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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,
©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, a collection of fifty arcane spells from
Bloodstone Press. This preview includes three new spells
from the Spellbinder’s Sourcebook. It also features the table
of contents from the Spellbonder’s Sourcebook, 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
right here for only $4.00!

The Spellbinder's Sourcebook contains fifty
arcane spells for the d20 system. Impressive new
spells such as curse of agony, blinders, and flesh

of retribution can be found in this collection.
New high level spells like entropic blade and

create war beast are also included here.

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

updated to the 3.5 version of the core rules.
Original and creative ideas such as encumbering
load, damning stare and staggering blows 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 spells your arcane casters
are sure to turn the tables on their adversaries in

new and unexpected ways!
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ENCUMBERING LOAD

Illusion (Phantasm) [Mind-Affecting]
Level: Sor/Wiz 2
Components: V, S, M
Casting Time: 1 standard action
Range: Close (25 ft. +5 ft./2 levels)
Target: 1 creature
Duration: 10 minutes/level
Saving Throw: Will disbelief
Spell Resistance: Yes

This spell causes the recipient to feel as though a great
weight is upon their shoulders. The encumbering load
weighs 25 lb. per level of the caster. If this spell causes the
recipient’s encumbrance to exceed heavy carrying capacity,
he loses all Dexterity bonuses and can only move 5 feet per
round.

Material Component: 1 ounce of lead.

TIME LEAP

Transmutation
Level: Sor/Wiz 5
Components: V, S
Casting Time: 1 standard action

CREEPING SHADOWS

Illusion [Phantasm]
Level: Sor/Wiz 3
Components: V, S
Casting Time: 1 standard action
Range: Personal and 20-ft.-radius
Target: Caster; see text
Duration: 1 round/level
Saving Throw: Will negates
Spell Resistance: Yes

This spell creates one or more shadowy phantasms that
interfere with the caster’s opponents and help him fight.
Any living creature that makes a melee attack against the
caster suddenly perceives one or more shadowy figures
creeping into its peripheral vision. Those who fail their
saving throw believe the shadow is a real threat and divert
some of their attention to it.

The creeping shadows distract and interfere with the
opponent as per the aid another rules (PHB). The caster
can choose each round whether the shadows grant him a
+2 circumstance bonus to attack or Armor Class. Each
creeping shadow must make an attack roll against AC 10
to provide this bonus each round. They make touch attacks
with the caster’s base attack bonus + his Intelligence
(wizards) or Charisma (sorcerer) modifier. The shadows
also seem to flit on the edge of the opponent’s vision and
dart out of sight. To the opponent, the mysterious shadows
seem to be making incredibly good Bluff and Hide checks
to avoid being seen and attacked while they interfere with
him. In reality, they are only phantasms of his mind. He
can attempt to make opposed Sense Motive and Spot
checks to see where the phantasms hide, but he will not
succeed.
Attacks always miss creeping shadows. If the opponent
attempts to ready an action to attack a creeping shadow
before it interferes with him, he finds his attack misses
and he is still distracted.
This spell can create one creeping shadow per 3 caster
levels (maximum 5 shadows). New opponents can be
designated by the caster as a free action each round. For
example, a 6th level caster would be aided by 2 creeping
shadows. If he were attacked by 1 orc, both shadows would
automatically begin interfering with that orc unless the
caster directed otherwise, possibly granting a total bonus
of +4 to the caster’s attack rolls or AC. They could also be
directed to divide their efforts, one providing a +2 AC
bonus to the caster and the other providing a +2 bonus to
his attack rolls.
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Range: Close (25 ft. + 5 ft./2 levels)
Target: 1 creature/level, no two of which can be more than
30 feet apart
Duration: See text
Saving Throw: Will negates (harmless)
Spell Resistance: Yes

This spell warps time and causes a number of creatures to
leap into the future as far as 1 round per caster level. The
subjects of this spell do not experience any time passing at
all, they are immediately thrust into the future. However,
time passes normally in their absence. The subjects
immediately disappear and cannot be located via any sort
of scrying or most divination spells. They now exist in
another time and will suddenly reappear when that time
comes. Those divination spells that reveal the future may
unveil some clues about the subjects, but the boundaries of
time cannot be traversed with spells such as scry.

Note that no time passes for those affected by the spell.
A spell (such as bull’s strength) that is in effect on a recipient
of time leap does not lose any of its duration during the
effect of time leap. A spell that has 1 round left before it
expires will not expire until the first round after the subject
returns from the time leap, perhaps 9 or more rounds in
the future.
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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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