunder damage for 12 hours. A creature 
may only benefit from one rune of protection 
at a time. 
 

WWHHIISSPPEERR ’’SS  SSTTOORRMM  OOFF  DDAARRKKNNEESSSS      
4th-level evocation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 A storm made of sheets of pure 
emptiness appears in a location you choose 
within range. The area of the storm consists 
of up to five 10-foot cubes, which you can 
arrange as you wish. Each cube must have 
at least one face adjacent to the face of 
another cube. The area inside the cubes is 
dimly lit. Each creature in the area must 
make a Dexterity saving throw. It takes 4d6 
force damage and 4d6 necrotic damage on a 
failed save, or half as much damage on a 
successful one. 
 

WWHHIISSPPEERRSS      
2nd-level divination (ritual) 
Casting Time: 1 action 
Range: 300 feet 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: The Priest’s Spell Compendium 
 You direct the breezes to carry the 
sounds of distant conversation to you. You 
can hear what any speaking creature you 
can see within range as clearly as if they 
were right next to you. 

WWIINNDD  AATT  BBAACCKK      
3rd-level transmutation 
Casting Time: 1 action 
Range: 150 feet 
Components: V, S 
Duration: 12 hours 
Source: Spell Compendium 
 Up to eight willing targets gain the 
ability to move at double their normal 
ground or flying speed, provided that the 
entire group is moving in the same 
direction.  
 

WWIINNDDBBUURRNN      
3rd-level evocation 
Casting Time: 1 action 
Range: Self (60-foot cone) 
Components: V, S 
Duration: Instantaneous 
Source: The Great Net Spellbook 
 You fire a violent blast of exceptionally 
dry air from your outstretched hands. All 
creatures within a 60-foot cone must make a 
Dexterity saving throw. A creature takes 
4d10 bludgeoning damage on a failed 
saving throw, or half as much damage on a 
successful one. In addition, the creature 
takes 1d10 necrotic damage and one level of 
exhaustion due to the extremely 
dehydrating nature of the blast, regardless 
of the success or failure of the save. The 
exhaustion lasts until the creature drinks at 
least a pint of water. Water-based creatures, 
such as water elementals and water weirds, 
take double damage. 
 At Higher Levels. When you cast this 
spell with a spell slot of 4th level or higher, 
you inflict an additional 1d10 necrotic 
damage for each slot level above 3rd. 
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WWIINNDDSS  OOFF  PPAAIINN      
2nd-level necromancy 
Casting Time: 1 action 
Range: 90 feet 
Components: V, S, M (50 gp of diamond 
dust and a pinch of salt) 
Duration: Concentration, up to 1 minute. 
Source: The Great Net Spellbook 
 You pick a point you can see within 
range. All creatures in a 20-foot sphere at 
that point are scoured by a violent, cutting 
wind. A creature must make a Constitution 
saving throw. On a failure, the creature is in 
so much pain it is incapacitated for the 
duration. At the beginning of each of its 
turns, the creature may make a Constitution 
saving throw, ending the effect on a 
success. 
 

WWIINNGG  GGIIFFTTIINNGG      
4th-level transmutation 
Casting Time: 1 action 
Range: 100 feet 
Components: V, S 
Duration: 1 hour 
Source: The Wizard’s Spell Compendium 
 One willing creature you touch gains a 
pair of wings. The creature’s flying speed 
60 feet, and the creature gains one 
additional ability, depending on the type of 
wing: 
  oo  Butterfly Wings. These wings grant 
the bearer the ability to flutter—the bearer 
moves in an erratic fashion. While in the 
air, any creature targeting the bearer with a 
melee or missile weapon attack are at 
disadvantage to do so. 
  oo  Dragon Wings. These wings grant 
the bearer a wing buffet attack, which can 
be used as a bonus action. This attack has a 
reach of 10 feet and inflicts 1d4 + the 
bearer’s Strength modifier, and that 

creature must make a Strength saving 
throw, with a DC equal to 8 + the bearer’s 
Strength modifier, or fall prone. 
  oo  Dragonfly Wings. These wings grant 
the bearer the ability to hover and increases 
its flying speed by an additional 10 feet. 
  oo  Eagle Wings. These wings grant the 
bearer the ability to make a dive attack. If 
that creature dives at least 30 feet straight 
towards a target and then hit it with a 
melee weapon attack, the attack deals an 
additional 1d10 damage to the target. 
 

WWIINNGGBBIINNDD      
5th-level evocation 
Casting Time: 1 action 
Range: 400 feet 
Components: V 
Duration: Concentration, up to 1 minute 
Source: The Wizard’s Spell Compendium 
 You create a web of force that wraps 
around the wings and body of any one 
flying creature within range. The creature is 
grappled (escape DC equal to your spell 
save DC) and restrained as long as the 
grapple remains. 
 

WWIITTHHEERR  LLIIMMBB    
7th-level necromancy 
Casting Time: 1 action 
Range: 10 feet 
Components: V, S 
Duration: Permanent 
Source: Spell Compendium 
 You point at a foe within range and 
wither either one of its hands, feet, arms, 
legs, or other similar body extremity, such 
as wings and tails (this does not affect 
heads, necks, or torsos). The creature may 
make a Constitution saving throw to resist. 
If the creature fails, its limb withers into 
uselessness, as if it had lost that limb (as per 
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the Lingering Injury tables in the Dungeon 
Master’s Guide page 272). Celestials, 
constructs, fiends, oozes, and undead are 
immune to this spell, as does any creature 
that lacks limbs. The limb can be restored 
with a greater restoration, heal, or wish spell. 
 

WWIITTHHEERRIINNGG  PPAALLMM      
7th-level necromancy 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Source: Spell Compendium 
 Your touch causes your opponent’s 
flesh to necrotize. It must make a 
Constitution saving throw. It loses 1 point 
each of Strength and Constitution and takes 
6d10 necrotic damage on a failed saving 
throw, and its hit point total is reduced by 
that amount. This hit point and attribute 
reduction last until greater restoration or 
similar magic is cast on the target.  
 At Higher Levels. When you cast this 
spell with an 8th-level spell slot, your target 
loses 1d4 points each of Strength and 
Constitution. When you cast it with a 9th-
level spell slot, your target loses 1d4+2 
points each of those attributes.  
 

WWOOLLFFJJAAWWSS      
2nd-level transmutation 
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a wolf’s tool) 
Duration: 1 minute 
Source: The Priest’s Spell Compendium 
 You transform your hand into a pair of 
powerful, wolf-like jaws. You use your 
spell attack modifier to attack. On a hit, you 
inflict 2d8 + your Strength modifier in 
piercing damage and, if you choose, the 

target is grappled (escape DC equals your 
spell save DC). Until this grapple ends, the 
target is restrained and you can’t use the 
jaws to bite another target. At the beginning 
of each of your turns, you inflict an 
additional 1d8 piercing damage for as long 
as the grapple remains in effect. 
 

WWOORRDD  OOFF  BBIINNDDIINNGG      
2nd-level conjuration 
Casting Time: 1 action 
Range: 30 feet 
Components: V 
Duration: Concentration, up to 1 minute 
Source: Spell Compendium 
 You conjure a pair of magical manacles 
and use them to shackle your foe at the 
wrists and ankles. Your target may attempt 
to escape from or break the manacles 
(escape DC equal to your spell save DC), 
but does so at disadvantage. 
 While these manacles are in place, your 
target’s speed is reduced by 10 feet and it 
has disadvantage on Dexterity-based attack 
rolls. 
 At Higher Levels. When you cast this 
spell with a 3rd-level spell slot, the duration 
increases to Concentration, up to 10 
minutes. When you cast it with a 4th-level 
spell slot, the duration increases to 
Concentration, up to 1 hour. When you cast 
it with a 5th-level spell slot, the duration 
increases to 8 hours, with no need for 
concentration. 
 

WWYYVVEERRNN  WWAATTCCHH      
2nd-level evocation (ritual) 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: 12 hours 
Source: The Priest’s Spell Compendium 
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 You create a cloud of mauve smoke in 
roughly the shape of a wyvern, which you 
set to guard an area. If a creature of Small 
size or larger approaches within 10 feet, the 
wyvern strikes and the creature must make 
a Dexterity saving throw or be paralyzed 
for 10 minutes. 
 As soon as a creature has succumbed to 
the wyvern’s attack, or when 12 hours has 
passed, the wyvern will dissipate. 
 

XXAAVVIIAARR ’’SS  LLEEAAFF  FFIILLTTEERR      
1st-level divination 
Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Concentration, up to 1 minute 
Source: The Great Net Spellbook 
 This spell allows you to see through 
normal foliage as if it was transparent. It 
does not detect invisible creatures but does 
make creatures using leaves to obscure 
themselves visible. 
 

YYEEAARR  SSTTEEAALLIINNGG    
8th-level necromancy 
Casting Time: 1 hour 
Range: 1 mile 
Components: V, S, M (a few drops of blood 
from the intended victim, piece of vellum, 
and a black candle) 
Duration: Permanent 
Source: The Wizard’s Spell Compendium 
 You take a few drops of your victim’s 
blood and use it to inscribe ritualistic runes 
on a sheet of vellum, all the while holding 
the lit candle in your other hand. When you 
finish casting the spell, that creature must 
make a Constitution saving throw. It takes 
6d6 necrotic damage, and your age is 
reduced a number of years equal to half the 
amount of damage inflicted. If the creature 

takes enough damage to reduce it to 0 hit 
points, it will age rapidly over the course of 
a minute until it dies from old age. 
 

YYOOKKEE  OOFF  MMEERRCCYY      
2nd-level enchantment 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Concentration, up to 10 minutes 
Source: Book of Exalted Deeds 
 You attempt to beguile a creature within 
range. That creature may attempt to make a 
Wisdom saving throw to resist. If it fails, it 
cannot kill a foe. It may harm its enemies, 
but if it brings a creature to 0 hit points, it 
must choose to knock the creature 
unconscious instead. 
 In addition, if the creature has the choice 
between using a damage-inflicting attack 
spell and a non-damaging one, and both 
options are equally useful to the creature, it 
must choose the non-damaging option. 
 

ZZOONNEE  OOFF  DDEECCEEPPTTIIOONN    
2nd-level enchantment 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: 10 minutes 
Source: The Priest’s Spell Compendium 
 You create a magical zone that guards 
against the truth in a 15-foot-radius sphere 
centered on a point of your choice within 
range. Until the spell ends, a creature that 
enters the spell’s area for the first time on a 
turn or starts its turn there must make a 
Charisma saving throw. On a failed save, a 
creature can’t speak the truth while in the 
radius. You know whether each creature 
succeeds or fails on its saving throw. 
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 An affected creature is aware of the 
spell and can thus avoid answering 
questions to which it doesn’t want to lie. 
Such a creature can hint at the truth as long 
as the bulk of its statement is a lie. 
 

ZZOONNEE  OOFF  NNAATTUURRAALL  PPUURRIITTYY    
3rd-level evocation (ritual) 
Casting Time: 1 action 
Range: Self (20-foot-radius sphere) 
Components: V, S, M (a bushel of ivy 
leaves and berries, which are sprinkled 
around the area) 
Duration: 8 hours 
Source: Eberron, Campaign Setting 
 You sanctify an area to nature. Fey and 
plant creatures gain a +2 bonus on all rolls 
while in the area, while aberrations and 
undead gain a -2 penalty on all rolls. 
 

oo  
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AAPPPPEENNDDIIXX  AA::  

oo  AADDDDIITTIIOONNAALL  AARRCCHHEETTYYPPEE  SSPPEELLLLSS  oo  
  

 In the Player’s Handbook, the archetypes 
for clerics, druids of the Circle of the Land, 
paladins, and warlocks contain tiny lists of 
ten additional spells (eight for druids). These 
are great—they flavor the archetype without 
having to create specialized spell lists. 
However, there’s a problem, since it makes it 
difficult to integrate new spells that might 
even be better for that archetype. 
 The following is a list of suggested 
additional spells for each of those 
archetypes, with four extra spells for each 
level. As I see it, there are three options: the 
DM can add some or all of them to the list of 
official archetype spells, increasing the 
number of always-prepared spells to up to 
six; the DM can replace spells in the official 
lists with one or more of these spells, 
keeping the number of always-prepared 
spells to just two; the DM can ignore these 
spells altogether and stick with what’s 
official. It’s up to the DM, because as Games 
Operations Director, the his or her word is 
law. 
 Archetypes marked with (SWAG) are 
from the Sword Coast Adventurers Guide. 
 

CCLLEERRIICC  DDOOMMAAIINNSS   

 

ARCANA (SWAG) 
1st: arcane voice, erase, magic motes, skill 

enhancement 

3rd: detect charm, fiery eyes, gem record, Mikki’s 
awesome disarm 

5th: invisibility purge, mindburn, power word 
disrupt, secret light 

7th: Darsson’s potion, depress resistance, detect 
spellcasting, force chest 

9th: bestow enchantment, Darkray’s tracer, 
dweomervessel, resist magic 

 

DEATH 

1st: autopsy, death grimace, exorcisms, spirit 
mask 

3rd: ancestral vengeance, death knell, dumbness, 
ghoul touch 

5th: bone shape, commune with spirit, 
graymantle, undead torch 

7th: chilling scythe, enervation, necromantic bolt, 
return to earth 

9th: Azura’s soul whip, rain of blood, 
sarcophagus of death, soul safe 

 

KNOWLEDGE 

1st: idea, instant search, last image, Pilpin’s 
mapper 

3rd: blood biography, detect charm, Isolde’s 
answer, see through other eyes 

5th: history, memory read, secret light, seek 
teleporter 

7th: Dwarkanath’s tutor, know customs, 
Vander’s librarian, view past 

9th: Darkray’s tracer, glyph of revealing, pool of 
deeds, Rary’s replay 
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LIFE 

1st: epiphany, fertility, healthful rest, suspend 
disease 

3rd: ancestral blessing, dream feast, kiss of 
awakening, nap 

5th: boon of fortune, euphoric tranquility, favor 
of amelioration, sacred bond 

7th: blessed abundance, dance of the unicorn, 
glory of the martyr, sleepcloud 

9th: cloud of purification, impregnate, Irnar’s 
fast pregnancy, joyful rapture 

 

LIGHT 

1st: banish dazzle, fire truth, magic motes, Sanh’s 
ray of light 

3rd: Alpha’s rainbow beam, body of the sun, fiery 
eyes, light of heavens 

5th: eyes of the sun, Nystul’s radiant baton, 
secret light, wall of light 

7th: dolorous motes, Ilyykur’s mantle, lightning 
shield, sunbolt 

9th: chromatic blade, draw upon holy might, 
lightbow, spirit of flame 

 

NATURE 

1st: animal sense, brambles, gift of speech, 
Xaviar’s leaf filter 

3rd: animal aspect,  beastmask, favor of the earth, 
spring 

5th: blossom, shape wood, ward of the season, 
zone of natural purity 

7th: animal call, cape of wasps, needlestorm, 
wing gifting 

9th: animal transfer, conjure beast spirits, 
nature’s charm, tame animal 

 

TEMPEST 

1st: elemental burst, hail of stone, ironthunder 
horn, thunderous footfalls 

3rd: aggressive thundercloud, ash storm, 
dolorous blow, fiery fists 

5th: Alpha’s rolling thunder, cloud walk, 
Pander’s whirlwind travel, windburn 

7th: gravel vortex, hurl thunderbolt, lightning 
shield, shattershout 

9th: blizzard, Colbaltas’ thunder, sand storm, 
Vylja’s storm armor 

TRICKERY 

1st: Ahrvar’s forgery, cheat, false tracks, secret 
page 

3rd: entice gift, favor of good luck, favor of ill 
luck, zone of deception 

5th: anonymous interaction, conceal item, fool’s 
speech, Layla’s morning-after kiss 

7th: chaotic vision, displacement, fool’s gold, 
scapegoat 

9th: false sending, illusory feast, love charm, trick 
 

WAR 

1st: battle cry, bladethirst, first strike, 
ironthunder horn  

3rd: adamantine weapon, divine sacrifice, lucky 
blade, Paldeggeron’s accurate arrow 

5th: curse of impending blades, godrage, phantom 
arms and armor,  weapon return 

7th: lightning shield, Otto’s drums, Sethron’s 
fearful baying, valiant fury 

9th: archon’s trumpet, battletide, blood of fire, 
ironguard 

 

oo 

 

DDRRUUIIDD  CCIIRRCCLLEE  OOFF  TTHHEE  LLAANNDD    
 
ARCTIC 
3rd: brumal stiffening, Kallum’s cold frost, orb of 

cold, ray of ice 
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5th: freeze, hypothermia, ice shape, shivering 
touch 

7th: Alcoreax’s icetrail, chilling scythe, 
hibernation, wall of coldfire 

9th: blizzard, fireward,  flesh to ice, Vanquil’s 
drifting blizzard 

 

COAST 

3rd: dive/rise, favorable wind, shark bolt, 
whispers 

5th: Aalldam’s waterspray, Alpha’s rolling 
thunder, breathable air, lay of the land  

7th: mass swim, mirage, sargasso, siren song 

9th: airy water, globe of tranquil water, old salt’s 
curse, pool of deeds 

 

DESERT 

3rd: far sight, sand glass, sand spray, spring 

5th: drought, dust warriors, entomb, windburn 

7th: blast of sand, mirage, needlestorm, sunbolt,  

9th: mass protection from energy, oasis, sand 
shroud, sand storm 

 

FOREST 

3rd: Alpha’s moonlight, beastmask, sap, untangle 

5th: arboreal hammer, blossom, burst of nettles, 
shape wood 

7th: dance of the unicorn, needlestorm, shadow 
blink, strong jaw 

9th: animal transfer, Mordenkainen’s defense 
against lycanthropes, nature’s charm, 
thornwrack  

 

GRASSLAND 

3rd: Drawmij’s swift mount, far sight, favor of 
the earth, grassdart 

5th: deforest, lightning rod, wind at back, 
windburn 

7th: hurl thunderbolt, mirage, shout, strong jaw,  

9th: Alpha’s heat lightning, thornwrack, Vylja’s 
storm armor, wingbind 

 

MOUNTAIN 

3rd: adamantine weapon, aggressive 
thundercloud, dig, hurl rock 

5th: Alpha’s rolling thunder, bolt of stone, 
entomb, scalding spout 

7th: lava bolt, lightning shield, shattershout, 
stone bridge 

9th: Ballant’s stonesplit, Cobaltas’ thunder, 
metal shape, stone tell 

 

SWAMP 

3rd: brambles, control vapor, orb of acid, 
Thrasne’s magical mire 

5th: burst of nettles, control vapor, Garinthrall’s 
hideous leech, whip of vermin  

7th: explosion of rot, infected wounds, log to 
lizard, shadow blink 

9th: acid fog, Thrasne’s magical mire, 
thornwrack, wall of ooze 

 

UNDERDARK 

3rd: dig, transmute water to acid, Vylja’s webs to 
dust, whip of vermin 

5th: bolt of stone, claws of darkness, entomb, 
Garinthrall’s hideous leech 

7th: Gregori’s shadow, shadow dance, spiderbite, 
Whisper’s storm of darkness 

9th: metal shape, shadowcat, stone tell, wall of 
ooze 

 

oo 
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PPAALLAADDIINN  OOAATTHHSS   
 
OATH OF THE ANCIENTS 
3rd: Alpha’s hunting hound, augment artistry, 

detect harmony, Xaviar’s leaf filter 

5th: ancestral blessing, hunter’s mercy, 
snapdragon, spring 

9th: commune with spirit, lay of the land, ward of 
the season, zone of natural purity 

13th: displacement, favor of the flying horse 
watchful ancestors, wing gifting 

17th: ironguard, mass protection from energy, 
Northstar’s song of the fey, pool of deeds 

 

OATH OF THE CROWN (SCAG) 
3rd: battle cry, bladethirst, first strike, golden 

barding 

5th: adamantine weapon, Drawmij’s swift 
mount, spiritual spear, word of binding 

9th: archer’s redoubt, barrier reaver, call society, 
favor of amelioration 

13th: deadly strike, favor of the flying horse, 
glory of the martyr, Otto’s drums 

17th: battletide, ironguard, mark of justice, 
oathbinding 

 

OATH OF DEVOTION 
3rd: aura of protection, epiphany, protective 

amulet, sacred guardian 

5th: arrowflight, light of heavens, litany of grace, 
yoke of mercy 

9th: awaken sin, favor of amelioration, good hope, 
sacred bond 

13th: Eldarr’s shroud, glory of the martyr, mass 
protection from evil and good, shoulder 
burden 

17th: cloud of purification, imprison possessor, 
joyful rapture, oathbinding 

 

OATH OF VENGEANCE 
3rd: bladethirst, interrogation, telltale feet, 

weapon bless 

5th:  ancestral vengeance, blistering invective, 
divine sacrifice, scent of vengeance 

9th: agitate wounds, amulet, awaken sin, 
nightscar 

13th: bands of Sirellyn, shattershout, valiant 
fury, Whisper’s storm of darkness 

17th: kiss of weakness, mark of justice, 
oathbinding, vanishing weapon 

 

OATHBREAKER 
3rd: battle cry, creeping darkness, death grimace, 

painful wounds 

5th: break limb, kiss of the toad, venomous blade, 
winds of pain 

9th: agitate wounds, dread word, kiss of slavery 
necromantic bolt 

13th: cursed blade, enervation, infected wounds, 
malicious spite 

17th: deadly feast, kiss of weakness, rain of blood, 
soulfire 

 

oo 

 

WWAARRLLOOCCKK  PPAACCTTSS   
 

PACT OF THE ARCHFEY 
1st: borrow fortune, Drawmij’s light step, 

Elonia’s glamer, kiss of intoxication 

2nd: Alpha’s moonlight, curse of ill fortune, 
lucky blade, lucky cape 

3rd: blessed forgetfulness, mirror sending, ward 
of the season, zone of natural purity 

4th: fire charm, fool’s gold, mirage, siren song 

5th: joyful rapture, love charm, nature’s charm, 
Northstar’s song of the fey 
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PACT OF THE FIEND 
1st: infernal wound, ray of flame, shadows, 

Whisper’s hands of darkness 

2nd: blistering invective, body blades, sinister 
surroundings, winds of pain 

3rd: agitate wounds, excruciating deformation, 
vision of hell, whip of flame 

4th: burning blood, cursed blade, kiss of torment, 
malicious spite 

5th: absorb strength, Bolt’s hellish hail, rain of 
blood, soulfire 

 

PACT OF THE GREAT OLD ONE 
1st: acid hands, confuse self, painful wounds, 

Whisper’s hands of darkness 

2nd: echoes, Ingold’s instant insanity, nightmare 
lullaby, whip of vermin 

3rd: darkbolt, Garinthrall’s hideous leech, 
loathsome veil, mindburn 

4th: Alpha’s chill of the void, chaotic vision, 
psychic poison, tentacles,  

5th: disfiguring touch, sensory deprivation, 
tentacle of withering, wall of ooze 

 

PACT OF THE UNDYING (SCAG) 
1st: creeping darkness, exterminate, kiss of 

vampirism, last image 

2nd: death knell, dumbness, ghoul touch, power 
word fear 

3rd: bone shape, graymantle, revenance, 
throbbing bones 

4th: chilling scythe, enervation, necromantic bolt, 
possess 

5th: Azura’s soul whip, eliminate air, soul safe, 
soulfire 

 

oo  
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AAPPPPEENNDDIIXX  BB::  

oo  CCRREEAATTUURREE  SSTTAATTIISSTTIICCSS  oo  
  

DDAARRKKEENNBBEEAASSTT   

Spell: create darkenbeast, page 126 
 
 Resembling an ugly charcoal-black 
wyvern with glowing red eyes, the 
darkenbeast—also called the death horror—is 
a vicious carnivore that exists only to track 
and destroy. 
 Mutated Animals. The darkenbeast was 
once a normal animal, such as a dog or 
sheep, that was twisted by dark magic into a 
creature that lives to serve the wizard or 
warlock who created it. Under that 
spellcaster’s telepathic control and utterly 
loyal only to him or her, they are completely 
uncontrollable by anyone else. They are 
vicious and cruel, reveling in the hunt and 
the taste of fresh, steaming meat—and yet, 
they remember their past as well and refuse 
to harm their former owners. 
 Creature of Darkness. The touch of true 
sunlight instantly ends the spell that created 
it, causing it to revert back to its natural 
form. As such, they hate and shun bright 
light regardless of its source. 
 

DDIIVVIINNEE  MMIINNIIOONN    

Spell: conjure divine minion, page 121 
 
Divine minions are created when the 
powerful magical energy of the Outer Planes 
touches and changes the spirit of an 

unintelligent creature. They look like normal 
beasts (or rarely, monstrosities), but with 
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obviously otherworldly features. Divine 
minions exist solely to fulfill orders given to 
them by more powerful creatures. 
 Celestial minions are beautiful creatures, 
with kind, wise eyes, shining fur or hide, a 
silvery glow to their eyes, and shining 
feathery wings. Fiendish minions are burned 
and blackened, scorched by the flames of the 
Lower Planes, with teeth like jagged daggers, 
eyes like glowing coals, and wings like 
tattered leather cloaks. 
 Strangest and rarest of all are the eldritch 
minions, animal spirits warped by the Far 
Realm. They are weirdly proportioned, with 
tentacles and bizarre and disturbing 
growths. 
 Divine Nature. A divine minion doesn’t 
require air, food, drink, or sleep. 

 
CELESTIAL MINION TEMPLATE  
 Type. The minion’s type changes to 
celestial. 
 Alignment. The minion’s alignment 
changes to neutral good. 
 Speed. The minion gets a flying speed 
equal to its walking speed. 
 Attributes. The minion’s Intelligence 
increases to 7 (-2). 
 Damage Resistance. The minion is 
resistant to bludgeoning, piercing, and 
slashing damage from nonmagical weapons. 
 Damage Immunity. The minion is 
immune to either fire or radiant damage. 
 Condition Immunity. The minion cannot 
be frightened or poisoned. 
 Attacks. The minion’s melee weapon 
attacks inflict an additional 1d8 fire or 
radiant damage; it inflicts the same type of 
damage to which it is immune. 

 

FIENDISH MINION TEMPLATE  
 Type. The minion’s type changes to fiend. 

 Alignment. The minion’s alignment 
changes to neutral evil. 
 Speed. The minion gets a flying speed 
equal to its walking speed. 
 Attributes. The minion’s Intelligence 
increases to 7 (-2). 
 Damage Resistance. The minion is 
resistant to bludgeoning, piercing, and 
slashing damage from nonmagical weapons. 
 Damage Immunity. The minion is 
immune to either fire or necrotic damage. 
 Condition Immunity. The minion cannot 
be frightened or poisoned. 
 Attacks. The minion’s melee weapon 
attacks inflict an additional 1d8 fire or 
necrotic damage; it inflicts the same type of 
damage to which it is immune. 

 
ELDRITCH MINION TEMPLATE  
 Type. The minion’s type changes to 
aberration. 
 Alignment. The minion’s alignment 
changes to chaotic neutral. 
 Speed. The minion gets a climbing speed 
equal to one-half its walking speed (rounded 
up).  
 Attributes. The minion’s Intelligence 
increases to 7 (-2). 
 Damage Resistance. The minion is 
resistant to bludgeoning, piercing, and 
slashing damage from nonmagical weapons. 
 Damage Immunity. The minion is 
immune to acid, poison, or psychic damage. 
 Condition Immunity. The minion cannot 
be frightened or poisoned. 
 Standing Leap. The eldritch minion’s 
long jump is up to 20 feet and its high jump 
is up to 10 feet, with or without a running 
start. 
 Spider Climb. The minion can climb 
difficult surfaces, including upside down on 
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ceilings, without needing to make 
an ability check. 
 Attacks. The minion’s melee weapon 
attacks inflict an additional 1d8 acid, poison, 
or psychic damage; it inflicts the same type 
of damage to which it is immune. 
 

EELLEEMMEENNTTAALL  BBEEAASSTT    
Spell: conjure beast spirit, page 121 
 
 A swirl of fire that takes on the shape of 
an owlbear. A featureless, ape-shaped lump 
of roughly-polished rock that moves with the 
sound of stone grinding on stone. A horse 
made of dark, churning water, with sea foam 
for its mane and tail. A whale made of 
clouds, swimming through the sky. Sometimes called animentals, elemental 



380 

beasts represent the fusing of elemental 
energy into what had originally been a 
normal beast. Some of these creatures are the 
result of deliberate magical tampering, but 
most are simply a bizarre form of parallel 
evolution across the multiverse.  
 Elemental Nature. An elemental beast 
doesn’t require air, food, drink, or sleep. 
 

FLAME-BEAST TEMPLATE  
 Type. The flame-beast’s type changes to 
elemental
 Damage Immunities. The flame-beast is 
immune to fire damage. 
 Condition Immunities. The flame-beast 
can’t be grappled or restrained. 
 Senses. The flame-beast has darkvision to 

90 ft. 
 Attacks. All melee weapon attacks do an 
additional 1d8 fire damage. 
 Aura of Flame. A creature that ends its 
turn within 5 feet of the flame-beast takes 3 
(1d6) fire damage. The flame beast sheds 
bright light in a 10-foot radius and dim light 
a further 10 feet. 
 Leaping Flames. The flame-beast has a 
long jump of up to 20 feet and a high jump of 
up to 10 feet, with or without a running start. 
 
 

STONE-BEAST TEMPLATE   
 Type. The stone-beast’s type changes to 
elemental. 
 Armor Class. The stone-beast’s armor 
class improves by +4. 
 Speed. The stone-beast’s walking speed is 
reduced by 5 feet. It also gains a burrowing 
speed of 30 ft. 
 Attributes. The stone-beast’s Strength 
increases by +2, but its Dexterity is reduced 
by a -2 penalty. 
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 Damage Resistances. The stone-beast is 
resistant to bludgeoning damage. 
 Condition Immunities. The stone-beast 
can’t be petrified or knocked prone. 
 Senses. The stone-beast has tremorsense 
to 60 ft. 
 Attacks. All melee weapon attacks do 
bludgeoning damage, regardless of what 
type of damage they originally did, and do 
one extra die of damage. 
 

WAVE-BEAST TEMPLATE 

 Speed. The wave-beast has a swimming 
speed of 40 feet swimming. If the creature 
already has a swimming speed, it’s speed is 
doubled. 
 Senses. The wave-beast has darkvision to 
60 ft. 
 Damage Resistances. The wave beast is 
resistant to acid and poison damage. 

 Condition Immunities. The wave-beast 
can’t be grappled or  restrained. 
 Attacks. If the wave-beast rolls a natural 
20 when it attacks, the target must make a 
Constitution saving throw or take an 
additinal 3d8 damage from being choked by 
water forced down its throat (save DC equal 
to 8 + the creature’s Strength modifier). 
 

WIND-BEAST TEMPLATE  

 Type: The wind-beast’s type changes to 
elemental. 
 Speed: Wind-beasts have a flying speed of 
90 feet and can hover. If the creature already 
has a flying speed, its speed is doubled. It 
loses all other forms of movement, however. 
 Damage Immunities. The wind-beast is 
immune to cold damage. 
 Condition Immunities. The wind-beast 
can’t be grappled or restrained. 
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 Senses. The wind-beast has darkvision to 
90 ft. 
 Air Form. The wind-beast can pass 
through spaces as narrow as 1 inch without 
squeezing. 
 Attacks. All melee weapon attacks do an 
additional 1d8 cold damage.  
 

EETTHHEERRLLIINNGG   

Spell: Sonoric’s minions, page 328 
 
A wispy, vaguely humanoid, almost ghost-
like creature made of ethereal matter, 
etherlings are simple, stupid creatures, but 
make for excellent spies and minions for 
those who summon them.   
 Loyal Followers. Etherlings are strange 
but friendly creatures. They love being 
summoned, as it makes them feel important. 
They will do anything they can to please 
their masters. Their low intelligence means 
that they’re not always that competent, 
however, and their talkative, puppy-like 
natures mean that they can be quite 
annoying at times. However, they always try 
to do what’s right, and their eidetic 
memories and stealthy natures make them 
decent-enough spies. 
 Growing Into The Job. Etherlings that live 
long enough eventually become greater 
etherlings—larger, smarter, and much more 
competent. Even then, though, they just live 
to serve. 
 

FFUUNNDDAAMMEENNTTAALL    
Source: conjure fundamental, page 122 
 
Very likely the weakest of the elementals, the 
animalistic fundaments are nothing more 
than a pair of bat-like wings without a body, 
made of nothing more than their element. 

Air fundamentals are wisps of clouds. Earth 
fundamentals look like flexible plates of 
stone. Fire fundamentals are bundles of 
orange and red flames. Water fundamentals 
look like liquid ice. 
 Elemental Nature. Fundamentals don’t 
need to eat, drink, breathe, or sleep. 
 

FUNDAMENTAL TYPES  

A fundamental’s plane of origin gives it 
additional abilities: 
 
 Air Fundamental. The air fundamental 
can move through a space as narrow as 1 
inch without squeezing. Its flying speed 
increases to 60 feet. 

 Earth Fundamental. The earth 
fundamental can burrow through 
nonmagical, unworked earth and stone. 
While doing so, it doesn’t disturb the 
material it moves through. It has a 
burrowing move of 30 feet. Its armor class 
increases to 15. 

 Fire Fundamental. The fire fundamental 
sheds bright light to a distance of 10 feet and 
dim light an additional 10 feet. It inflicts an 
additional 2 (1d4) fire damage with each 
attack. 

 Water Fundamental. The water 
fundamental can move through a space as 
narrow as 1 inch without squeezing. It gains 
a swimming speed of 30 feet. 

 Ash, Dust, and Smoke Fundamentals. The 
fundamental can move through a space as 
narrow as 1 inch without squeezing. When 
the fundamental attacks, their target must 
make a DC 11 Constitution saving throw or 
spend its next turn coughing and choking. 

 Magma and Steam Fundamentals. The 
steam fundamental inflicts an additional 2 
(1d4) fire damage with each attack. It can 
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move through a space as narrow as 1 inch 
without squeezing. 
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  Vacuum Fundamental. The vacuum 
fundamental inflicts an additional 2 (1d4) 
force damage with each attack. It can move 
through a space as narrow as 1 inch without 
squeezing. 

  Lightning Fundamental. The lightning 
fundamental inflicts an additional 2 (1d4) 
lightning damage with each attack. 

 Radiance Fundamental. The radiance 
fundamental inflicts an additional 2 (1d4) 
radiant damage with each attack. It sheds 
bright light to a distance of 10 feet and dim 
light an additional 10 feet. 

 Ooze Fundamental. The ooze 
fundamental inflicts an additional 2 (1d4) 
acid damage. It can move through a space as 
narrow as 1 inch without squeezing. 

 Ice Fundamental. The ice fundamental 
inflicts an additional 2 (1d4) cold damage. 

 Mineral Fundamental. The earth 
fundamental can burrow through stone, even 
magical and worked stone. While doing so, it 
doesn’t disturb the material it moves 
through. It has a burrowing move of 30 feet. 
Its armor class increases to 15. 

 Salt Fundamental. The salt fundamental 
inflicts an additional 2 (1d4) necrotic 
damage. 
 

GGHHOOSSTT  BBEEAASSTT    

Spell: conjure beast spirit, page 121; and ghost 
companion, page 199 
 
 Created sometimes when an unintelligent 
creature dies at the hands of a sentient 
creature, the ghost-beast has just the barest 
hint of a shape and even fewer thoughts than 
ghosts created by sentient beings. These 
spirits  lurk on the Border Ethereal and are 
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too weak the take form on the Prime when 
summoned through magic. 
 Undead Nature. A ghost-beast doesn’t 
require air, food, drink, or sleep. 

 
GHOST-BEAST TEMPLATE  

 Type. The ghost-beast’s type changes to 
undead. 
 Speed. The ghost-beast’s walking speed is 
reduced to 0, but it gains a flying speed equal 
to its original walking speed. 
 Attributes. The ghost-beast’s Charisma 
increases to 14 (+2), if it is not already higher. 
 Senses. The ghost-beast has darkvision to 
90 feet. 
 Damage Immunities. The ghost-beast is 
immune to necrotic and poison damage. 

 Damage Resistances. The ghost-beast is 
resistant to bludgeoning, piercing, and 
slashing damage from nonmagical weapons. 
 Condition Immunities. The ghost-beast 
can’t be grappled, paralyzed, knocked prone, 
or restrained. 
 Incorporeal Movement. The ghost-beast 
can move through other creatures and 
objects as if they were difficult terrain. If it 
ends its turn inside of a creature or object, it 
takes 5 (1d10) force damage. 
 Attacks. The ghost-beast’s melee weapon 
attacks inflict an additional 1d6 necrotic 
damage. 
 Threatening Leap. A ghost beast that is 
within 10 feet of another creature may use 15 
feet of movement to leap through that 
creature. That creature must make a DC 12 
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Wisdom saving throw or be frightened for 1 
minute. It may make a new saving throw at 
the end of each of its turns, ending the effect 
on a success. 
 

GGRREEAATTEERR  SSHHAADDOOWW    
Source: conjure shadows, page 122 
 
When shadows exist for hundreds of years, 
when they have consumed the life force of 
thousands of mortals, that’s when a shadow 
evolves into a greater shadow.  
 Beyond Mere Evil. Where their lesser kin 
look like humanoid shadows, more or less, 
greater shadows have only the barest hints of 
their original form. They are splotches of 
darkness, clawed limbs reaching out and 
being reabsorbed, the shape of horns and 
wings and tails fading in and out with every 
step it takes. This has led some to 

hypothesize that greater shadows are the 
next step on a path that leads to the creation 
of a shadow demon. Whether true or not, 
their thirst for death and cruelty definitely 
rivals that of those demons. 
 Undead Nature. A greater shadow 
doesn’t require air, food, drink, or sleep. 
 

SSHHAADDEE    
Source: shade transformation, page 314 
 
Shades are creatures, once humanoid, who 
deliberately sought out a way to infuse their 
bodies with the essence of the Shadowfell. 
Neither undead nor truly alive, shades exist 
in between.  Shades resemble their former 
selves, but their skin either becomes sickly 
and pallid or a dark, unhealthy gray, and 
their eyes turn black and sullen.  
 Transformed Souls. A person who is 
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PLAYER CHARACTERS AS SHADES 
The game statistics of a player character 
transformed into a shade don’t change, 
except that the character’s Dexterity and 
Constitution increase by +2 each and its 
walking speed increases by 10 feet. In 
addition, the character gains the shade’s 
damage resistances and vulnerabilities, 
condition immunities, darkvision, 
regeneration, shadow stealth, sunlight 
sensitivity, and the ability to innately cast 
deepen shadows at will and darkness, shadows, 
and shadow blink 1 time each day without 
material components, using Charisma as its 
spellcasting ability. 
 The character’s alignment ceases to be 
good and becomes either neutral or evil, 
and the DM might take control of the 
character until the shade is returned to 
normal with a wish spell. If the shade is 
killed, its soul is destroyed and it can’t be 
brought back to life. 

willing to become a shade must first travel to 
the Shadowfell for the spell to be cast on it. 
There, the poisons of the spell and the 
Plane’s gloomy matter erodes his soul into 
nothingness before replacing it entirely. His 
very nature changes, causing making them 
taciturn, distant, cynical, and spiteful, and 
seriously damaging their ability to deal with 
others on a personal and emotional level. 
They don’t necessarily become evil, but 
nearly all goodness drains away from his 
heart and mind. While a shade may choose 
to help others, especially those they loved 
prior to their transformation, their reasons 
for doing so usually become selfish. 
 Vengeance and War. People choose to 
become shades for many reasons, but for 
most, it’s to seek revenge on those who 
wronged them before. Others choose to seek 



388 

revenge on everyone. Many shades were or 
became assassins, shadow monks, or 
paladins who choose the Oath of Vengeance 
or who had become Oathbreakers. For them, 
the darkness was always their true home. 
 Life In Between. Shades require only a 
quarter as much sleep, food, and drink as 
they usually do. They don’t age and can’t 
reproduce. 
 

oo 
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