
0 – 49 FT 50 – 99 FT 100 – 149 FT 150 – 199 FT 200 – 249 FT
12/7 10/5 8/3 6/1 4/-1

0 – 9 FT 10 – 19 FT 20 – 29 FT 30 – 39 FT 40 – 49 FT
8/3 6/1 4/-1 2/-3 0/-5

0 – 9 FT 10 – 19 FT 20 – 29 FT 30 – 39 FT 40 – 49 FT
11/6 9/4 7/2 5/0 3/-2

0 – 19 FT 20 – 39 FT 40 – 59 FT 60 – 79 FT 80 – 99 FT
11/6 9/4 7/2 5/0 3/-2

Hu Lan Bertil
CHARACTER BIO

Hu Lan is a 23 year old, Medium sized, Male Human, with dark brown eyes and Black hair. He
stands 5' 7" tall and weighs 165 pounds. His world view is Lawful Neutral in nature.

CHARACTER LEVEL CLASSES and LEVELS

10 Shaman 10

CURRENT EXPERIENCE NEXT LEVEL AT
NEEDED TO MAKE

LEVEL
EXPERIENCE GAINED IN PLAY

45,000 55,000 10,000

Character Sheet (Art) - v. 2.0.13

HP
TRACK

NON
LETHAL

AC
TRACK

ABILITY
NAME

ABILITY
SCORE

ABILITY
MODIFIER

TEMPORARY
SCORE

TEMPORARY
MODIFIER

STR 15 +2

DEX 17 +3

CON 13 +1

INT 14 +2

WIS 20 +5

CHA 16 +3

TOTAL HIT DIE TYPE
DAMAGE

REDUCTION MOVEMENT TYPES and RATES

HP
POINTS

54 10d6 SPEED
MOVE

40

AC
ARMOR

18 15 13 = 10 + 5 + 0 + 3 + 0 + 0 + 0 10 0 +6

NORMAL FLAT
FOOTED

TOUCH
AC

BASE ARMOR
BONUS

SHIELD
BONUS

DEX
BONUS

SIZE
BONUS

NATURAL
ARMOR

MISC
BONUS

MISS
CHANCE

% SPELL
FAILURE

ARMOR
CHECK

MAX
DEX

SPELL
RESIST

TOTAL
BASE
SAVE

ABILITY
MODIFIER

MAGIC
MODIFIER

MISC
MODIFIER

TEMPORARY
MODIFIER

CONDITIONAL
MODIFIERS

FORTITUDE
CON

+7 = 3 + 1 + 0 + 3 +  

+  REFLEX
DEX

+9 = 3 + 3 + 0 + 3 +  
WILL

WIS
+15 = 7 + 5 + 0 + 3 +  

BASE ATTACK

+7/2

INITIATIVE
MODIFIER

+3 = 3 + 0
TOTAL DEX MOD MISC

GRAPPLE
ATTACK BONUS

+10 = 7 + 2 + 0 + 1 +

MELEE
ATTACK BONUS

+10/5 = 7 + 2 + 0 + 1 +

RANGED
ATTACK BONUS

+11/6 = 7 + 3 + 0 + 1 +

TOTAL BASE
ATTACK

ABILITY
MODIFIER

SIZE
MODIFIER

MISC
MODIFIER

TEMP
MODIFIER

WEAPONS (SIZE/DMG TYPE)
ATTACK
BONUS

DAMAGE CRITICAL LBS

I Sling, Masterwork (M/B) 1d4+2 x2 —

I2 +1 Katana (M/S) 11/6 1d10+4 19-20/x2 6

I2 Mace, light, Masterwork (M/B) 11/6 1d6+3 x2 4

I Bolas, Two-ball, Masterwork (M/B) 1d4+2 x2 2

I Stinging Smoke (M/—) 1d6 x2 1

I Silver Dagger, Masterwork (M/P) 10/5 1d4+2 19-20/x2 1

I Dart, acid (M/P) 1d4+2 x2 1

I — Main hand (Primary) w — Off hand (Secondary) I2 — Two-handed

ARMOR (SIZE/WGT TYPE)
ARMOR
BONUS

MAX
DEX

ARMOR
CHECK

SPELL
FAIL

MAX
SPEED

LBS

+2 Buckskin Armor (M/L) +5 +6 0 10% 30 ft 15

TURN OR REBUKE UNDEAD
CHECK RESULT /

MAXIMUM HD AFFECTED

<-0 1-3 4-6 7-9 10-12 13-15 16-18 19-21 22+

NaN NaN NaN NaN NaN NaN NaN NaN

SKILLS MAX RANKS 13/6.5

NAME (KEY ABILITY) TOT RNK ABL MSC

wAcrobatic Backstab (Dex) 3 = + 3
wAppraise (Int) 2 = + 2
wBalance (Dex)* 5 = + 3 + 2
wBluff (Cha) 3 = + 3
wClimb (Str)* 2 = + 2
wConcentration (Con) 14 = 13 + 1
wControl Shape (Wis) 5 = + 5
wDiplomacy (Cha) 4 = 1 + 3
wDisguise (Cha) 3 = + 3
wEscape Artist (Dex)* 3 = + 3
wForgery (Int) 2 = + 2
wGather Information (Cha) 3 = + 3
wHeal (Wis) 17 = 10 + 5 + 2
wHide (Dex)* 3 = + 3
wIntimidate (Cha) 3 = + 3
wJump (Str)* 8 = + 2 + 6

Knowledge–Arcana (Int) 7 = 5 + 2
Knowledge–Nature (Int) 5 = 1 + 2 + 2
Knowledge–Religion (Int) 7 = 5 + 2
Knowledge–Spirits (Int) 15 = 13 + 2

wListen (Wis) 7 = 2 + 5
wLiteracy () 0 = + 0
wMove Silently (Dex)* 3 = + 3
wPerform–Act (Cha) 3 = + 3
wPerform–Comedy (Cha) 3 = + 3
wPerform–Dance (Cha) 3 = + 3

w
Perform–Keyboard Instruments
(Cha) 3 = +

3

wPerform–Oratory (Cha) 3 = + 3
wPerform–Percussion (Cha) 3 = + 3
wPerform–Sing (Cha) 3 = + 3
wPerform–String Instruments (Cha) 3 = + 3
wPerform–Wind Instruments (Cha) 3 = + 3

Profession–Herbalist (Wis) 11 = 6 + 5
wRemote View (Int) 2 = + 2
wRide (Dex) 3 = + 3
wSearch (Int) 2 = + 2
wSense Motive (Wis) 5 = + 5
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TURNS PER
DAY

TURNING CHECK TURNING DAMAGE DESTROYED HD

10 1d20+5 2d6++3 NaN

Spellcraft (Int) 12 = 8 + 2 + 2
wSpot (Wis) 7 = 2 + 5
wSurvival (Wis) 15 = 10 + 5
wSwim (Str)* 2 = + 2
wTrader (Int) 2 = + 2

Tumble (Dex)* 8 = 5 + 3
wUse Rope (Dex) 3 = + 3

w Can be used
untrained

* Armor Check
penalty

** -1 per 5 lbs
gear
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u Armor ² Gem|Art y Goods 6 Potion ¡ Ring d Rod
b Scroll v Shield f Staff ! Wand ° Weapon ¬ Wondrous

EQUIPMENT DESCRIPTION
VALUE
EACH

QTY LBS EQUIPMENT DESCRIPTION
VALUE
EACH

QTY LBS

u +2 Buckskin Armor 4,165 g 1 15 y Smokestick (2) 40 g 1 (1)

y Antitoxin (vial) (3) 150 g 1 (—) y Snow goggles 2 g 1 (—)

y Bedroll 1 s 1 (5) y Soap (per lb.) 5 s 1 (1)

y Blanket, winter 5 s 1 (3) y Spell component pouch 5 g 1 (2)

y Bloodflower Salve (2) 20 g 1 (—) y Spyglass 1,000 g 1 (1)

y Canvas (sq. yd.) (10) 10 s 1 (10) y Sunrod (2) 4 g 1 (2)

y Censer, gold 5 g 1 (4) y Tindertwig (5) 5 g 1 —

y Chalk, 1 piece 1 c 1 (—) y Vial, ink or potion 1 g 1 (0.1)

y Climber`s kit 80 g 1 (5) y Waterproofing 30 g 1 (1)

y Coin: cp (4) 4 c 1 (0.1) y Waterskin (full) 1 g 1 (4)

y Coin: gp (3426) 3,426 g 1 (68½) y Whale grease (flask) 75 g 1 (2)

y Coin: sp (9) 9 s 1 (0.2) 6 Potion of Cure Light Wounds (CL1) 50 g 3 —

y Everburning Torch 110 g 1 1 ° +1 Katana 2,700 g 1 6

y Expandable pole 5 g 1 (1) ° Bolas, Two-ball, Masterwork 305 g 1 (2)

y Feed (per day) (10) 50 c 1 (100) ° Bullets, sling (10) 1 s 1 5

y Fishhook 1 s 1 (—) ° Dart, acid 20 g 1 1

y Flash Grenade (5) 300 g 1 (0½) ° Dart, acid 20 g 2 (2)

y Flash Pellet (2) 100 g 1 (—) ° Mace, light, Masterwork 305 g 1 4

y Flask 3 c 1 (1½) ° Silver Dagger, Masterwork 322 g 1 (1)

y Flint and steel 1 g 1 (—) ° Sling, Masterwork 300 g 1 —

y Ghostoil (2) 100 g 1 (2) ° Stinging Smoke 10 g 1 1

y Glowpowder (3) 150 g 1 (—) ° Stinging Smoke 10 g 5 (5)

y Healer`s kit (2) 100 g 1 2 ¬ Belt Buckle of Warmth and Feather Falling 2,100 g 1 —

y Healing salve (3) 150 g 1 — ¬ Heward`s Handy Haversack 2,000 g 1 5

y Horse, light 75 g 1 (—) ¬ Leggings of Speed 5,250 g 1 —

y Ink (vial) 8 g 1 (—) ¬ Periapt of Wisdom +2 4,000 g 1 —

y Inkpen 1 s 1 (—) ¬ Travel Cloak 1,200 g 1 1

y Mirror, small steel 10 g 1 (0½)

y Mug, clay 2 c 1 (1)

y Oil (pint) 1 s 1 (1)

y Parchment (sheet) (5) 10 s 1 (—)

y Potion Belt, Masterwork 60 g 1 1

y Saddle, riding 10 g 1 (25)

y Saddlebags 4 g 1 (8)

y Scroll Organizer 5 g 1 (0½)

y Sealing wax 1 g 1 (1)

y Signet ring 5 g 1 (—)

y Silverbark Sap (2) 40 g 1 (—)

CARRIED WEIGHT

42 lbs

1-66 67-133 134-200 200 400 1000

LIGHT MEDIUM HEAVY
OVER
HEAD

OFF
GRND

PUSH
DRAG

FEATS
ARMOR
LIGHT

ARMOR
MEDIUM

ARMOR
HEAVY

WEAPON
SIMPLE

WEAPON
MARTIAL

SHIELD

Proficient — — Proficient — —

Combat Casting — You get a +4 bonus to Concentration checks made to cast a spell
while on the defensive (PH92).

Combat Expertise — You can take a penalty on attack and apply that number to your
AC. (PH92).

Deflect Arrows — Deflect incoming arrows, crossbow bolts, spears, etc. (PH93).

Exotic Weapon Proficiency: Katana — You are proficient in an exotic weapon of your
choice. ().

Extra Turning — Allows four additional turning attempts per day. Available only to
clerics and paladins (PH94).

Improved Unarmed Strike — You suffer no attacks of opportunity when attacking
without a weapon (PH96).

Sacred Vitality — Gain immunity to ability damage, ability drain, and energy drain
(LM30).

Track — You can follow the trails of creatures across most types of terrain with a
Survival check (PH101).

PROTECTIVE ITEMS
BONUSES
PROVIDED

LBS

CLASS FEATURES
SHAMAN

Animal Companion – Bonus Feat (2) – Domain
Access (2) – Proficiency: Armor, Light –
Proficiency: Simple Weapons: All – Spells –
Spirit Sight – Spirit`s Favor – Spontaneous
casting – Turn or rebuke undead
(7+Cha.Mod/day) – Unarmed Strike
DOMAIN POWERS

Ancestor — Summon an ancestor for guidance
Travel — Use the free action ability 1/day

LANGUAGES
Celestial, Common, Sylvan

COINS
NEW COINS

GAINED IN PLAY

4 cp 
9 sp  

3,426 gp  
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Belt Buckle of Warmth and Feather Falling —
The wearer of the ring can endure cold as if she had endure elements (cold) cast upon
her (5 points of damage/round) Feather fall at will (ELH293).

Leggings of Speed
Enhancement +10
Enhancement +2

—

Increase the wearer`s base speed by 10 feet, and increase his Dexterity by an
enhancement bonus of +2. (Ar&Ar)

Periapt of Wisdom +2 Enhancement +2 —
This item grants a +2 enhancement bonus to Wis (DMG263).

Travel Cloak 1
This cloak can make any travel much easier (MagFR166)

Heward`s Handy Haversack 5
This backpack acts as an improved bag of holding (DMG259).

0 pp  
3,427 gp Total gp equivilent (approximate)

MUCH THANKS TO...
Barak of CMP for the original sheet code and design.
Rlphay for beta testing, bug reports, and the initial
intelligent items section. Thrombin for the original
Turning table, sections of the Spell Table, Touch AC code,
Spell Prep corrections, Companion fix for Natural Armor
and Epic bonus. Lestat for sections of the Spell Table.
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ANIMAL (SIZE/RACE) STR DEX CON INT WIS CHR FORREFWIL INIT

Lu Pus (M/Wolf) 16 18 15 2 16 10 +8 +10 +5 +4
ALIGN SPEEDS AC-BASE AC-FLAT AC-TCH HIT DIE HP

LN 50 23 19 15 8d6 44
ATTACK ATTACK BONUS DAMAGE CRIT

Bite +10 1d6+4 20/x2

Special Attacks: Trip (Ex) , Manifestation (Su)
Special Qualities: Scent (Ex), Low-light Vision (Ex), Subtype: Incorporeal
Features: Bonus Tricks (4), Link (Ex), Share Spells, Evasion, Devotion (Ex),
Multiattack
Feats: Track, Weapon Focus: Bite
Skills: Survival +5, Spot +8, Listen +8, Move Silently +5
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SHAMAN SPELLS LEVELS 0 1 2 3 4 5 6 7 8 9
Known: All All All All All All — — — —
Per Day: 6 6+1 5+1 4+1 4+1 3+1 — — — —

0 LEVEL
PREP SPELL NAME VSM DC SR CASTING RANGE DURATION SAVE

1 Cure Minor Wounds V,S 15 Harmless 1 Action Touch Instantaneous Will Half
School of Conjuration / Cures 1 point of damage (PH216)

1 Detect Disease V,S 15 No 1 Action 25 ft.+5 ft./2 levels Instantaneous None
School of Divination / Detects disease in one creature or object (OA101).

1 Detect Magic V,S 15 No 1 Action 60 ft.
Concentration, up to 1 minute/level

(D)
None

School of Divination / Detects spells and magic items within 60 ft (PH219)
1 Detect Poison V,S 15 No 1 Action 25 ft.+5 ft./2 levels Instantaneous None

School of Divination / You determine whether a creature, object, or area has been poisoned or is poisonous (PH219)
Guidance V,S 15 Yes 1 Action Touch 1 minute or until discharged Will Negates

School of Divination / Imbues the subject with divine guidance, granting a +1 competence bonus on a single attack, save, or skill check (PH237)
Inflict Minor Wounds V,S 15 Yes 1 Action Touch Instantaneous Will Negates

School of Necromancy / Touch attack, 1 point of damage (PH217).
1 Mending V,S 15 Harmless/Obj 1 Action 10 ft. Instantaneous Will Negates

School of Transmutation / Makes minor repairs on an object (PH253).
1 Purify Food and Drink V,S 15 Object 1 Action 10 ft. Instantaneous Will Negates

School of Transmutation / Purifies 1 cu. Ft. /level of food or water (PH267).
Read Magic (OA) V,S,F 15 - 1 Action Personal 10 minutes/level None

School of Earth / Read scrolls and spellbooks (PH269, OA89).
Resistance V,S,M/DF 15 Harmless 1 Action Touch 1 minute Will Negates

School of Abjuration / Subject gains +1 on saving throws (PH272).

Virtue V,S,DF 15 Harmless 1 Action Touch 1 minute
Special; See

text
School of Transmutation / Subject gains 1 temporary hp (PH298).

1st LEVEL
PREP SPELL NAME VSM DC SR CASTING RANGE DURATION SAVE

Attraction V,S 16 Yes 1 Action 25 ft.+5 ft./2 levels 2 round/level Will Negates
School of Transmutation / Attacks are drama to the subject creature, dealing more damage (OA97).

Bane V,S,DF 16 Yes 1 Action 50 ft. 1 minute/level Will Negates
School of Enchantment / Enemies are filled with fear and doubt; suffer -1 on attacks and saves against fear. Counters and dispels bless (PH203)

1 Bless V,S,DF 16 Harmless 1 Action 50 ft. 1 minute/level None
School of Enchantment / Allies are filled with courage; gain +1 morale bonus on attacks and saves against fear. Counters and dispels bane(PH205)

Bless Water V,S,M 16 Object 1 Minute Touch Instantaneous Will Negates
School of Transmutation / This transmutation imbues a flask (1 pint) of water with positive energy, turning it into holy water (See PH128) (PH205)

1 Calm Animals V,S 16 Yes 1 Action 25 ft.+5 ft./2 levels 1 minute/level Will Negates
School of Enchantment / This spell soothes and quiets animals (2d4 + caster level HD, all of the same kind), rendering them harmless (PH207)

1 Cure Light Wounds V,S 16 Harmless 1 Action Touch Instantaneous Will Half
School of Conjuration / Cures 1d8+1/level damage [max +5] (PH215)

Curse Water V,S,M 16 Object 1 Minute Touch Instantaneous Will Negates
School of Necromancy / Imbues a flask (1 pint) of water with negative energy, turning it into unholy water (PH216)

Deathwatch V,S 16 No 1 Action 30 ft. 10 minutes/level None
School of Necromancy / Using the foul sight granted by the powers of unlife, you can determine the condition of creatures near death (PH217)

Detect Chaos V,S,DF 16 No 1 Action 60 ft.
Concentration, up to 10

minutes/level (D)
None

School of Divination / Reveals creatures, spells, or objects (PH218)

Detect Evil V,S,DF 16 No 1 Action 60 ft.
Concentration, up to 10

minutes/level (D)
None

School of Divination / Reveals creatures, spells, or objects (PH218)

Detect Good V,S,DF 16 No 1 Action 60 ft.
Concentration, up to 10

minutes/level (D)
None

School of Divination / Reveals creatures, spells, or objects (PH219)

Detect Law V,S,DF 16 No 1 Action 60 ft.
Concentration, up to 10

minutes/level (D)
None

School of Divination / Reveals creatures, spells, or objects (PH219)

+1 Detect Undead V,S,M/DF 16 No 1 Action 60 ft.
Concentration, up to 1 minute/level

(D)
None

School of Divination / You can detect the aura that surrounds undead creatures (PH220)
Doom V,S,DF 16 Yes 1 Action 100 ft.+10 ft./level 1 minute/level Will Negates

School of Necromancy / This spell fills a single subject with a feeling of horrible dread that causes it to become shaken (PH225)
Endure Elements V,S 16 Yes 1 Action Touch 24 hours Will Negates

School of Abjuration / Target can exist comfortably in conditions between -50 and 140 degrees without ill effects (PH226)
Entropic Shield V,S 16 - 1 Action Personal 1 minute/level (D) Will Negates

School of Abjuration / A magical field appears around you, deflecting incoming arrows, rays, and other ranged attacks (20% miss chance) (PH227)

Hide from Undead V,S,DF 16 Yes 1 Action Touch 10 minutes/level (D)
Special; See

text
School of Abjuration / Undead cannot see, hear, or smell the warded creatures. Nonintelligent undead creatures receive no save (PH241)

Inflict Light Wounds V,S 16 Yes 1 Action Touch Instantaneous Will Half
School of Necromancy / Touch, 1d8 +1/level damage (max +5) (PH244).

Longstrider V,S,M 16 - 1 Action Personal 1 hour/level (D) None
School of Transmutation / Increases your base land movement by +10 (PH249)
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1 Obscuring Mist V,S 16 No 1 Action 20 ft. 1 minute/level None
School of Conjuration / Fog surrounds you (PH258).

Protection from Chaos V,S,M/DF 16 Special 1 Action Touch 1 minute/level (D) Will Negates
School of Abjuration / +2 AC and saves, counter mind control, hedge out elementals and outsiders (PH266).

Protection from Evil V,S,M/DF 16 Special 1 Action Touch 1 minute/level (D) Will Negates
School of Abjuration / +2 AC and saves, counter mind control, hedge out elementals and outsiders (PH266).

Protection from Good V,S,M/DF 16 Special 1 Action Touch 1 minute/level (D) Will Negates
School of Abjuration / +2 AC and saves, counter mind control, hedge out elementals and outsiders (PH266).

Protection from Law V,S,M/DF 16 Special 1 Action Touch 1 minute/level (D) Will Negates
School of Abjuration / +2 AC and saves, counter mind control, hedge out elementals and outsiders (PH266).

1 Shield of Faith V,S,M 16 Harmless 1 Action Touch 1 minute/level Will Negates
School of Abjuration / Aura grants +2 or higher deflection bonus (PH278).

Speak with Animals V,S 16 - 1 Action Personal 1 minute/level None
School of Divination / You can communicate with natural animals (PH281).

Summon Nature`s Ally I V,S,DF 16 No 1 Round 25 ft.+5 ft./2 levels 1 round/level (D) None
School of Conjuration / Calls elemental or animal to fight for you (PH288).

1 Trance V,S 16 No 1 Round 120 ft. 1 round/level (D) None
School of Divination / Meditate to learn about nearby spirits (OA118).

Weapon Bless V,S,F 16 Yes 10 Minutes Touch Permanent until discharged Will Negates
School of Transmutation / Prepare one weapon for combat against a particular foe (OA119).

2nd LEVEL
PREP SPELL NAME VSM DC SR CASTING RANGE DURATION SAVE

1 Aid V,S,DF 17 Harmless 1 Action Touch 1 minute/level None
School of Enchantment / +1 morale bonus on attacks and saves against fear, 1d8 +1/caster level temporary hit points (PH196)

+1 Ancestral Vengeance V,S,DF 17 Yes 1 Action 25 ft.+5 ft./2 levels Instantaneous Fortitude Half
School of Conjuration / Ancestral spirit deals 1d6/two levels damage (maximum 5d6), 1d6/level (maximum 10d6) to undead (OA96).

Animal Messenger V,S,M 17 Yes 1 Action 25 ft.+5 ft./2 levels 1 day/level
Special; See

text
School of Enchantment / You compel a Tiny animal to go to a spot you designate (PH198)

Augury V,S,M,F 17 - 1 Minute Personal Instantaneous None
School of Divination / Tells you whether a particular action will bring good or bad results for you in the immediate future (PH202)

Bull`s Strength V,S,M/DF 17 Harmless 1 Action Touch 1 minute/level Will Negates
School of Transmutation / The subject becomes stronger. the spell grants a +4 enhancement bonus to Strength (PH207)

Calm Emotions V,S,DF 17 Yes 1 Action 100 ft.+10 ft./level
Concentration, up to 1 round/level

(D)
Will Negates

School of Enchantment / This spell calms agitated creatures, and can stop raging creatures from fighting or joyous ones from reveling (PH207)

Commune with Lesser Spirit V,S,M 17 No 10 Action 10 ft. 1 minute/level
Special; See

text
School of Divination / Lesser spirit creature answers one question/two levels. (CA101)

1 Create Spring V,S,F 17 No 1 Round Touch Permanent None
School of Transmutation / Creates a spring of fresh water (OA100).

1 Cure Moderate Wounds V,S 17 Harmless 1 Action Touch Instantaneous Will Half
School of Conjuration / Cures 2d8+1/level damage [max +10] (PH216)

Delay Poison V,S,DF 17 Harmless 1 Action Touch 1 hour/level
Fortitude
Negates

School of Conjuration / The subject becomes immune to poison in its system or any to which it is exposed during the spells duration (PH217)
Enthrall V,S 17 Yes 1 Round 100 ft.+10 ft./level Up to 1 hour Will Negates

School of Enchantment / If you have the attention of a group of creatures, you can use this spell to hold them spellbound (PH227)

Ghoul Touch V,S,M 17 Yes 1 Action Touch 1d6+2 rounds
Fortitude
Negates

School of Necromancy / Paralyzes a single living humanoid, who then exudes a stench that causes all living creatures to become sickened (PH235)

Hold Person V,S,F/DF 17 Yes 1 Action 100 ft.+10 ft./level 1 round/level (D); See Text
Special; See

text
School of Enchantment / The target humanoid becomes paralyzed, but may attempt a new saving throw each round to end the effect (PH241)

Inflict Moderate Wounds V,S 17 Yes 1 Action Touch Instantaneous Will Half
School of Necromancy / Touch attack, 2d8 +1/level damage (max +10) (PH217).

Invisibility to Spirits V,S,M 17 Harmless 10 Minutes Touch 10 minutes/level (D) Will Negates
School of Abjuration / Spirits can`t perceive 1 subject/level (OA106).

Know Motivation V,S,F 17 No 1 Action 60 ft. Concentration, up to 1 minute/level Will Negates
School of Divination / Sense basic needs and emotions of creatures (OA107).

Locate Object V,S,F/DF 17 No 1 Action 400 ft.+40 ft./level 1 minute/level None
School of Divination / Senses direction toward object (specific or type) (PH249).

Protection from Spirits V,S,F 17 No 1 Round Touch 1 minute/level (D) Will Negates
School of Abjuration / Keeps spirits at bay (OA111).

1 Rebuke V,DF 17 Yes 1 Action 100 ft.+10 ft./level 1d4+1 rounds Will Negates
School of Conjuration / Verbal rebuke stuns one creature for 1d4+1 rounds (OA112).

1 Remove Paralysis V,S 17 Harmless 1 Action 25 ft.+5 ft./2 levels Instantaneous Will Negates
School of Conjuration / Frees one or more creatures from paralysis, hold, or slow (PH271).

Restoration, Lesser V,S 17 Harmless 3 Rounds Touch Instantaneous Will Negates
School of Conjuration / Dispels magic ability penalty or repairs 1d4 ability damage (PH272).

Speak with Plants V,S 17 - 1 Action Personal 1 minute/level None
School of Divination / You can talk to normal plants and plant creatures (PH281).

Summon Nature`s Ally II V,S,DF 17 No 1 Round 25 ft.+5 ft./2 levels 1 round/level (D) None
School of Conjuration / Calls elemental or animal to fight for you (PH288).

Warning V,S 17 Yes 1 Action Touch 10 minutes/level Will Negates
School of Divination / Subject gets +4 to Listen and Spot and retains Dex bonus to AC when flat-footed (OA118).

3rd LEVEL
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PREP SPELL NAME VSM DC SR CASTING RANGE DURATION SAVE
Bestow Curse V,S 18 Yes 1 Action Touch Permanent Will Negates

School of Necromancy / Places a curse on the subject. Choose one: -6 to ability; -4 on all rolls and checks; 50% chance to lose action (PH203)

Blindness/Deafness V 18 Yes 1 Action 100 ft.+10 ft./level Permanent
Fortitude
Negates

School of Necromancy / You call upon the powers of unlife to render the subject blinded or deafened, as you choose (PH206)
Castigate V 18 Yes 1 Action 10 ft. Instantaneous Fortitude Half

School of Evocation / Deafen or damage foes, depending on their alignment. (DotF82)

Contagion V,S 18 Yes 1 Action Touch Instantaneous
Fortitude
Negates

School of Necromancy / The subject contracts a disease (see table), which strikes immediately, with no incubation period (PH213)
Cure Serious Wounds V,S 18 Harmless 1 Action Touch Instantaneous Will Half

School of Conjuration / Cures 3d8 +1/level damage [max +15] (PH190)
Detect Curse V,S,M 18 No 1 Round 25 ft.+5 ft./2 levels Instantaneous None

School of Divination / Detects curses on one person or object (OA100).
1 Dispel Magic (OA) V,S 18 No 1 Action 100 ft.+10 ft./level Instantaneous None

School of Air / Cancels magical spells and effects (PH223, OA90).
+1 Fly V,S,F/DF 18 Harmless 1 Action Touch 1 minute/level Will Negates

School of Transmutation / The subject can fly at a speed of 60 feet (40 if it wears medium/heavy armor, or carries a medium/heavy load) (PH232)
Inflict Serious Wounds V,S 18 Yes 1 Action Touch Instantaneous Will Half

School of Necromancy / Touch attack, 3d8 +1/level damage (max +15) (PH217).
1 Invisibility to Enemies V,S,F 18 Harmless 1 Round Touch 3 round/ Level Will Negates

School of Abjuration / As invisibility to Spirits, but all hostile creatures are affected (OA106).
Levitate V,S,F 18 No 1 Action 25 ft.+5 ft./2 levels 1 minute/level (D) None

School of Transmutation / Willing subject moves up and down at your direction (PH248).
Locate Object V,S,F/DF 18 No 1 Action 400 ft.+40 ft./level 1 minute/level None

School of Divination / Senses direction toward object (specific or type) (PH249).
Magic Circle against Chaos V,S,M/DF 18 Special 1 Action Touch 10 minutes/level Will Negates

School of Abjuration / As protection spells, but 10-ft. radius and 10 min/level (PH249).
Magic Circle against Evil V,S,M/DF 18 Special 1 Action Touch 10 minutes/level Will Negates

School of Abjuration / As protection spells, but 10-ft. radius and 10 min/level (PH249).
Magic Circle against Good V,S,M/DF 18 Special 1 Action Touch 10 minutes/level Will Negates

School of Abjuration / As protection spells, but 10-ft. radius and 10 min/level (PH250).
Magic Circle against Law None 18 Special 1 Action Touch 10 minutes/level Will Negates

School of Abjuration / As protection spells, but 10-ft. radius and 10 min/level (PH250).
Magic Vestment V,S,DF 18 Harmless/Obj 1 Action Touch 1 hour/level Will Negates

School of Transmutation / Armor or shield gains +1 enhancement per four levels. (PH251).
Mental Strength V,S,F 18 Harmless 1 Action Touch 1 round/level Will Negates

School of Enchantment / Recipient gains +4 bonus on will saves (OA110).
Mental Weakness V,S,F 18 Yes 1 Action Touch 1 round/level Will Negates

School of Enchantment / Subject suffers -4 penalty on will saves. (OA110).
Possess Animal V,S,M 18 Yes 1 Round 25 ft.+5 ft./2 levels 1 round/level (D) Will Negates

School of Necromancy / Your soul inhabits and controls an animal`s body (OA111).
Prayer V,S,DF 18 Yes 1 Action 40 ft. 1 round/level None

School of Enchantment / Allies gain +1 on most rolls, and enemies suffer -1 (PH264).

Protection from Energy V,S,DF 18 Harmless 1 Action Touch 10 minutes/level (D)
Fortitude
Negates

School of Abjuration / Immune to damage from one kind of energy (PH266).

Remove Blindness/Deafness V,S 18 Harmless 1 Action Touch Instantaneous
Fortitude
Negates

School of Conjuration / Cures normal or magical conditions (PH270).
Remove Curse V,S 18 Harmless 1 Action Touch Instantaneous Will Negates

School of Abjuration / Frees object or person from curse (PH270).

Remove Disease V,S 18 Harmless 1 Action Touch Instantaneous
Fortitude
Negates

School of Conjuration / Cures all diseases affecting subject (PH271).

1 Speak with Dead V,S,DF 18 No 10 Minutes 10 ft. 1 minute/level
Special; See

text
School of Necromancy / Corpse answers one question/two levels (PH281).

Substitution V,S,M,F 18 - 30 Minutes Personal
1 hour/level or until discharged

(D)
None

School of Abjuration / Half the damage you take is transferred to a figure of a spirit or deity (OA115).
Summon Nature`s Ally III (OA) V,S,DF 18 No 1 Action 25 ft.+5 ft./2 levels 1 round/level (D) None

School of Earth / Calls elemental or animal to fight for you (PH288, OA90).
Summon Nature`s Ally III (OA) V,S,DF 18 No 1 Action 25 ft.+5 ft./2 levels 1 round/level (D) None

School of Earth / Calls elemental or animal to fight for you (PH288, OA90).
Summon Nature`s Ally III (OA) V,S,DF 18 No 1 Action 25 ft.+5 ft./2 levels 1 round/level (D) None

School of Earth / Calls elemental or animal to fight for you (PH288, OA90).
Summon Nature`s Ally III (OA) V,S,DF 18 No 1 Action 25 ft.+5 ft./2 levels 1 round/level (D) None

School of Earth / Calls elemental or animal to fight for you (PH288, OA90).
1 Tongues V,M/DF 18 No 1 Action Touch 10 minutes/level Will Negates

School of Divination / Speak any language (PH294).

4th LEVEL
PREP SPELL NAME VSM DC SR CASTING RANGE DURATION SAVE

Air Walk V,S,DF 19 Harmless 1 Action Touch 10 minutes/level None
School of Transmutation / Subject treads on air as if solid, and can climb at up to a 45-degree angle, at half speed (PH196)

Air Walk (OA) V,S,DF 19 Harmless 1 Action Touch 10 minutes/level None
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School of Air / Subject treads on air as if solid (climb at 45-degree angle) (PH196, OA90).
Air Walk (OA) V,S,DF 19 Harmless 1 Action Touch 10 minutes/level None

School of Air / Subject treads on air as if solid (climb at 45-degree angle) (PH196, OA90).

Chaos Hammer V,S 19 Yes 1 Action 100 ft.+10 ft./level
Instantaneous (1d6 rounds); See

Text
Will Partial

School of Evocation / A multicolored explosion of ricocheting energy deals 1d8 damage /2 caster levels (max 5d8) to lawful creatures (PH208)
Cure Critical Wounds V,S 19 Harmless 1 Action Touch Instantaneous None

School of Conjuration / Cures 4d8 +1/level damage [max +20] (PH215)

+1 Dimension Door V 19 Object 1 Action 400 ft.+40 ft./level Instantaneous
None and Will

Negates
School of Conjuration / You instantly transfer yourself from your current location to any other spot within range (PH221)

Discern Lies V,S,DF 19 No 1 Action 25 ft.+5 ft./2 levels Concentration, up to 1 round/level Will Negates
School of Divination / You know if the subject deliberately and knowingly speaks a lie by discerning disturbances in its aura (PH221)

Discern Shapechanger V,S,M 19 - 1 Round Personal 1 round/level None
School of Divination / Penetrates disguises and identifies shapechanging creatures. (CA103)

Dismissal V,S,DF 19 Yes 1 Action 25 ft.+5 ft./2 levels Instantaneous
Special; See

text
School of Abjuration / Forces an extraplanar creature back to its proper plane if it fails a special Will save (PH222)

Divination V,S,M 19 - 10 Minutes Personal Instantaneous None
School of Divination / Provides a piece of advice in reply to a question about a goal, event, or activity occurring within one week (PH222)

Dream Sight S,M 19 - 1 Round See text 1 minute/level None
School of Divination / Your spirit can hear and see at a distance for 1 min./level (OA102).

Fatigue S 19 Yes 1 Action Touch See Text
Fortitude
Negates

School of Transmutation / Creature touched becomes fatigued (OA103).

1 Holy Smite V,S 19 Yes 1 Action 100 ft.+10 ft./level Instantaneous; See Text
Special; See

text
School of Evocation / Draw down holy power to smite your enemies (PH241)

Inflict Critical Wounds V,S 19 Yes 1 Action Touch Instantaneous Will Half
School of Necromancy / Touch attack, 4d8 +1/level damage (max +20) (PH244).

1 Lesser Spirit Ally V,S,DF 19 No 10 Minutes 25 ft.+5 ft./2 levels Instantaneous None
School of Conjuration / Exchange services with an 8 HD spirit (OA108).

Neutralize Poison V,S,M/DF 19 Harmless/Obj 1 Action Touch 10 minutes/level Will Negates
School of Conjuration / Detoxifies venom in or on subject (PH257).

Order`s Wrath V,S 19 Yes 1 Action 100 ft.+10 ft./level Special; See Text
Special; See

text
School of Evocation / Damages and dazes chaotic creatures (PH258).

Polymorph V,S,M 19 No 1 Action Touch 1 minute/level (D) None
School of Transmutation / You assume a new form (PH263).

Reanimation V,S,M,F 19 Harmless 1 Round Touch 1 day/level None
School of Conjuration / Dead creature restored to functional half life with 1 hp. (CA119)

Reincarnate V,S,M,DF 19 Harmless 10 Minutes Touch Instantaneous
Special; See

text
School of Transmutation / Brings dead subject back in a random body (PH270).

Remove Fatigue S 19 Harmless 10 Minutes Touch Instantaneous
Fortitude
Negates

School of Transmutation / Removes effects of fatigue as 8 hours of rest (OA112).
1 Restoration V,S 19 Harmless 3 Rounds Touch Instantaneous Will Negates

School of Conjuration / Restores level and ability score drains (PH272).
Snake Barrier V,S,M 19 Yes 1 Action 100 ft.+10 ft./level 3 round/ Level See text

School of Abjuration / Keeps reptiles at bay (OA113).
Spell Immunity V,S,DF 19 Harmless 1 Action Touch 10 minutes/level Will Negates

School of Abjuration / Subject is immune to one spell/four levels (PH282).
1 Summon Nature`s Ally IV V,S,DF 19 No 1 Round 25 ft.+5 ft./2 levels 1 round/level (D) None

School of Conjuration / Calls elemental or animal to fight for you (PH288).
Sustain V,S,M 19 Harmless 1 Round Touch 6 hours/level None

School of Transmutation / Recipients need no food or drink for 8 hours/level (OA115).
Unholy Blight V,S 19 Yes 1 Action 100 ft.+10 ft./level Instantaneous (1d4 rounds) Will Partial

School of Evocation / Damages and sickens good creatures (PH297).

5th LEVEL
PREP SPELL NAME VSM DC SR CASTING RANGE DURATION SAVE

1 Advice V 20 Yes 1 Round 25 ft.+5 ft./2 levels 1 hour/level Will Negates
School of Enchantment / Subject Follows your advice, even if complex or self destructive (OA96).

Atonement V,S,M,F,DF,XP 20 Yes 1 Hour Touch Instantaneous None
School of Abjuration / This spell removes the burden of evil acts or misdeeds from the subject (PH201)

Blood of Fire V,S,M 20 Yes 1 Action 100 ft.+10 ft./level Instantaneous Reflex Negates
School of Necromancy / Four blood missiles deal 2d8 damage each (OA97).

Break Enchantment V,S 20 No 1 Minute 25 ft.+5 ft./2 levels Instantaneous
Special; See

text
School of Abjuration / This spell frees victims from enchantments, transmutations, and curses (even instantaneous effects) (PH207)

Commune with Greater Spirit V,S,M,XP 20 No 10 Minutes 10 ft. 1 minute/level
Special; See

text
School of Divination / Cone of poison deals 1d3 Con damage. (CA101)

Control Winds V,S 20 No 1 Action 40 ft./level 10 minutes/level
Fortitude
Negates

School of Transmutation / You alter wind force in the area surrounding you (PH214)
Cure Light Wounds, Mass V,S 20 Harmless 1 Action 25 ft.+5 ft./2 levels Instantaneous Will Half
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School of Conjuration / Cures 1d8 +1/level damage to multiple allies (PH216)

Dispel Chaos V,S,DF 20 Special 1 Action Touch 1 round/level or until discharged
Special; See

text
School of Abjuration / You gain a +4 bonus to AC against attacks by chaotic creatures, and can force them back to their home plane (PH222)

Dispel Evil V,S,DF 20 Special 1 Action Touch 1 round/level or until discharged
Special; See

text
School of Abjuration / You gain a +4 bonus to AC against attacks by evil creatures, and can force them back to their home plane (PH222)

Dispel Good V,S,DF 20 Special 1 Action Touch 1 round/level or until discharged
Special; See

text
School of Abjuration / You gain a +4 bonus to AC against attacks by good creatures, and can force them back to their home plane (PH222)

Dispel Law V,S,DF 20 - 1 Action Touch 1 round/level or until discharged
Special; See

text
School of Abjuration / You gain a +4 bonus to AC against attacks by lawful creatures, and can force them back to their home plane (PH223)

Dream V,S 20 Yes 1 Minute Unlimited Special; See Text None
School of Illusion / You, or a messenger touched by you, sends a phantasmal message to others in the form of a dream (PH225)

Ethereal Jaunt V,S 20 - 1 Action Personal 1 round/level (D) None
School of Transmutation / You become ethereal, along with your equipment. When the spell expires, you return to your mundane existence (PH227)

Inflict Light Wounds, Mass V,S 20 Yes 1 Action 25 ft.+5 ft./2 levels Instantaneous Will Half
School of Necromancy / Negative Energy spreads out in all directions, dealing 1d8 +1/level of damage (max +25) (PH244)

Nightmare V,S 20 Yes 10 Minutes Unlimited Instantaneous
Special; See

text
School of Illusion / Sends vision inflicting 1d10 damage, fatigue (PH257).

Possess V,S,M 20 Yes 1 Round 100 ft.+10 ft./level 1 round/level (D) Will Negates
School of Necromancy / As possess animal, but any creature. (OA110).

Raise Dead V,S,M,DF 20 Harmless 1 Minute Touch Instantaneous
Special; See

text
School of Conjuration / Restores life to subject who died up to 1 day/level ago (PH268).

Scrying V,S,F/DF 20 Yes 1 Hour Special; See Text 1 minute/level Will Negates
School of Divination / Spies on subject from a distance (PH274).

Slay Living V,S 20 Yes 1 Action Touch Instantaneous
Fortitude
Partial

School of Necromancy / Touch attack kills subject (PH280).
Summon Nature`s Ally V (OA) V,S,DF 20 No 1 Action 25 ft.+5 ft./2 levels 1 round/level (D) None

School of Fire / Calls elemental or animal to fight for you (PH289, OA90).
Summon Nature`s Ally V (OA) V,S,DF 20 No 1 Action 25 ft.+5 ft./2 levels 1 round/level (D) None

School of Fire / Calls elemental or animal to fight for you (PH289, OA90).
Summon Nature`s Ally V (OA) V,S,DF 20 No 1 Action 25 ft.+5 ft./2 levels 1 round/level (D) None

School of Fire / Calls elemental or animal to fight for you (PH289, OA90).
Summon Nature`s Ally V (OA) V,S,DF 20 No 1 Action 25 ft.+5 ft./2 levels 1 round/level (D) None

School of Fire / Calls elemental or animal to fight for you (PH289, OA90).

+1 Teleport V 20 Special 1 Action Personal and Touch Instantaneous
None and Will

Negates
School of Conjuration / Instantly transports you anywhere (PH292).

2 True Seeing V,S,M 20 Harmless 1 Action Touch 1 minute/level Will Negates
School of Divination / See all things as they really are (PH296).
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