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When you cast this spell, you can assume the form of any Small or Medium 
creature of the humanoid type. If the form you assume has any of the following 
abilities, you gain the listed ability: darkvision 60 feet, low-light vision, scent, 
and swim 30 feet.

Small creature: If the form you take is that of a Small humanoid, you gain a 
+2 size bonus to your Dexterity.

Medium creature: If the form you take is that of a Medium humanoid, you 
gain a +2 size bonus to your Strength.

An augury can tell you whether a particular action will bring good or bad 
results for you in the immediate future.

The base chance for receiving a meaningful reply is 70% + 1% per caster 
level, to a maximum of 90%; this roll is made secretly. A question may be so 
straightforward that a successful result is automatic, or so vague as to have no 
chance of success. If the augury succeeds, you get one of four results:

    Weal (if the action will probably bring good results).
    Woe (for bad results).
    Weal and woe (for both).
    Nothing (for actions that don’t have especially good or bad results).

If the spell fails, you get the “nothing” result. A character who gets the 
“nothing” result has no way to tell whether it was the consequence of a failed or 
successful augury.

The augury can see into the future only about half an hour, so anything that 
might happen after that does not affect the result. Thus, the result might not take 
into account the long-term consequences of a contemplated action. All auguries 
cast by the same person about the same topic use the same die result as the first 
casting.

You call upon the powers of unlife to render the subject blinded or deafened, 
as you choose.

Blinded Condition: The creature cannot see. It takes a –2 penalty to Armor 
Class, loses its Dexterity bonus to AC (if any), and takes a –4 penalty on most 
Strength- and Dexterity-based skill checks and on opposed Perception skill 
checks. All checks and activities that rely on vision (such as reading and Percep-
tion checks based on sight) automatically fail. All opponents are considered to 
have total concealment (50% miss chance) against the blinded character. Blind 
creatures must make a DC 10 Acrobatics skill check to move faster than half 
speed. Creatures that fail this check fall prone. Characters who remain blinded 
for a long time grow accustomed to these drawbacks and can overcome some of 
them.

Deafened Condition: A deafened character cannot hear. He takes a –4 penalty 
on initiative checks, automatically fails Perception checks based on sound, 
takes a –4 penalty on opposed Perception checks, and has a 20% chance of spell 
failure when casting spells with verbal components. Characters who remain 
deafened for a long time grow accustomed to these drawbacks and can over-
come some of them.

Your eyes burn like hot coals, allowing you to set objects or foes alight with 
a glance.

As a standard action as long as this spell’s effects persist, you may direct your 
burning gaze against a single creature or object within 30 feet of your location. 
Targeted creatures must succeed at a Fortitude save or take 1d6 points of fire 
damage. Unattended objects do not get a save. Creatures damaged by the spell 
must make a Reflex save or catch fire.

Each round, burning creatures may attempt a Reflex save to quench the 
flames; failure results in another 1d6 points of fire damage. Flammable items 
worn by a creature must also save or take the same damage as the creature. If a 
creature or object is already on fire, it suffers no additional effects from burning 
gaze.

Note that this spell does not grant an actual gaze attack- foes and allies are 
not in danger of catching on fire simply by meeting your gaze.
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When laying your hand upon a living creature, you channel positive energy 
that cures 2d8 points of damage +1 point per caster level (maximum +10). 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.

This spell clouds the mind of a creature with 6 or fewer Hit Dice so that it 
takes no actions. Creatures of 7 or more HD are not affected. A dazed subject is 
not stunned, so attackers get no special advantage against it. After a creature has 
been dazed by this spell, it is immune to the effects of this spell for 1 minute.

Dazed Condition: The creature is unable to act normally. A dazed creature can 
take no actions, but has no penalty to AC.

You draw forth the ebbing life force of a creature and use it to fuel your 
own power. Upon casting this spell, you touch a living creature that has -1 or 
fewer hit points. If the subject fails its saving throw, it dies, and you gain 1d8 
temporary hit points and a +2 enhancement bonus to Strength. Additionally, 
your effective caster level goes up by +1, improving spell effects dependent on 
caster level. This increase in effective caster level does not grant you access to 
more spells. These effects last for 10 minutes per HD of the subject creature.

The subject becomes temporarily immune to poison. Any poison in its system 
or any poison to which it is exposed during the spell’s duration does not affect 
the subject until the spell’s duration has expired. Delay poison does not cure any 
damage that poison may have already done.
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You detect surface thoughts. The amount of information revealed depends on 
how long you study a particular area or subject.

1st Round: Presence or absence of thoughts (from conscious creatures with 
Intelligence scores of 1 or higher).
2nd Round: Number of thinking minds and the Intelligence score of each. 
If the highest Intelligence is 26 or higher (and at least 10 points higher than 
your own Intelligence score), you are stunned for 1 round and the spell ends. 
This spell does not let you determine the location of the thinking minds if you 
can’t see the creatures whose thoughts you are detecting.
3rd Round: Surface thoughts of any mind in the area. A target’s Will save 
prevents you from reading its thoughts, and you must cast detect thoughts 
again to have another chance. Creatures of animal intelligence (Int 1 or 2) 
have simple, instinctual thoughts.

Each round, you can turn to detect thoughts 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.

If you have the attention of a group of creatures, you can use this spell to hold 
them enthralled. To cast the spell, you must speak or sing without interruption 
for 1 full round. Thereafter, those affected give you their undivided attention, 
ignoring their surroundings. They are considered to have an attitude of friendly 
while under the effect of the spell. Any potentially affected creature of a race or 
religion unfriendly to yours gets a +4 bonus on the saving throw.

A target with 4 or more HD or with a Wisdom score of 16 or higher remains 
aware of its surroundings and has an attitude of indifferent. It gains a new saving 
throw if it witnesses actions that it opposes.

The effect lasts as long as you speak or sing, to a maximum of 1 hour. 
Those enthralled by your words take no action while you speak or sing and 
for 1d3 rounds thereafter while they discuss the topic or performance. Those 
entering the area during the performance must also successfully save or become 
enthralled. The speech ends (but the 1d3-round delay still applies) if you lose 
concentration or do anything other than speak or sing.

If those not enthralled have unfriendly or hostile attitudes toward you, they 
can collectively make a Charisma check to try to end the spell by jeering and 
heckling. For this check, use the Charisma bonus of the creature with the 
highest Charisma in the group; others may make Charisma checks to assist. The 
heckling ends the spell if this check result beats your Charisma check result. 
Only one such challenge is allowed per use of the spell.

If any member of the audience is attacked or subjected to some other overtly 
hostile act, the spell ends and the previously enthralled members become 
immediately unfriendly toward you. Each creature with 4 or more HD or with a 
Wisdom score of 16 or higher becomes hostile.

You harness the power of unlife to grant yourself a limited ability to avoid 
death. While this spell is in effect, you gain temporary hit points equal to 1d10 + 
1 per caster level (maximum +10).

You curse the target with a hunger no food can assuage. On a failed saving 
throw, the target begins to starve (see page 444 of the Core Rulebook). The 
effects of this spell cannot inflict more nonlethal damage than the target has hit 
points. No amount of eating can counter the effect and, further, even attempting 
to eat causes the target to become nauseated for 1 round unless they make a 
DC 12 Fortitude save. The target still experiences the other normal effects of 
anything consumed (such as poisons or potions).

Feast of ashes can be removed with a break enchantment, limited wish, 
miracle, remove curse, or wish spell, but effects suffered as a result of starvation 
must be healed by normal means.

Nauseated Condition: Creatures with the nauseated condition experience stom-
ach distress. Nauseated creatures are unable to attack, cast spells, concentrate on 
spells, or do anything else requiring attention. The only action such a character 
can take is a single move actions per turn.

Starvation: The character must make a Constitution check each day (DC 10, +1 
for each previous check) or take 1d6 points of nonlethal damage. Characters that 
take an amount of nonlethal damage equal to their total hit points begin to take 
lethal damage instead.
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Necrotic energy permeates the target, blocking healing abilities. The subject 
gains spell resistance equal to 12 + your caster level against effects that restore 
hit points or grant temporary hit points. In addition, any healing provided by 
effects that ignore spell resistance (such as fast healing, regeneration, and some 
spells) are halved. If the target succeeds on a Fortitude saving throw, fester lasts 
only a single round.

You gain intuitive insight into the workings of traps. You gain an insight 
bonus equal to 1/2 your caster level (maximum +10) on Perception checks 
made to find traps while the spell is in effect. You receive a check to notice traps 
within 10 feet of you, even if you are not actively searching for them. Note that 
find traps grants no ability to disable the traps that you may find.

A bank of fog billows out from the point you designate. The fog obscures 
all sight, including darkvision, beyond 5 feet. A creature within 5 feet has 
concealment (attacks have a 20% miss chance). Creatures farther away have 
total concealment (50% miss chance, and the attacker can’t use sight to locate 
the target).

A moderate wind (11+ mph) disperses the fog in 4 rounds; a strong wind (21+ 
mph) disperses the fog in 1 round.

The spell does not function underwater.

You preserve the remains of a dead creature so that they do not decay. Doing 
so effectively extends the time limit on raising that creature from the dead (see 
raise dead). Days spent under the influence of this spell don’t count against the 
time limit. Additionally, this spell makes transporting a slain (and thus decaying) 
comrade less unpleasant.

The spell also works on severed body parts and the like.
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You take no damage from falls (as if from feather fall). In addition, you can 
move up to 5 feet in any horizontal direction for every 1 foot you fall, at a speed 
of 60 feet per round. You cannot use this spell to actually gain height, merely 
coast in other directions as you fall. If subjected to a strong wind or any other 
effect that causes you to rise you can take advantage of it in order to increase 
the distance you can glide. The spell ends as soon as your feet touch the ground 
regardless of its remaining duration. If the spell expires while you are still in the 
air you fall the remaining distance as normal.

A cloud of golden particles covers everyone and everything in the area, 
causing creatures to become blinded and visibly outlining invisible things for the 
duration of the spell. All within the area are covered by the dust, which cannot 
be removed and continues to sparkle until it fades. Each round at the end of 
their turn blinded creatures may attempt new saving throws to end the blindness 
effect.

Any creature covered by the dust takes a -40 penalty on Stealth checks.

Blinded Condition: The creature cannot see. It takes a –2 penalty to Armor 
Class, loses its Dexterity bonus to AC (if any), and takes a –4 penalty on most 
Strength- and Dexterity-based skill checks and on opposed Perception skill 
checks. All checks and activities that rely on vision (such as reading and Percep-
tion checks based on sight) automatically fail. All opponents are considered to 
have total concealment (50% miss chance) against the blinded character. Blind 
creatures must make a DC 10 Acrobatics skill check to move faster than half 
speed. Creatures that fail this check fall prone. Characters who remain blinded 
for a long time grow accustomed to these drawbacks and can overcome some of 
them.

You greatly enhance the ability of the subjects to communicate hidden 
messages to each other. Each target gains a +10 competence bonus on Bluff 
checks to send secret messages to other recipients. Others using opposed Sense 
Motive checks to decipher these messages receive a -5 penalty. All subjects 
affected by the spell must share a language to be able to pass messages.

Secret Messages: You can use Bluff to pass hidden messages to another charac-
ter without others understanding your true meaning. The DC of this check is 15 
for simple messages and 20 for complex messages. If you are successful, the tar-
get automatically understands you, assuming you are speaking in a language that 
it understands. If your check fails by 5 or more, you deliver the wrong message. 
Other creatures that hear the message can decipher the message by succeeding at 
an opposed Sense Motive check against your Bluff result.

The subject becomes paralyzed and freezes in place. It is aware and breathes 
normally but cannot take any actions, even speech. Each round on its turn, the 
subject may attempt a new saving throw to end the effect. This is a full-round 
action that does not provoke attacks of opportunity. A winged creature who 
is paralyzed cannot flap its wings and falls. A swimmer can’t swim and may 
drown.
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When laying your hand upon a creature, you channel negative energy that 
deals 2d8 points of damage + 1 point per caster level (maximum +10).

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

Levitate allows you to move yourself, another creature, or an object up and 
down as you wish. A creature must be willing to be levitated, and an object 
must be unattended or possessed by a willing creature. You can mentally direct 
the recipient to move up or down as much as 20 feet each round; doing so is a 
move action. You cannot move the recipient horizontally, but the recipient could 
clamber along the face of a cliff, for example, or push against a ceiling to move 
laterally (generally at half its base land speed).

A levitating creature that attacks with a melee or ranged weapon finds itself 
increasingly unstable; the first attack has a -1 penalty on attack rolls, the second 
-2, and so on, to a maximum penalty of -5. A full round spent stabilizing allows 
the creature to begin again at -1.

Your senses become preternaturally keen, and you gain insight into subtle 
behavioral cues. For the duration of the spell, you receive a +5 competence 
bonus on Perception and Sense Motive checks.

You inflict a painful, itching rash on the target creature. The target is sickened 
and takes a -4 penalty to Dexterity (this penalty cannot lower Dexterity below 
0). The target can spend a move action scratching furiously at the rash to remove 
the sickened condition (but not the Dexterity penalty) until the start of its next 
turn.

Sickened Condition: The character takes a –2 penalty on all attack rolls, 
weapon damage rolls, saving throws, skill checks, and ability checks.
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The affected creatures become frightened. If any of the subjects succeed on a 
Will save, it is shaken for 1 round. Creatures with 6 or more HD are immune to 
this effect.

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.

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

You can see any objects or beings that are invisible within your range of 
vision, as well as any that are ethereal, as if they were normally visible. Such 
creatures are visible to you as translucent shapes, allowing you easily to discern 
the difference between visible, invisible, and ethereal creatures.

The spell does not reveal the method used to obtain invisibility. It does not 
reveal illusions or enable you to see through opaque objects. It does not reveal 
creatures who are simply hiding, concealed, or otherwise hard to see.

See invisibility can be made permanent with a permanency spell.

You curse the target, preventing it from drawing upon the powers of destiny. 
The target is shaken and cannot use hero points for the duration of the spell. This 
effect can be removed by dispel magic, remove curse, or other similar effects.

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

Note: This spell deals with hero points which are described in the Advanced 
Player’s Guide.

 

The target of this spell causes several conditions that he suffers from to 
be lessened in severity one step. If he is nauseated, he is instead sickened. If 
he is stunned, he is instead dazed. If he is exhausted, he is fatigued. If he is 
frightened, he is shaken. If he is paralyzed, he is staggered. The duration of the 
effect is unchanged; the effect is simply reduced to the lesser version. This spell 
has no effect on conditions not listed above.

Sickened Condition: The character takes a –2 penalty on all attack rolls, weapon 
damage rolls, saving throws, skill checks, and ability checks.

Dazed Condition: The creature is unable to act normally. A dazed creature can take 
no actions, but has no penalty to AC. A dazed condition typically lasts 1 round.

Fatigued Condition: A fatigued character can neither run nor charge and takes a –2 
penalty to Strength and Dexterity. Doing anything that would normally cause fatigue 
causes the fatigued character to become exhausted. After 8 hours of complete rest, 
fatigued characters are no longer fatigued.

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

Staggered Condition: A staggered creature may take a single move action or stan-
dard action each round (but not both, nor can he take full-round actions). A staggered 
creature can still take swift and immediate actions. A creature with nonlethal damage 
exactly equal to its current hit points gains the staggered condition.
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A ghostly hand shaped from your life force materializes and moves as you 
desire, allowing you to deliver low-level, touch range spells at a distance. On 
casting the spell, you lose 1d4 hit points that return when the spell ends (even 
if it is dispelled), but not if the hand is destroyed. (The hit points can be healed 
as normal.) For as long as the spell lasts, any touch range spell of 4th level or 
lower that you cast can be delivered by the spectral hand. The spell gives you 
a +2 bonus on your melee touch attack roll, and attacking with the hand counts 
normally as an attack. The hand always strikes from your direction. The hand 
cannot flank targets like a creature can. After it delivers a spell, or if it goes 
beyond the spell range or goes out of your sight, the hand returns to you and 
hovers.

The hand is incorporeal and thus cannot be harmed by normal weapons. It 
has improved evasion (half damage on a failed Reflex save and no damage on 
a successful save), your save bonuses, and an AC of 22 (+8 size, +4 natural 
armor). Your Intelligence modifier applies to the hand’s AC as if it were the 
hand’s Dexterity modifier. The hand has 1 to 4 hit points, the same number that 
you lost in creating it.

When you need to keep track of comrades who may get separated, status 
allows you to mentally monitor their relative positions and general condition. 
You are aware of direction and distance to the creatures and any conditions 
affecting them: unharmed, wounded, disabled, staggered, unconscious, dying, 
nauseated, panicked, stunned, poisoned, diseased, confused, or the like. Once 
the spell has been cast upon the subjects, the distance between them and 
the caster does not affect the spell as long as they are on the same plane of 
existence. If a subject leaves the plane, or if it dies, the spell ceases to function 
for it.

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 2nd Level list, or 1d3 creatures of the same kind 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.

You summon a swarm of bats, rats, or spiders (your choice), which attacks 
all other creatures within its area. (You may summon the swarm so that it shares 
the area of other creatures.) If no living creatures are within its area, the swarm 
attacks or pursues the nearest creature as best it can. The caster has no control 
over its target or direction of travel.
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necromancy divination

conjuration (summoning)conjuration (summoning) [see text]

1 standard action 1 standard action

1 round1 round

V S V S 
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nonenone

no yes (harmless)

nono





touch of idiocy voMit SWArM

WeB zone of truth

Witch 2 Witch 2

Witch 2 Witch 2

School School

SchoolSchool

Casting Time Casting Time

Casting TimeCasting Time

Saving Throw

Saving ThrowSaving Throw

Components Components

ComponentsComponents

Duration Duration

DurationDuration

Target Effect

AreaEffect

Range Range

RangeRange

SR

SRSR

With a touch, you reduce the target’s mental faculties. Your successful melee 
touch attack applies a 1d6 penalty to the target’s Intelligence, Wisdom, and 
Charisma scores. This penalty can’t reduce any of these scores below 1.

This spell’s effect may make it impossible for the target to cast some or all of 
its spells, if the requisite ability score drops below the minimum required to cast 
spells of that level.

You vomit forth a swarm of spiders (Pathfinder Roleplaying Game Bestiary, 
page 258) that attacks all other creatures within its area. The swarm begins 
adjacent to you, but if no living creatures are within its area, it moves in one 
direction of your choosing at its normal speed.

You can move the swarm or change the swarm’s direction by spending a 
standard action to concentrate on the swarm, otherwise it continues moving 
in its current direction. If your caster level is at least 7th, you can vomit forth 
a swarm of wasps instead (Pathfinder Roleplaying Game Bestiary, page 275). 
Finally, if your caster level is at least 13th, you can vomit forth a swarm of army 
ants (Pathfinder Roleplaying Game Bestiary, page 16).

Web creates a many-layered mass of strong, sticky strands. These strands trap 
those caught in them. The strands are similar to spiderwebs but far larger and 
tougher. These masses must be anchored to two or more solid and diametrically 
opposed points or else the web collapses upon itself and disappears. Creatures 
caught within a web become grappled by the sticky fibers. Attacking a creature 
in a web doesn’t cause you to become grappled.

Anyone in the effect’s area when the spell is cast must make a Reflex save. 
If this save succeeds, the creature is inside the web but is otherwise unaffected. 
If the save fails, the creature gains the grappled condition, but can break free by 
making a combat maneuver check or Escape Artist check as a standard action 
against the DC of this spell. The entire area of the web is considered difficult 
terrain. Anyone moving through the webs must make a combat maneuver check 
or Escape Artist check as part of their move action, with a DC equal to the 
spell’s DC. Creatures that fail lose their movement and become grappled in the 
first square of webbing that they enter.

If you have at least 5 feet of web between you and an opponent, it provides 
cover. If you have at least 20 feet of web between you, it provides total cover.

The strands of a web spell are flammable. A flaming weapon can slash them 
away as easily as a hand brushes away cobwebs. Any fire can set the webs alight 
and burn away one 5-foot square in 1 round. All creatures within flaming webs 
take 2d4 points of fire damage from the flames.

Web can be made permanent with a permanency spell. A permanent web that 
is damaged (but not destroyed) regrows in 10 minutes.

Creatures within the emanation area (or those who enter it) can’t speak any 
deliberate and intentional lies. Each potentially affected creature is allowed a 
save to avoid the effects when the spell is cast or when the creature first enters 
the emanation area. Affected creatures are aware of this enchantment. Therefore, 
they may avoid answering questions to which they would normally respond with 
a lie, or they may be evasive as long as they remain within the boundaries of the 
truth. Creatures who leave the area are free to speak as they choose.
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