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CLARIFICATIONS

Despite the long hours spent developing and honing this
material, clarifications may still be in order. If you have
any questions or need clarification concerning these rules
do not hesitate to contact us at questions@bloodstone-
press.com. We will do our best to get you an answer and
we’ll try to make suitable adjustments to future releases of
this material.

OGC
All text related directly to the spells, including their names,
description and statistics are classified as Open Content.
These Open Game Content portions of this book are hereby
added to Open Game Content and if so used, should bear
the COPYRIGHT NOTICE “Spellbinder’s Sourcebook II,
©2004 Bloodstone Press.”

All other material contained in this document is hereby
designated as Product Identity. This material includes, but
is not limited to, all art, the Bloodstone Press logo and
name, the Introduction section, and the cover images and
copy text in the Appendix

INTRODUCTION

Welcome to the free preview of the Spellbinder’s Sourcebook
Volume II, a collection of fifty arcane spells from Bloodstone
Press. This preview includes three new spells from the
Spellbinder’s Sourcebook II. It also features the table of
contents from the Spellbonder’s Sourcebook II, proving a
brief list of every spell within it. If you like what you see
here, you can get a copy of the Spellbinder’s Sourcebook II
right here for only $4.00!

The Spellbinder's Sourcebook II contains fifty
arcane spells for the d20 system. Impressive new
spells such as cry of damnation, goblin hoard,
and toxic flesh can be found in this collection.
Other new spells like essence of the earth and

diminish are also included here.

The Spellbinder's Sourcebook II also features
several spells from Bloodstone's earlier works,

updated to the 3.5 version of the core rules.
Original and creative ideas such as flaming

vortex, storm door, and snow blind have been
clarified and adjusted for play with the 3.5

version of the core rules and are ready to be
added to your game! 

With this collection of new and diverse spells,
your arcane casters can conquer any foe!

mailto:questions@bloodstone-press.com
mailto:questions@bloodstone-press.com
http://www.rpgnow.com/product_info.php?products_id=2752
http://www.rpgnow.com/product_info.php?products_id=2752
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BLOOD, SWEAT, AND TEARS

Necromancy
Level: Sor/Wiz 4
Components: V, S
Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One living creature
Duration: Instantaneous
Saving Throw: Fortitude negates
Spell Resistance: Yes

This brutal spell causes the subject to begin bleeding,
become fatigued and to suffer from blurred vision caused
by excessive tearing of his eyes. The bleeding causes 1d4
points Constitution damage. A fatigued character cannot
run or charge and takes a –2 penalty to Strength and
Dexterity. Unlike normal fatigue, this condition fades when
the spell ends. A character with blurred vision suffers a
20% miss chance on all melee attacks and a 50% miss
chance on all ranged attacks.

CALLITHUMPIAN DISCORD

Evocation [Sonic]
Level: Sor/Wiz 7
Components: V, S
Casting Time: 1 standard action
Range: Close (25 ft.+5 ft./2 levels)
Area: Cone
Duration: Instantaneous
Saving Throw: See text
Spell Resistance: Yes

This terrible, earsplitting cacophony causes deafness, fear,
and even death. Creatures in the area of this spell must
make a Fortitude save or suffer 6d6 points of sonic damage
and become permanently deaf. Those who succeed are
deafened for 1d6 rounds and suffer only half damage.
Deafened creatures suffer –4 on initiative checks, have a
20% chance of spell failure when enacting spells with verbal
components and cannot make Listen checks. Those who
fail the Fortitude save must also make a Will save or become
shaken for 1d4 minutes. A shaken creature suffers –2 morale
penalties on attack rolls, weapon damage rolls, and saving
throws.

HALF DEAD

Necromancy
Level: Sor/Wiz 4
Components: V, S
Casting Time: 1 standard action
Range: Touch
Target: One humanoid
Duration: 1 minute/level
Saving Throw: Fortitude negates
Spell Resistance: Yes

This spell causes one humanoid subject to become living
dead. This differs from Undead in that the character is not
actually dead. The subject’s type does not change; his life
force is suspended in the narrow realm between life and
death. The subject gains the following abilities while under
the effects of this spell.

Although the subject’s type does not change, this spell
does cause detect undead spells to detect the subject as if
he were an undead of equal HD. The subject’s visage also
becomes deathly, appearing exceptionally hoary. Living
opponents with an Intelligence of 3 or higher who see the
subject must make a Will save or become shaken. The DC
is equal to the DC of this spell.

The subject gains a +2 inherent bonus to his Strength
score, but suffers a –2 penalty to his Constitution. The
subject also gains damage reduction (1/silver or magic)
and receives a +2 circumstance bonus against all mind-
affecting spells and effects. At caster level 10th this increases
to damage reduction (2/silver or magic) and a +4 bonus
against mind-affecting spells. When the caster reaches 15th

level, these bonuses increase again to damage reduction
(3/silver or magic) and a +6 bonus against mind-affecting
spells and effects (the maximum).

An evil cleric can use their ability to bolster undead to
strengthen a subject of this spell. To do this, the Hit Dice
result of the cleric’s turning check must exceed the subject’s
HD. If it does not, the attempt is wasted with no ill effects
to the subject. If the check exceeds the subject’s HD, the
subject gains a +1 morale bonus to all saving throws for 1
round per level of the cleric who bolstered him.

Since he is not actually dead, the subject cannot be turned
by a good cleric. However a successful turning attempt will
weaken the subject, causing him to suffer a –1 morale
penalty to all saving throws for one round per level of the
cleric that tried to turn him.
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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 1.0 Copyright 2000, Wizards of the
Coast, Inc.
System Rules Document Copyright 2000, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip
Williams, based on original material by E. Gary Gygax and
Dave Arneson.
Content of this document that is wholly derived from
the System Reference Document is hereby declared open
game content, as defined in the d20 System License
version 1.0. The introductions, book title and concept,
publisher’s name (Bloodstone Press), and the Bloodstone
Press  logo are Product Identity. Any reproduction or
unauthorized use of this material is prohibited without
the express written permission of Bloodstone Press.
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