Two Stagings

Ability Modifier

Spell Points Used

* Change energy type
* Change touch to 30'
range

* Change touch to 10’
emanation

* Move origin 30'

Item Modifiers

dx Die Damage

Three Stagings

Four Stagings

* Exclude targets
from area

* Change single
target ranged to

Divine 3 Spell Attack Bonus
Caster Level Spell Points Allowed
One Staging * Increase dx by 1 die

* Increase range
* Increase duration
* Increase area of effect
* Increase caster level for
overcoming Ml
Spell Name Bonus to Hit

20' burst

Spell Description

Animal Growth

+D

Add elite template to 1 animal within 120’ for 2 hours. Targets Dodge

Animate Dead

Permanently animate skeletons or zombies within 60’ with total HD up to level

Celestial Favor

1 touched creature gains the elite template for 10 minutes

Continual Light

+D

Creates permanent 30'/60°/90’ light within 120’. Targets Dodge to blind; reversible

Cu re Mala|se ++ D Touch cures 3dx + level hp, ability score damage, trauma, conditions. Reversible, targets Dodge
Dayl |g ht + D Creates 60’/120°/180’ radius sunlight within 120’ for 2 hours. Targets Dodge to blind; reversible
Dlspel I\/Iaglc + Attack 10+caster level to end spell effects in 20" cube within 120’

Glyph of Warding

+D

10 minute cast. Permanent trap attacks Dodge within 20’ for 2dx, miss half, or triggers a spell

Invisibility Purge

120’ range, all invisibility negated within 30'. Lasts 10 minutes

Locate Object

For 1 hour, know direction of closest one of a particular object within 50’/level

Magic Vestment

For 10 minutes, provide +1 AC bonus for every 3 levels to 1 touched suit of armor

Meld into Stone

For 10 minutes, caster phases entirely inside nearby rock, can hear what happens outside

Plant People

For 1 hour, 1 touched creature gains plant monster immunities but slows movement

Prayer

For 1 encounter, allies within 60’ get +1 to hit, damage, morale, and defenses

Searing Light

+D

120’ light beam attacks 1 creature’s Dodge for 2dx hp fire, 4dx hp fire against undead

Speak with Dead

10 minute cast. 1 touched dead creature regains enough intellect to answer questions

Striking

For 10 minutes, grants 1 weapon within 30’ additional 1dx hp damage

Water Breathing

Targets within 30’ can breathe water, split 24 hours among targets

Water Walking

For 10 minutes, 1 creature within 120’ can walk on water as if it were solid ground

Wind Wall

Make vertical wall of air, 2000 sq. ft. within 120’, bollixes missiles and birds, lasts 1 encounter
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