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New SpellsNew Spells
The following new spells can be used as replacements 
for or in addition to the spells earned by defeating 
certain villains originally presented in Infamous 
Adversaries. These spells were written by Iam Pace.

Alchemical Imbuement 
1st-level transmutation (ritual) 

Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a vial of water and 25 gp worth 

of alchemical powders, which the spell consumes) 
Duration: 1 hour 

You touch a potion and temporarily duplicate its 
properties. When you do, choose a potable drink in 
your possession. When consumed in its entirety, the 
chosen drink confers all the benefits of the duplicated 
potion. The imbued drink loses all properties of the 
potion when the duration of the spell elapses.

At Higher Levels. If you cast this spell using a spell 
slot of 3rd level and provide 50 gp worth of alchemical 
powders for the spell to consume, you can duplicate 
an uncommon potion. If you cast this spell using a 
spell slot of 5th level and provide 200 gp worth of 
alchemical powders for the spell to consume, you can 
duplicate a rare potion. If you cast this spell using a 
spell slot of 7th level and provide 1000 gp worth of 
alchemical powders for the spell to consume, you can 
duplicate a very rare potion. If you cast this spell using 
a spell slot of 9th level and provide 1000 gp worth of 
alchemical powders for the spell to consume, you can 
duplicate a legendary potion.

Entrancing Eyes 
3rd-level enchantment 

Casting Time: 1 action 
Range: Self 
Components: V, S, M (a lit candle) 
Duration: Concentration, up to 1 minute 

Your eyes glow with a rhythmically pulsing light that 
mesmerizes and lures creatures towards you. When 
a creature starts its turn within 30 feet of you and is 
able to see your eyes, it must make a Charisma saving 
throw. On a failed saving throw, the creature cannot 
take actions or reactions this turn and must use all 
its movement to approach you. Unless surprised, a 
creature can avert its eyes to avoid the saving throw 
at the start of its turn. If the creature does so, it 
can't see you until the start of its next turn, when it 

can avert its eyes again. If the creature looks at you 
in the meantime. A creature that failed its saving 
throw can repeat it at the beginning of each of its 
turns to end the effect. The effect ends if the creature 
takes damage.

Incinerating Echo 
2nd-level evocation 

Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a handful of ash) 
Duration: Instantaneous 

You gesture before you and intense fire engulfs 
a creature. The targeted creature must make a 
Dexterity saving throw. A creature takes 4d6 fire 
damage on a failed save, or half as much damage on a 
successful one. If the creature fails its save, the caster 
can choose another creature within 5 feet who hasn't 
already been affected by this spell and the flames 
spread to it. The chosen creature must make a saving 
throw as if they were the original target of the spell. 
The flames can spread to new creatures a number of 
times equal to your spellcaster ability modifier. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage increases 
by 1d6 for each slot level above 2nd.

Necrotic Breath 
3rd-level necromancy 

Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S, M (bone from an undead creature) 
Duration: Instantaneous 

You expel a wave of decay that rots everything 
before you. Each creature in the cone must make 
a Constitution saving throw. A creature takes 7d6 
necrotic damage on a failed save, or half as much 
damage on a successful one. Targets that fail their 
saving throw have their hit point maximum is 
reduced by an amount equal to the damage taken. 
This reduction lasts until the target finishes a long 
rest. The target dies if this effect reduces its hit point 
maximum to 0. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases 
by 1d6 for each slot above 3rd.

Shield of Spell Turning 
3rd-level abjuration

Casting Time: 1 action
Range: Self
Components: V, S, M (gem dust worth 50 gp)
Duration: Concentration, up to 10 minutes

You surround yourself with a shield of coruscating 
light. You gain advantage on saving throws against 
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spells and other magical effects and any time you are 
targeted by a magic missile spell, a line spell, or a 
spell that requires a ranged attack roll, roll a d6. On a 
1 to 3, you are affected as normal. On a 4 to 5, you are 
unaffected. On a 6, you are unaffected, and the effect 
is reflected back at the caster as though it originated 
from you, turning the caster into the target.
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