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will occupy each of her available spell slots. If a wordcaster 
belongs to a class that spontaneously casts spells, such as 
a sorcerer, she can create her words of power spells as she 
casts them.

It is important to note that words of power spells are 
treated like ordinary spells in every way. They can be 
dispelled, disrupted, and counterspelled just like any 
other spell (although the latter has special rules, as noted 
in the Counterspelling Words of Power section). Casting 
a words of power spell provokes an attack of opportunity, 
just like any other spell, unless the wordcaster casts the 
spell on the defensive, which requires a concentration 
check as normal.

Unless otherwise noted, words of power spells use the 
same rules for schools, subschools, and all other rules 
concerning magic. Refer to Chapter 9 of the Pathfinder 
RPG Core Rulebook for more information.

Becoming a Wordcaster
When a character takes his f irst level in a class that 
grants the ability to cast spells, he must decide whether 
or not to be a wordcaster or a normal spellcaster. If the 
class does not grant the ability to cast spells until a 
later level, the decision does not need to be made until 
that level is attained. Once made, this choice cannot 
be changed. A character who elects to be a wordcaster 
cannot use spells, but he can utilize spell trigger and 
spell completion items just as if he were an ordinary 
spellcaster of his class. A handful of new feats allow a 
wordcaster to learn and use a limited number of spells 
in his slots (see the sidebar).

Hello again from the tortured pits of RPG design! It’s 
taken us a little while to get this particular piece of rules 
ready for your game, but we think you’ll be pleased. This 
round of the Ultimate Magic playtest takes a look at the 
Words of Power alternate spellcasting system. This 
system allows a spellcaster to create spells using primal 
words, combining them and altering them as they see 
f it to create custom spell effects. It should be noted that 
this system is optional. It includes components that 
are very different from the standard way that spells 
are cast and created. As an optional rule, this system 
is not sanctioned for use with the Pathfinder Society 
Organized Play program. 

For those of you hoping to help playtest this system, 
incorporate it into your game. Presently, the rules only 

cover sorcerers and wizards, but the f inal version will 
cover most of the spellcasting classes. Create spells 
using these words and try them out in your game. 
Are they too powerful? Too weak? Although the list of 
words presented is not the full selection of words that 
will be in the f inal book, it is a start. Are there enough 
options? What other groups of effect words could be 
present? Once you have had a chance to play with these 
rules, jump on the messageboards at paizo.com and let 
us know what you think in the Ultimate Magic playtest 
forums. We look forward to reading your reports.

Jason Bulmahn
Lead Designer

Round 2 of the Playtest

	 Words	of	PoWer
Most spellcasters spend their entire careers learning and 
mastering the spells that make up their calling, but there is 
another way. Some turn their backs on rote memorization 
of traditional spellcasting and instead unlock the power 
behind the spells themselves, the fundamental building 
blocks of magic. Such spellcasters learn the words of 
power, and through them, learn to control the very forces 
behind magic, shaping and wielding it like no other.

While they function in much the same way as every other 
spellcaster, words of power spellcasters (or wordcasters, 
as they tend to call themselves) have a great deal of 
f lexibility in how they prepare and cast their spells. Each 
wordcaster learns a number of words of power and, with 
some restrictions, she can combine these words to create 
any effect that she can dream up.

Each spell cast by a wordcaster has a number of 
components, including one target word and one or 
more effect words. The wordcaster still has spell slots, 
just like other members of her class, but she uses them 
differently. Each spell slot has a point value associated 
with it, depending on its level. Each word has a point 
value as well, and the total value of all of the words used 
to create the spell cannot exceed the total point value for 
a spell of that level. In addition, some words also have a 
level associated with them. This level is the minimum 
level of the spell slot that can be used to cast a spell using 
that word.

If a wordcaster belongs to a class that prepares spells, 
she must prepare her words of power spells as well, 
deciding in advance the exact combination of words that 
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Components
Each words of power spell is made up of at least two but 
at most four component words. Each spell must have one 
or more word from each of the word types listed below. 
Each word has a cost associated with it. Whenever a words 
of power spell is cast, its component words cannot have a 
total cost greater than the available total for a spell of that 
level, as noted on Table 1–1.

Target Word: This word determines the range of the 
spell, how the spell manifests, and whom it can affect. 
If a spell has an area, it affects every creature in the area 
defined by the word. It if has targets, it affects the specif ic 
targets described by its word.

Effect Word: This word determines what effect the 
spell has when cast. It also determines the school of the 
spell, its duration, saving throw, and spell resistance, if 
any. A words of power spell can have more than one effect. 
In this case, it counts as both schools of magic. If either 

effect calls for a saving throw, then the saving throw 
applies to both effects. If either effect is subject to spell 
resistance, then the spell is subject to spell resistance. 
The durations of multiple effects are tracked separately. 
See the Effect Word section for more information on 
adding multiple effect words to a single spell.

Casting a Words of Power Spell
Casting a spell using the words of power system functions 
in much the same way as casting a spell using the standard 
spellcasting system. Each words of power spell is assumed 
to have a material, somatic, and verbal component. 
Divine casters using this system must provide a divine 
focus instead of a material component. Unless otherwise 
noted, the material component is something that can be 
easily found in a spell component pouch.

Words of power spells take one standard action to cast 
and provoke an attack of opportunity as normal unless 

 Wordcaster Feats
Metamagic feats, such as Empower Spell and Quicken 
Spell, work on words of power spells just like they would 
on an ordinary spell. The increase to the spell’s level means 
that the spell uses up a higher-level spell slot, but retains 
the point and level restrictions of the original level. For 
example, a 3rd-level words of power spell modified by the 
Empower Spell feat would use up a 5th-level spell slot, but 
could not contain words higher than 3rd level, and the total 
cost of those words could not exceed the maximum for a 
3rd-level spell.

In addition, wordcasters can take the following feats to 
augment their casting capabilities.

Extra Word
You have uncovered a new word of power.

Prerequisites: Caster level 1st, the ability to cast words of 
power spells, see Special.

Benefit: Add one effect word from your class’s list 
to your list of words known. This is in addition to the 
number of words normally gained at each level in your 
class. You may instead add two words from your class’s 
word list to your list of words known, but both of these 
words must be at least one level lower than the highest-
level spell you can cast in that class. Once made, these 
choices cannot be changed.

Special: You can only take this feat if you possess levels 
in a class whose spellcasting relies on a limited list of spells 
known, such as the bard, oracle, or sorcerer. You can take this 
feat multiple times.

Versatile Wordcaster
You have learned to cast a limited number of normal spells 
and can cast them using your words of power spell slots.

Prerequisites: Caster level 1st, the ability to cast word of 
power spells.

Benefit: When you take this feat, you may select one spell on 
your class’s spell list. This spell must be of a level you can cast. 
You can instead choose two spells, but they must be at least one 
level lower than the highest-level spell you can cast. You may 
prepare these spells using your words of power spell slots or cast 
them using these slots if your class does not prepare spells.

Special: You can take this feat multiple times. 

Word Burning
You can consume one of your available spell slots each day to 
gain a limited pool of points that you can apply to other word 
of power spells.

Prerequisites: Caster level 5th, the ability to cast words of 
power spells.

Benefit: Each day, when you prepare your words of power 
spells or regain your spell slots, you can choose to expend any 
one spell slot you possess. You gain a number of points from 
that slot equal to its total word cost (see Table 1–1). You can 
apply the points from that spell slot to any other spell that you 
prepare or cast that day, increasing the total word cost limit. 
You can split these points up among any number of other spell 
slots, but none of the spell slots can have a level equal to or 
higher than the expended spell slot. This does not increase 
the maximum word level of these slots, but it does allow more 
expensive words to be combined in lower-level spell slots.
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the caster casts the spell defensively. The DC for casting 
these spells defensively is the same as it is for a traditional 
spell of the same level.

The DC for any saving throw called for by the spell is 
calculated the same way as for any other spell of that level. 
Wordcasters use the same ability score to determine their 
DC as do ordinary spellcasters of their class.

Learning Words
For a wordcaster, learning new words of power is 
akin to unlocking the very building blocks of reality. 
Each word represents a new source of power that falls 
under their control. It is no surprise then that most 
wordcasters obsessively learn as many words as their 
minds can comprehend.

Each wordcaster, regardless of class, begins play 
knowing all of the target words, even those that 
they cannot yet use because of the associated level 
restriction. Wordcasters learn these words as part of 
their most basic training. For arcane casters using 
a spellbook, these words do not have a cost to scribe 
and take up one page each. 

In addition to the target words, all wordcasters also 
begin play knowing a number of effect words equal to the 
number of spells they would normally be allowed to know 
at 1st level, and gain effect words at the same rate at which 
new spells are normally acquired. For each class, use the 
following guidelines.

Sorcerers: Sorcerers begin play knowing a number of 
effect words equal to the number indicated in the Core 
Rulebook on Table 3–15. Whenever they gain a level in 
their respective class, or a level of spellcasting in that 
class, they gain new effect words based on the same table. 
Wordcasters may exchange effect words for other words, 
using the same rules they use for exchanging spells.

Wizards: Wizards begin play knowing all 0-level effect 
words for their class and a number of 1st-level effect words 
equal to 4 + their Intelligence modifier. Whenever they 
gain another level of wizard, they add 2 additional words 

to their wordbook, of any level they can cast. Wizards can 
add new words to their books for the same time and cost 
as it would take to add a spell of the same level.

Counterspelling
Words of power spells can be counterspelled like any 
other spells, but because of their f lexible nature, there 
are additional rules governing counterspells and words 
of power.

If a wordcaster is attempting to counter the spell of 
another wordcaster, he can make a Spellcraft check, as 
normal, to identify the spell as it is being cast and can 
cast an identical spell to counter it as it is being cast. This 
means that the opposing wordcaster must know all of the 
effect words of the spell and either have an identical spell 
prepared or have an available spell slot of an equal or 
higher level. If the spell contains multiple effect words, 
but the opposing caster only knows one of the words 
(or only has a spell with one of the words prepared), he 
can still attempt to counter the spell, but this attempt 
functions as if using dispel magic and does not come with 
the guarantee of success. The opposing caster must make 
a dispel check to counter the spell. He must still expend 
a spell of the same or higher level containing at least one 
word of the spell to be countered.

If a wordcaster is attempting to counter the spell of a 
spellcaster, he must make a Spellcraft check to identify 
the school of the spell being cast. He can then counter 
that spell using any words of power spell so long as it is 
of an equal or higher level than the spell being cast and it 
contains at least one effect word of the same school as the 
spell. This works like a dispel magic counterspell attempt, 
and the wordcaster must make a dispel check to counter 
the spell. If a spellcaster attempts to counter the spell of 
a wordcaster, he must use a spell of an equal or higher 
level that is of the same school as one or more of the effect 
words in the spell being cast. This too works like a dispel 
magic counterspell attempt, and the spellcaster must 
make a dispel check to counter the spell.

TargeT	Words
Target words determine the way in which a spell determines 
its targets. A word of power spell contains only one target 
word. Target words use the following format.

Name: This is the name of the target word. It is used as 
part of the spell’s complete title.

Level: This lists the class (in the case of target words, 
all spellcasting classes) and level of the target word. A 
spell cannot contain a target word higher than its level.

Cost: This is the cost needed to add this target word 
to a spell. A spell cannot contain words whose total cost 
exceeds its limit for a spell of that level (see Table 1–1).

Table 1–1: Words of Power Spell Costs
 Spell Level Total Word Cost
 0 3
 1st 5
 2nd 7
 3rd 10
 4th 13
 5th 16
 6th 20
 7th 24
 8th 28
 9th 32
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Arcane Schools and bloodlines
Wizards who belong to an arcane school receive an 
additional spell slot of each level to prepare a words of 
power spell of their chosen school. They must also select 
two other schools to act as their opposition schools. 
They can prepare words of power spells using effect 
words from these schools, but the spells take up two of 
their slots as normal.

Sorcerer wordcasters gain bonus spells just like their 
spellcasting counterparts, and can cast these spells in 
addition to their words of power spells by using up the 
appropriate spell slots. They can exchange words for new 
words according to their normal progression for exchanging 
spells, but may not exchange these bonus spells.

Ultimate MagicUltimate Magic Words of Power

Range: This describes the range of a spell containing 
this target word.

Description: This describes how a spell using this 
target word determines its targets or area of effect. This 
could be a selection of targets by the caster or the creation 
of an area of effect, wherein all the creatures in the area 
are automatically targets of the spell. It might also create 
an effect that has no specif ic targets, instead just causing 
the effect word to occupy the listed space.

PErSOnAL
Level all 0; Cost 0
range no range
The spell only affects the caster of the spell.

SIngLE
Level all 0; Cost 0
range close (25 ft. + 5 ft./2 levels)
The spell only affects a single target, determined by 
the range. If the spell deals energy damage, it is a ray 
that requires a ranged touch attack to hit, or it can be 
used as a melee touch attack with no range (decided by 
the wordcaster when the spell is cast). If used as a melee 
touch attack and the attack misses, the caster can hold the 
charge and try again with subsequent attacks.

MASS
Level all 1; Cost 2
range medium (100 ft. + 10 ft./level)
The spell affects up to one target per level of the caster, 
no two of which can be more than 30 feet apart.

SMALL BurST
Level all 2; Cost 3
range close (25 ft. + 5 ft./2 levels)
The spell affects all targets in a 10-foot-radius burst.

MEDIuM BurST
Level all 3; Cost 5
range medium (100 ft. + 10 ft./level)
The spell affects all targets in a 20-foot-radius burst.

LArgE BurST
Level all 5; Cost 8
range long (400 ft. + 40 ft./level)
The spell affects all targets in a 40-foot-radius burst.

SMALL COnE
Level all 1; Cost 2
range 10 ft.
The spell affects all targets in a cone-shaped burst.

MEDIuM COnE
Level all 3; Cost 5
range 20 ft.
The spell affects all targets in a cone-shaped burst.

LArgE COnE
Level all 5; Cost 8
range 40 ft.
The spell affects all targets in a cone-shaped burst.

SMALL LInE
Level all 1; Cost 2
range 20 ft.
The spell affects all targets in a 20-foot line.

MEDIuM LInE
Level all 2; Cost 3
range 60 ft.
The spell affects all targets in a 60-foot line.

LArgE LInE
Level all 3; Cost 5
range 120 ft.
The spell affects all targets in a 120-foot line.

effecT	Words
Effect words determine the overall outcome of a words 
of power spell. A words of power spell can contain 
more than one effect word, and it is possible for their 
effects to counteract one another. Effect words use the 
following format.

Name: This is the name of the effect word. Each word 
belongs to a group of similar words, noted in parentheses. 
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An individual spell cannot contain two words from the 
same group.

School: This is the school of magic that the spell 
belongs to. If a spell has more than one effect word, it 
can belong to more than one school, although it never 
benefits from effects based on school (such as Spell 
Focus) more than once. It can, however, take penalties 
based on school more than once; for example, if a target 
has a bonus on saving throws against necromancy and 
illusion spells, that character would add both bonuses on 
the saving throw if the spell was of both schools.

Level: This lists the classes that can learn the word and 
the word’s level for members of that class. Note that an 
individual spell can contain no words of a level higher 
than the spell.

Cost: This is the cost needed to add this effect word 
to a spell. A spell cannot contain words whose total cost 
exceeds its limit for a spell of that level (see Table 1–1). 
If an effect word has a second cost listed, separated by a 
“/,” the second number is the cost of the effect word if it 
is added to a spell that already contains one effect word. 
The highest-level effect word is always considered the 
f irst word added to a spell. Lower-level words are added 
later and are subject to this increased cost. If there is 
a tie, the caster chooses which word uses its increased 
cost. If the spell has a boost option and is added to a 
spell with a higher-level effect word, increase the 
boosted cost by the same amount. For example, if a spell 
has a cost of “7/9” and a boosted cost of 12, that boosted 
effect would cost 14 if added to a spell with a higher-
level effect word.

Duration: This is the duration of the spell. If a spell has 
more than one effect word, the shorter duration is used.

Saving Throw : If the spell allows a saving throw, it 
is noted here along with the effect of a successful save. 
If more than one effect word is used, the higher-level 
word (or higher cost in the case of a tie, then caster’s 
choice) determines the type of save (if both allow one, 
or the lower-level word if only it allows one). If the 
save is successful, it applies to both effect words, but 
the result can vary based on the individual word. If 
the save fails, the target takes the full effect of both 
words. The save DC is equal to 10 + the spell’s level (not 
the word’s level) + the wordcaster’s spellcasting ability 
score modif ier (Intelligence for wizards, Wisdom for 
clerics, druids, and rangers, and Charisma for bards, 
paladins, and sorcerers). For example, if a 5th-level 
spell contains a 2nd-level effect word that allows a 
Ref lex save for half and a 4th-level effect word that 
allows a Will save to negate, targets of the spell make a 
Will save with a DC of 15 plus the caster’s ability score 
modif ier. If the save is successful, the target takes half 
the normal effect from the 2nd-level word and negates 

the 4th-level word. If the save fails, the target takes the 
full effect of both words.

Spell Resistance: If the effect word allows spell 
resistance, it is noted here. If the spell uses more than 
one effect word, and either of those words allows spell 
resistance, it applies to all of the effect words.

Target Restrictions: Some effect words can only be 
combined with specif ic target words. If this is the case, 
the specif ic target words are noted here.

Effect: This describes the effects of the spell when it 
uses this effect word.

Boost: Some effect words can be used to greater effect 
by increasing the cost of the word. If this is possible, its 
increased cost and effect are noted here.

effecT	Word	descriPTions

Acid Words

ACID Burn (ACID)
School conjuration [acid]; Level druid 0, sorcerer/wizard 0
Cost 3; Duration instantaneous
Saving Throw Reflex half; Spell resistance no
This spell deals 1d3 points of acid damage. If the spell has 
only a single target, it requires a melee or ranged touch 
attack to hit and does not allow a saving throw.

COrrOSIVE BOLT (ACID)
School conjuration [acid]; Level sorcerer/wizard 2
Cost 5/7; Duration 2 rounds
Saving Throw None; Spell resistance no
Target restrictions single, mass
This spell deals 1d4 points of acid damage per level of 
the caster (maximum 5d4). On the following round, the 
target takes this damage again. Hitting a target with 
this spell requires a ranged touch attack. If it uses the 
single target word, it can instead be made with a melee 
touch attack.

ACID WAVE (ACID)
School conjuration [acid]; Level sorcerer/wizard 4
Cost 9/12; Duration 2 rounds
Saving Throw Reflex half; Spell resistance no
This spell deals 1d6 points of acid damage per level of the 
caster (maximum 10d6). Targets damaged by this spell 
are sickened for 1 round per caster level. A successful save 
reduces the duration of the sickened condition to 1 round.

CAuSTIC CLOuD (ACID)
School conjuration [acid]; Level sorcerer/wizard 7
Cost 18; Duration 1 round/level
Saving Throw Fortitude half; Spell resistance no
Target restrictions small burst, medium burst, large burst
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This spell creates a cloud of noxious green vapor that 
obscures vision. Creatures caught in the cloud take 1d6 
points of acid damage per caster level (maximum 20d6) 
and are fatigued. Creatures caught in the cloud receive 
a Fortitude save to halve the damage and negate the 
fatigued effect. Creatures that remain in the cloud take 
a cumulative  –2 penalty on the save each round they 
remain in the cloud, but spending just 1 round outside 
the cloud’s area resets this penalty. Creatures in the cloud 
that are fatigued become exhausted on a failed saving 
throw. A strong wind, such as that created by a gust of 
wind, disperses this cloud immediately.

Armor Words

FOrCE BLOCk (ArMOr)
School abjuration; Level cleric 0, sorcerer/wizard 0
Cost 2; Duration 1 round
Saving Throw Will negates (harmless); Spell resistance no
Target restrictions personal, single
The target of this spell receives a +1 armor bonus to its 
AC. This armor is made of force and provides protection 
against the attacks of incorporeal creatures.

Boost: By increasing the cost of this word to 4, this spell 
can be cast as an immediate action. In this case, the effect 
lasts until the end of your next turn. This boost cannot 
be used if the spell includes another effect word (unless 
that word can also be cast as an immediate action).

FOrCE ShIELD (ArMOr)
School abjuration; Level sorcerer/wizard 1
Cost 4/5; Duration 1 minute/level
Saving Throw Will negates (harmless); Spell resistance no
Target restrictions personal, single
The target of this spell receives a +4 armor bonus to its 
AC. This armor is made of force and provides protection 
against the attacks of incorporeal creatures.

FOrCE ArMOr (ArMOr)
School abjuration; Level cleric 3, sorcerer/wizard 3
Cost 7/9; Duration 10 minutes/level
Saving Throw Will negates (harmless); Spell resistance no
Target restrictions personal, single
The target of this spell receives a +4 armor bonus to its 
AC, +1 for every four levels of the caster. This armor is 
made of force and provides protection against the attacks 
of incorporeal creatures. If the target has a greater armor 
bonus from another source, this spell instead increases 
that armor bonus by +1 and allows it to provide protection 
against the attacks of incorporeal creatures.

FOrCE WArD (ArMOr)
School abjuration; Level sorcerer/wizard 6

Cost 14/16; Duration 10 minutes/level
Saving Throw Will negates (harmless); Spell resistance no
Target restrictions personal, single, mass
This spell functions as force armor, but it grants a +6 armor 
bonus to AC, +1 for every four levels of the caster. If the 
target has greater armor bonus from another source, this 
spell increases that armor bonus by +2.

Barrier Words

WInD BArrIEr (BArrIEr)
School evocation [air]; Level cleric 3, druid 3, ranger 3, 

sorcerer/wizard 3
Cost 6; Duration 1 round/level
Saving Throw none; Spell resistance yes
Target restrictions small line, medium line, large line
This spell creates a vertical wall of swirling wind. The wall 
occupies the area of the line and extends to a height of 10 feet 
plus 1 foot per level of the caster. The wall must be anchored to 
a solid surface. This wind does not obscure sight, but ranged 
weapons that pass through the wall automatically miss (with 
the exception of large missiles, such as giant thrown rocks 
and siege weapons). Creatures passing through the wall treat 
it as difficult terrain and must make a DC 10 Strength check. 
Failure indicates that the creature cannot pass through the 
wall this round, but may try again in future rounds. Gases, 
gaseous breath weapons, and creatures in gaseous form cannot 
pass through the wall.

FIrE BArrIEr (BArrIEr)
School evocation [fire]; Level druid 4, sorcerer/wizard 4
Cost 8; Duration 1 round/level
Saving Throw Reflex half; Spell resistance yes
Target restrictions small line, medium line, large line
This spell creates a vertical wall of crackling f lame. 
The wall occupies the area of the line and extends to a 
height of 10 feet plus 1 foot per level of the caster. The 
wall must be anchored to a solid surface. Creatures in the 
space of the wall when it forms or that attempt to pass 
through the wall take 2d6 points of f ire damage + 1 point 
of f ire damage per level of the caster (maximum +20). A 
ref lex save halves this damage. The wall obscures sight 
so that creatures cannot see through it, granting total 
concealment to those on the other side.

ICE BArrIEr (BArrIEr)
School evocation [cold]; Level druid 4, sorcerer/wizard 4
Cost 7; Duration 1 round/level
Saving Throw none; Spell resistance yes
Target restrictions small line, medium line, large line
This spell creates a vertical wall of solid ice. The wall 
occupies the area of the line and extends to a height of 
10 feet plus 1 foot per level of the caster. The wall must be 
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anchored to a solid surface. The wall must be a smooth, 
uninterrupted surface when formed. The wall is 1 inch 
thick per level of the caster and has 3 hit points per inch 
of thickness.

STOnE BArrIEr (BArrIEr)
School conjuration (creation); Level cleric 5, druid 6, sorcerer/

wizard 5
Cost 12; Duration 1 round/level
Saving Throw none; Spell resistance yes
Target restrictions small line, medium line, large line
This spell creates a vertical wall of solid stone. The wall 
occupies the area of the line and extends to a height of 10 
feet plus 1 foot per level of the caster. The wall must be 
anchored to a solid surface. The wall must be a smooth, 
uninterrupted surface when formed. The wall is 1 inch 
thick per level of the caster, has hardness 8, and has 15 hit 
points per inch of thickness.

Body Words

FOrTIFy (BODy)
School transmutation; Level cleric 1, paladin 1, ranger 1, 

sorcerer/wizard 1
Cost 4/5; Duration 1 round/level
Saving Throw will negates (harmless); Spell resistance yes 

(harmless)
Target restrictions personal, single
The target of this spell receives a +1 resistance bonus on 
saving throws. In addition, the target receives a number 
of temporary hit points equal to its Hit Dice.

Boost: By increasing the level of this word to 3 and the 
cost to 7, this spell can use the mass target word.

EnhAnCE FOrM (BODy)
School transmutation; Level cleric 2, druid 2, sorcerer/wizard 2
Cost 5/7; Duration 1 round/level
Saving Throw will negates (harmless); Spell resistance yes 

(harmless)
Target restriction personal, single
The target of this spell receives a +4 enhancement to either 
Strength, Dexterity, or Constitution (caster’s choice). The 
target can end this spell prematurely as a swift action, 
gaining a +8 enhancement bonus to the ability score until 
the end of the target’s turn.

Boost: By increasing the level of this word to 6 and the 
cost to 14, this spell can use the mass target word.

PErFECT FOrM (BODy)
School transmutation; Level cleric 4, sorcerer/wizard 4
Cost 8/10; Duration 1 round/level
Saving Throw will negates (harmless); Spell resistance yes 

(harmless)

Target restrictions personal, single
The target of this spell receives a +4 enhancement to 
Strength, Dexterity, and Constitution. 

Boost: By increasing the level of this word to 7 and the 
cost to 16, this spell can use the mass target word.

Cold Words

COLD SnAP (COLD)
School evocation [cold]; Level druid 0, sorcerer/wizard 0
Cost 2; Duration instantaneous
Saving Throw Reflex half; Spell resistance yes
This spell deals 1d3 points of cold damage. If the spell has 
only a single target, it requires a melee or ranged touch 
attack to hit and does not allow a saving throw.

FrOST FIngErS (COLD)
School evocation [cold]; Level druid 2, sorcerer/wizard 2
Cost 5/7; Duration instantaneous
Saving Throw Reflex half; Spell resistance yes
This spell deals 1d6 points of cold damage per level of the 
caster (maximum 5d6). A target that fails its saving throw 
is also staggered for 1 round.

ICE BLAST (COLD)
School evocation [cold]; Level druid 4, sorcerer/wizard 4
Cost 9/12; Duration instantaneous
Saving Throw Reflex half; Spell resistance yes
This spell deals 1d6 points of cold damage per level 
of the caster (maximum 10d6). A target that fails its 
saving throw is entangled by the ice for 1d4 rounds. The 
entangled effect ends if the target takes an amount of 
f ire damage equal to or greater than the caster level of 
this spell.

WInTEr’S WrATh (COLD)
School evocation [cold]; Level druid 8, sorcerer/wizard 8
Cost 21; Duration 1 round/level
Saving Throw Fortitude half; Spell resistance yes
Target restrictions small burst, medium burst, large burst 
This spell creates an area of blizzardlike conditions. 
Anyone inside the area, either when it forms or at the 
start of the caster’s turn, takes 1d6 points of cold damage 
per level of the caster (maximum 20d6) and 1d4 points of 
Dexterity damage. A Fortitude save halves this damage 
and negates the Dexterity damage. Creatures immune to 
cold damage do not take the Dexterity damage. Because 
of the heavy snow and winds, visibility is reduced to 5 feet 
inside the blizzard. Effects that deal f ire damage do not 
harm anyone inside this blizzard unless they are of a level 
equal to or higher than this spell.
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Command Words

SIMPLE OrDEr (COMMAnD)
School enchantment (compulsion) [language-dependent, 

mind affecting]; Level bard 1, cleric 1, sorcerer/wizard 1
Cost 4/6; Duration 1 round
Saving Throw Will negates; Spell resistance yes
Target restrictions single
The target of this spell must follow one of f ive simple 
commands to the best of its ability on its next turn. If the 
target cannot take the specif ied action on its next turn, 
the spell fails. The possible commands are as follows.

Approach: The target must move toward the caster as 
quickly and directly as possible, provoking attacks of 
opportunity as normal. The target will avoid obvious 
hazards, such as f ire, pits, or traps that it is aware of 
(other creatures do not count).

Drop: The target drops whatever it is holding and does not 
pick up anything this round. It can otherwise act normally.

Fall: The target falls to the ground and remains prone 
until its next turn. It can otherwise act normally.

Flee: The target moves away from the caster as quickly and 
directly as possible. This otherwise functions as approach.

Halt: The target does not move and takes no other action on 
its turn, although it is not considered f lat-footed or helpless.

Boost: By increasing the level of this word to 4 and the 
cost to 9, this spell can use any target word.

COMPLEx OrDEr (COMMAnD)
School enchantment (compulsion) [language-dependent, 

mind affecting]; Level bard 3, sorcerer/wizard 3
Cost 7/10; Duration 10 minutes/level
Saving Throw Will negates; Spell resistance yes
Target restrictions single
The target of this spell must follow the caster’s instructions. 
The caster must be able to convey the orders within 1 round 
and the actions must be able to be completed within the 
spell’s duration. The instructions cannot include anything 
that is obviously dangerous or harmful to the target. The 
instructions do not have to take the entire duration, and 
once completed, the spell ends. If the instructions are not 
completed by the time the duration expires, the target is 
under no compulsion to finish them.

Boost: By increasing the level of this word to 6 and the 
cost to 15, this spell can use the mass target word.

Detection Words
Detection words are used to learn things that simple 
observation cannot. They reveal secrets and uncover 
hidden things. Detection words are special in that they 
can be combined with other detection words in one spell. 
Detection words cannot be combined with other effect 
words in one spell.

SEnSE MAgIC (DETECTIOn)
School divination; Level bard 0, cleric 0, druid 0, sorcerer/

wizard 0
Cost 1; Duration concentration, up to 1 minute/level (D)
Saving Throw none; Spell resistance no
Target restrictions small cone, medium cone, large cone
This spell detects magic auras. By concentrating each round, 
the caster can determine the number and location of each 
aura in the target area. She can make a Knowledge (arcana) 
skill check to determine the school of each aura (one check 
per aura; the DC of this check is 15 + the spell level, or 15 
+1/2 the caster level for a nonspell effect). If the aura radiates 
from a magic item, the caster can attempt to identify the 
item’s properties as if using detect magic (see Spellcraft in the 
Core Rulebook). If the aura emanates from a spell of 7th level 
or higher, or is a nonspell effect with a caster level of 12th or 
higher, the caster knows that the aura is strong, even if the 
Knowledge check to identify the school is unsuccessful.

SEnSE ThOughTS (DETECTIOn)
School divination; Level bard 2, sorcerer/wizard 2
Cost 4; Duration concentration, up to 1 minute/level (D)
Saving Throw Will negates; Spell resistance no
Target restrictions small cone, medium cone, large cone
This spell allows the caster to detect the surface thoughts 
of creatures in the target area. By focusing on one creature 
in the area, the caster can read the surface thoughts of that 
creature. The caster must be otherwise aware of the creature 
to focus on it. A Will save prevents the caster from reading 
the creature’s thoughts for the duration of this spell. If the 
target has an Intelligence score at least 10 higher than the 
caster and it makes its Will save, the target can instead read 
the surface thoughts of the caster for the duration of the 
spell, while the wordcaster receives no insight. Each round, 
the caster can focus on a new creature if he desires.

Electricity Words

SPArk (ELECTrICITy)
School evocation [electricity]; Level druid 0, sorcerer/wizard 0
Cost 3; Duration instantaneous
Saving Throw Reflex half; Spell resistance yes
This spell deals 1d4 points of electricity damage. If the 
spell has only a single target, it requires a melee or ranged 
touch attack and does not allow a saving throw.

ShOCk ArC (ELECTrICITy)
School evocation [electricity]; Level sorcerer/wizard 1
Cost 4/5; Duration instantaneous
Saving Throw Reflex half; Spell resistance yes
This spell deals 1d4 points of electricity damage per level 
of the caster (maximum 5d4).
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LIghTnIng BLAST (ELECTrICITy)
School evocation [electricity]; Level druid 3, sorcerer/wizard 3
Cost 7/9; Duration instantaneous
Saving Throw Reflex half; Spell resistance yes
This spell deals 1d6 points of electricity damage per level 
of the caster (maximum 10d6).

BALL LIghTnIng (ELECTrICITy)
School evocation [electricity]; Level druid 6, sorcerer/wizard 6
Cost 14/16; Duration instantaneous
Saving Throw Reflex half; Spell resistance yes
Target restrictions single, mass 
This spell deals 1d8 points of electricity damage per level 
of the caster (maximum 15d8 to one target, plus half that 
damage to any other targets included in the effect).

ThunDEr STrIkE (ELECTrICITy)
School evocation [electricity]; Level druid 8, sorcerer/wizard 8
Cost 21; Duration instantaneous
Saving Throw Reflex half; Spell resistance yes
This spell deals 1d8 points of electricity damage per level 
of the caster (maximum 20d8). In addition, a target that 
fails its saving throw against this damage is deafened for 
1 round per caster level.

Fear Words

SPOOk (FEAr)
School necromancy; Level bard 1, cleric 1, sorcerer/wizard 1
Cost 4; Duration 1d4 rounds
Saving Throw Will negates; Spell resistance Yes
Target restrictions single, mass 
This spell causes the target or targets to become 
frightened for the duration. This word has no effect on 
targets with 5 or more Hit Dice.

TErrOr (FEAr)
School necromancy; Level bard 3, sorcerer/wizard 4
Cost 9/12; Duration 1 round/level
Saving Throw Will negates; Spell resistance Yes
This spell causes the target or targets to become 
frightened for the duration. A target that succeeds at its 
saving throw is shaken for 1 round.

hOrrOr (FEAr)
School necromancy; Level sorcerer/wizard 7
Cost 18; Duration instantaneous
Saving Throw Fortitude negates; Spell resistance Yes
Target restrictions single 
This spell causes the target to take 10 points of 
damage per level of the caster. If the save succeeds, 
the target instead takes 3d6 points of damage +1 per 
level of the caster.

Boost: By increasing the level of this word to 9 and the 
cost to 26, this spell can use the mass target word. 

Fire Words

FLAME JET (FIrE)
School evocation [fire]; Level druid 0, sorcerer/wizard 0
Cost 2; Duration instantaneous
Saving Throw Reflex half; Spell resistance Yes
This spell deals 1d4 points of f ire damage. If the spell has 
only a single target, it requires a melee or ranged touch 
attack to hit and does not allow a saving throw.

BurnIng FLASh (FIrE)
School evocation [fire]; Level druid 2, sorcerer/wizard 1
Cost 3/5; Duration instantaneous
Saving Throw Reflex half; Spell resistance yes
This spell deals 1d4 points of f ire damage per level of 
the caster (maximum 5d4). If the spell has only a single 
target, it requires a ranged touch attack to hit and does 
not allow a saving throw.

Boost (sorcerer/wizard only): By increasing the level of 
this word to 2 and the cost to 5, this spell does 1d6 points 
of f ire damage per level of the caster (maximum 5d6).

FIrE BLAST (FIrE)
School evocation [fire]; Level sorcerer/wizard 3
Cost 6/8; Duration instantaneous
Saving Throw Reflex half; Spell resistance yes
This spell deals 1d6 points of f ire damage per level of the 
caster (maximum 10d6).

CInDEr STOrM (FIrE)
School evocation [fire]; Level cleric 5, sorcerer/wizard 5
Cost 10/13; Duration instantaneous
Saving Throw Reflex half; Spell resistance yes
This spell deals 1d6 points of f ire damage per level of the 
caster (maximum 15d6).

InFErnO (FIrE)
School evocation [fire]; Level sorcerer/wizard 8
Cost 20; Duration instantaneous
Saving Throw Reflex half; Spell resistance yes
This spell deals 1d8 points of f ire damage per level of the 
caster (maximum 20d8).

TruE FIrE (FIrE)
School evocation [fire]; Level sorcerer/wizard 9
Cost 26; Duration instantaneous
Saving Throw none; Spell resistance no
Target restrictions single 
This spell deals 1d6 points of f ire damage per level of the 
caster (maximum 20d6).
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Force Words

FOrCE BOLT (FOrCE)
School evocation [force]; Level sorcerer/wizard 2
Cost 5/8; Duration instantaneous
Saving Throw none; Spell resistance Yes
Target restrictions single
This spell deals 1d4 points of force damage per level of the 
caster (maximum 5d4). This spell is treated like magic missile 
for the purposes of spells that negate or absorb force effects.

FOrCE BLAST (FOrCE)
School evocation [force]; Level sorcerer/wizard 5
Cost 12/15; Duration instantaneous
Saving Throw Reflex half; Spell resistance Yes
This spell deals 1d6 points of force damage per level of 
the caster (maximum 10d6).

Illusion Words

EChO (ILLuSIOn)
School illusion (figment); Level bard 0, sorcerer/wizard 0
Cost 2; Duration 1 round/level (D)
Saving Throw Will disbelief; Spell resistance no
Target restrictions single
This spell targets a single location, creating a sound that 
rises, recedes, or remains constant for the duration. The 
sound’s volume increases with the caster’s level. The 
base Perception DC to notice this sound is 0, but the DC 
is reduced by 1 per level of the caster (although it can be 
higher if the caster desires). This means that at low levels 
the sound is as loud as a creature talking, but by 10th level, 
it is as loud as creatures engaged in a noisy battle. The 
sound can be anything the caster desires, but it cannot 
replicate speech or language. Once cast, the type of sound 
cannot be changed.

gLIMMErIng (ILLuSIOn)
School illusion (figment); Level bard 2, sorcerer/wizard 3
Cost 5; Duration 1 round/level (D)
Saving Throw Will disbelief; Spell resistance no
Target restrictions single
This spell creates a visual illusion centered on a target space 
within range. The illusion must be contained within a 10-foot 
radius from the point selected. This illusion only contains visual 
elements and while it can move, its movements are repeated 
once per round. It can otherwise have any appearance the 
caster desires. The caster can change the illusion’s movements 
by concentrating, but it cannot leave its initial area.

Meta Words
These effect words specifically modify other word elements. A 
words of power spell can contain multiple meta words so long 

as they do not modify the same element. A spell containing a 
meta word must contain at least at least two effect words. The 
meta word is never considered the highest-level word in the 
spell for the purpose of determining increased costs.

DISTAnT (META)
School universal; Level all 2
Cost 4; Duration see text
Saving Throw see text; Spell resistance see text
This word increases the spell’s range, as determined by 
its target word. If the word has a close range, the range 
increases to medium (100 ft. + 10 ft./level). If the word has 
a medium range, the range increases to long (400 ft. + 40 
ft./level). This word has no effect on target words with a 
range other than close or medium.

MAnIFESTATIOn (META)
School universal; Level all 4
Cost 7; Duration see text
Saving Throw see text; Spell resistance see text
This word changes the saving throw type of certain effect 
words used in this spell. If the effect word normally requires 
a Will saving throw, it instead requires a Fortitude saving 
throw. This does not change whether or not a successful 
save negates the effect, reduces it, or has some other effect; 
it simply alters the type of saving throw required.

MInD WArP (META)
School universal; Level all 4
Cost 7; Duration see text
Saving Throw see text; Spell resistance see text
This word changes the saving throw type of certain effect 
words used in this spell. If the effect word normally requires 
a Fortitude saving throw, it instead requires a Will saving 
throw. This does not change whether or not a successful 
save negates the effect, reduces it, or has some other effect; 
it simply alters the type of saving throw required.

Pain Words

CrAMP (PAIn)
School necromancy; Level bard 0, cleric 0, sorcerer/wizard 0
Cost 2/3; Duration 1 round
Saving Throw Fortitude negates; Spell resistance yes
The targets of this spell have their base speed reduced by 
half (minimum 10 feet).

WrACk (PAIn)
School necromancy; Level bard 1, cleric 1, sorcerer/wizard 1
Cost 3/4; Duration 1 round/level
Saving Throw Fortitude negates; Spell resistance yes
The targets of this spell are sickened.
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TOrTurE (PAIn)
School necromancy; Level bard 3, sorcerer/wizard 3
Cost 6/8; Duration 1 round/level
Saving Throw Fortitude negates; Spell resistance yes
The targets of this spell are nauseated. Targets receive 
another save at the end of their turn to end the effect.

Power Words

BLInD (POWEr)
School enchantment (compulsion) [mind-affecting]; Level 

sorcerer/wizard 7
Cost 16; Duration varies, see text
Saving Throw none; Spell resistance yes
Target restrictions single
This spell causes a living creature to become blinded, 
whether the creature can hear the spell or not. This 
spell’s duration depends on the target’s current hit point 
total. Any creature that currently has 201 hit points or 
more is unaffected.

 hit Points Duration
 50 or fewer Permanent
 51–100 1d4+1 minutes
 101–200 1d4+1 rounds

STun (POWEr)
School enchantment (compulsion) [mind-affecting]; Level 

sorcerer/wizard 8
Cost 20; Duration varies, see text
Saving Throw none; Spell resistance yes
Target restrictions single
This spell causes a living creature to become stunned, 
whether the creature can hear the spell or not. This 
spell’s duration depends on the target’s current hit point 
total. Any creature that currently has 151 hit points or 
more is unaffected.

 hit Points Duration
 50 or fewer 4d4 rounds
 51–100 2d4 rounds
 101–150 1d4 rounds

kILL (POWEr)
School enchantment (compulsion) [death, mind-affecting]; 

Level sorcerer/wizard 9

Cost 24; Duration instantaneous
Saving Throw none; Spell resistance yes
Target restrictions single
This spell instantly slays one living creature, whether 
or not the creature can hear the spell. Any creature that 
currently has 101 hit points or more is unaffected.

Summoning Words

SErVITOr I (SuMMOnIng)
School conjuration (summoning); Level bard 1, cleric 1, druid 1, 

ranger 1, sorcerer/wizard 1
Cost 3; Duration 1 round/level
Saving Throw none; Spell resistance no
Target restrictions single 
This spell summons a creature do your bidding. This 
creature attacks your opponents to the best of its ability each 
turn if able. If you can communicate with the creature, you 
can direct its attacks or instruct it to perform other actions. 
This spell summons one creature from Table 10–1 in the 
Core Rulebook from the 1st-level list. If this spell is cast by a 
ranger or druid, it instead summons a creature from Table 
10–2 in the Core Rulebook from the 1st-level list.

A summoned creature cannot summon or conjure 
other creatures, nor can it use its teleportation or planar 
travel abilities. Creatures cannot be summoned into 
an environment that cannot support them. Creatures 
summoned using this spell cannot use spells or spell-
like abilities with expensive material components.

If this spell is used to summon a creature with an 
alignment or elemental subtype, it is a spell of that type. 
Creatures marked with an asterisk are summoned with 
the celestial template if you are good, and the f iendish 
template if you are evil. If you are neutral, you may 
choose which template to apply. Creatures summoned 
using this spell always have an alignment that matches 
yours, regardless of their usual alignment.

If you combine this word with any other effect words, 
the summoned creature is the only target for these words.

SErVITOr II (SuMMOnIng)
School conjuration (summoning); Level bard 2, cleric 2, druid 2, 

ranger 2, sorcerer/wizard 2
Cost 4; Duration 1 round/level
Saving Throw none; Spell resistance no
Target restrictions single 
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This spell functions as servitor I except that it summons 
one creature from Table 10–1 in the Core Rulebook from 
the 2nd-level list. If this spell is cast by a ranger or druid, 
it instead summons a creature from Table 10–2 in the 
Core Rulebook from the 2nd-level list.

SErVITOr III (SuMMOnIng)
School conjuration (summoning); Level bard 3, cleric 3, druid 3, 

ranger 3, sorcerer/wizard 3
Cost 6; Duration 1 round/level
Saving Throw none; Spell resistance no
Target restrictions single 
This spell functions as servitor I except that it summons 
one creature from Table 10–1 in the Core Rulebook from 
the 3rd-level list. If this spell is cast by a ranger or druid, 
it instead summons a creature from Table 10–2 in the 
Core Rulebook from the 3rd-level list.

SErVITOr IV (SuMMOnIng)
School conjuration (summoning); Level bard 4, cleric 4, druid 4, 

ranger 4, sorcerer/wizard 4
Cost 8; Duration 1 round/level
Saving Throw none; Spell resistance no
Target restrictions single 
This spell functions as servitor I except that it summons 
one creature from Table 10–1 in the Core Rulebook from 
the 4th-level list. If this spell is cast by a ranger or druid, 
it instead summons a creature from Table 10–2 in the 
Core Rulebook from the 4th-level list.

SErVITOr V (SuMMOnIng)
School conjuration (summoning); Level bard 5, cleric 5, druid 5, 

sorcerer/wizard 5
Cost 10; Duration 1 round/level
Saving Throw none; Spell resistance no
Target restrictions single 
This spell functions as servitor I except that it summons 
one creature from Table 10–1 in the Core Rulebook from 
the 5th-level list. If this spell is cast by a druid, it instead 
summons a creature from Table 10–2 in the Core Rulebook 
from the 5th-level list.

SErVITOr VI (SuMMOnIng)
School conjuration (summoning); Level bard 6, cleric 6, druid 6, 

sorcerer/wizard 6
Cost 13; Duration 1 round/level
Saving Throw none; Spell resistance no

Target restrictions single 
This spell functions as servitor I except that it summons 
one creature from Table 10–1 in the Core Rulebook from 
the 6th-level list. If this spell is cast by a druid, it instead 
summons a creature from Table 10–2 in the Core Rulebook 
from the 6th-level list.

SErVITOr VII (SuMMOnIng)
School conjuration (summoning); Level cleric 7, druid 7, 

sorcerer/wizard 7
Cost 16; Duration 1 round/level
Saving Throw none; Spell resistance no
Target restrictions single 
This spell functions as servitor I except that it summons 
one creature from Table 10–1 in the Core Rulebook from 
the 7th-level list. If this spell is cast by a druid, it instead 
summons a creature from Table 10–2 in the Core Rulebook 
from the 7th-level list.

SErVITOr VIII (SuMMOnIng)
School conjuration (summoning); Level cleric 8, druid 8, 

sorcerer/wizard 8
Cost 20; Duration 1 round/level
Saving Throw none; Spell resistance no
Target restrictions single 
This spell functions as servitor I except that it summons 
one creature from Table 10–1 in the Core Rulebook from 
the 8th-level list. If this spell is cast by a druid, it instead 
summons a creature from Table 10–2 in the Core Rulebook 
from the 8th-level list.

SErVITOr Ix (SuMMOnIng)
School conjuration (summoning); Level cleric 9, druid 9, 

sorcerer/wizard 9
Cost 24; Duration 1 round/level
Saving Throw none; Spell resistance no
Target restrictions single 
This spell functions as servitor I except that it summons 
one creature from Table 10–1 in the Core Rulebook from 
the 9th-level list. If this spell is cast by a druid, it instead 
summons a creature from Table 10–2 in the Core Rulebook 
from the 9th-level list.
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effecT	Word	LisTs
An * appearing at the end of a spell’s name indicates that 
it is a boosted spell—the description of the boosted effect 
is found at the end of the spell’s description.

sorcerer/Wizard	Words

0-Level Sorcerer/Wizard Words
Acid Burn (Acid) Flame Jet (Fire)
Cold Snap (Cold) Force Block (Armor)
Cramp (Pain) Sense Magic (Detection)
Echo (Illusion) Spark (Electricity)

1st-Level Sorcerer/Wizard Words
Burning Flash (Fire) Shock Arc (Electricity)
Force Shield (Armor) Simple Order (Command)
Fortify (Body) Spook (Fear)
Servitor I (Summoning) Wrack (Pain)

2nd-Level Sorcerer/Wizard Words
Burning Flash* (Fire) Force Bolt (Force)
Corrosive Bolt (Acid) Frost Fingers (Cold)
Distant (Meta) Sense Thoughts (Detection)
Enhance Form (Body) Servitor II (Summoning)

3rd-Level Sorcerer/Wizard Words
Complex Order (Command) Lightning Blast (Electricity)
Fire Blast (Fire) Servitor III (Summoning)
Force Armor (Armor) Torture (Pain)
Fortify* (Body) Wind Barrier (Barrier)
Glimmering (Illusion)

4th-Level Sorcerer/Wizard Words
Acid Wave (Acid) Mind Warp (Meta)
Fire Barrier (Barrier) Perfect Form (Body)
Ice Barrier (Barrier) Servitor IV (Summoning)
Ice Blast (Cold) Simple Order* (Command)
Manifestation (Meta) Terror (Fear)

5th-Level Sorcerer/Wizard Words
Cinder Storm (Fire) Servitor V (Summoning)
Force Blast (Force) Stone Barrier (Barrier)

6th-Level Sorcerer/Wizard Words
Ball Lightning (Electricity) Force Ward (Armor)
Complex Order* (Command) Servitor VI (Summoning)
Enhance Form* (Body)

7th-Level Sorcerer/Wizard Words
Blind (Power) Perfect Form* (Body)
Caustic Cloud (Acid) Servitor VII (Summoning)
Horror (Fear)

8th-Level Sorcerer/Wizard Words
Inferno (Fire) Thunder Strike (Electricity)
Servitor VIII (Summoning) Winter’s Wrath (Cold)
Stun (Power)

9th-Level Sorcerer/Wizard Words
Horror* (Fear) Servitor IX (Summoning)
Kill (Power) True Fire (Fire)

OPEn gAME LICEnSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards 
of the Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have 
contributed Open Game Content; (b) “Derivative Material” means copyrighted material 
including derivative works and translations (including into other computer languages), 
potation, modification, correction, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit 
or otherwise distribute; (d) “Open Game Content” means the game mechanic and includes the 
methods, procedures, processes and routines to the extent such content does not embody 
the Product Identity and is an enhancement over the prior art and any additional content 
clearly identified as Open Game Content by the Contributor, and means any work covered by 
this License, including translations and derivative works under copyright law, but specifically 
excludes Product Identity. (e) “Product Identity” means product and product line names, 
logos and identifying marks including trade dress; artifacts, creatures, characters, stories, 
storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other 
visual or audio representations; names and descriptions of characters, spells, enchantments, 
personalities, teams, personas, likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark clearly identified as Product 
identity by the owner of the Product Identity, and which specifically excludes the Open Game 
Content; (f ) “Trademark” means the logos, names, mark, sign, motto, designs that are used 
by a Contributor to identify itself or its products or the associated products contributed to the 
Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, 
copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game 
Content. (h) “You” or “Your” means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of this License. 
You must affix such a notice to any Open Game Content that you Use. No terms may be added 
to or subtracted from this License except as described by the License itself. No other terms or 
conditions may be applied to any Open Game Content distributed using this License.
3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of 
the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors 
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of 
this License to Use, the Open Game Content.
5. Representation of Authority to Contribute: If You are contributing original material as Open 
Game Content, You represent that Your Contributions are Your original creation and/or You 
have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this 
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You 
are copying, modifying or distributing, and You must add the title, the copyright date, and 
the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content 
you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication 
as to compatibility, except as expressly licensed in another, independent Agreement with the  
owner of each element of that Product Identity. You agree not to indicate compatibility or  co-
adaptability with any Trademark or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, independent Agreement with the  
owner of such Trademark or Registered Trademark. The use of any Product Identity in Open 
Game  Content does not constitute a challenge to the ownership of that Product Identity. The 
owner of any Product Identity used in Open Game Content shall retain all rights, title and interest 
in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which 
portions of the work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this 
License. You may use any authorized version of this License to copy, modify and distribute any 
Open Game Content originally distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with every copy of the Open 
Game Content You distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using 
the name of any Contributor unless You have written permission from the Contributor to do 
so.
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this 
License with respect to some or all of the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail to comply with all terms 
herein and fail to cure such breach within 30 days of becoming aware of the breach. All 
sublicenses shall survive the termination of this License.
14. Reformation: If any provision of this License is held to be unenforceable, such provision 
shall be reformed only to the extent necessary to make it enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.
System reference Document. © 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, 
Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.
Pathfinder RPG Core Rulebook. © 2010, Paizo Publishing, LLC; Author: Jason Bulmahn, based 
on material by Jonathan Tweet, Monte Cook, and Skip Williams.
Ultimate Magic Playtest, Round 2: Words of Power. © 2010, Paizo Publishing, LLC; Author: Jason 
Bulmahn.
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