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You offer an object to an adjacent creature, and entice it into using or 
consuming the proffered item. If the target fails its Will save, it immediately 
takes the offered object, dropping an already held object if necessary. On its next 
turn, it consumes or dons the object, as appropriate for the item in question. For 
example, an apple would be eaten, a potion consumed, a ring put on a finger, and 
a sword wielded in a free hand. If the target is physically unable to accept the 
object, the spell fails. The subject is under no obligation to continue consuming 
or using the item once the spell’s duration has expired, although it may find a 
cursed item difficult to be rid of.

A cone of searing flame shoots from your fingertips.
Any creature in the area of the flames takes 1d4 points of fire damage per 

caster level (maximum 5d4).
Flammable materials burn if the flames touch them. A character can 

extinguish burning items as a full-round action.

The affected creature becomes frightened. If the subject succeeds on a Will 
save, it is shaken for 1 round. Creatures with 6 or more HD are immune to this 
effect. Cause fear counters and dispels remove fear.

Frightened Condition: A frightened creature flees from the source of its fear as 
best it can. If unable to flee, it may fight. A frightened creature takes a –2 penalty 
on all attack rolls, saving throws, skill checks, and ability checks. A frightened 
creature can use special abilities, including spells, to flee; indeed, the creature 
must use such means if they are the only way to escape.

Shakened Condition: A shaken character takes a –2 penalty on attack rolls, sav-
ing throws, skill checks, and ability checks. Shaken is a less severe state of fear 
than frightened or panicked.

This charm makes a humanoid creature regard you as its trusted friend and 
ally (treat the target’s attitude as friendly). If the creature is currently being 
threatened or attacked by you or your allies, however, it receives a +5 bonus on 
its saving throw.

The spell does not enable you to control the charmed person as if it were an 
automaton, but it perceives your words and actions in the most favorable way. 
You can try to give the subject orders, but you must win an opposed Charisma 
check to convince it to do anything it wouldn’t ordinarily do. (Retries are not 
allowed.) An affected creature never obeys suicidal or obviously harmful orders, 
but it might be convinced that something very dangerous is worth doing. Any 
act by you or your apparent allies that threatens the charmed person breaks the 
spell. You must speak the person’s language to communicate your commands, or 
else be good at pantomiming.
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A touch from your hand, which glows with blue energy, disrupts the life force 
of living creatures. Each touch channels negative energy that deals 1d6 points 
of damage. The touched creature also takes 1 point of Strength damage unless it 
makes a successful Fortitude saving throw. You can use this melee touch attack 
up to one time per level.

An undead creature you touch takes no damage of either sort, but it must 
make a successful Will saving throw or flee as if panicked for 1d4 rounds + 1 
round per caster level.

Panicked Condition: A panicked creature must drop anything it holds and 
flee at top speed from the source of its fear, as well as any other dangers it 
encounters, along a random path. It can’t take any other actions. In addition, the 
creature takes a –2 penalty on all saving throws, skill checks, and ability checks. 
If cornered, a panicked creature cowers and does not attack, typically using the 
total defense action in combat. A panicked creature can use special abilities, 
including spells, to flee; indeed, the creature must use such means if they are the 
only way to escape.

You give the subject a single command, which it obeys to the best of its 
ability at its earliest opportunity. You may select from the following options.

Approach: On its turn, the subject moves toward you as quickly and 
directly as possible for 1 round. The creature may do nothing but move 
during its turn, and it provokes attacks of opportunity for this movement 
as normal.
Drop: On its turn, the subject drops whatever it is holding. It can’t pick up 
any dropped item until its next turn.
Fall: On its turn, the subject falls to the ground and remains prone for 1 
round. It may act normally while prone but takes any appropriate penalties.
Flee: On its turn, the subject moves away from you as quickly as possible 
for 1 round. It may do nothing but move during its turn, and it provokes 
attacks of opportunity for this movement as normal.
Halt: The subject stands in place for 1 round. It may not take any actions 
but is not considered helpless.

If the subject can’t carry out your command on its next turn, the spell 
automatically fails.

You can understand the spoken words of creatures or read otherwise 
incomprehensible written messages. The ability to read does not necessarily 
impart insight into the material, merely its literal meaning. The spell enables you 
to understand or read an unknown language, not speak or write it.

Written material can be read at the rate of one page (250 words) per minute. 
Magical writing cannot be read, though the spell reveals that it is magical. 
This spell can be foiled by certain warding magic (such as the secret page and 
illusory script spells). It does not decipher codes or reveal messages concealed 
in otherwise normal text.

Comprehend languages can be made permanent with a permanency spell.

When laying your hand upon a living creature, you channel positive energy 
that cures 1d8 points of damage +1 point per caster level (maximum +5). Since 
undead are powered by negative energy, this spell deals damage to them instead 
of curing their wounds. An undead creature can apply spell resistance, and can 
attempt a Will save to take half damage.        
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You can animate a lantern and order it to follow you. The lantern floats at 
shoulder height and remains within 5 feet of you, no matter how fast you move. 
The lantern cannot support any additional weight. The lantern illuminates its 
normal area, even if it does not have any oil in it. For the purposes of spells or 
effects targeting it the lantern always acts as if in your possession even when 
not directly on your person. A dancing lantern can be made permanent with a 
permanency spell (CL 9th, 2,500 gp).

You can detect secret doors, compartments, caches, and so forth. Only 
passages, doors, or openings that have been specifically constructed to escape 
detection are detected by this spell. The amount of information revealed depends 
on how long you study a particular area or subject.

1st Round: Presence or absence of secret doors.
2nd Round: Number of secret doors and the location of each. If an aura is 
outside your line of sight, then you discern its direction but not its exact 
location.
Each Additional Round: The mechanism or trigger for one particular secret 
portal closely examined by you.

Each round, you can turn to detect secret doors in a new area. The spell can 
penetrate barriers, but 1 foot of stone, 1 inch of common metal, a thin sheet of 
lead, or 3 feet of wood or dirt blocks it.

This spell causes instant growth of a humanoid creature, doubling its height 
and multiplying its weight by 8. This increase changes the creature’s size 
category to the next larger one. The target gains a +2 size bonus to Strength, a 
-2 size penalty to Dexterity (to a minimum of 1), and a -1 penalty on attack rolls 
and AC due to its increased size.

A humanoid creature whose size increases to Large has a space of 10 feet and 
a natural reach of 10 feet. This spell does not change the target’s speed.

If insufficient room is available for the desired growth, the creature attains 
the maximum possible size and may make a Strength check (using its increased 
Strength) to burst any enclosures in the process. If it fails, it is constrained 
without harm by the materials enclosing it--the spell cannot be used to crush a 
creature by increasing its size.

All equipment worn or carried by a creature is similarly enlarged by the spell. 
Melee weapons affected by this spell deal more damage (see below). Other 
magical properties are not affected by this spell. Any enlarged item that leaves 
an enlarged creature’s possession (including a projectile or thrown weapon) 
instantly returns to its normal size. This means that thrown and projectile 
weapons deal their normal damage. Magical properties of enlarged items are not 
increased by this spell.

Multiple magical effects that increase size do not stack.
Enlarge person counters and dispels reduce person.
Enlarge person can be made permanent with a permanency spell.

Original Damage   1d2  1d3  1d4  1d6  1d8  1d10  1d12  2d4  2d6  2d8  2d10
Enlarged Damage  1d3  1d4  1d6  1d8  2d6  2d8    3d6    2d6  3d6  3d8  4d8

Your gestures and droning incantation fascinate nearby creatures, causing 
them to stop and stare blankly at you. In addition, you can use their rapt 
attention to make your suggestions and requests seem more plausible. Roll 2d4 
to see how many total HD of creatures you affect. Creatures with fewer HD are 
affected before creatures with more HD. Only creatures that can see or hear you 
are affected, but they do not need to understand you to be fascinated.

If you use this spell in combat, each target gains a +2 bonus on its saving 
throw. If the spell affects only a single creature not in combat at the time, the 
saving throw has a penalty of -2.

While the subject is fascinated by this spell, it reacts as though it were two 
steps more friendly in attitude. This allows you to make a single request of the 
affected creature (provided you can communicate with it). The request must 
be brief and reasonable. Even after the spell ends, the creature retains its new 
attitude toward you, but only with respect to that particular request.

A creature that fails its saving throw does not remember that you enspelled it.
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This spell functions as detect magic, except that it gives you a +10 
enhancement bonus on Spellcraft checks made to identify the properties and 
command words of magic items in your possession. This spell does not allow 
you to identify artifacts.

You afflict the target with bad luck. On the next d20 roll the target makes, it 
must roll twice and take the less favorable result. For every five caster levels 
you have, the target must roll twice on an additional d20 roll (to a maximum of 
five rolls at 20th level).

A target who can speak and has at least one free hand and who is aware of the 
spell and its effects (such as from a Spellcraft check to identify the spell as it is 
cast) can negate one reroll by spending a move action to utter a brief prayer or 
good luck charm to appease the spirits of ill fortune.

When laying your hand upon a creature, you channel negative energy that 
deals 1d8 points of damage + 1 point per caster level (maximum +5).

Since undead are powered by negative energy, this spell cures such a creature 
of a like amount of damage, rather than harming it.

An invisible but tangible field of force surrounds the subject of a mage armor 
spell, providing a +4 armor bonus to AC.

Unlike mundane armor, mage armor entails no armor check penalty, arcane 
spell failure chance, or speed reduction. Since mage armor is made of force, 
incorporeal creatures can’t bypass it the way they do normal armor.
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You mask and manipulate a spell’s magic aura to make it harder to detect. 
Select one spell effect on the target creature or object. You must have either cast 
this spell yourself or have perceived it by means of detect magic or arcane sight.

Both the desired spell effect and mask dweomer are hidden from detect 
magic, although more powerful spells (such as arcane sight) pierce the deception 
if the caster succeeds on a Will save. Analyze dweomer automatically detects 
both mask dweomer and any masked spell effects.

You summon a light horse or a pony (your choice) to serve you as a mount. 
The steed serves willingly and well. The mount comes with a bit and bridle and 
a riding saddle.

A misty vapor arises around you. It is stationary. The vapor obscures 
all sight, including darkvision, beyond 5 feet. A creature 5 feet away has 
concealment (attacks have a 20% miss chance). Creatures farther away have 
total concealment (50% miss chance, and the attacker cannot use sight to locate 
the target).

A moderate wind (11+ mph), such as from a gust of wind spell, disperses 
the fog in 4 rounds. A strong wind (21+ mph) disperses the fog in 1 round. A 
fireball, flame strike, or similar spell burns away the fog in the explosive or fiery 
spell’s area. A wall of fire burns away the fog in the area into which it deals 
damage.

This spell does not function underwater.

A coruscating ray springs from your hand. You must succeed on a ranged 
touch attack to strike a target. The subject takes a penalty to Strength equal to 
1d6+1 per two caster levels (maximum 1d6+5). The subject’s Strength score 
cannot drop below 1. A successful Fortitude save reduces this penalty by half. 
This penalty does not stack with itself. Apply the highest penalty instead.
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This spell causes instant diminution of a humanoid creature, halving its 
height, length, and width and dividing its weight by 8. This decrease changes the 
creature’s size category to the next smaller one. The target gains a +2 size bonus 
to Dexterity, a -2 size penalty to Strength (to a minimum of 1), and a +1 bonus 
on attack rolls and AC due to its reduced size.

A Small humanoid creature whose size decreases to Tiny has a space of 2-1/2 
feet and a natural reach of 0 feet (meaning that it must enter an opponent’s 
square to attack). A Large humanoid creature whose size decreases to Medium 
has a space of 5 feet and a natural reach of 5 feet. This spell doesn’t change the 
target’s speed.

All equipment worn or carried by a creature is similarly reduced by the spell.
Melee and projectile weapons deal less damage (see below). Other magical 

properties are not affected by this spell. Any reduced item that leaves the 
reduced creature’s possession (including a projectile or thrown weapon) 
instantly returns to its normal size. This means that thrown weapons deal their 
normal damage (projectiles deal damage based on the size of the weapon that 
fired them).

Multiple magical effects that reduce size do not stack. Reduce person 
counters and dispels enlarge person.

Reduce person can be made permanent with a permanency spell.

Original Damage  1d3  1d4 1d6  1d8  1d10 1d12  2d4  2d6  2d8  2d10 3d6 2d8  4d8
Reduced Damage  1d2  1d3 1d4  1d6  1d8   1d10 1d12 1d8 1d10 2d8  2d6  2d8 2d10

A sleep spell causes a magical slumber to come upon 4 HD of creatures. 
Creatures with the fewest HD are affected first. Among creatures with equal HD, 
those who are closest to the spell’s point of origin are affected first. HD that are 
not sufficient to affect a creature are wasted. Sleeping creatures are helpless. 
Slapping or wounding awakens an affected creature, but normal noise does not. 
Awakening a creature is a standard action (an application of the aid another 
action). Sleep does not target unconscious creatures, constructs, or undead 
creatures.

This spell summons an extraplanar creature (typically an outsider, elemental, 
or magical beast native to another plane). It appears where you designate and 
acts immediately, on your turn. It attacks your opponents to the best of its 
ability. If you can communicate with the creature, you can direct it not to attack, 
to attack particular enemies, or to perform other actions. The spell conjures one 
of the creatures from the 1st Level list on Table: Summon Monster. You choose 
which kind of creature to summon, and you can choose a different one each time 
you cast the spell.

A summoned monster cannot summon or otherwise conjure another creature, 
nor can it use any teleportation or planar travel abilities. Creatures cannot be 
summoned into an environment that cannot support them. Creatures summoned 
using this spell cannot use spells or spell-like abilities that duplicate spells with 
expensive material components (such as wish).

When you use a summoning spell to summon a creature with an alignment 
or elemental subtype, it is a spell of that type. Creatures on Table: Summon 
Monster marked with an “*” are summoned with the celestial template, if 
you are good, and the fiendish template, if you are evil. If you are neutral, you 
may choose which template to apply to the creature. Creatures marked with 
an “*” always have an alignment that matches yours, regardless of their usual 
alignment. Summoning these creatures makes the summoning spell’s type match 
your alignment.

1st Level   Subtypes
Dire rat*   —
Dog*   —
Dolphin*   —
Eagle*   —
Fire beetle*  —
Poisonous frog*  —
Pony (horse)*  —
Viper (snake)*  —

2nd Level   Subtypes
Ant, giant (worker)*  —
Elemental (small)  Elemental
Giant centipede*  —
Giant frog*  —
Giant spider*  —
Goblin dog*  —
Horse*   —
Hyena*   —
Lemure (devil)  Evil, Lawful
Octopus*   —
Squid*   —
Wolf*   —

desCriPtion
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transmutation enchantment (compulsion) [mind-affecting]

conjuration (summoning) [see text]

1 round 1 round

1 round

V S M (a pinch of powdered iron) V S M (fine sand, rose petals, or a live cricket)

V S F (a tiny bag and a small candle)

close (25 ft. + 5 ft./2 levels) medium (100 ft. + 10 ft./level)

close (25 ft. + 5 ft./2 levels)

one humanoid creature one or more living creatures within a 10-ft.-radius burst

one summoned creature

1 min./level (D) 1 min./level

1 round/level (D)

Fortitude negates Will negates

none

yes yes

no

3rd Level   Subtypes
Ant, giant (soldier)*  —
Ape*   —
Aurochs*   —
Boar*   —
Cheetah*   —
Constrictor snake*  —
Crocodile*  —
Dire bat*   —
Dretch (demon)  Chaotic, Evil
Electric eel*  —
Lantern archon  Good, Lawful
Leopard (cat)*  —
Monitor lizard*  —
Shark*   —
Wolverine*  —

4th Level   Subtypes
Ant, giant (drone)*  —
Bison (herd animal)*  —
Deinonychus*  —
Dire ape*   —
Dire boar*  —
Dire wolf*  —
Elemental (medium)  Elemental
Giant scorpion*  —
Giant wasp*  —
Grizzly bear*  —
Hell hound  Evil, Lawful
Hound archon  Good, Lawful
Lion*   —
Mephit (any)  Elemental
Pteranodon*  —
Rhinoceros*  —
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5th Level   Subtypes
Ankylosaurus*  —
Babau (demon)  Chaotic, Evil
Bearded devil  Evil, Lawful
Bralani azata  Chaotic, Good
Dire lion*  —
Elemental (large)  Elemental
Giant moray eel*  —
Kyton   Evil, Lawful
Orca (dolphin)*  —
Salamander  Evil
Woolly rhinoceros* —
Xill   Evil, Lawful

6th Level   Subtypes
Dire bear*  —
Dire tiger*  —
Elasmosaurus*  —
Elemental (huge)  Elemental
Elephant*   —
Erinyes (devil)  Evil, Lawful
Giant octopus*  —
Invisible stalker  Air
Lillend azata  Chaotic, Good
Shadow demon  Chaotic, Evil
Shadow mastiff1 Evil
Succubus (demon)  Chaotic, Evil
Triceratops*  —

7th Level   Subtypes
Bebelith   Chaotic, Evil
Bone devil  Evil, Lawful
Brachiosaurus*  —
Dire crocodile*  —
Dire shark*  —
Elemental (greater) Elemental
Giant squid*  —
Mastadon*  —
Roc*   —
Tyrannosaurus*  —
Vrock (demon)  Chaotic, Evil

8th Level   Subtypes
Barbed devil  Evil, Lawful
Elemental (elder)  Elemental
Hezrou (demon)  Chaotic, Evil

9th Level   Subtypes
Astral deva (angel)  Good
Ghaele azata  Chaotic, Good
Glabrezu (demon)  Chaotic, Evil
Ice devil   Evil, Lawful
Nalfeshnee (demon) Chaotic, Evil
Trumpet archon  Good, Lawful

* This creature is summoned with the 
celestial template if you are good, the 
entropic template if you are chaotic, the 
fiendish template if you are evil, or the 
resolute template if you are lawful; you 
may choose any if you are neutral.

1 This creature is from the Pathfinder 
Bonus Bestiary.

An unseen servant is an invisible, mindless, shapeless force that performs 
simple tasks at your command. It can run and fetch things, open unstuck doors, 
and hold chairs, as well as clean and mend. The servant can perform only one 
activity at a time, but it repeats the same activity over and over again if told 
to do so as long as you remain within range. It can open only normal doors, 
drawers, lids, and the like. It has an effective Strength score of 2 (so it can lift 
20 pounds or drag 100 pounds). It can trigger traps and such, but it can exert 
only 20 pounds of force, which is not enough to activate certain pressure plates 
and other devices. It can’t perform any task that requires a skill check with a DC 
higher than 10 or that requires a check using a skill that can’t be used untrained. 
This servant cannot fly, climb, or even swim (though it can walk on water). Its 
base speed is 15 feet.

The servant cannot attack in any way; it is never allowed an attack roll. It 
cannot be killed, but it dissipates if it takes 6 points of damage from area attacks. 
(It gets no saves against attacks.) If you attempt to send it beyond the spell’s 
range (measured from your current position), the servant ceases to exist.

desCriPtion Core

conjuration (creation)
1 standard action

V S M (a piece of string and a bit of wood)
close (25 ft. + 5 ft./2 levels)
one invisible, mindless, shapeless servant

1 hour/level
none

no


