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You create an invisible magical sensor that sends you visual information. You 
can create the arcane eye at any point you can see, but it can then travel outside 
your line of sight without hindrance. An arcane eye travels at 30 feet per round 
(300 feet per minute) if viewing an area ahead as a human would (primarily 
looking at the floor) or 10 feet per round (100 feet per minute) if examining the 
ceiling and walls as well as the floor ahead. It sees exactly as you would see if 
you were there.

The eye can travel in any direction as long as the spell lasts. Solid barriers 
block its passage, but it can pass through a hole or space as small as 1 inch in 
diameter. The eye can’t enter another plane of existence, even through a gate or 
similar magical portal.

You must concentrate to use an arcane eye. If you do not concentrate, the eye 
is inert until you again concentrate.

This spell causes a field of rubbery black tentacles to appear, burrowing up 
from the floor and reaching for any creature in the area.

Every creature within the area of the spell is the target of a combat maneuver 
check made to grapple each round at the beginning of your turn, including the 
round that black tentacles is cast. Creatures that enter the area of effect are also 
automatically attacked. The tentacles do not provoke attacks of opportunity. 
When determining the tentacles’ CMB, the tentacles use your caster level as 
their base attack bonus and receive a +4 bonus due to their Strength and a +1 
size bonus. Roll only once for the entire spell effect each round and apply the 
result to all creatures in the area of effect.

If the tentacles succeed in grappling a foe, that foe takes 1d6+4 points of 
damage and gains the grappled condition. Grappled opponents cannot move 
without first breaking the grapple. All other movement is prohibited unless the 
creature breaks the grapple first. The black tentacles spell receives a +5 bonus on 
grapple checks made against opponents it is already grappling, but cannot move 
foes or pin foes. Each round that black tentacles succeeds on a grapple check, 
it deals an additional 1d6+4 points of damage. The CMD of black tentacles, for 
the purposes of escaping the grapple, is equal to 10 + its CMB.

The tentacles created by this spell cannot be damaged, but they can be 
dispelled as normal. The entire area of effect is considered difficult terrain while 
the tentacles last.

This charm makes a 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 creature 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 creature breaks the 
spell. You must speak the creature’s language to communicate your commands, 
or else be good at pantomiming.

This spell causes confusion in the targets, making them unable to determine 
their actions. Roll on the following table at the start of each subject’s turn each 
round to see what it does in that round.

d%  Behavior
01-25  Act normally
26-50  Do nothing but babble incoherently
51-75  Deal 1d8 points of damage + Str modifier to self with item in hand
76-100  Attack nearest creature (for this purpose, a familiar counts as part of  
       the subject’s self)

A confused character who can’t carry out the indicated action does nothing 
but babble incoherently. Attackers are not at any special advantage when 
attacking a confused character. Any confused character who is attacked 
automatically attacks its attackers on its next turn, as long as it is still confused 
when its turn comes. Note that a confused character will not make attacks of 
opportunity against any creature that it is not already devoted to attacking (either 
because of its most recent action or because it has just been attacked).
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An invisible cone of despair causes great sadness in the subjects. Each 
affected creature takes a -2 penalty on attack rolls, saving throws, ability checks, 
skill checks, and weapon damage rolls.

Crushing despair counters and dispels good hope.

When laying your hand upon a living creature, you channel positive energy 
that cures 3d8 points of damage +1 point per caster level (maximum +1 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.     

The subject gains a +4 morale bonus on saves against all death spells and 
magical death effects. The subject is granted a save to negate such effects even 
if one is not normally allowed. The subject is immune to energy drain and any 
negative energy effects, including channeled negative energy.

This spell does not remove negative levels that the subject has already 
gained, but it does remove the penalties from negative levels for the duration of 
its effect.

Death ward does not protect against other sorts of attacks, even if those 
attacks might be lethal.

You immediately become aware of any attempt to observe you by means of a 
divination (scrying) spell or effect. The spell’s area radiates from you and moves 
as you move. You know the location of every magical sensor within the spell’s 
area.

If the scrying attempt originates within the area, you also know its location; 
otherwise, you and the scrier immediately make opposed caster level checks 
(1d20 + caster level). If you at least match the scrier’s result, you get a visual 
image of the scrier and an accurate sense of his direction and distance from you.
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You instantly transfer yourself from your current location to any other spot 
within range. You always arrive at exactly the spot desired - whether by simply 
visualizing the area or by stating direction. After using this spell, you can’t 
take any other actions until your next turn. You can bring along objects as long 
as their weight doesn’t exceed your maximum load. You may also bring one 
additional willing Medium or smaller creature (carrying gear or objects up to its 
maximum load) or its equivalent per three caster levels. A Large creature counts 
as two Medium creatures, a Huge creature counts as two Large creatures, and so 
forth. All creatures to be transported must be in contact with one another, and at 
least one of those creatures must be in contact with you.

If you arrive in a place that is already occupied by a solid body, you and 
each creature traveling with you take 1d6 points of damage and are shunted 
to a random open space on a suitable surface within 100 feet of the intended 
location.

If there is no free space within 100 feet, you and each creature traveling with 
you take an additional 2d6 points of damage and are shunted to a free space 
within 1,000 feet. If there is no free space within 1,000 feet, you and each 
creature traveling with you take an additional 4d6 points of damage and the spell 
simply fails.

FAQ: If the caster brings other creatures with them when they cast the spell, are 
the passengers unable to take any other actions until their next turn, or is that 
just for the caster?
Answer: That restriction only applies to the caster.

Each round, you concentrate on one target, who must be within range. 
You know if the target deliberately and knowingly speaks a lie by discerning 
disturbances in its aura caused by lying. The spell does not reveal the truth, 
uncover unintentional inaccuracies, or necessarily reveal evasions.

Each round, you may concentrate on a different target.

Similar to augury but more powerful, a divination spell can provide you with 
a useful piece of advice in reply to a question concerning a specific goal, event, 
or activity that is to occur within 1 week. The advice granted by the spell can be 
as simple as a short phrase, or it might take the form of a cryptic rhyme or omen. 
If your party doesn’t act on the information, the conditions may change so that 
the information is no longer useful. The base chance for a correct divination is 
70% + 1% per caster level, to a maximum of 90%. If the die roll fails, you know 
the spell failed, unless specific magic yielding false information is at work.

As with augury, multiple divinations about the same topic by the same caster 
use the same dice result as the first divination spell and yield the same answer 
each time.

You point your finger and fire a black ray of negative energy that suppresses 
the life force of any living creature it strikes. You must make a ranged touch 
attack to hit. If you hit, the subject gains 1d4 temporary negative levels (see 
Special Abilities). Negative levels stack.

Assuming the subject survives, it regains lost levels after a number of hours 
equal to your caster level (maximum 15 hours). Usually, negative levels have a 
chance of becoming permanent, but the negative levels from enervation don’t 
last long enough to do so.

An undead creature struck by the ray gains 1d4 x 5 temporary hit points for 
1 hour.

Negative Levels: For each negative level a creature has, it takes a cumulative 
–1 penalty on all ability checks, attack rolls, combat maneuver checks, Combat 
Maneuver Defense, saving throws, and skill checks. In addition, the creature 
reduces its current and total hit points by 5 for each negative level it possesses. 
The creature is also treated as one level lower for the purpose of level-dependent 
variables (such as spellcasting) for each negative level possessed. Spellcasters 
do not lose any prepared spells or slots as a result of negative levels. If a crea-
ture’s negative levels equal or exceed its total Hit Dice, it dies.
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An invisible cone of terror causes each living creature in the area to become 
panicked unless it succeeds on a Will save. If cornered, a panicked creature 
begins cowering. If the Will save succeeds, the creature is shaken for 1 round.

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. 

Cowering Condition: The character is frozen in fear and can take no actions. 
A cowering character takes a –2 penalty to Armor Class and loses his Dexterity 
bonus (if any).

Shaken Condition: A shaken character takes a –2 penalty on attack rolls, saving 
throws, skill checks, and ability checks.

A lesser geas places a magical command on a creature to carry out some 
service or to refrain from some action or course of activity, as desired by you. 
The creature must have 7 or fewer HD and be able to understand you. While a 
geas cannot compel a creature to kill itself or perform acts that would result in 
certain death, it can cause almost any other course of activity.

The geased creature must follow the given instructions until the geas is 
completed, no matter how long it takes.

If the instructions involve some open-ended task that the recipient cannot 
complete through his own actions, the spell remains in effect for a maximum of 
1 day per caster level. A clever recipient can subvert some instructions.

If the subject is prevented from obeying the lesser geas for 24 hours, it takes a 
-2 penalty to each of its ability scores. Each day, another -2 penalty accumulates, 
up to a total of -8. No ability score can be reduced to less than 1 by this effect. 
The ability score penalties are removed 24 hours after the subject resumes 
obeying the lesser geas.

A lesser geas (and all ability score penalties) can be ended by Break 
enchantment, limited wish, remove curse, miracle, or wish. Dispel magic does 
not affect a lesser geas.

Great magical hailstones pound down upon casting this spell, dealing 3d6 
points of bludgeoning damage and 2d6 points of cold damage to every creature 
in the area. This damage only occurs once, when the spell is cast. For the 
remaining duration of the spell, heavy snow and sleet rains down in the area. 
Creatures inside this area take a -4 penalty on Perception skill checks and the 
entire area is treated as difficult terrain. At the end of the duration, the snow and 
hail disappear, leaving no after-effects (other than the damage dealt).

When laying your hand upon a creature, you channel negative energy that 
deals 3d8 points of damage + 1 point per caster level (maximum +15).

Since undead are powered by negative energy, this spell cures such a creature 
of a like amount of damage, rather than harming it.
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You sense the direction of a known creature. You slowly turn and sense when 
you are facing in the direction of the creature to be located, provided it is within 
range. You also know in which direction the creature is moving, if any.

The spell can locate a creature of a specific kind or a specific creature known 
to you. It cannot find a creature of a certain type. To find a kind of creature, you 
must have seen such a creature up close (within 30 feet) at least once.

Running water blocks the spell. It cannot detect objects. It can be fooled by 
mislead, nondetection, and polymorph spells.

You create a non-magical, unattended object of nonliving vegetable matter. 
The volume of the item created cannot exceed 1 cubic foot per caster level. You 
must succeed on an appropriate Craft skill check to make a complex item.

Attempting to use any created object as a material component causes the spell 
to fail.

You invoke the mystical power of the moon to drive the target into a mad, bestial frenzy. 
If the target fails its save, it is dazed for 1 round, dropping held items as its nails and teeth 
elongate and sharpen. The target gains a bite attack and two claw attacks that deal damage 
appropriate for the creature’s size, and for the remainder of the spell’s duration the target 
behaves as if under simultaneous rage and confusion spells, attacking with its natural 
weapons in preference to other actions. During the final round of the spell’s duration, the 
target is again dazed as it returns to its normal state.

Table: Natural Attacks by Size
 Fine  Dim.   Tiny  Small  Med  Large  Huge  Garg.  Col.
Bite  1        1d2   1d3     1d4     1d6    1d8      2d6     2d8     4d6
Claw  -          1   1d2     1d3     1d4    1d6      1d8     2d6     2d8

Table: Confusion Effects
d%  Behavior
01-25  Act normally
26-50  Do nothing but babble incoherently
51-75  Deal 1d8 points of damage +Str modifier to self with item in hand
76-100  Attack nearest creature (for this purpose, a familiar counts as part of the 
     subject’s self)

Rage Effects: creature gains a +2 morale bonus to Strength and Constitution, a +1 morale 
bonus on Will saves, and a -2 penalty to AC, 1 hp/HD from CON increase (these disappear 
when the rage ends and are not lost first like temporary hit points). Cannot use any CHA-, 
DEX-, or INT-based skills (except Acrobatics, Fly, Intimidate, and Ride) or any ability that 
requires patience or concentration.

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

You detoxify any sort of venom in the creature or object touched. If the target 
is a creature, you must make a caster level check (1d20 + caster level) against 
the DC of each poison affecting the target. Success means that the poison is 
neutralized. A cured creature suffers no additional effects from the poison, and 
any temporary effects are ended, but the spell does not reverse instantaneous 
effects, such as hit point damage, temporary ability damage, or effects that don’t 
go away on their own.

This spell can instead neutralize the poison in a poisonous creature or object 
for 10 minutes per level, at the caster’s option. If cast on a creature, the creature 
receives a Will save to negate the effect.
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instantaneous or 10 min./level; see text1 round/level

none none
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no no
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You create a phantasmal image of the most fearsome creature imaginable 
to the subject simply by forming the fears of the subject’s subconscious mind 
into something that its conscious mind can visualize: this most horrible beast. 
Only the spell’s subject can see the phantasmal killer. You see only a vague 
shape. The target first gets a Will save to recognize the image as unreal. If that 
save fails, the phantasm touches the subject, and the subject must succeed on 
a Fortitude save or die from fear. Even if the Fortitude save is successful, the 
subject takes 3d6 points of damage.

If the subject of a phantasmal killer attack succeeds in disbelieving and 
possesses telepathy or is wearing a helm of telepathy, the beast can be turned 
upon you. You must then disbelieve it or become subject to its deadly fear 
attack.

Calling upon the venomous powers of natural predators, you infect the 
subject with a horrible poison by making a successful melee touch attack. 
This poison deals 1d3 Constitution damage per round for 6 rounds. Poisoned 
creatures can make a Fortitude save each round to negate the damage and end 
the affliction.

CON Damage: Damage to your Constitution score causes you to take penalties 
on your Fortitude saving throws. In addition, multiply your total Hit Dice by this 
penalty and subtract that amount from your current and total hit points. Lost hit 
points are restored when the damage to your Constitution is healed.

You can observe a creature at any distance. If the subject succeeds on a 
Will save, the spell fails. The difficulty of the save depends on how well your 
knowledge of the subject and what sort of physical connection (if any) you 
have to that creature. Furthermore, if the subject is on another plane, it gets a +5 
bonus on its Will save.

Knowledge           Will Save Modifier
None*               +10
Secondhand (you have heard of the subject)            +5
Firsthand (you have met the subject)             +0
Familiar (you know the subject well)             -5
Connection    Will Save Modifier
Likeness or picture              -2
Possession or garment              -4
Body part, lock of hair, bit of nail, etc.           -10
*You must have some sort of connection to a creature of which you have no knowledge.

If the save fails, you can see and hear the subject and its surroundings 
(approximately 10 feet in all directions of the subject). If the subject moves, the 
sensor follows at a speed of up to 150 feet.

As with all divination (scrying) spells, the sensor has your full visual acuity, 
including any magical effects. In addition, the following spells have a 5% 
chance per caster level of operating through the sensor: detect chaos, detect evil, 
detect good, detect law, detect magic, and message.

If the save succeeds, you can’t attempt to scry on that subject again for at 
least 24 hours.

You conjure a sturdy cottage or lodge made of material that is common in 
the area where the spell is cast. The floor is level, clean, and dry. The lodging 
resembles a normal cottage, with a sturdy door, two shuttered windows, and a 
small fireplace.

The shelter must be heated as a normal dwelling, and extreme heat adversely 
affects it and its occupants. The dwelling does, however, provide considerable 
security otherwise - it is as strong as a normal stone building, regardless of its 
material composition. The dwelling resists flames and fire as if it were stone. 
It is impervious to normal missiles (but not the sort cast by siege engines or 
giants).

The door, shutters, and even chimney are secure against intrusion, the former 
two being secured with arcane lock (Core Rulebook, page 243) and the latter 
by an iron grate at the top and a narrow flue. In addition, these three areas are 
protected by an alarm spell (Core Rulebook, page 240). Finally, an unseen 
servant (Core Rulebook, page 364) is conjured to provide service to you for the 
duration of the shelter.

The secure shelter contains crude furnishings - eight bunks, a trestle table, 
eight stools, and a writing desk.
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one living creature living creature touched
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instantaneous instantaneous; see text

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

Will disbelief, then Fortitude partial; see text Fortitude negates; see tex

noneWill negates

yes yes

noyes





sleepWAlk soliD fog 

spiTe summon monsTer iv

WiTch 4 WiTch 4

WiTch 4 WiTch 4

School School

SchoolSchool

Casting Time Casting Time

Casting TimeCasting Time

Saving Throw Saving Throw

Saving Throw

Components Components

ComponentsComponents

Duration Duration

DurationDuration

Target Effect

EffectTarget

Range Range

RangeRange

SR SR

SR

You compel an unconscious or sleeping creature to rise and move in a half-
awake state. The target creature staggers about if led or guided, but remains 
helpless for all other purposes.

The subject moves at half speed and is limited to a single move action each 
round. It is not capable of moving at a higher rate of speed or taking actions 
other than movement except by magical assistance, and automatically fails any 
Dexterity- or Strength-based skill checks. If the creature takes any damage while 
sleepwalking it must make a new saving throw or the spell ends and the creature 
awakes (if it has more than 0 hit points). When the spell ends or is dismissed, 
the target remains unconscious and must be awoken normally. While sleepwalk 
allows an unconscious creature to move, it does not awaken the creature, nor 
does it stabilize or otherwise heal them. A disabled creature that moves about 
while under the effects of this spell does not start dying again as a result of this 
movement.

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).

In addition to obscuring sight, the solid fog is so thick that it impedes 
movement. Creatures moving through a solid fog move at half their normal 
speed and take a -2 penalty on all melee attack and melee damage rolls. The 
vapors prevent effective ranged weapon attacks (except for magic rays and the 
like). A creature or object that falls into solid fog is slowed so that each 10 feet 
of vapor that it passes through reduces the falling damage by 1d6. A creature 
cannot take a 5-foot-step while in solid fog. Solid fog, and effects that work like 
solid fog, do not stack with each other in terms of slowed movement and attack 
penalties.

Unlike normal fog, only a severe wind (31+ mph) disperses these vapors, and 
it does so in 1 round.

The spell does not function underwater.
Solid fog can be made permanent with a permanency spell. A permanent solid 

fog dispersed by wind reforms in 10 minutes.

Choose a single touch range spell of 4th level or lower with a casting time 
of 1 standard action or less. As part of the action of casting spite, you cast 
the associated spell and bind it into a defensive ward in the form of a tattoo, 
birthmark, or wart somewhere upon your body. The next time you are hit by a 
melee attack or a combat maneuver is used successfully against you, the stored 
spell is triggered against your foe. You do not need to succeed on a touch attack 
to affect the target, but in all other respects the spell is treated as though you had 
cast it normally. If the attacking creature is not a valid target for the spell, the 
stored spell is lost with no effect.

You can have only one spite spell in effect at a time; if you cast this spell a 
second time, the previous spell effect ends.

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 4th-level list, 1d3 creatures of the same kind from the 
3rd-level list, or 1d4+1 creatures of the same kind from a lower-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.

DescripTion

DescripTionDescripTion

DescripTion Apg core

Apg core

enchantment (compulsion) [mind-affecting] conjuration (creation)

conjuration (summoning) [see text]abjuration

1 round 1 standard action

1 round1 round

V S M (a sprig of belladonna worth 100 gp) V S M (powdered peas and an animal hoof)

V S F (a tiny bag and a small candle)V S M (rare inks worth 250 gp)

touch medium (100 ft. + 10 ft. level)

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

unconscious creature touched fog spreads in 20-ft. radius, 20 ft. high

one or more summoned creaturesyou

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

1 round/level (D)1 hour/level (D) or until discharged

Will negates; see text none

none

yes no

no





ThreefolD AspecT WAnDering sTAr moTes WiTch 4 WiTch 4
School School
Casting Time Casting Time

Saving Throw

Components Components

Duration Duration
Target Target
Range Range

SR

Threefold aspect allows you to shift your appearance between your natural 
age and three idealized age categories: young adult (youth/maiden), adulthood 
(father/mother), or elderly (elder/crone). In each case, your appearance is your 
own at the appropriate age, rather than that of a new individual.

You may change between these three aspects or your actual age as a standard 
action. As the young adult, you gain a +2 enhancement bonus to Dexterity and 
Constitution, but suffer a -2 penalty to Wisdom. In the adult aspect, you gain 
a +2 enhancement bonus to Wisdom and Intelligence, but take a -2 penalty 
to Dexterity. As the elderly aspect, you gain a +4 enhancement bonus to 
Wisdom and Intelligence, but take a -2 penalty to Strength and Dexterity. As 
enhancement bonuses, these stack with any bonuses or penalties you may have 
from your actual age (which are untyped bonuses)-the bonuses granted by this 
spell represent your idealized form in this threefold aspect rather than simply 
duplicating your ability scores at any one particular age.

True seeing reveals your natural appearance overlaid with that your aspect, 
recognizing both as part of your true self.

Individuals who study you closely and have interacted with you at another 
apparent age recognize a resemblance (as though family) with a successful DC 
20 Perception check.

Threefold aspect does not alter your clothing or equipment, and does not heal 
any deformity or injury unrelated to age.

You create sparkling motes of bright light that shoot toward the target and 
swirl around it in a complex pattern. The pattern clearly outlines the target and 
radiates light as if it were a sunrod, negating any concealment for the target. The 
target must make a successful Will save. If the target fails its save, it is dazed 
for 1 round and must make another save on its next turn or be dazed again for 1 
round. The target must continue making Will saves each round. If a target makes 
its Will save, the wandering star motes jump to the nearest enemy within 30 
feet, who must now make Will saves every round or be dazed. Any time a target 
makes its Will save, the wandering star motes jump to the next nearest enemy 
within 30 feet.

A given creature can only be affected by the wandering star motes once; once 
a target has successfully saved against the spell, it cannot be affected again. If 
there are no new targets within 30 feet of a target that has successfully made its 
save, the spell immediately ends. The spell only affects enemy creatures; your 
allies are not affected.

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

DescripTionDescripTion Apg Apg

transmutation illusion (pattern) [light, mind-affecting]
1 standard action 1 standard action
S F (silver crescent worth 5 gp) V S M (a sprinkle of flash powder)

personal close (25 ft. + 5 ft./2 levels)
you one living creature and special; see text

24 hours (D) 1 round per level
Will negates; see text 

yes


