
Detect Magic 
Level: 1 Range: 30’ or more Duration: 2 turns Casting time: 2 actions Save: Will vs. spell check DC (sometimes) 
 
General 
The wizard knows if there has been an enchantment laid upon a person, place or thing within range. The 
range is a cone, 30’ long and 30’ wide at its end, emanating from the wizard’s holy symbol. 
 
Manifestation See below. 
 
1 Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1-2) 
corruption; (3+) misfire. 
 
2-11 Lost. Failure. 
 
12-13 The wizard is aware of magical enchantment on any object or creature within range. This includes weapons 
or armor worn by a creature, as well as spells. The wizard cannot distinguish which portions of the targets 
are magical. For example, a creature enchanted by a spell or carrying a magical weapon or item registers 
simply as “magical,” so the true extent and nature of the magic is not always evident. The wizard does not 
receive any information on the nature of the magical enchantment, only its existence. Intelligent magic 
creatures and creations that wish to hide their magical nature can do so with a Will save. Objects behind 
3’ of wood, 1” of solid metal, or 1’ of stone are not detected. 
 
14-17 The wizard is aware of magical enchantment on any object or creature within range. This includes weapons 
or armor worn by a creature, as well as spells. The wizard cannot distinguish which portions of the targets 
are magical. For example, a creature enchanted by a spell or carrying a magical weapon or item registers 
simply as “magical,” so the true extent and nature of the magic is not always evident. The wizard does not 
receive any information on the nature of the magical enchantment, only its existence. Objects behind 3’ of 
wood, 1” of solid metal, or 1’ of stone are not detected. 
 
18-19 The wizard can determine exactly which objects or creatures are magically enchanted within range. He can 
tell if different weapons or items of equipment on a creature are enchanted and whether a creature that 
registers as “magical” overall does so because of its cloak (for example) or because of something inherent 
in its blood. Further, the wizard receives a rough gauge of the magic’s strength, revealed as the approximate 
level of a spell, the general range of bonus (or plus) for weapons or armor, and so on. Objects behind 
3’ of wood, 1” of solid metal, or 1’ of stone are not detected. 
 
20-23 The wizard can determine exactly which objects or creatures are magically enchanted within range. In addition, 
the spell reveals creatures of non-mortal origin (e.g., extraplanar creatures, demons, devils, celestials, 
un-dead, etc.). The wizard can distinguish between magical creatures and non-mortal creatures. He 
can tell if different weapons or items of equipment on a creature are enchanted and whether a creature 
that registers as “magical” overall does so because of its cloak (for example) or because of something 
inherent in its blood. Further, the wizard receives a rough gauge of the magic’s strength, revealed as the 
approximately 
level of a spell, the general range of bonus (or plus) for weapons or armor, and so on. Objects 
behind 3’ of wood, 1” of solid metal, or 1’ of stone are not detected. 
 
24-27 The wizard can determine exactly which objects or creatures are magically enchanted within range. In addition, 
the spell reveals creatures of non-mortal origin (e.g., extraplanar creatures, demons, devils, celestials, 
un-dead, etc.). The wizard can distinguish between magical creatures and non-mortal creatures. He 
can tell if different weapons or items of equipment on a creature are enchanted and whether a creature 
that registers as “magical” overall does so because of its cloak (for example) or because of something 
inherent in its blood. Further, the wizard receives a very precise understanding of the magic’s strength and 
nature: he knows an item is a +2 sword or that a door is guarded by a level 3 ward portal spell. Finally, 
the spell functions through any sort of impeding material (stone, wood, or iron, at any distance within 
range). 
 
28-29 To an extended range of 120’, the wizard can determine exactly which objects or creatures are magically 
enchanted. 
In addition, the spell reveals creatures of non-mortal origin (e.g., extraplanar creatures, demons, 
devils, celestials, un-dead, etc.). The wizard can distinguish between magical creatures and non-mortal 
creatures. He can tell if different weapons or items of equipment on a creature are enchanted and whether 
a creature that registers as “magical” overall does so because of its cloak (for example) or because of 
something inherent in its blood. Further, the wizard receives a very precise understanding of the magic’s 
strength and nature: he knows an item is a +2 sword or that a door is guarded by a level 3 ward portal spell. 
Finally, the spell functions through any sort of impeding material (stone, wood, or iron, at any distance 
within range). 
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30-31 To an extended range of 120’ and for an extended duration of 4 turns, the wizard can determine exactly 
which objects or creatures are magically enchanted. In addition, the spell reveals creatures of non-mortal 
origin (e.g., extraplanar creatures, demons, devils, celestials, un-dead, etc.). The wizard can distinguish between 
magical creatures and non-mortal creatures. He can tell if different weapons or items of equipment 
on a creature are enchanted and whether a creature that registers as “magical” overall does so because 
of its cloak (for example) or because of something inherent in its blood. Further, the wizard receives a very 
precise understanding of the magic’s strength and nature: he knows an item is a +2 sword or that a door 
is guarded by a level 3 ward portal spell. Finally, the spell functions through any sort of impeding material 
(stone, wood, or iron, at any distance within range). 
 
32+ To an extended range of line-of-sight and for an extended duration of a full hour, the wizard can determine 
exactly which objects or creatures are magically enchanted. In addition, the spell reveals creatures 
of non-mortal origin (e.g., extraplanar creatures, demons, devils, celestials, un-dead, etc.). The wizard can 
distinguish between magical creatures and non-mortal creatures. He can tell if different weapons or items 
of equipment on a creature are enchanted and whether a creature that registers as “magical” overall does 
so because of its cloak (for example) or because of something inherent in its blood. Further, the wizard 
receives a very precise understanding of the magic’s strength and nature: he knows an item is a +2 sword 

or that a door is guarded by a level 3 ward portal spell. Finally, the spell functions through any sort of 
impeding material (stone, wood, or iron, at any distance within range). 
  



Detect Evil   
Level: 2 Range: 60’ radius from wizard or more (see below) Duration: 6 turns Casting time: 1 action 
Save: Will vs. spell check DC (sometimes) 
 
General The wizard holds up his holy symbol and detects emanations of evil within a ray that extends straight out 
5’ wide and 60’ (or more) ahead of the symbol. The definition of “evil” is based on the wizard: generally 
it encompasses creatures of opposed alignment, those unholy to the wizard’s deity, and those with clearly 
harmful intent. Depending on the strength of the spell, it may detect even more subtle dangers. This spell 
does not reveal creatures that are otherwise hidden but does inform the wizard that evil intentions radiate 
from a certain position. This spell may be reversed to detect good, which means creatures of allied alignment, 
common deity, or similar holy goals. 
 
Manifestation Roll 1d3: (1) evil creatures glow softly when viewed by the wizard; (2) a heavenly chorus trumpets 
strident tones of warning whenever the wizard views an evil creature; (3) evil creatures emit terrible, dark shadows 
in all directions, clouding their appearance with a deep shroud of darkness. 
 
1 Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1-3) 
corruption; (4) patron taint (or corruption if no patron); (5+) misfire. 
 
2-11 Lost. Failure. 
 
12-13 Failure, but spell is not lost. 
 
14-15 Creatures of opposed alignment are potentially detected, as well as objects inherently dangerous in nature 
(such as traps and cursed weapons). Evil creatures receive a Will save vs. spell check DC to remain undetected by 
this spell. 
 
16-19 Creatures of opposed alignment are automatically detected, as well as objects inherently dangerous in nature 
(such as traps and cursed weapons). Evil creatures do not receive a Will save to remain undetected. 
 
20-21 To a range of 120’ in all directions from the wizard, creatures of opposed alignment are automatically detected, 
as well as objects inherently dangerous in nature (such as traps and cursed weapons). Evil creatures do not receive a 
Will save to remain undetected. 
 
22-25 The wizard is immediately aware of all evil creatures and objects within 180’. In addition, evil creatures and 
objects shine with a faint, unearthly glow that is obvious to the wizard’s allies. 
 
26-29 The wizard is immediately aware of all evil creatures and objects within 180’. In addition, evil creatures and 
objects shine with a faint, unearthly glow that is obvious to the wizard’s allies. In addition, the wizard is also 
aware of creatures with intentions harmful to him, even if the creatures are not opposed in alignment. For 
example, a mindless but aggressive spider would be detected, as would a hungry bear thinking of eating 
the wizard. 
 
30-31 The wizard is immediately aware of all evil creatures and objects within 180’. In addition, evil creatures and 
objects shine with a faint, unearthly glow that is obvious to the wizard’s allies. In addition, the wizard is also 
aware of creatures with intentions harmful to him, even if the creatures are not opposed in alignment. For 
example, a mindless but aggressive spider would be detected, as would a hungry bear thinking of eating 
the wizard. The creatures detected by this spell are pained by the light of truth, suffering a -1 penalty to all 
attack rolls, damage rolls, skill checks, spell checks, and saving throws while in range. 
 
32-33 The wizard is immediately aware of all evil creatures and objects within 240’. In addition, evil creatures and 
objects shine with a faint, unearthly glow that is obvious to the wizard’s allies. In addition, the wizard is also 
aware of creatures with intentions harmful to him, even if the creatures are not opposed in alignment. For 
example, a mindless but aggressive spider would be detected, as would a hungry bear thinking of eating 
the wizard. The creatures detected by this spell are pained by the light of truth, suffering a -2 penalty to all 
attack rolls, damage rolls, skill checks, spell checks, and saving throws while in range. 
 
34+ The wizard is immediately aware of all evil creatures and objects within 300’. In addition, evil creatures and 
objects shine with a faint, unearthly glow that is obvious to the wizard’s allies. In addition, the wizard is also 
aware of creatures with intentions harmful to him, even if the creatures are not opposed in alignment. For 
example, a mindless but aggressive spider would be detected, as would a hungry bear thinking of eating 
the wizard. The creatures detected by this spell are pained by the light of truth, suffering a -4 penalty to all 
attack rolls, damage rolls, skill checks, spell checks, and saving throws while in range. 
 
  



Paralysis 

Level 3  Range: Touch or more Duration: 1 round or more Casting time: 1 action Save: Will save vs. spell check 

 
General 
The light of the wizard’s deity prevents his enemies from raising a hand to perform baleful deeds. 
 
Manifestation  
Roll 1d4: (1) crackle of electricity; (2) black ropy binds; (3) white pallor; (4) ethereal gray mist. 
 
1 Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1-2) 
corruption; (3) patron taint (or corruption if no patron); (4+) misfire. 
 
2-11 Lost. Failure. 
 
12-15 Failure, but spell is not lost. 
 
16-17 The wizard’s hands and melee weapons are charged with the energy of paralysis. The wizard must make 
a normal attack on his next round. If it succeeds, he causes normal damage and his enemy must make 
a Will save or be paralyzed. The paralyzed creature is unable to move or take any physical action for 
1d6+CL rounds. 
 
18-21 The wizard’s hands and melee weapons are charged with the energy of paralysis. The charge remains for 
1d4+CL rounds. Any attack by the wizard during this period delivers normal damage plus paralysis if the 
target fails a Will save. The paralyzed creature is unable to move or take any physical action for 1d6+CL 
rounds. 
 
22-23 The wizard’s melee weapons and missile fire weapons are charged with paralysis. The charge remains for 
1d4+CL rounds. Any attack by the wizard during this period delivers normal damage plus paralysis if the 
target fails a Will save. The paralyzed creature is unable to move or take any physical action for 1d6+CL 
rounds. 
 
24-27 The wizard designates one creature within 30’ and paralyzes it with a word. If the creature is 2 HD or less, 
it is automatically paralyzed. If 3 HD or more, it receives a Will save to resist. Paralysis lasts for 1d8+CL 
rounds. 
 
28-31 The wizard designates up to three targets within 100’ and paralyzes all of them. Any creature of 4 HD or less is 
automatically paralyzed. Creatures of 5 HD or more receive a Will save. Paralysis lasts for 2d6+CL rounds. 
 
32-35 The wizard imbues his touch with the power to paralyze an enemy. The wizard retains the latent paralysis touch 
for up to 24 hours. At any point during that time, he may discharge the paralysis with a spoken word. A melee attack 
may be necessary to touch a resisting target. The creature touched is automatically paralyzed if 6 HD or less. 
Creatures of 7+ HD receive a Will save. The paralysis lasts 4d6+CL hours. 30-31 Choose any one of the effects 
above, and the duration of the paralysis is doubled. 
 
36+ Choose any one of the effects above, and the duration of the paralysis is permanent. The paralysis can only be 
cured via magical means, such as a wizard’s ability to lay on hands or the spell cure paralysis. 

 

 

  



Binding   

Level: 3   Range: 30’ or more Duration: Varies Casting time: 1 round Save: Will vs. spell check DC 
 
General  
With this spell, the wizard binds a supernatural creature and forces it to obey his will. The spell is easiest 
if the creature has already been summoned for control via another spell. But the wizard may also cast this spell to 
control creatures encountered on their native planes. The wizard may target one creature already under the control of 
another spellcaster and summoned via another spell (for example, animal summoning, monster summoning, or invisible 

companion) or native to a non-material plane (for example, demons, devils, elementals, spirits, ghosts, etc.). The 
wizard binds that creature to obey his will instead of the will of its current master. A Will save is allowed to resist, but 
the Will save is made by the other spellcaster not the target creature, which is already dominated. If the check is 
successful, control of the bound creature transfers to the wizard casting binding. The wizard retains control for a time, 
after which control reverts back to the original caster (by which time the original summoning or controlling spell may 
have ended). This spell does not affect familiars or other creatures that voluntarily obey a spellcaster, only those 
under forcible control. Under certain circumstances, as noted below, the wizard may affect other targets as well. A 
creature under the wizard’s control can be commanded to take any action normally within its power, similar to the 
animal summoning spell. The creature must be capable of hearing the wizard’s commands and will execute them to the 

best of its ability. Suicidal or inherently contradictory commands grant the target another Will save to resist. 
 
Manifestation  
Roll 1d3: (1) glittery dust appears in a cloud surrounding the target; (2) a scintillating magical rope binds 
the target; (3) a sky-borne tether drops down and attaches to the target. 
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1 Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1-2) 
corruption; (3) patron taint (or corruption if no patron); (4+) misfire. 
 
2-11 Lost. Failure. 
 
12-15 Failure, but spell is not lost. 
 
16-17 The wizard may target a creature up to 2 HD. If the spell succeeds, the wizard controls that creature for 1d6 
rounds. 
 
18-21 The wizard may target a creature up to 4 HD. If the spell succeeds, the wizard controls that creature for 
1d6+CL rounds. 
 
22-23 The wizard may target a creature up to 6 HD. If the spell succeeds, the wizard controls that creature for 
2d6+CL rounds. 
 
24-26 The wizard may target a creature up to 6 HD. If the spell succeeds, the wizard controls that creature for 
2d6+CL rounds. Alternately, the wizard may also choose to target one free-willed extraplanar creature of 4 HD or less 
currently on a non-native plane. It receives a Will save using its own modifier. The wizard controls the creature as if it 
were under the effects of an animal summoning spell of the same spell check. 
At the end of the duration, the creature reverts to its own free will. 
 
27-31 The wizard may target a creature up to 8 HD. If the spell succeeds, the wizard controls that creature for 
2d6+CL turns. Alternately, the wizard may also choose to target one free-willed extraplanar creature of 6 HD or less 
currently on a non-native plane. It receives a Will save using its own modifier. The wizard controls the creature as if it 
were under the effects of an animal summoning spell of the same spell check. At the end of the duration, the creature 
reverts to its own free will. 
 
32-33 The wizard may target a creature up to 8 HD. If the spell succeeds, the wizard controls that creature for 2d6+CL 
turns. Alternately, the wizard may also choose to target one other creature of 8 HD or less, which can be any free-
willed extraplanar creature currently on a non-native plane, any mundane animal, or any unintelligent monster. It 
receives a Will save using its own modifier. The wizard controls the creature as if it were under the effects of an animal 

summoning spell of the same spell check. At the end of the duration, the creature reverts to its own free will. 

 
34-35 The wizard may target a creature up to 12 HD. If the spell succeeds, the wizard controls that creature for 
2d6+CL hours. Alternately, the wizard may also choose any other target, whether intelligent or not, or extraplanar or 
not, of up to 10 HD or less. It receives a Will save using its own modifier. The wizard controls the creature as if it were 
under the effects of an animal summoning spell of the same spell check. At the end of the duration, the creature reverts 

to its own free will. 
 
36+ The wizard may target any creature of any Hit Dice or power level and attempt to control that creature for 2d6+CL 
days. At the end of the duration, the creature reverts to its own free will. 



 


