
DC: 100- 6 -^ -^ -^ -^ - 6 -
Divination
Level: Brd 6,  Sor/Wiz 6
Components:  V,  S,  F
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Target: One object or creature per caster level
Duration: 1 round/level (D)
Saving Throw: None or Will negates; see text
Spell Resistance: No

Analyze Dweomer

You discern all spells and magical properties present in a number of creatures or objects.  Each round, you may examine a
single creature or object that you can see as a free action. In the case of a magic item, you learn its functions,  how to
activate its functions (if appropriate),  and how many charges are left (if it uses charges).  In the case of an object or
creature with active spells cast upon it,  you learn each spell,  its effect,  and its caster level.  An attended object may
attempt a Will save to resist this  effect if its holder so  desires. If the save succeeds, you learn nothing about the object
except what you can discern by looking at it.  An object that makes its save cannot be affected by any other analyze
dweomer spells for 24 hours. Analyze dweomer does not function when used on an artifact.
Focus:  A tiny lens of ruby or sapphire set in a small golden loop. The gemstone must be worth at least 1,500 gp.

6 - 6 -^ -^ -^ -^ -
Transmutation
Level: Brd 6,  Chaos 6,  Clr 6
Components:  V,  S
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)

Target: One Small  object per caster level; see text
Duration: 1 round/level
Saving Throw: None
Spell Resistance: No

Animate Objects

You imbue inanimate objects with mobility and a semblance of life. Each such animated object then immediately attacks
whomever or whatever you initially designate. An animated object can be of any nonmagical material.  You may animate
one Small  or smaller object or an equivalent number of larger objects per caster level.  A Medium object counts as two
Small  or smaller objects,  a Large object as four, a Huge object as eight, a Gargantuan object as sixteen,  and a Colossal
object as thirty-two.  You can change the designated target or targets as a move action, as if directing an active spell.  This
spell cannot animate objects carried or worn by a creature. Animate objects can be made permanent with a permanency
spell.

DC: 100- 6 -^ - 6 -^ -^ - 6 -
Transmutation
Level: Brd 6,  Drd 6,  Sor/Wiz 6
Components:  V,  S,  M
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Target: One creature/level,  no two of which can be more
than 30 ft.  apart
Duration: 1 min./level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes

Cat's Grace, Mass

This spell functions like cat's grace,  except that it affects multiple creatures.

DC: 100- 6 -^ -^ -^ -^ - 8 -
Enchantment (Charm) [Mind-Affecting]
Level: Brd 6,  Sor/Wiz 8
Components:  V
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Target: One or more creatures,  no two of which can be more
than 30 ft.  apart
Duration: One day/level
Saving Throw: Will negates
Spell Resistance: Yes

Charm Monster, Mass

This spell functions like charm monster, except that mass charm monster affects a number of creatures whose combined
HD do not exceed twice your level,  or at least one creature regardless of HD. If there are more potential targets than you
can affect,  you choose them one at a time until you choose a creature with too many HD.

DC: 100- 6 - 6 - 7 -^ -^ -^ -
Conjuration (Healing)
Level: Brd 6,  Clr 6,  Drd 7
Components:  V,  S
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Target: One creature/level,  no two of which can be more
than 30 ft.  apart
Duration: Instantaneous
Saving Throw: Will half (harmless) or Will half; see text
Spell Resistance: Yes (harmless) or Yes; see text

Cure Moderate Wounds, Mass

This spell functions like mass cure light wounds,  except that it cures 2d8 points  of damage +1 point per caster level
(maximum +30).

DC: 100- 6 - 6 -^ -^ -^ - 6 -
Transmutation
Level: Brd 6,  Clr 6,  Sor/Wiz 6
Components:  V,  S,  M/DF
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Target: One creature/level,  no two of which can be more
than 30 ft.  apart
Duration: 1 min./level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes

Eagle's Splendor, Mass

This spell functions like eagle's  splendor, except that it affects multiple creatures.



DC: 100- 6 -^ -^ -^ -^ - 6 -
Necromancy [Evil]
Level: Brd 6,  Sor/Wiz 6
Components:  V,  S
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Target: One living  creature
Duration: 1 round per three levels; see text
Saving Throw: Fortitude negates
Spell Resistance: Yes

HD Effect
10 or more Sickened
5-9 Panicked, sickened
4 or less Comatose, panicked,  sickened

Eyebite

Each round, you may target a single living  creature, striking it with waves of evil power.  Depending on the target's HD,
this  attack has as many as three effects.

The effects are cumulative and concurrent.
Sickened: Sudden pain and fever sweeps over the subject's body. A sickened
creature takes a -2 penalty on attack rolls,  weapon damage rolls,  saving
throws,  skill checks,  and ability checks.  A creature affected by this  spell
remains sickened for 10 minutes per caster level.  The effects cannot be
negated by a remove disease or heal spell,  but a remove curse is  effective.

Panicked: The subject becomes panicked for 1d4 rounds.  Even after the panic ends,  the creature remains shaken for 10
minutes per caster level,  and it automatically becomes panicked again if it comes within sight of you during that time.
This is  a fear effect.
Comatose: The subject falls into a catatonic coma for 10 minutes per caster level.  During this  time, it cannot be
awakened by any means short of dispelling the effect.  This is  not a sleep effect,  and thus  elves are not immune to it.
The spell lasts for 1 round per three caster levels. You must spend a move action each round after the first to target a foe.

DC: 100- 6 - 6 - 6 -^ -^ -^ -
Divination
Level: Brd 6,  Clr 6,  Drd 6,  Knowledge 6,  Travel 6
Components:  V,  S,  F
Casting Time: 3 rounds
Range: Personal or touch

Target: You or creature touched
Duration: 10 min./level
Saving Throw: None or Will negates (harmless)
Spell Resistance: No or Yes (harmless)

Find the Path

The recipient of this  spell can find the shortest,  most direct physical route to a specified destination,  be it the way into or
out of a locale.  The locale can be outdoors,  underground, or even inside a maze spell.  Find the path works with respect to
locations,  not objects or creatures at a locale.  The location must be on the same plane as you are at the time of casting.
The spell enables the subject to sense the correct direction that will eventually lead it to its destination,  indicating at
appropriate times the exact path to follow or physical actions to take. For example,  the spell enables the subject to sense
trip wires or the proper word to bypass a glyph of warding.  The spell ends when the destination is  reached or the duration
expires, whichever comes first.  Find the path can be used to remove the subject and its companions from the effect of a
maze spell in a single round. This divination is  keyed to the recipient,  not its companions,  and its effect does not predict
or allow for the actions of creatures (including guardians).
Focus:  A set of divination counters of the sort you favor.

DC: 100- 6 -^ -^ -^ -^ - 6 -
Transmutation
Level: Brd 6,  Sor/Wiz 6
Components:  V,  S,  M/DF
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Target: One creature/level,  no two of which can be more
than 30 ft.  apart
Duration: 1 min./level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes

Fox's Cunning, Mass

This spell functions like fox's  cunning, except that it affects multiple creatures.

6 - 6 -^ -^ -^ - 6 -
Enchantment (Compulsion) [Language-Dependent,  Mind-
Affecting]
Level: Brd 6,  Clr 6,  Sor/Wiz 6
Components:  V
Casting Time: 10 minutes
Range: Close (25 ft.  +  5 ft./2 levels)

Target: One living  creature
Duration: One day/level or until discharged (D)
Saving Throw: None
Spell Resistance: Yes

Geas/Quest

This spell functions similarly to lesser geas, except that it affects a creature of any HD and allows no saving throw.
Instead of taking penalties to ability scores (as with lesser geas),  the subject takes 3d6 points  of damage each day it does
not attempt to follow the geas/quest.  Additionally,  each day it must make a Fortitude saving throw or become sickened.
These effects end 24 hours after the creature attempts to resume the geas/ quest.  A remove curse spell ends a geas/quest
spell only if its caster level is  at least two higher than your caster level.  Break enchantment does not end a geas/quest,
but limited wish,  miracle, and wish  do. Bards, sorcerers,  and wizards usually refer to this  spell as geas, while clerics call
the same spell quest.

6 - 6 -^ -^ -^ -^ -
Conjuration [Creation]
Level: Brd 6,  Clr 6
Components:  V,  S,  DF
Casting Time: 10 minutes
Range: Close (25 ft.  +  5 ft./2 levels)

Effect: Feast for one creature/level
Duration: 1 hour plus  12 hours; see text
Saving Throw: None
Spell Resistance: No

Heroes' Feast

You bring forth a great feast,  including a magnificent table,  chairs,  service,  and food and drink. The feast takes 1 hour to
consume, and the beneficial effects do not set in until this  hour is  over. Every creature partaking of the feast is  cured of
all diseases,  sickness, and nausea; becomes immune to poison  for 12 hours; and gains 1d8 temporary hit points  +1 point
per two caster levels (maximum +10)  after imbibing the nectar-like beverage that is  part of the feast.  The ambrosial food
that is  consumed grants each creature that partakes a +1 morale bonus on attack rolls and Will saves and immunity  to fear
effects for 12 hours. If the feast is  interrupted for any reason,  the spell is  ruined and all effects of the spell are negated.

6 -^ -^ -^ -^ - 8 -
Enchantment (Compulsion) [Mind-Affecting]
Level: Brd 6,  Sor/Wiz 8
Components:  V
Casting Time: 1 standard action
Range: Touch

Target: Living creature touched
Duration: 1d4+1 rounds
Saving Throw: None
Spell Resistance: Yes

Irresistible Dance

The subject feels an undeniable urge to dance and begins doing so,  complete with foot shuffling and tapping. The spell
effect makes it impossible  for the subject to do anything other than caper and prance in place. The effect imposes a -4
penalty to Armor Class and a -10 penalty on Reflex saves,  and it negates any AC bonus granted by a shield the target
holds.  The dancing subject provokes attacks of opportunity each round on its turn.



DC: 100- 6 -^ -^ -^ -^ - 6 -
Illusion (Figment)
Level: Brd 6,  Sor/Wiz 6
Components:  V,  S,  F
Casting Time: 1 standard action
Range: Long (400 ft.  +  40 ft./level)

Effect: Figment  that cannot extend beyond a 20-ft.  cube +
one 10-ft.  cube/level (S)
Duration: Permanent (D)
Saving Throw: Will disbelief (if interacted with)
Spell Resistance: No

Permanent Image

This spell functions like silent image, except that the figment includes visual,  auditory, olfactory,  and thermal elements,
and the spell is  permanent. By concentrating, you can move the image within the limits of the range, but it is  static while
you are not concentrating.
Material Components:  A bit of fleece plus  powdered jade worth 100 gp.

DC: 100- 6 -^ -^ -^ -^ - 6 -
Illusion (Figment)
Level: Brd 6,  Sor/Wiz 6
Components:  V,  S,  F
Casting Time: 1 standard action
Range: Long (400 ft.  +  40 ft./level)

Effect: Visual figment that cannot extend beyond a 20-ft.
cube + one 10-ft.  cube/level (S)
Duration: Permanent until triggered,  then 1 round/level
Saving Throw: Will disbelief (if interacted with)
Spell Resistance: No

Programmed Image

This spell functions like silent image, except that this  spell's  figment activates when a specific condition occurs.  The
figment includes visual,  auditory, olfactory,  and thermal elements, including intelligible speech.  You set the triggering
condition (which may be a special word) when casting the spell.  The event that triggers the illusion  can be as general or
as specific and detailed as desired but must be based on an audible,  tactile, olfactory,  or visual trigger. The trigger cannot
be based on some quality not normally obvious to the senses, such as alignment. (See magic mouth for more details about
such triggers.)
Material Components:  A bit of fleece and jade dust  worth 25 gp.

DC: 100- 6 -^ -^ -^ -^ - 7 -
Illusion (Shadow)
Level: Brd 6,  Sor/Wiz 7
Components:  V,  S,  M
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)

Effect: One shadow duplicate
Duration: 1 round/level (D)
Saving Throw: Will disbelief (if interacted with)
Spell Resistance: No

Project Image

You tap energy from the Plane of Shadow to create a quasi-real,  illusory version of yourself.  The projected image looks,
sounds,  and smells like you but is  intangible. The projected image mimics your actions (including speech) unless you
direct it to act differently (which is  a move action). You can see through its eyes and hear through its ears as if you were
standing where it is,  and during your turn you can switch from using its senses to using your own,  or back again,  as a
free action. While you are using its senses, your body is  considered blinded and deafened.  If you desire,  any spell you
cast whose range is  touch or greater can originate from the projected image instead of from you.  The projected image
can't cast any spells on itself except for illusion  spells.  The spells affect other targets normally,  despite originating from
the projected image. Objects are affected by the projected image as if they had succeeded on their Will save. You must
maintain line of effect to the projected image at all times.  If your line of effect is  obstructed,  the spell ends.  If you use
dimension door,  teleport,  plane shift,  or a similar spell that breaks your line of effect,  even momentarily, the spell ends.
Material Components:  A small replica of you (a doll),  which costs 5 gp to create.

DC: 100- 6 - 7 - 7 -^ -^ - 7 -
Divination (Scrying)
Level: Brd 6,  Clr 7,  Drd 7,  Sor/Wiz 7
Components:  V,  S
Casting Time: 1 standard action
Range: See text

Duration: 1 hour/level
Saving Throw: Will negates
Spell Resistance: Yes

Scrying, Greater

This spell functions like scrying,  except as noted above.  Additionally,  all of the following spells function reliably
through the sensor: detect chaos,  detect evil,  detect good, detect law, detect magic, message,  read magic, and tongues.

DC: 100- 6 -^ -^ -^ -^ - 8 -
Evocation [Sonic]
Level: Brd 6,  Sor/Wiz 8
Components:  V,  S,  F
Casting Time: 1 standard action
Range: 60 ft.
Area: Cone-shaped burst

Duration: Instantaneous
Saving Throw: Fortitude partial or Reflex negates (object);
see text
Spell Resistance: Yes (object)

Shout, Greater

This spell functions like shout,  except that the cone deals 10d6 points  of sonic damage (or 1d6 points  of sonic damage
per caster level,  maximum 20d6, against exposed brittle or crystalline objects or crystalline creatures).  It also causes
creatures to be stunned for 1 round and deafened for 4d6 rounds.  A creature in the area of the cone can negate the
stunning  and halve both the damage and the duration of the deafness with a successful Fortitude save. A creature holding
vulnerable objects can attempt a Reflex save to negate the damage to those objects.

6 - 6 -^ -^ -^ - 6 -
Conjuration (Summoning)
Level: Brd 6,  Clr 6,  Sor/Wiz 6
Components:  V,  S,  F/DF
Casting Time: 1 round
Range: Close (25 ft.  +  5 ft./2 levels)

Effect: One or more summoned creatures,  no two of which
can be more than 30 ft.  apart
Duration: 1 round/level (D)
Saving Throw: None
Spell Resistance: No

Summon Monster VI

This spell functions like summon monster I,  except you can summon one creature from the 6th-level list,  1d3 creatures
of the same kind from the 5th-level list,  or 1d4+1 creatures of the same kind from a lower-level list.



5th  Level
Archon, hound LG
Celestial brown bear LG
Celestial giant stag beetle NG
Celestial sea cat[1] NG
Celestial griffon CG
Elemental,  Medium (any) N
Achaierai LE
Devil,  bearded LE
Fiendish  deinonychus LE
Fiendish  dire ape LE
Fiendish  dire boar NE
Fiendish  shark,  Huge NE
Fiendish  monstrous scorpion, Large NE
Shadow mastiff NE
Fiendish  dire wolverine CE
Fiendish  giant crocodile CE
Fiendish  tiger CE

6th  Level
Celestial polar bear LG
Celestial orca whale[1] NG
Bralani (eladrin) CG
Celestial dire lion CG
Elemental,  Large (any) N
Janni (genie) N
Chaos beast CN
Devil,  chain LE
Xill LE
Fiendish  monstrous centipede,  Gargantuan NE
Fiendish  rhinoceros NE
Fiendish  elasmosaurus[1] CE
Fiendish  monstrous spider, Huge CE
Fiendish  snake,  giant constrictor CE

Summon Monster Table 6 -^ -^ -^ -^ -^ -
Evocation [Sonic]
Level: Brd 6
Components:  V,  S,  F
Casting Time: 10 minutes
Range: Touch

Target: One freestanding structure
Duration: Up to 1 round/level
Saving Throw: None; see text
Spell Resistance: Yes

Sympathetic Vibration

By attuning yourself to a freestanding structure such you can create a damaging vibration within it.  Once it begins,  the
vibration deals 2d10 points  of damage per round to the target structure.  (Hardness has no effect on the spell's  damage.)
You can choose at the time of casting to limit  the duration of the spell; otherwise it lasts for 1 round/ level.  If the spell is
cast upon a target that is  not freestanding the surrounding stone dissipates the effect and no damage occurs.  Sympathetic
vibration cannot affect creatures (including constructs).  Since a structure is  an unattended object,  it gets no saving throw
to resist the effect.
Focus:  A tuning fork.

DC: 100- 6 -^ -^ -^ -^ - 6 -
Illusion (Glamer)
Level: Brd 6,  Sor/Wiz 6
Components:  V,  S
Casting Time: 1 standard action
Range: Long (400 ft.  +  40 ft./level)

Target: One or more creatures,  no two of which can be more
than 30 ft.  apart
Duration: Concentration + 1 hour/level (D)
Saving Throw: Will negates; see text
Spell Resistance: Yes; see text

Veil

You instantly change the appearance of the subjects and then maintain that appearance for the spell's  duration. You can
make the subjects appear to be anything you wish.  The subjects look, feel,  and smell just  like the creatures the spell
makes them resemble.  Affected creatures resume their normal appearances if slain. You must succeed on a Disguise
check to duplicate the appearance of a specific individual.  This spell gives you a +10 bonus on the check. Unwilling
targets can negate the spell's  effect on them by making Will saves or with spell resistance.  Those who interact with the
subjects can attempt Will disbelief saves to see through the glamer, but spell resistance doesn't  help.
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