
Imrizade Blakros’s Aberrant Sorcerer Spells 
 
 

Acidic Ray (Sp):  6/day (1d6+1 acid)  7/day  
(1d6+3 acid) 

Starting at 1st level, you can fire an acidic ray as a 
standard action, targeting any foe within 30 feet as a ranged 
touch attack. The acidic ray deals 1d6 points of acid damage 
+ 1 for every two sorcerer levels you possess. You can use 
this ability a number of times per day equal to 3 + your 
Charisma modifier. 

 
Long Limbs (Ex):  

At 3rd level, your reach increases by 5 feet 
whenever you are making a melee touch attack. This ability 
does not otherwise increase your threatened area. At 11th 
level, this bonus to your reach increases to 10 feet. At 17th 
level, this bonus to your reach increases to 15 feet. 

 
*** 

1st (6/day) (7/day) 
2nd (6/day) 
3rd (4/day) 
 
Acid Splash 
School conjuration (creation) [acid]; Level sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
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. This acid disappears after 
1 round. 

 
Black Tentacles, scroll of 
School conjuration (creation); Level sorcerer/wizard 

4 
Casting Time 1 standard action 
Components V, S, M (octopus or squid tentacle) 
Range medium (100 ft. + 10 ft./level) 
Area 20-ft.-radius spread 
Duration 1 round/level (D) 
Saving Throw: none; Spell Resistance: no 

This spell causes a field of rubbery black 
tentacles to appear, burrowing up from the floor and 
reaching for any creature in the area. 

Every creature within the area of the spell is 
the target of a combat maneuver check made to 
grapple each round at the beginning of your turn, 
including the round that black tentacles is cast. 
Creatures that enter the area of effect are also 
automatically attacked. The tentacles do not provoke 
attacks of opportunity. When determining the 
tentacles’ CMB, the tentacles use your caster level as 
their base attack bonus and receive a +4 bonus due 
to their Strength and a +1 size bonus. Roll only once 
for the entire spell effect each round and apply the 
result to all creatures in the area of effect. 

If the tentacles succeed in grappling a foe, 
that foe takes 1d6+4 points of damage and gains the 
grappled condition. Grappled opponents cannot move 
without first breaking the grapple. All other movement 
is prohibited unless the creature breaks the grapple 
first. The black tentacles spell receives a +5 bonus on 
grapple checks made against opponents it is already 
grappling, but cannot move foes or pin foes. Each 

round that black tentacles succeeds on a grapple 
check, it deals an additional 1d6+4 points of damage. 
The CMD of black tentacles, for the purposes of 
escaping the grapple, is equal to 10 + its CMB. 

The tentacles created by this spell cannot be 
damaged, but they can be dispelled as normal. The 
entire area of effect is considered difficult terrain while 
the tentacles last. 

 

Chill Touch (DC 14) (DC 15) 

School necromancy; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
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. 
 

Color Spray, wand of  (DC 14) 

School illusion (pattern) [mind-affecting]; Level 
sorcerer/wizard 1 
Casting Time 1 standard action 



Components V, S, M (red, yellow, and blue 
powder or colored sand) 
Range 15 ft. 
Area cone-shaped burst 
Duration instantaneous; see text 
Saving Throw Will negates; Spell Resistance 
yes 

A vivid cone of clashing colors springs 
forth from your hand, causing creatures to 
become stunned, perhaps also blinded, and 
possibly knocking them unconscious. Each 
creature within the cone is affected according to 
its HD. 

2 HD or less: The creature is 
unconscious, blinded, and stunned for 2d4 
rounds, then blinded and stunned for 1d4 
rounds, and then stunned for 1 round. (Only 
living creatures are knocked unconscious.) 

3 or 4 HD: The creature is blinded and 
stunned for 1d4 rounds, then stunned for 1 
round. 

5 or more HD: The creature is stunned 
for 1 round. 

Sightless creatures are not affected by 
color spray. 
 

Cure Light Wounds, potion of 
 
Cure Moderate Wounds, potion of 
 

Daze (DC 13) (DC 14) 
School enchantment (compulsion) [mind-
affecting]; Level bard 0, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, M (a pinch of wool or similar 
substance) 
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 spell 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. After a creature has been dazed by 
this spell, it is immune to the effects of this spell 
for 1 minute. 
 

Detect Magic 
 
 
 
 

Enlarge Person 
School transmutation; Level sorcerer/wizard 1 
Casting Time 1 round 
Components V, S, M (powdered iron) 
Range close (25 ft. + 5 ft./2 levels) 
Target one humanoid creature 
Duration 1 min./level (D) 
Saving Throw Fortitude negates; Spell Resistance yes 

This spell causes instant growth of a humanoid 
creature, doubling its height and multiplying its weight by 8. 
This increase changes the creature’s size category to the 
next larger one. The target gains a +2 size bonus to 
Strength, a –2 size penalty to Dexterity (to a minimum of 1), 
and a –1 penalty on attack rolls and AC due to its increased 
size. 

A humanoid creature whose size increases to 
Large has a space of 10 feet and a natural reach of 10 feet. 
This spell does not change the target’s speed. 

If insufficient room is available for the desired 
growth, the creature attains the maximum possible size and 
may make a Strength check (using its increased Strength) to 
burst any enclosures in the process. If it fails, it is 
constrained without harm by the materials enclosing it—the 
spell cannot be used to crush a creature by increasing its 
size. 

All equipment worn or carried by a creature is 
similarly enlarged by the spell. Melee weapons affected by 
this spell deal more damage (see page 145). Other magical 
properties are not affected by this spell. Any enlarged item 
that leaves an enlarged creature’s possession (including a 
projectile or thrown weapon) instantly returns to its normal 
size. This means that thrown and projectile weapons deal 
their normal damage. Magical properties of enlarged items 
are not increased by this spell. 

Multiple magical effects that increase size do not 
stack. 

Enlarge person counters and dispels reduce 
person. 

Enlarge person can be made permanent with a 
permanency spell. 

 

Ghoul Touch (DC 16) 

School necromancy; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (cloth from a ghoul or 
earth from a ghoul’s lair) 
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. 

A 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. This is a poison effect. 
 



Ghoul Touch, scroll of (DC 15) 
School necromancy; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (cloth from a ghoul or earth from a 
ghoul’s lair) 
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. 

A 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. This is a poison effect. 

 

Mage Armor, scroll of 
 
Magic Missile 
School evocation [force]; Level sorcerer/wizard 
1 
Casting Time 1 standard action 
Components V, S 
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, so long as it has 
less than total cover or total concealment. 
Specific parts of a creature can’t be singled out. 
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. 
 

Open/Close 
 

Ray of Enfeeblement, wand of (DC 15) 

School necromancy; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect ray 
Duration 1 round/level 

Saving Throw Fortitude half; Spell Resistance 
yes 

A coruscating ray springs from your 
hand. You must succeed on a ranged touch 
attack to strike a target. The subject takes a 
penalty to Strength equal to 1d6+1 per two 
caster levels (maximum 1d6+5). The subject’s 
Strength score cannot drop below 1. A 
successful Fortitude save reduces this penalty 
by half. This penalty does not stack with itself. 
Apply the highest penalty instead. 
 
Ray of Frost 
School evocation [cold]; Level sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
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. 

 

Read Magic 
 
See Invisibility 
 
Shield 
School abjuration [force]; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 min./level (D) 

Shield creates an invisible shield of force that 
hovers in front of you. It negates magic missile attacks 
directed at you. The disk also provides a +4 shield bonus to 
AC. This bonus applies against incorporeal touch attacks, 
since it is a force effect. The shield has no armor check 
penalty or arcane spell failure chance. 
 
Shield, scroll of 
School abjuration [force]; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 min./level (D) 

Shield creates an invisible shield of force that 
hovers in front of you. It negates magic missile attacks 
directed at you. The disk also provides a +4 shield bonus to 
AC. This bonus applies against incorporeal touch attacks, 
since it is a force effect. The shield has no armor check 
penalty or arcane spell failure chance. 

 
 
 
 
 
 
 



Shocking Grasp 
School evocation [electricity]; Level 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature or object touched 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

Your successful melee touch attack 
deals 1d6 points of electricity damage per caster 
level (maximum 5d6). When delivering the jolt, 
you gain a +3 bonus on attack rolls if the 
opponent is wearing metal armor (or is carrying 
a metal weapon or is made of metal). 
 
Spectral Hand 
School necromancy; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Effect one spectral hand 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

A ghostly 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 it goes beyond the spell range or 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 22 (+8 
size, +4 natural armor). 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. 

 
Touch of Fatigue  
School necromancy; Level sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, M (a drop of sweat) 
Range touch 
Target creature touched 
Duration 1 round/level 
Saving Throw Fortitude negates; Spell 
Resistance yes 

You channel negative energy through 
your touch, fatiguing the target. You must 
succeed on a touch attack to strike a target. The 
subject is immediately fatigued for the spell’s 
duration. This spell has no effect on a creature 
that is already fatigued. Unlike with normal 
fatigue, the effect ends as soon as the spell’s 
duration expires. 
 
Vampiric Touch  
School necromancy; Level sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target living creature touched 
Duration instantaneous/1 hour; see text 
Saving Throw none; Spell Resistance yes 

You must succeed on a melee touch 
attack. Your touch deals 1d6 points of damage 
per two caster levels (maximum 10d6). You gain 
temporary hit points equal to the damage you 
deal. You can’t gain more than the subject’s 
current hit points + the subject’s Constitution 
score (which is enough to kill the subject). The 
temporary hit points disappear 1 hour later. 

 
*** 

Robe of Bones 
Aura moderate necromancy [evil]; CL 6th 
Slot body; Price 2,400 gp; Weight 1 lb. 
Description 

This sinister item functions much like a robe 
of useful items for the serious necromancer. It 
appears to be an unremarkable robe, but a character 
who dons it notes that it is adorned with small 
embroidered figures representing undead creatures. 
Only the wearer of the robe can see the embroidery, 
recognize them for the creatures they become, and 
detach them. One figure can be detached each round. 
Detaching a figure causes it to become an actual 
undead creature (see the list below). The skeleton or 

zombie is not under the control of the wearer of the 
robe, but may be subsequently commanded, rebuked, 
turned, or destroyed. A newly created robe of bones 
always has two embroidered figures of each of the 
following undead (see the Pathfinder RPG Bestiary): 

• Human skeleton 
• Wolf skeleton 
• Heavy horse skeleton 
• Fast goblin zombie 
• Tough human zombie 
• Plague ogre zombie 

Construction Requirements Craft Wondrous Item, 
animate dead; Cost 1,200 gp 

 


