PALADIN SPELLS

1st-Level Spells

Bless

Allies gain +1 pip to attack and +1 pip on saves against fear; lasts 1 minute/d. 

Bless Water
Makes holy water. 

Bless Weapon
Against evil creatures only: capable of hitting evil creatures as if +1d; critical hits require one less 6;



negates damage reduction; lasts for 1 minute/d. 

Create Water
Creates 2 gallons/d of pure water. 

Cure Light Wounds
Heals 1 HL as long as it is above mauled. 

Detect Poison
Detects poison in one creature or small object. 

Detect Undead
Detect undead within 60 ft.; first round absence or presence; second round number of presences and strength of



the most powerful presence; third round strength and location of each presence; if the caster’s alignment is



opposed to the aura detected and it’s power is ‘overwhelming’ then the caster will become stunned for 1 round



and the spell ends; roll concentration at 6 to maintain the spell for a maximum of 10 rounds. 

Divine Favor
You gain attack, damage bonus, +1 pip/3d; lasts 1 minute. 

Divine Sacrifice
Every hp sacrificed yields +1d damage to the next successful attack (max +5d); up to 5 hp can be



sacrificed/round; lasts 1 round/d. 

Endure Elements
Ignores 6 damage/round from one energy type; lasts 24 hours. 

Magic Weapon
Weapon gains +1 pip bonus; lasts for 2 minutes/d. 

Protection from Evil
+2 AC and saves, counter mind control, hedge out elementals and outsiders; lasts for 1 minute/d. 

Read Magic
Read scrolls and spellbooks; lasts 10 minutes/d. 

Resistance

Subject gains +2 pips on saving throws for 1 minute. 

Virtue

Subject gains 1 temporary hp for 1 minute. 

2nd-Level Spells

Blessed Aim

All allies in a 60-ft radius receive a +6 moral bonus on all ranged attacks; roll concentration at 15 to




maintain the spell. 

Curse of the Brute

One physical stat of the target is raised as much as +1 pip/d, but all mental stats are lowered by




an equal amount; lasts 1 round/d. 

Delay Poison

Stops poison from harming subject for 1 hour/d. 

Remove Paralysis

Frees one or more creatures from paralysis, hold or slow. 

Resist Elements

Ignores 12 damage/round from one energy type; lasts 1 minute/d. 

Shield Other

You take half of subject's damage; lasts 1 hour/d. 

Undetectable Alignment
Conceals alignment for 24 hours. 

Zeal


All opponents will let you pass by them unless they roll moral at 15; +10 to miss AC against




all opponents, but your chosen foe; lasts 1 round/d. 

3rd-Level Spells

Cure Moderate Wounds
Heals 2 HL as long as they are above crippled. 

Discern Lies

Reveals deliberate falsehoods of up to 1 creature/d within a 30-ft radius; roll concentration at 25 to




maintain the spell for a maximum of 1 round/d. 

Dispel Magic

Cancels magical spells and effects; has a value of 4d +1/d (max +6). 

Greater Magic Weapon
+1 pip/d (max +3d); lasts 2 hours/d; lasts 1 hour/d. 

Heal Mount

As heal on warhorse or other mount. 

Magic Circle against Evil
As protection spells, but 10-ft. radius and 10 min./d. 

Prayer


Allies within a 30 ft. radius of the caster gain +2 on most rolls, enemies suffer -2 (no save);




lasts 2 rounds/d.

Remove Blindness/Deafness
Cures normal or magical conditions. 

4th-Level Spells

Cure Serious Wounds

Heals 3 HL as long is they are above incapacitated. 

Death Ward

Grants immunity to death spells and effects; lasts 10 minutes/d. 

Dispel Evil

+10 to miss AC against attacks by evil creatures; by touching an evil extra planar creature it can be




banished to its home plane if a willpower save is failed; with a touch one enchantment cast by an




evil creature or an innately evil spell can be dispelled. 

Freedom of Movement
Subject moves normally despite impediments; lasts 10 min/d. 

Holy Sword

Weapon becomes +3d; does double damage against evil; emits a constant magic circle against evil. 

Lesser Aspect of the Deity
Your body changes into a form more like your deity’s; 1d+2 pips (no successes allowed) are added




to the most appropriate stat & resistance 10 is gained to the most appropriate elements;




lasts 1 round/d. 

Neutralize Poison

Detoxifies venom in or on subject. 

Weapon of the Deity

+1d to hit & damage +2 pips/3d after 6d of skill (max 3d); refer to list of weapon’s abilities




in defender’s of the faith; lasts 1 round/d. 

*Paladin's maximum effective caster level is 10

RANGER SPELLS

1st-Level Spells

Alarm


Wards an area for 2 hours/d. 

Animal Friendship

Gains permanent animal companions. 

Delay Poison

Stops poison from harming subject for 1 hour/d. 

Detect Animals or Plants
Detects species of animals or plants; roll concentration at 6 to maintain the spell for a maximum of




10 minutes/d. 

Detect Snares and Pits

Reveals natural or primitive traps; roll concentration at 6 to maintain the spell for a maximum of




10 minutes/d. 

Entangle


Plants entangle everyone in 40-ft.-radius circle; lasts 1 minute/d. 

Magic Fang

One natural weapon of subject creature gets +1 pip bonus; lasts 2 minutes/d. 

Pass without Trace

One subject/d leaves no tracks; lasts 10 minutes/d. 

Read Magic

Read scrolls and spellbooks; lasts 10 minutes/d. 

Resist Elements

Ignores first 12 damage from one energy type each round; lasts 1 minute/d. 

Speak with Animals

You can communicate with natural animals; lasts 2 minutes/d. 

Summon Nature's Ally I
Calls one animal to fight for you; lasts 1 round/d. 

2nd-Level Spells

Animal Messenger

Sends a Tiny animal to a specific place; lasts 2 days/d. 

Briar Web


As entangle, but thorns deal 2d damage +1/d to those attempting actions while in the web;




lasts 1 minute/d. 

Cure Light Wounds

Heals 1 HL as long as it is above mauled. 

Detect Chaos/Evil/Good/Law
Reveals creatures, spells, or objects; first round absence or presence; second round number of




presences and strength of the most powerful presence; third round strength and location of each




presence; if the caster’s alignment is opposed to the aura detected and it’s power is ‘overwhelming’




then the caster will become stunned for 1 round and the spell ends; roll concentration at 6 to




maintain the spell for a maximum of 10 rounds. 

Hold Animal

Holds one animal helpless; 1 round/d. 

Protection from Elements
Absorb 12 damage/d from one kind of energy; lasts 1 minute/d. 

Sleep


Put 2d+2 Will of creatures within a 15 ft. radius into comatose slumber; lasts 2 minutes/d. 

Snare


Creates a magical booby trap with a 2 ft. diameter +2 ft/d. 

Speak with Plants

You can talk to normal plants and plant creatures; lasts 1 minute/d. 

Summon Nature's Ally II
Calls one or more animals within a 30 ft. area to fight for you; lasts 1 round/d. 

3rd-Level Spells

Control Plants

Talk to and control plants & fungi in a 25 ft. +5 ft./2d radius spread centered on the caster;




lasts 1 minute/d. 

Diminish Plants

Reduces size or blights growth of normal plants. 

Greater Magic Fang

One natural weapon of subject creature gets +1 pip/2d (max +3d); lasts 2 hours/d. 

Neutralize Poison

Detoxifies venom in or on subject. 

Plant Growth

Grows vegetation, improves crops. 

Remove Disease

Cures all diseases affecting subject. 

Summon Nature's Ally III
Calls one or more animals within a 30 ft. area to fight for you; lasts 1 round/d. 

Tree Shape

You look exactly like a tree for 1 hour/d. 

Water Walk

1 subject/d tread on any liquid as if it were solid; if the subjects are already submerged then they are




borne to the surface at a speed of 60 ft./round; lasts 10 minutes/d. 

4th-Level Spells

Cure Serious Wounds

Heals 3 HL as long is they are above incapacitated. 

Freedom of Movement
Subject moves normally despite impediments; lasts 10 min/d. 

Nondetection

Any creature attempting to divine or scry on the subject must roll sense over 10 +5/d; lasts 1 hour/d. 

Polymorph Self

You assume different forms for 1 hour/d; the initial transformation heals 1 hp of damage/constitution




die; adds +15 to disguise rolls for imitating specific individual. 

Summon Nature's Ally IV
Calls one or more animals within a 30 ft. area to fight for you; lasts 1 round/d. 

Tree Stride


Step from one tree to another far away for 1 hour/d; oak, ash, & yew transport 3,000 ft.; elm &




linden 2,000 ft.; other deciduous 1,500 ft.; any coniferous 1,000 ft.; all other trees 500 ft. 

Wind Wall


Deflects arrows, smaller creatures, and gases. 

*Ranger's maximum effective caster level is 10

