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This spell makes your eyes glow blue and allows you to see magical auras 
within 120 feet of you. The effect is similar to that of a detect magic spell, but 
arcane sight does not require concentration and discerns aura location and power 
more quickly.

You know the location and power of all magical auras within your sight. An 
aura’s power depends on a spell’s functioning level or an item’s caster level, 
as noted in the description of the detect magic spell. If the items or creatures 
bearing the auras are in line of sight, you can make Spellcraft skill checks to 
determine the school of magic involved in each. (Make one check per aura; DC 
15 + spell level, or 15 + half caster level for a nonspell effect.)

If you concentrate on a specific creature within 120 feet of you as a standard 
action, you can determine whether it has any spellcasting or spell-like abilities, 
whether these are arcane or divine (spell-like abilities register as arcane), and the 
strength of the most powerful spell or spell-like ability the creature currently has 
available for use.

As with detect magic, you can use this spell to identify the properties of 
magic items, but not artifacts.

Arcane sight can be made permanent with a permanency spell.

You place a curse on the subject. Choose one of the following.

* -6 decrease to an ability score (minimum 1).
* -4 penalty on attack rolls, saves, ability checks, and skill checks.
* Each turn, the target has a 50% chance to act normally; otherwise, it takes 
no action.

You may also invent your own curse, but it should be no more powerful than 
those described above.

The curse bestowed by this spell cannot be dispelled, but it can be removed 
with a break enchantment, limited wish, miracle, remove curse, or wish spell.

Bestow curse counters remove curse.

Clairaudience/clairvoyance creates an invisible magical sensor at a specific 
location that enables you to hear or see (your choice) almost as if you were 
there. You don’t need line of sight or line of effect, but the locale must be 
known - a place familiar to you, or an obvious one. Once you have selected the 
locale, the sensor doesn’t move, but you can rotate it in all directions to view the 
area as desired. Unlike other scrying spells, this spell does not allow magically 
or supernaturally enhanced senses to work through it. If the chosen locale is 
magically dark, you see nothing. If it is naturally pitch black, you can see in a 
10-foot radius around the center of the spell’s effect. Clairaudience/clairvoyance 
functions only on the plane of existence you are currently occupying.

You curse the target with a thirst no drink can quench. On a failed saving 
throw, the target begins to dehydrate (see starvation and thirst). The effects of 
this spell cannot inflict more nonlethal damage than the target has hit points. No 
amount of drinking can counter this effect, although the target still experiences 
the other normal effects of any liquid imbibed (such as poisons or potions). 
Cup of dust can be removed with a break enchantment, limited wish, miracle, 
remove curse, or wish spell, but effects suffered as a result of dehydration must 
be healed by normal means.

Thirst: The character must make a Constitution check each hour (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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A deep slumber spell causes a magical slumber to come upon 10 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). Deep slumber does not target unconscious creatures, constructs, 
or undead creatures.

You can use dispel magic to end one ongoing spell that has been cast on a 
creature or object, to temporarily suppress the magical abilities of a magic item, 
or to counter another spellcaster’s spell. A dispelled spell ends as if its duration 
had expired. Some spells, as detailed in their descriptions, can’t be defeated by 
dispel magic. Dispel magic can dispel (but not counter) spell-like effects just 
as it does spells. The effect of a spell with an instantaneous duration can’t be 
dispelled, because the magical effect is already over before the dispel magic can 
take effect.

You choose to use dispel magic in one of two ways: a targeted dispel or a 
counterspell.

Targeted Dispel: One object, creature, or spell is the target of the dispel 
magic spell. You make one dispel check (1d20 + your caster level) and compare 
that to the spell with highest caster level (DC = 11 + the spell’s caster level). If 
successful, that spell ends. If not, compare the same result to the spell with the 
next highest caster level. Repeat this process until you have dispelled one spell 
affecting the target, or you have failed to dispel every spell.

For example, a 7th-level caster casts dispel magic, targeting a creature 
affected by stoneskin (caster level 12th) and fly (caster level 6th). The caster 
level check results in a 19. This check is not high enough to end the stoneskin 
(which would have required a 23 or higher), but it is high enough to end the fly 
(which only required a 17). Had the dispel check resulted in a 23 or higher, the 
stoneskin would have been dispelled, leaving the fly intact. Had the dispel check 
been a 16 or less, no spells would have been affected.

You can also use a targeted dispel to specifically end one spell affecting the 
target or one spell affecting an area (such as a wall of fire). You must name the 
specific spell effect to be targeted in this way. If your caster level check is equal 
to or higher than the DC of that spell, it ends. No other spells or effects on the 
target are dispelled if your check is not high enough to end the targeted effect.

If you target an object or creature that is the effect of an ongoing spell (such 
as a monster summoned by summon monster), you make a dispel check to end 
the spell that conjured the object or creature.

If the object that you target is a magic item, you make a dispel check against 
the item’s caster level (DC = 11 + the item’s caster level). If you succeed, all the 
item’s magical properties are suppressed for 1d4 rounds, after which the item 
recovers its magical properties. A suppressed item becomes nonmagical for the 
duration of the effect. An interdimensional opening (such as a bag of holding) 
is temporarily closed. A magic item’s physical properties are unchanged: A 
suppressed magic sword is still a sword (a masterwork sword, in fact). Artifacts 
and deities are unaffected by mortal magic such as this.

You automatically succeed on your dispel check against any spell that you 
cast yourself.

Counterspell: When dispel magic is used in this way, the spell targets a 
spellcaster and is cast as a counterspell. Unlike a true counterspell, however, 
dispel magic may not work; you must make a dispel check to counter the other 
spellcaster’s spell.

The subject can fly at a speed of 60 feet (or 40 feet if it wears medium or 
heavy armor, or if it carries a medium or heavy load). It can ascend at half speed 
and descend at double speed, and its maneuverability is good.

Using a fly spell requires only as much concentration as walking, so the 
subject can attack or cast spells normally. The subject of a fly spell can charge 
but not run, and it cannot carry aloft more weight than its maximum load, plus 
any armor it wears. The subject gains a bonus on Fly skill checks equal to 1/2 
your caster level.

Should the spell duration expire while the subject is still aloft, the magic 
fails slowly. The subject floats downward 60 feet per round for 1d6 rounds. If it 
reaches the ground in that amount of time, it lands safely. If not, it falls the rest 
of the distance, taking 1d6 points of damage per 10 feet of fall. Since dispelling 
a spell effectively ends it, the subject also descends safely in this way if the fly 
spell is dispelled, but not if it is negated by an antimagic field.
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This powerful inscription harms those who enter, pass, or open the warded 
area or object. A glyph of warding can guard a bridge or passage, ward a portal, 
trap a chest or box, and so on.

You set all of the conditions of the ward. Typically, any creature entering the 
warded area or opening the warded object without speaking a password (which 
you set when casting the spell) is subject to the magic it stores. Alternatively 
or in addition to a password trigger, glyphs can be set according to physical 
characteristics (such as height or weight) or creature type, subtype, or kind. 
Glyphs can also be set with respect to good, evil, law, or chaos, or to pass those 
of your religion. They cannot be set according to class, HD, or level. Glyphs 
respond to invisible creatures normally but are not triggered by those who travel 
past them ethereally. Multiple glyphs cannot be cast on the same area. However, 
if a cabinet has three different drawers, each can be separately warded.

When casting the spell, you weave a tracery of faintly glowing lines around 
the warding sigil. A glyph can be placed to conform to any shape up to the 
limitations of your total square footage. When the spell is completed, the glyph 
and tracery become nearly invisible.

Glyphs cannot be affected or bypassed by such means as physical or magical 
probing, though they can be dispelled. Mislead, polymorph, and nondetection 
(and similar magical effects) can fool a glyph, though non-magical disguises 
and the like can’t. Read magic allows you to identify a glyph of warding with a 
DC 13 Knowledge (arcana) check. Identifying the glyph does not discharge it 
and allows you to know the basic nature of the glyph (version, type of damage 
caused, what spell is stored).

Depending on the version selected, a glyph either blasts the intruder or 
activates a spell.

Blast Glyph: A blast glyph deals 1d8 points of damage per two caster levels 
(maximum 5d8) to the intruder and to all within 5 feet of him or her. This 
damage is acid, cold, fire, electricity, or sonic (caster’s choice, made at time of 
casting). Each creature affected can attempt a Reflex save to take half damage. 
Spell resistance applies against this effect.

Spell Glyph: You can store any harmful spell of 3rd level or lower that you 
know. All level-dependent features of the spell are based on your caster level at 
the time of casting the glyph. If the spell has a target, it targets the intruder. If 
the spell has an area or an amorphous effect, the area or effect is centered on the 
intruder. If the spell summons creatures, they appear as close as possible to the 
intruder and attack. Saving throws and spell resistance operate as normal, except 
that the DC is based on the level of the spell stored in the glyph.

Trapfinding and Magic Traps
Magic traps such as glyph of warding are hard to detect and disable. A character 
with the trapfinding class feature (only) can use the Perception skill to find the 
glyph and Disable Device to thwart it. The DC in each case is 25 + spell level, 
or 28 for glyph of warding.

You form a bond with your surroundings when you cast this spell. For the 
remaining duration of the spell you can always, as a standard action, determine 
your approximate distance from that area as well as the direction you must travel 
in order to reach it. You cannot determine the location of the area if you are on a 
different plane. The area counts as “very familiar” for the purposes of teleport or 
similar spells. You can only attune yourself to one location at a time. If you cast 
the spell at another spot you lose the ability to locate your original area.

This spell imbues a single creature with great bravery and morale in battle. 
The target gains a +2 morale bonus on attack rolls, saves, and skill checks.
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You release a powerful stroke of electrical energy that deals 1d6 points of 
electricity damage per caster level (maximum 10d6) to each creature within its 
area. The bolt begins at your fingertips.

The lightning bolt sets fire to combustibles and damages objects in its path. 
It can melt metals with a low melting point, such as lead, gold, copper, silver, 
or bronze. If the damage caused to an interposing barrier shatters or breaks 
through it, the bolt may continue beyond the barrier if the spell’s range permits; 
otherwise, it stops at the barrier just as any other spell effect does.

You sense the direction of a well-known or clearly visualized object. You can 
search for general items, in which case you locate the nearest of its kind if more 
than one is within range. Attempting to find a certain item requires a specific 
and accurate mental image; if the image is not close enough to the actual object, 
the spell fails. You cannot specify a unique item unless you have observed that 
particular item firsthand (not through divination).

The spell is blocked by even a thin sheet of lead. Creatures cannot be found 
by this spell. Polymorph any object and nondetection fool it.

You utter a dire curse over the body of a dying creature, allowing you to 
consume its waning life force. Upon casting this spell, you touch a living 
creature that has –1 or fewer hit points. If the target fails its saving throw, it 
dies and you gain 1 hero point for every 5 Hit Dice possessed by the target 
(minimum 1, maximum 3). These hero points last for a number of minutes equal 
to the target’s Hit Dice. Any hero points remaining when this spell ends are lost.

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

This spell curses the creature touched, making it inimical to the natural world. 
All animals have an initial attitude of hostile toward the target. Familiars, being 
magical beasts, are not affected by this spell, but animal companions are. If 
you have an animal companion, it does not become hostile, but as long as you 
remain cursed, your animal companion takes a -2 penalty on all attack rolls, skill 
checks, and saving throws. The target also takes a -10 penalty on Survival skill 
checks as the weather and environment themselves seem to conspire to cause 
trouble.

Nature’s exile can be removed with break enchantment, limited wish, miracle, 
remove curse, or wish.
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Pain strike racks the targeted creature with agony, inflicting 1d6 points 
of nonlethal damage per round for 1 round per level (maximum 10 rounds). 
Additionally, the affected creature is sickened for the spell’s duration, and the 
caster gains a +4 circumstance bonus on Intimidate checks against the target.

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

Each affected creature gains a +2 morale bonus to Strength and Constitution, 
a +1 morale bonus on Will saves, and a -2 penalty to AC. The effect is otherwise 
identical with a barbarian’s rage except that the subjects aren’t fatigued at the 
end of the rage.

Additional Notes from Barbarian Rage: The increase to Constitution grants 
the target 1 hit point per Hit Dice, but these disappear when the rage ends and 
are not lost first like temporary hit points. While in rage, the target cannot use 
any Charisma-, Dexterity-, or Intelligence-based skills (except Acrobatics, Fly, 
Intimidate, and Ride) or any ability that requires patience or concentration.

A black ray projects from your pointing finger. You must succeed on a ranged 
touch attack with the ray to strike a target.

The subject is immediately exhausted for the spell’s duration. A successful 
Fortitude save means the creature is only fatigued.

A character that is already fatigued instead becomes exhausted.
This spell has no effect on a creature that is already exhausted. Unlike normal 

exhaustion or fatigue, the effect ends as soon as the spell’s duration expires.

Exhausted Condition: An exhausted character moves at half speed, cannot run 
or charge, and takes a –6 penalty to Strength and Dexterity.

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.

Remove blindness/deafness cures blindness or deafness (your choice), 
whether the effect is normal or magical in nature. The spell does not restore ears 
or eyes that have been lost, but it repairs them if they are damaged.

Remove blindness/deafness counters and dispels blindness/deafness.
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Remove curse can remove all curses on an object or a creature. If the target is 
a creature, you must make a caster level check (1d20 + caster level) against the 
DC of each curse affecting the target. Success means that the curse is removed. 
Remove curse does not remove the curse from a cursed shield, weapon, or suit 
of armor, although a successful caster level check enables the creature afflicted 
with any such cursed item to remove and get rid of it.

Remove curse counters and dispels bestow curse.

Remove disease can cure all diseases from which the subject is suffering. 
You must make a caster level check (1d20 + caster level) against the DC of each 
disease affecting the target. Success means that the disease is cured. The spell 
also kills some hazards and parasites, including green slime and others.

Since the spell’s duration is instantaneous, it does not prevent reinfection 
after a new exposure to the same disease at a later date.

You emit a shrill, piercing shriek, startling those around you into dropping 
their guard. Enemies in the area must make a successful saving throw or 
immediately provoke attacks of opportunity from foes that threaten them. You 
and your allies are unaffected by your own screech.

Similar to detect thoughts, seek thoughts allows you to sift through the 
surface thoughts of those around you. You may scan for either the answer to 
a simple question (such as “Where is the hidden lair of the wererats?”) or for 
information on a general topic (such as the beliefs of an evil cult). You detect the 
number of creatures who are thinking about this question or topic within range, 
as well as their location if they are visible to you. Seek thoughts does not let you 
read actual surface thoughts, only if a given creature is thinking about the topic 
you are concentrating on. A successful Will save prevents you from sensing a 
creature’s thoughts for the duration of the spell.

You can maintain concentration on seek thoughts while you engage in normal 
conversation, allowing you to ask leading questions about topics of interest. 
A creature conversing with you while you concentrate can notice that you are 
distracted with a successful DC 25 Sense Motive check.
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You cause a small symbol to appear in the text of a written work. The text 
containing the symbol must be at least 25 words long. When anyone reads the 
text containing the symbol, the sepia snake sigil springs into being, transforming 
into a large sepia serpent that strikes at the reader, provided there is line of effect 
between the symbol and the reader.

Simply seeing the enspelled text is not sufficient to trigger the spell; the 
subject must deliberately read it. The target is entitled to a save to evade the 
snake’s strike. If it succeeds, the sepia snake dissipates in a flash of brown light 
accompanied by a puff of dun-colored smoke and a loud noise. If the target fails 
its save, it is engulfed in a shimmering amber field of force and immobilized 
until released, either at your command or when 1d4 days + 1 day per caster level 
have elapsed.

While trapped in the amber field of force, the subject does not age, breathe, 
grow hungry, sleep, or regain spells. It is preserved in a state of suspended 
animation, unaware of its surroundings. It can be damaged by outside forces 
(and perhaps even killed), since the field provides no protection against physical 
injury. However, a dying subject does not lose hit points or become stable until 
the spell ends.

The hidden sigil cannot be detected by normal observation, and detect magic 
reveals only that the entire text is magical.

A dispel magic can remove the sigil. An erase spell destroys the entire page 
of text.

Sepia snake sigil can be cast in combination with other spells that hide or 
garble text, such as secret page.

Spending a moment in meditation and conjuring an image of the creature to 
mind, you reshape your link with your familiar, causing it to functions like a 
scrying sensor. Upon this spell you can hear, see, or smell (any one, your choice) 
what your familiar is experiencing. You gain the benefits of any nonmagical 
special abilities your familiar has tied to the chosen sense (such as low-light 
vision or scent), but use your own Perception skill. You don’t need line of sight 
or line of effect to your familiar, but you must have an active empathic link. You 
may change the sense you are sharing as a standard action. Unlike other scrying 
spells, share senses does not allow magically or supernaturally enhanced senses 
to work through it, and you are unable to see in magical or natural darkness 
unless your familiar possesses the ability to see in such conditions.

The sensory link with your familiar can be detected as though it were a 
scrying sensor.

Driving sleet blocks all sight (even darkvision) within it and causes the 
ground in the area to be icy. A creature can walk within or through the area of 
sleet at half normal speed with a DC 10 Acrobatics check. Failure means it can’t 
move in that round, while failure by 5 or more means it falls (see the Acrobatics 
skill for details).

The sleet extinguishes torches and small fires.

You grant the semblance of life to a corpse, allowing it to answer questions. 
You may ask one question per two caster levels. The corpse’s knowledge is 
limited to what it knew during life, including the languages it spoke. Answers 
are brief, cryptic, or repetitive, especially if the creature would have opposed 
you in life.

If the dead creature’s alignment was different from yours, the corpse gets 
a Will save to resist the spell as if it were alive. If successful, the corpse can 
refuse to answer your questions or attempt to deceive you, using Bluff. The soul 
can only speak about what it knew in life. It cannot answer any questions that 
pertain to events that occurred after its death.

If the corpse has been subject to speak with dead within the past week, the 
new spell fails. You can cast this spell on a corpse that has been deceased for 
any amount of time, but the body must be mostly intact to be able to respond. A 
damaged corpse may be able to give partial answers or partially correct answers, 
but it must at least have a mouth in order to speak at all. This spell does not 
affect a corpse that has been turned into an undead creature.
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conjuration (creation) [force] divination [scrying]

necromancy [language-dependent]conjuration (creation) [cold]

10 minutes 1 full round

10 minutes1 standard action

V S M (powdered amber worth 500 gp and a snake scale) V S M (a hair, scale, or feather from your familiar)

V SV S M (dust and water)

touch long (400 ft. + 40 ft./level)

10 ft.long (400 ft. + 40 ft./level)

one touched book or written work your familiar

one dead creaturecylinder (40-ft. radius, 20 ft. high)

perm/until discharged; until released or 1d4 days + 1 day/level; see text 1 minute/level (D)

1 min./level1 round/level

Reflex negates Will negates (harmless)

Will negates; see textnone

no yes (harmless)

nono
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Stinking cloud creates a bank of fog like that created by fog cloud, except 
that the vapors are nauseating. Living creatures in the cloud become nauseated. 
This condition lasts as long as the creature is in the cloud and for 1d4+1 rounds 
after it leaves. (Roll separately for each nauseated character.) Any creature that 
succeeds on its save but remains in the cloud must continue to save each round 
on your turn.

Stinking cloud can be made permanent with a permanency spell. A permanent 
stinking cloud dispersed by wind reforms in 10 minutes.

Notes from Fog Cloud: The fog obscures all sight, including darkvision, be-
yond 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.

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.

You influence the actions of the target creature by suggesting a course of 
activity (limited to a sentence or two). The suggestion must be worded in such a 
manner as to make the activity sound reasonable. Asking the creature to do some 
obviously harmful act automatically negates the effect of the spell.

The suggested course of activity can continue for the entire duration. If the 
suggested activity can be completed in a shorter time, the spell ends when the 
subject finishes what it was asked to do. You can instead specify conditions that 
will trigger a special activity during the duration. If the condition is not met 
before the spell duration expires, the activity is not performed.

A very reasonable suggestion causes the save to be made with a penalty (such 
as -1 or -2).

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 3rd Level list, 1d3 creatures of the same kind from 
the 2nd-level list, or 1d4+1 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.

This spell grants the creature touched the ability to speak and understand the 
language of any intelligent creature, whether it is a racial tongue or a regional 
dialect. The subject can speak only one language at a time, although it may be 
able to understand several languages. Tongues does not enable the subject to 
speak with creatures who don’t speak. The subject can make itself understood 
as far as its voice carries. This spell does not predispose any creature addressed 
toward the subject in any way.

Tongues can be made permanent with a permanency spell.
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You create a darkly sinister floating knife that attacks the same creature as 
you each round. If you choose not to attack a creature, or you make an attack 
that affects multiple opponents, the knife makes no attack during that round.

The knife uses your base attack bonus modified by either your Intelligence 
or Charisma bonus (whichever is higher) when making this attack. Unless you 
specifically will it to do otherwise, or it proves impossible to do so, the knife 
always maneuvers itself so that it can flank your opponent before making the 
attack. The knife deals 1d4 points of force damage on a successful hit and has 
the same threat range and critical multipliers as a normal dagger. In addition, if 
the target is denied a Dexterity bonus to AC or the knife flanks the target, the 
knife can make sneak attacks as a rogue, inflicting an extra 1d6 points of force 
damage per four caster levels on a successful attack.

A twilight knife cannot be attacked or harmed by physical attacks, but dispel 
magic, disintegrate, a sphere of annihilation, or a rod of cancellation affects it. A 
twilight knife’s AC against touch attacks is 12 (10 + size bonus for Tiny object) 
plus your Dexterity modifier.

If an attacked creature has spell resistance, you make a caster level check 
(1d20 + caster level) against that spell resistance the first time the twilight knife 
strikes it. If the knife is successfully resisted, the spell is dispelled. If not, the 
weapon has its normal full effect on that creature for the duration of the spell.

You utter a dire portent, causing destiny and fate to unravel around the target. 
This profoundly disturbing effect causes the target to suffer a cumulative –2 
penalty on all ability checks, attack rolls, saving throws, and skill checks for 
every hero point it possesses. The target can reduce this penalty by spending 
hero points normally, but it takes 2d6 points of damage for each hero point spent 
while this spell is in effect.

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

You must succeed on a melee touch attack. Your touch deals 1d6 points of 
damage per two caster levels (maximum 10d6). You gain temporary hit points 
equal to the damage you deal. You can’t gain more than the subject’s current hit 
points + the subject’s Constitution score (which is enough to kill the subject). 
The temporary hit points disappear 1 hour later.

The transmuted creatures can tread on any liquid as if it were firm ground. 
Mud, oil, snow, quicksand, running water, ice, and even lava can be traversed 
easily, since the subjects’ feet hover an inch or two above the surface. Creatures 
crossing molten lava still take damage from the heat because they are near it. 
The subjects can walk, run, charge, or otherwise move across the surface as if it 
were normal ground.

If the spell is cast underwater (or while the subjects are partially or wholly 
submerged in whatever liquid they are in), the subjects are borne toward the 
surface at 60 feet per round until they can stand on it.
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