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Complete Spell Descriptions for Arselia ‘d Phairlan (4th level) 
 
Acid Splash 
Conjuration (Creation) [Acid] 
Level: Sor/Wiz 0 
Components: V, S 
Casting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: One missile of acid 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 

You fire a small orb of acid at the target.  You must succeed on a ranged 
touch attack to hit your target.  The orb deals 1d3 points of acid damage. 

 
 
Burning Hands 
Evocation [Fire] 
Level: Fire 1, Sor/Wiz 1 
Components: V, S 
Casting Time: 1 standard action 
Range: 15 ft. 
Area: Cone-shaped burst 
Duration: Instantaneous 
Saving Throw: Reflex half 
Spell Resistance: Yes 

A cone of searing flame shoots from your fingertips.  Any creature in the 
area of the flames takes 1d4 points of fire damage per caster level (maximum 
5d4).  Flammable materials burn if the flames touch them.  A character can 
extinguish burning items as a full-round action. 

 
 
Charm Person 
Enchantment (Charm) [Mind-Affecting] 
Level: Brd 1, Sor/Wiz 1 
Components: V, S 
Casting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One humanoid creature 
Duration: 1 hour/level 
Saving Throw: Will negates 
Spell Resistance: Yes 

This charm makes a humanoid 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 person 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 person breaks 

the spell.  You must speak the person’s language to communicate your commands, or else be good at pantomiming. 
 
 
Chill Touch 
Necromancy 
Level: Sor/Wiz 1 
Components: V, S 
Casting Time: 1 standard action 
Range: Touch 
Targets: Creature or creatures touched (up 

to one/level) 
Duration: Instantaneous 
Saving Throw: Fortitude partial or Will 

negates; see text 
Spell Resistance: Yes 

A touch from your hand, which glows with blue energy, disrupts the life 
force of living creatures.  Each touch channels negative energy that deals 1d6 
points of damage.  The touched creature also takes 1 point of Strength damage 
unless it makes a successful Fortitude saving throw.  You can use this melee 
touch attack up to one time per level. 

An undead creature you touch takes no damage of either sort, but it must 
make a successful Will saving throw or flee as if panicked for 1d4 rounds +1 
round per caster level. 
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Command Undead 
Necromancy 
Level: Sor/Wiz 2 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Targets: One undead creature 
Duration: One day/level 
Saving Throw: Will negates; see text 
Spell Resistance: Yes 

This spell allows you some degree of control over an undead creature.  
Assuming the subject is intelligent, it perceives your words and actions in the 
most favorable way (treat its attitude as friendly).  It will not attack you while 
the spell lasts.  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 intelligent commanded undead never obeys 
suicidal or obviously harmful orders, but it might be convinced that something 
very dangerous is worth doing. 

A non-intelligent undead creature gets no saving throw against this spell.  
When you control a mindless being, you can communicate only basic 
commands, such as “come here,” “go there,” “fight,” “stand still,” and so on. 

Non-intelligent undead won’t resist suicidal or obviously harmful orders. 
Any act by you or your apparent allies that threatens the commanded undead (regardless of its Intelligence) breaks the spell. 

Your commands are not telepathic. The undead creature must be able to hear you. 
Material Component: A shred of raw meat and a splinter of bone. 
 
 
Comprehend Languages 
Divination 
Level: Brd 1, Clr 1, Sor/Wiz 1 
Components: V, S, M/DF 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 10 min./level 

You can understand the spoken words of creatures or read otherwise 
incomprehensible written messages.  In either case, you must touch the creature 
or the writing.  The ability to read does not necessarily impart insight into the 
material, merely its literal meaning.  The spell enables you to understand or read 
an unknown language, not speak or write it. 

Written material can be read at the rate of one page (250 words) per minute.  
Magical writing cannot be read, though the spell reveals that it is magical.  This 
spell can be foiled by certain warding magic (such as the secret page and 
illusory script spells). It does not decipher codes or reveal messages concealed 

in otherwise normal text. 
Comprehend languages can be made permanent with a permanency spell. 
Arcane Material Component: A pinch of soot and a few grains of salt. 
 
 
Dancing Lights 
Evocation [Light] 
Level: Brd 0, Sor/Wiz 0 
Components: V, S 
Casting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./level) 
Effect: Up to four lights, all within a 10- ft.-

radius area 
Duration: 1 minute (D) 
Saving Throw: None 
Spell Resistance: No 

Depending on the version selected, you create up to four lights that 
resemble lanterns or torches (and cast that amount of light), or up to four 
glowing spheres of light (which look like will-o’-wisps), or one faintly glowing, 
vaguely humanoid shape.  The dancing lights must stay within a 10-foot-radius 
area in relation to each other but otherwise move as you desire (no concentration 
required): forward or back, up or down, straight or turning corners, or the like.  
The lights can move up to 100 feet per round.  A light winks out if the distance 
between you and it exceeds the spell’s range. 
Dancing lights can be made permanent with a permanency spell. 

 
 
Daze 
Enchantment (Compulsion) [Mind-

Affecting] 
Level: Brd 0, Sor/Wiz 0 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One humanoid creature of 4 HD or 

less 
Duration: 1 round 
Saving Throw: Will negates 
Spell Resistance: Yes 

This enchantment clouds the mind of a humanoid creature with 4 or fewer 
Hit Dice so that it takes no actions.  Humanoids of 5 or more HD are not 
affected.  A dazed subject is not stunned, so attackers get no special advantage 
against it. 
Material Component: A pinch of wool or similar substance. 
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Detect Magic 
Divination 
Level: Brd 0, Clr 0, Drd 0, Sor/Wiz 0 
Components: V, S 
Casting Time: 1 standard action 
Range: 60 ft. 
Area: Cone-shaped emanation 
Duration: Concentration, up to 1 min./level 

(D) 
Saving Throw: None 
Spell Resistance: No 

You detect magical auras.  The amount of information revealed depends on 
how long you study a particular area or subject. 
1st Round: Presence or absence of magical auras. 
2nd Round: Number of different magical auras and the power of the most potent 

aura. 
3rd Round: The strength and location of each aura. 

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 
non-spell effect.) 

Magical areas, multiple types of magic, or strong local magical emanations 
may distort or conceal weaker auras. 

Aura Strength: An aura’s power depends on a spell’s functioning spell level or an item’s caster level.  If an aura falls into more 
than one category, detect magic indicates the stronger of the two. 
 
  ————————— Aura Power ————————— 
Spell or Object Faint Moderate Strong Overwhelming 
Functioning spell (spell level) 3rd or lower 4th–6th 7th–9th 10th+ (deity-level) 
Magic item (caster level) 5th or lower 6th–11th 12th–20th 21st+ (artifact) 
 

Lingering Aura: A magical aura lingers after its original source dissipates (in the case of a spell) or is destroyed (in the case of a 
magic item).  If detect magic is cast and directed at such a location, the spell indicates an aura strength of dim (even weaker than a 
faint aura).  How long the aura lingers at this dim level depends on its original power: 
 
Original Strength Duration of Lingering Aura 
Faint 1d6 rounds 
Moderate 1d6 minutes 
Strong 1d6x10 minutes 
Overwhelming 1d6 days 
 

Outsiders and elementals are not magical in themselves, but if they are summoned, the conjuration spell registers. 
Each round, you can turn to detect magic in a new area.  The spell can penetrate barriers, but 1 foot of stone, 1 inch of common metal, 
a thin sheet of lead, or 3 feet of wood or dirt blocks it. 
Detect magic can be made permanent with a permanency spell. 
 
 
Detect Poison 
Divination 
Level: Clr 0, Drd 0, Pal 1, Rgr 1, Sor/Wiz 0 
Components: V, S 
Casting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target or Area: One creature, one object, 

or a 5-ft. cube 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 

You determine whether a creature, object, or area has been poisoned or is 
poisonous.  You can determine the exact type of poison with a DC 20 Wisdom 
check.  A character with the Craft (alchemy) skill may try a DC 20 Craft 
(alchemy) check if the Wisdom check fails, or may try the Craft (alchemy) 
check prior to the Wisdom check. 

The spell can penetrate barriers, but 1 foot of stone, 1 inch of common 
metal, a thin sheet of lead, or 3 feet of wood or dirt blocks it. 

 
 
Disrupt Undead 
Necromancy 
Level: Sor/Wiz 0 
Components: V, S 
Casting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: Yes 

You direct a ray of positive energy.  You must make a ranged touch attack 
to hit, and if the ray hits an undead creature, it deals 1d6 points of damage to it. 
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Flare 
Evocation [Light] 
Level: Brd 0, Drd 0, Sor/Wiz 0 
Components: V 
Casting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Burst of light 
Duration: Instantaneous 
Saving Throw: Fortitude negates 
Spell Resistance: Yes 

This cantrip creates a burst of light.  If you cause the light to burst directly 
in front of a single creature, that creature is dazzled for 1 minute unless it makes 
a successful Fortitude save.  Sightless creatures, as well as creatures already 
dazzled, are not affected by flare. 

 
 
Ghoul Touch 
Necromancy 
Level: Sor/Wiz 2 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Touch 
Target: Living humanoid touched 
Duration: 1d6+2 rounds 
Saving Throw: Fortitude negates 
Spell Resistance: Yes 

Imbuing you with negative energy, this spell allows you to paralyze a single 
living humanoid for the duration of the spell with a successful melee touch 
attack. 

Additionally, the paralyzed subject exudes a carrion stench that causes all 
living creatures (except you) in a 10-foot-radius spread to become sickened 
(Fortitude negates).  A neutralize poison spell removes the effect from a 
sickened creature, and creatures immune to poison are unaffected by the stench. 
Material Component: A small scrap of cloth taken from clothing worn by a 
ghoul, or a pinch of earth from a ghoul’s lair. 

 
 
Identify 
Divination 
Level: Brd 1, Magic 2, Sor/Wiz 1 
Components: V, S, M/DF 
Casting Time: 1 hour 
Range: Touch 
Targets: One touched object 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 

The spell determines all magic properties of a single magic item, including 
how to activate those functions (if appropriate), and how many charges are left 
(if any). 

Identify does not function when used on an artifact. 
Arcane Material Component: A pearl of at least 100 gp value, crushed and 
stirred into wine with an owl feather; the infusion must be drunk prior to 
spellcasting. 

 
 
Invisibility 
Illusion (Glamer) 
Level: Brd 2, Sor/Wiz 2, Trickery 2 
Components: V, S, M/DF 
Casting Time: 1 standard action 
Range: Personal or touch 
Target: You or a creature or object 

weighing no more than 100 lb./level 
Duration: 1 min./level (D) 
Saving Throw: Will negates (harmless) or 

Will negates (harmless, object) 
Spell Resistance: Yes (harmless) or Yes 

(harmless, object) 

The creature or object touched becomes invisible, vanishing from sight, 
even from darkvision.  If the recipient is a creature carrying gear, that vanishes, 
too.  If you cast the spell on someone else, neither you nor your allies can see 
the subject, unless you can normally see invisible things or you employ magic to 
do so. 

Items dropped or put down by an invisible creature become visible; items 
picked up disappear if tucked into the clothing or pouches worn by the creature.  
Light, however, never becomes invisible, although a source of light can become 
so (thus, the effect is that of a light with no visible source).  Any part of an item 
that the subject carries but that extends more than 10 feet from it becomes 
visible. 

Of course, the subject is not magically silenced, and certain other conditions 
can render the recipient detectable (such as stepping in a puddle).  The spell 
ends if the subject attacks any creature. For purposes of this spell, an attack 

includes any spell targeting a foe or whose area or effect includes a foe.  (Exactly who is a foe depends on the invisible character’s 
perceptions.)  Actions directed at unattended objects do not break the spell.  Causing harm indirectly is not an attack.  Thus, an 
invisible being can open doors, talk, eat, climb stairs, summon monsters and have them attack, cut the ropes holding a rope bridge 
while enemies are on the bridge, remotely trigger traps, open a portcullis to release attack dogs, and so forth.  If the subject attacks 
directly, however, it immediately becomes visible along with all its gear.  Spells such as bless that specifically affect allies but not foes 
are not attacks for this purpose, even when they include foes in their area. 
Invisibility can be made permanent (on objects only) with a permanency spell. 
Arcane Material Component: An eyelash encased in a bit of gum arabic. 
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Knock 
Transmutation 
Level: Sor/Wiz 2 
Components: V 
Casting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./level) 
Target: One door, box, or chest with an area 

of up to 10 sq. ft./level 
Duration: Instantaneous; see text 
Saving Throw: None 
Spell Resistance: No 

The knock spell opens stuck, barred, locked, held, or arcane locked doors.  
It opens secret doors, as well as locked or trick-opening boxes or chests.  It also 
loosens welds, shackles, or chains (provided they serve to hold closures shut).  If 
used to open a arcane locked door, the spell does not remove the arcane lock but 
simply suspends its functioning for 10 minutes.  In all other cases, the door does 
not relock itself or become stuck again on its own.  Knock does not raise barred 
gates or similar impediments (such as a portcullis), nor does it affect ropes, 
vines, and the like.  The effect is limited by the area. Each spell can undo as 
many as two means of preventing egress.  

 
 
Magic Missile 
Evocation [Force] 
Level: Sor/Wiz 1 
Components: V, S 
Casting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./level) 
Targets: Up to five creatures, no two of 

which can be more than 15 ft. apart 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: Yes 

A missile of magical energy darts forth from your fingertip and strikes its 
target, dealing 1d4+1 points of force damage. 

The missile strikes unerringly, even if the target is in melee combat or has 
less than total cover or total concealment.  Specific parts of a creature can’t be 
singled out.  Inanimate objects are not damaged by the spell. 

For every two caster levels beyond 1st, you gain an additional missile - two 
at 3rd level, three at 5th, four at 7th, and the maximum of five missiles at 9th 
level or higher.  If you shoot multiple missiles, you can have them strike a single 
creature or several creatures.  A single missile can strike only one creature.  You 
must designate targets before you check for spell resistance or roll damage. 

 
 
Melf’s Acid Arrow 
Conjuration (Creation) [Acid] 
Level: Sor/Wiz 2 
Components: V, S, M, F 
Casting Time: 1 standard action 
Range: Long (400 ft. + 40 ft./level) 
Effect: One arrow of acid 
Duration: 1 round + 1 round per three 

levels 
Saving Throw: None 
Spell Resistance: No 

A magical arrow of acid springs from your hand and speeds to its target.  
You must succeed on a ranged touch attack to hit your target.  The arrow deals 
2d4 points of acid damage with no splash damage. For every three caster levels 
(to a maximum of 18th), the acid, unless somehow neutralized, lasts for another 
round, dealing another 2d4 points of damage in that round. 
Material Component: Powdered rhubarb leaf and an adder’s stomach. 
Focus: A dart. 

 
 
Mending 
Transmutation 
Level: Brd 0, Clr 0, Drd 0, Sor/Wiz 0 
Components: V, S 
Casting Time: 1 standard action 
Range: 10 ft. 
Target: One object of up to 1 lb. 
Duration: Instantaneous 
Saving Throw: Will negates (harmless, 

object) 
Spell Resistance: Yes (harmless, object) 

Mending repairs small breaks or tears in objects (but not warps, such as 
might be caused by a warp wood spell).  It will weld broken metallic objects 
such as a ring, a chain link, a medallion, or a slender dagger, providing but one 
break exists. 

Ceramic or wooden objects with multiple breaks can be invisibly rejoined to 
be as strong as new.  A hole in a leather sack or a wineskin is completely healed 
over by mending.  The spell can repair a magic item, but the item’s magical 
abilities are not restored.  The spell cannot mend broken magic rods, staffs, or 
wands, nor does it affect creatures (including constructs). 
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Obscuring Mist 
Conjuration (Creation) 
Level: Air 1, Clr 1, Drd 1, Sor/Wiz 1, Water 

1 
Components: V, S 
Casting Time: 1 standard action 
Range: 20 ft. 
Effect: Cloud spreads in 20-ft. radius from 

you, 20 ft. high 
Duration: 1 min./level 
Saving Throw: None 
Spell Resistance: No 

A misty vapor arises around you.  It is stationary once created.  The vapor 
obscures all sight, including darkvision, beyond 5 feet.  A creature 5 feet away 
has concealment (attacks have a 20% miss chance).  Creatures farther away have 
total concealment (50% miss chance, and the attacker cannot use sight to locate 
the target). 

A moderate wind (11+ mph), such as from a gust of wind spell, disperses 
the fog in 4 rounds.  A strong wind (21+ mph) disperses the fog in 1 round.  A 
fireball, flame strike, or similar spell burns away the fog in the explosive or fiery 
spell’s area.  A wall of fire burns away the fog in the area into which it deals 
damage. 
This spell does not function underwater. 

 
 
Open/Close 
Transmutation 
Level: Brd 0, Sor/Wiz 0 
Components: V, S, F 
Casting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: Object weighing up to 30 lb. or 

portal that can be opened or closed 
Duration: Instantaneous 
Saving Throw: Will negates (object) 
Spell Resistance: Yes (object) 

You can open or close (your choice) a door, chest, box, window, bag, 
pouch, bottle, barrel, or other container.  If anything resists this activity (such as 
a bar on a door or a lock on a chest), the spell fails.  In addition, the spell can 
only open and close things weighing 30 pounds or less.  Thus, doors, chests, and 
similar objects sized for enormous creatures may be beyond this spell’s ability to 
affect. 
Focus: A brass key. 

 
Pyrotechnics 
Transmutation 
Level: Brd 2, Sor/Wiz 2 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Long (400 ft. + 40 ft./level) 
Target: One fire source, up to a 20-ft. cube 
Duration: 1d4+1 rounds, or 1d4+1 rounds 
after creatures leave the smoke cloud; see 
text 
Saving Throw: Will negates or Fortitude 
negates; see text 
Spell Resistance: Yes or No; see text 

Pyrotechnics turns a fire into either a burst of blinding fireworks or a thick 
cloud of choking smoke, depending on the version you choose. 

• Fireworks: The fireworks are a flashing, fiery, momentary burst of 
glowing, colored aerial lights.  This effect causes creatures within 120 
feet of the fire source to become blinded for 1d4+1 rounds (Will 
negates).  These creatures must have line of sight to the fire to be 
affected. Spell resistance can prevent blindness. 

• Smoke Cloud: A writhing stream of smoke billows out from the source, 
forming a choking cloud.  The cloud spreads 20 feet in all directions 
and lasts for 1 round per caster level.  All sight, even darkvision, is 
ineffective in or through the cloud.  All within the cloud take -4 
penalties to Strength and Dexterity (Fortitude negates).  These effects 
last for 1d4+1 rounds after the cloud dissipates or after the creature 
leaves the area of the cloud. Spell resistance does not apply. 

Material Component: The spell uses one fire source, which is immediately extinguished.  A fire so large that it exceeds a 20-foot cube 
is only partly extinguished.  Magical fires are not extinguished, although a fire-based creature used as a source takes 1 point of damage 
per caster level. 
 
 
Ray of Frost 
Evocation [Cold] 
Level: Sor/Wiz 0 
Components: V, S 
Casting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: Yes 

A ray of freezing air and ice projects from your pointing finger.  You must 
succeed on a ranged touch attack with the ray to deal damage to a target.  The 
ray deals 1d3 points of cold damage. 
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Read Magic 
Divination 
Level: Brd 0, Clr 0, Drd 0, Pal 1, Rgr 1, 
Sor/Wiz 0 
Components: V, S, F 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 10 min./level 

By means of read magic, you can decipher magical inscriptions on 
objects—books, scrolls, weapons, and the like—that would otherwise be 
unintelligible.  This deciphering does not normally invoke the magic contained 
in the writing, although it may do so in the case of a cursed scroll.  Furthermore, 
once the spell is cast and you have read the magical inscription, you are 
thereafter able to read that particular writing without recourse to the use of read 
magic.  You can read at the rate of one page (250 words) per minute.  The spell 
allows you to identify a glyph of warding with a DC 13 Spellcraft check, a 
greater glyph of warding with a DC 16 Spellcraft check, or any symbol spell 
with a Spellcraft check (DC 10 + spell level). 

Read magic can be made permanent with a permanency spell. 
Focus: A clear crystal or mineral prism. 
 
 
Spectral Hand 
Necromancy 
Level: Sor/Wiz 2 
Components: V, S 
Casting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./level) 
Effect: One spectral hand 
Duration: 1 min./level (D) 
Saving Throw: None 
Spell Resistance: No 

A ghostly, glowing hand shaped from your life force materializes and 
moves as you desire, allowing you to deliver low-level, touch range spells at a 
distance.  On casting the spell, you lose 1d4 hit points that return when the spell 
ends (even if it is dispelled), but not if the hand is destroyed.  (The hit points can 
be healed as normal.)  For as long as the spell lasts, any touch range spell of 4th 
level or lower that you cast can be delivered by the spectral hand.  The spell 
gives you a +2 bonus on your melee touch attack roll, and attacking with the 
hand counts normally as an attack.  The hand always strikes from your direction.  
The hand cannot flank targets like a creature can.  After it delivers a spell, or if 
the hand goes beyond the spell range, goes out of your sight, the hand returns to 
you and hovers. 

The hand is incorporeal and thus cannot be harmed by normal weapons.  It has improved evasion (half damage on a failed Reflex 
save and no damage on a successful save), your save bonuses, and an AC of at least 22.  Your Intelligence modifier applies to the 
hand’s AC as if it were the hand’s Dexterity modifier.  The hand has 1 to 4 hit points, the same number that you lost in creating it. 
 
 
Summon Monster I 
Conjuration (Summoning) [see text] 
Level: Brd 1, Clr 1, Sor/Wiz 1 
Components: V, S, F/DF 
Casting Time: 1 round 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: One summoned creature 
Duration: 1 round/level (D) 
Saving Throw: None 
Spell Resistance: No 

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 1st-level list on the 
accompanying Summon Monster table.  You choose which kind of creature to 
summon, and you can change that choice 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. 

When you use a summoning spell to summon an air, chaotic, earth, evil, fire, good, lawful, or water creature, it is a spell of that 
type. 
Arcane Focus: A tiny bag and a small (not necessarily lit) candle. 
 
 
Summon Monster II 
Conjuration (Summoning) [see text for 

summon monster I] 
Level: Brd 2, Clr 2, Sor/Wiz 2 
Effect: One or more summoned creatures, 

no two of which can be more than 30 ft. 
apart 

This spell functions like summon monster I, except that you can summon 
one creature from the 2nd-level list or 1d3 creatures of the same kind from the 
1st-level list. 
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True Strike 
Divination 
Level: Sor/Wiz 1 
Components: V, F 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: See text 

You gain temporary, intuitive insight into the immediate future during your 
next attack.  Your next single attack roll (if it is made before the end of the next 
round) gains a +20 insight bonus.  Additionally, you are not affected by the miss 
chance that applies to attackers trying to strike a concealed target. 
Focus: A small wooden replica of an archery target. 

 
 
Unseen Servant 
Conjuration (Creation) 
Level: Brd 1, Sor/Wiz 1 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: One invisible, mindless, shapeless 

servant 
Duration: 1 hour/level 
Saving Throw: None 
Spell Resistance: No 

An unseen servant is an invisible, mindless, shapeless force that performs 
simple tasks at your command.  It can run and fetch things, open unstuck doors, 
and hold chairs, as well as clean and mend.  The servant can perform only one 
activity at a time, but it repeats the same activity over and over again if told to 
do so as long as you remain within range.  It can open only normal doors, 
drawers, lids, and the like.  It has an effective Strength score of 2 (so it can lift 
20 pounds or drag 100 pounds).  It can trigger traps and such, but it can exert 
only 20 pounds of force, which is not enough to activate certain pressure plates 
and other devices.  It can’t perform any task that requires a skill check with a 
DC higher than 10 or that requires a check using a skill that can’t be used 
untrained.  Its speed is 15 feet. 

The servant cannot attack in any way; it is never allowed an attack roll.  It 
cannot be killed, but it dissipates if it takes 6 points of damage from area attacks.  (It gets no saves against attacks.)  If you attempt to 
send it beyond the spell’s range (measured from your current position), the servant ceases to exist. 
Material Component: A piece of string and a bit of wood. 
 
 


