
^ - 5 - 5 -^ -^ -^ -
Abjuration
Level: Clr 5,  Drd 5
Components:  V,  S,  M,  F,  DF,  XP
Casting Time: 1 hour
Range: Touch

Target: Living creature touched
Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes

Atonement

This spell removes the burden of evil acts or misdeeds from the subject.  The creature seeking atonement must be truly
repentant and desirous of setting right its misdeeds.  If the atoning creature committed the evil act unwittingly or under
some form of compulsion, atonement operates normally at no cost to you.  However, in the case of a creature atoning for
deliberate misdeeds and acts of a knowing and willful nature,  you must intercede with your deity (requiring you to
expend 500 XP) in order to expunge the subject's burden. Many casters first assign a subject of this  sort a quest (see
geas/quest) or similar penance to determine whether the creature is  truly contrite before casting the atonement spell on its
behalf.  Atonement may be cast for one of several purposes, depending on the version selected. Reverse Magical
Alignment Change: If a creature has had its alignment magically changed, atonement returns its alignment to its original
status at no cost in experience points.  Restore Class:  A paladin who has lost  her class features due to committing an evil
act may have her paladinhood restored to her by this  spell.  Restore Cleric or Druid Spell Powers: A cleric or druid who
has lost  the ability to cast spells by incurring the anger of his or her deity may regain that ability by seeking atonement
from another cleric of the same deity or another druid. If the transgression was intentional,  the casting cleric loses 500 XP
for his intercession. If the transgression was unintentional,  he does not lose XP.  Redemption or Temptation: You may
cast this  spell upon a creature of an opposing  alignment in order 

Atonement (continued)
to offer it a chance to change its alignment to match yours. The prospective subject must be present for the entire casting
process. Upon completion of the spell,  the subject freely chooses whether it retains its original alignment or acquiesces to
your offer and changes to your alignment. No duress, compulsion, or magical influence can force the subject to take
advantage of the opportunity offered if it is  unwilling to abandon its old alignment. This use of the spell does not work on
outsiders or any creature incapable of changing its alignment naturally. Though the spell description refers to evil acts,
atonement can also be used on any creature that has performed acts against its alignment, whether those acts are evil,
good, chaotic, or lawful. Note: Normally,  changing alignment is  up to the player.  This use of atonement simply offers a
believable way for a character to change his or her alignment drastically,  suddenly,  and definitively.
Focus:  In addition to your holy symbol or normal divine focus,  you need a set of prayer beads (or other prayer device,
such as a prayer wheel or prayer book) worth at least 500 gp.
Material Components:  Burning incense.

DC: 100- 4 - 5 -^ - 4 -^ - 5 -
Abjuration
Level: Adp 5,  Brd 4,  Clr 5,  Luck 5,  Pal 4,  Sor/Wiz 5
Components:  V,  S
Casting Time: 1 minute
Range: Close (25 ft.  +  5 ft./2 levels)

Target: Up to one creature per level,  all within 30 ft.  of each
other
Duration: Instantaneous
Saving Throw: See text
Spell Resistance: No

Break Enchantment

This spell frees victims from enchantments,  transmutations, and curses.  Break enchantment can reverse even an
instantaneous effect.  For each such effect,  you make a caster level check (1d20 + caster level,  maximum +15)  against a
DC of 11 + caster level of the effect.  Success means that the creature is  free of the spell,  curse, or effect.  For a cursed
magic item, the DC is  25. If the spell is  one that cannot be dispelled by dispel magic, break enchantment works only if
that spell is  5th level or lower.  If the effect comes from some permanent magic item break enchantment does not remove
the curse from the item, but it does frees the victim from the item's  effects.  

DC: 100-^ - 5 -^ -^ -^ -^ -
Enchantment (Compulsion) [Language-Dependent,  Mind-
Affecting]
Level: Clr 5
Components:  V
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 round/level
Saving Throw: Will negates
Spell Resistance: Yes

Command, Greater

This spell functions like command,  except that up to one creature per level may be affected, and the activities continue
beyond 1 round. At the start of each commanded creature's  action after the first,  it gets another Will save to attempt to
break free from the spell.  Each creature must receive the same command.

^ - 5 -^ -^ -^ -^ -
Divination
Level: Adp 5,  Clr 5
Components:  V,  S,  M,  DF,  XP
Casting Time: 10 minutes
Range: Personal

Target: You
Duration: 1 round/level

Commune

You contact your deity-or agents thereof -and ask questions that can be answered by a simple yes or no. (A cleric of no
particular deity contacts a philosophically allied deity.) You are allowed one such question per caster level.  The answers
given are correct within the limits of the entity's knowledge.  "Unclear" is  a legitimate answer,  because powerful beings
of the Outer Planes are not necessarily omniscient.  In cases where a one-word answer would be misleading or contrary to
the deity's  interests,  a short phrase (five words or less) may be given as an answer instead.  The spell,  at best,  provides
information to aid character decisions.  The entities contacted structure their answers to further their own purposes. If you
lag, discuss  the answers, or go off to do anything else, the spell ends.
Material Components:  Holy (or unholy) water and incense.

DC: 100- 5 - 5 - 6 -^ -^ -^ -
Conjuration (Healing)
Level: Brd 5,  Clr 5,  Drd 6,  Healing 5
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 Light Wounds, Mass

You channel positive energy to cure 1d8 points  of damage +1 point per caster level (maximum +25)  in each selected
creature. Like other cure spells,  mass cure light wounds  deals damage to undead in its area rather than curing them. Each
affected undead may attempt a Will save for half damage.



DC: 100-^ - 5 -^ - 4 -^ -^ -
Abjuration [Lawful]
Level: Clr 5,  Law 5,  Pal 4
Components:  V,  S,  DF
Casting Time: 1 standard action
Range: Touch

Target: You and a touched evil creature from another plane;
or you and an enchantment or evil spell on a touched
creature or object
Duration: 1 round/level or until discharged, whichever
comes first
Saving Throw: See text
Spell Resistance: See text

Dispel Chaos

This spell functions like dispel evil,  except that you are surrounded by constant,  blue,  lawful energy,  and the spell affects
chaotic creatures and spells rather than evil ones.

DC: 100-^ - 5 -^ - 4 -^ -^ -
Abjuration [Good]
Level: Clr 5,  Good 5,  Pal 4
Components:  V,  S,  DF
Casting Time: 1 standard action
Range: Touch

Target: You and a touched evil creature from another plane;
or you and an enchantment or evil spell on a touched
creature or object
Duration: 1 round/level or until discharged, whichever
comes first
Saving Throw: See text
Spell Resistance: See text

Dispel Evil

Shimmering,  white, holy energy surrounds you.  This power has three effects.  First,  you gain a +4 deflection bonus to
AC against attacks by evil creatures.  Second,  on making a successful melee touch attack against an evil creature from
another plane,  you can choose to drive that creature back to its home plane.  The creature can negate the effects with a
successful Will save (spell resistance applies).  This use discharges and ends the spell.  Third, with a touch you can
automatically dispel any one enchantment spell cast by an evil creature or any one evil spell.  Exception: Spells  that can't
be dispelled by dispel magic also can't be dispelled by dispel evil.  Saving throws and spell resistance do not apply to this
effect.  This use discharges and ends the spell.

DC: 100-^ - 5 -^ -^ -^ -^ -
Abjuration [Evil]
Level: Clr 5,  Evil 5
Components:  V,  S,  DF
Casting Time: 1 standard action
Range: Touch

Target: You and a touched evil creature from another plane;
or you and an enchantment or evil spell on a touched
creature or object
Duration: 1 round/level or until discharged, whichever
comes first
Saving Throw: See text
Spell Resistance: See text

Dispel Good

This spell functions like dispel evil,  except that you are surrounded by dark, wavering,  unholy energy,  and the spell
affects good creatures and spells rather than evil ones.

DC: 100-^ - 5 -^ -^ -^ -^ -
Abjuration [Chaotic]
Level: Chaos 5,  Clr 5
Components:  V,  S,  DF
Casting Time: 1 standard action
Range: Touch

Target: You and a touched evil creature from another plane;
or you and an enchantment or evil spell on a touched
creature or object
Duration: 1 round/level or until discharged, whichever
comes first
Saving Throw: See text
Spell Resistance: See text

Dispel Law

This spell functions like dispel evil,  except that you are surrounded by flickering, yellow,  chaotic energy,  and the spell
affects lawful creatures and spells rather than evil ones.

DC: 100-^ - 5 -^ -^ -^ -^ -
Transmutation
Level: Clr 5
Components:  V,  S
Casting Time: 1 standard action
Range: Touch

Target: One melee weapon
Duration: 1 round/level
Saving Throw: Will negates (harmless, object); see text
Spell Resistance: Yes (harmless, object)

Disrupting Weapon

This spell makes a melee weapon deadly to undead. Any undead creature with HD equal to or less than your caster level
must succeed on a Will save or be destroyed utterly if struck in combat with this  weapon. Spell resistance does not apply
against the destruction effect.

DC: 100-^ - 5 - 4 -^ -^ -^ -
Evocation [Fire]
Level: Clr 5,  Drd 4,  Sun  5,  War 5
Components:  V,  S,  DF
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)
Area: Cylinder (10-ft.  radius, 40 ft.  high)

Duration: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes

Flame Strike

A flame strike produces a vertical column of divine fire roaring downward. The spell deals 1d6 points  of damage per
caster level (maximum 15d6). Half the damage is  fire damage, but the other half results directly from divine power and
is  therefore not subject to being reduced by resistance to fire-based attacks.



DC: 100-^ - 5 - 5 -^ -^ -^ -
Evocation [Good]
Level: Clr 5,  Drd 5
Components:  V,  S,  M,  DF
Casting Time: 24 hours
Range: Touch
Area: 40-ft.  radius emanating from the touched point

Duration: Instantaneous
Saving Throw: See text
Spell Resistance: See text

Hallow

Hallow makes a particular site,  building,  or structure a holy site.  This has 4 effects.  1st,  the site or structure is  guarded
by a magic circle against evil effect.  2nd, all Charisma checks made to turn undead gain a +4 sacred bonus,  and
Charisma checks to command undead take a -4 penalty.  Spell resistance does not apply to this  effect.  (This provision
does not apply to the druid version of the spell.) 3rd,  any dead body interred in a hallowed site cannot be turned into an
undead creature. 4th, you may choose to fix a single spell effect to the hallowed site.  The spell effect lasts for one year
and functions throughout the entire site,  regardless of the normal duration and area or effect.  You may designate whether
the effect applies to all creatures,  creatures who share your faith or alignment, or creatures who adhere to another faith or
alignment. At the end of the year,  the chosen effect lapses, but it can be renewed or replaced simply by casting hallow
again.  Spell effects that may be tied to a hallowed site include aid, bane, bless, cause fear,  darkness,  daylight,  death
ward, deeper darkness,  detect evil,  detect magic, dimensional anchor,  discern lies,  dispel magic, endure elements,
freedom of movement, invisibility  purge,  protection from energy,  remove fear,  resist energy,  silence, tongues, and zone
of truth. Saving throws and spell resistance might  apply to these spells'  effects.  (See the individual spell descriptions for
details.) An area can receive only one hallow spell (and its associated spell effect) at a time. Hallow counters but does not
dispel unhallow.
Material Components:  Herbs,  oils,  incense worth 1,000gp + 1,000gp/level of the spell to be included in the area.

DC: 100-^ - 5 -^ -^ -^ -^ -
Necromancy
Level: Clr 5,  Destruction 5
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
Spell Resistance: Yes

Inflict Light Wounds, Mass

Negative energy spreads out in all directions from the point of origin,  dealing 1d8 points  of damage +1 point per caster
level (maximum +25)  to nearby living  enemies.  Like other inflict spells,  mass inflict light wounds  cures undead in its
area rather than damaging them. A cleric capable of spontaneously casting inflict spells can also spontaneously cast mass
inflict spells.

^ - 5 - 5 -^ -^ -^ -
Conjuration (Summoning)
Level: Clr 5,  Drd 5
Components:  V,  S,  DF
Casting Time: 1 round
Range: Long (400 ft.  +  40 ft./level)

Effect: One swarm of locusts per three levels, each of which
must be adjacent to at least one other swarm
Duration: 1 min./level
Saving Throw: None
Spell Resistance: No

Insect Plague

You summon a number of swarms of locusts (one per three levels, to a maximum of six swarms at 18th level).  The
swarms must be summoned so  that each one is  adjacent to at least one other swarm (that is,  the swarms must fill one
contiguous area).  You may summon the locust swarms so  that they share the area of other creatures.  Each swarm attacks
any creatures occupying its area. The swarms are stationary after being summoned,  and won't pursue creatures that flee.

^ - 5 -^ - 4 -^ -^ -
Necromancy
Level: Clr 5,  Pal 4
Components:  V,  S,  DF
Casting Time: 10 minutes
Range: Touch

Target: Creature touched
Duration: Permanent; see text
Saving Throw: None
Spell Resistance: Yes

Mark of Justice

You draw an indelible mark on the subject and state some behavior on the part of the subject that will activate the mark.
When activated,  the mark curses the subject.  Typically,  you designate some sort of criminal behavior that activates the
mark,  but you can pick any act you please.  The effect of the mark is  identical with the effect of bestow curse. Since this
spell takes 10 minutes to cast and involves writing on the target,  you can cast it only on a creature that is  willing or
restrained.  Like the effect of bestow curse, a mark of justice cannot be dispelled,  but it can be removed with a break
enchantment, limited wish,  miracle, remove curse, or wish  spell.  Remove curse works only if its caster level is  equal to
or higher than your mark of justice caster level.  These restrictions apply regardless of whether the mark has activated.

DC: 100-^ - 5 -^ -^ -^ - 7 -
Conjuration (Teleportation)
Level: Clr 5,  Sor/Wiz 7
Components:  V,  S,  F
Casting Time: 1 standard action
Range: Touch

Target: Creature touched,  or up to eight willing creatures
joining hands
Duration: Instantaneous
Saving Throw: Will negates
Spell Resistance: Yes

Plane Shift

You move yourself or some other creature to another plane of existence or alternate dimension.  If several willing persons
link hands in a circle, as many as eight can be affected by the plane shift at the same time. Precise accuracy as to a
particular arrival location on the intended plane is  nigh impossible.  From the Material Plane, you can reach any other
plane,  though you appear 5 to 500 miles (5d%) from your intended destination.  Note: Plane shift transports creatures
instantaneously and then ends.  The creatures need to find other means if they are to travel back.
Focus:  A small,  forked metal rod. The size and metal type dictates to which plane of existence or alternate dimension the
spell sends the affected creatures.

^ - 5 -^ -^ -^ -^ -
Conjuration (Healing)
Level: Adp 5,  Clr 5
Components:  V,  S,  M,  DF
Casting Time: 1 minute
Range: Touch

Target: Dead creature touched
Duration: Instantaneous
Saving Throw: None; see text
Spell Resistance: Yes (harmless)

Raise Dead

You restore life to a deceased creature. You can raise a creature that has been dead for no longer than one day per caster
level.  In addition,  the subject's soul  must be free and willing to return.  If the subject's soul  is  not willing to return,  the
spell does not work; therefore,  a subject that wants to return receives no saving throw. Coming back from the dead is  an
ordeal.  The subject of the spell loses one level (or 1 Hit Die) when it is  raised,  just  as if it had lost  a level or a Hit Die to
an energy-draining creature. If the subject is  1st  level,  it loses 2 points  of Constitution instead (if this  would reduce its
Con to 0 or less,  it can't be raised).  This level/HD loss  or Constitution loss  cannot be repaired by any means. A character
who died with spells prepared has a 50% chance of losing  any given spell upon being raised,  in addition to losing  spells
for losing  a level.  A spellcasting creature that doesn't  prepare spells (such as a sorcerer) has a 50% chance of losing  any
given unused spell slot  as if it had been used to cast a spell,  in addition to losing  spell slots for losing  a level.  A raised
creature has a number of hit points  equal to its current Hit Dice. Any ability scores damaged to 0 are raised to 1.  Normal
poison  and normal disease are cured in the process of raising the subject,  but magical diseases and curses are not undone.



Raise Dead (continued)
While the spell closes mortal wounds  and repairs lethal damage of most kinds,  the body of the creature to be raised must
be whole. Otherwise, missing  parts are still missing  when the creature is  brought back to life. None of the dead creature's
equipment or possessions  are affected in any way by this  spell.  A creature who has been turned into an undead creature or
killed by a death effect can't be raised by this  spell.  Constructs,  elementals,  outsiders,  and undead creatures can't be
raised.  The spell cannot bring back a creature that has died of old age.

^ - 5 -^ -^ -^ -^ -
Transmutation
Level: Clr 5,  Strength 5
Components:  V,  S,  DF
Casting Time: 1 standard action
Range: Personal

Target: You
Duration: 1 round/level (D)

Righteous Might

Your height immediately doubles, and your weight increases by a factor of eight. This increase changes your size
category to the next larger one, and you gain a +8 size bonus to Strength and a +4 size bonus to Constitution.  You gain a
+4 enhancement bonus to your natural armor.  You gain damage reduction 5/evil (if you normally channel positive
energy) or damage reduction 5/good (if you normally channel negative energy).  At 12th level this  damage reduction
becomes 10/evil or 10/good,  and at 15th level it becomes 15/evil or 15/good (the maximum).  Your size modifier for AC
and attacks changes as appropriate to your new size category. This spell doesn't  change your speed.  Determine space and
reach as appropriate to your new size. If insufficient room is  available for the desired growth,  you attain the maximum
possible size and may make a Strength check (using your increased Strength) to burst any enclosures in the process. If
you fail,  you are constrained without harm by the materials enclosing you- the spell cannot crush you by increasing your
size. All equipment you wear or carry is  similarly enlarged by the spell.  Melee and projectile weapons deal more
damage. Other magical properties are not affected by this  spell.  Any enlarged item that leaves your possession (including
a projectile or thrown weapon) instantly returns to its normal size. This means that thrown weapons deal their normal
damage (projectiles deal damage based on the size of the weapon that fired them). Multiple magical effects that increase
size do not stack.

DC: 100- 3 - 5 - 4 -^ -^ - 4 -
Divination (Scrying)
Level: Brd 3,  Clr 5,  Drd 4,  Sor/Wiz 4
Components:  V,  S,  M/DF,  F
Casting Time: 1 hour
Range: See text

Effect: Magical sensor
Duration: 1 min./level
Saving Throw: Will negates
Spell Resistance: Yes

Knowledge Will Save Modifier
None[1] +10
Secondhand (you have heard of the subject) +5
Firsthand (you have met the subject) +0
Familiar (you know the subject well) -5

Scrying

You can see and hear some creature, which may be at any distance.  If the subject succeeds on a Will save, the scrying
attempt simply fails.  The difficulty of the save depends on how well you know the subject and what sort of physical
connection (if any) you have to that creature. Furthermore, if the subject is  on another plane,  it gets a +5 bonus on its
Will save.

If the save fails,  you can see (but not hear) the subject
and the subject's immediate surroundings
(approximately 10 feet in all directions of the subject).
If the subject moves,  the sensor follows at a speed of
up to 150 feet.  As  with all divination (scrying) spells,
the sensor has your full visual acuity, including any
magical effects.  In addition,  the following spells have a

5% chance per caster level of operating through the sensor: detect chaos,  detect evil,  detect good, detect law, detect
magic, and message.  If the save succeeds, you can't attempt to scry on that subject again for at least 24 hours. Wizard,
Sorcerer,  or Bard Focus:  A mirror of finely wrought and highly polished silver costing not less than 1,000 gp. The mirror
must be at least 2 feet by 4 feet.

Connection Will Save Modifier
Likeness or picture -2
Possession  or garment -4
Body part,  lock of hair,  bit of nail,  etc. -10

Scrying (continued)
[1] You must have some sort of connection to a creature
you have no knowledge of.

DC: 100-^ - 5 -^ -^ -^ -^ -
Necromancy [Death]
Level: Clr 5,  Death 5
Components:  V,  S
Casting Time: 1 standard action
Range: Touch

Target: Living creature touched
Duration: Instantaneous
Saving Throw: Fortitude partial
Spell Resistance: Yes

Slay Living

You can slay any one living  creature. You must succeed on a melee touch attack to touch the subject,  and it can avoid
death with a successful Fortitude save. If it succeeds, it instead takes 3d6 points  of damage +1 point per caster level.

DC: 100-^ - 5 -^ -^ -^ -^ -
Abjuration
Level: Clr 5,  Magic 5,  Protection 5
Components:  V,  S,  DF
Casting Time: 1 standard action
Range: Touch

Target: Creature touched
Duration: 1 min./level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

Spell Resistance

The creature gains spell resistance equal to 12 + your caster level.



5 - 5 -^ -^ -^ - 5 -
Conjuration (Summoning)
Level: Brd 5,  Clr 5,  Sor/Wiz 5
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 V

This spell functions like summon monster I,  except that you can summon one creature from the 5th-level list,  1d3
creatures of the same kind from the 4th-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

DC: 100-^ - 5 -^ -^ -^ - 5 -
Necromancy [Evil]
Level: Clr 5,  Sor/Wiz 5
Components:  V,  S,  M
Casting Time: 10 minutes
Range: 0 ft.; see text

Effect: One symbol
Duration: See text
Saving Throw: Fortitude negates
Spell Resistance: Yes

Symbol of Pain

This spell functions like symbol of death,  except that each creature within the radius of a symbol of pain instead suffers
wracking pains that impose a -4 penalty on attack rolls,  skill checks,  and ability checks.  These effects last for 1 hour
after the creature moves farther than 60 feet from the symbol.  Unlike symbol of death,  symbol of pain has no hit point
limit; once triggered,  a symbol of pain simply remains active for 10 minutes per caster level.  Note: Magic traps such as
symbol of pain are hard to detect and disable.  A rogue (only) can use the Search skill to find a symbol of pain and
Disable Device to thwart it.  The DC in each case is  25 + spell level,  or 30 for symbol of pain.
Material Components:  Mercury and phosphorus,  plus  powdered diamond and opal with a total value of at least 1,000 gp.

DC: 100-^ - 5 -^ -^ -^ - 5 -
Enchantment (Compulsion) [Mind-Affecting]
Level: Clr 5,  Sor/Wiz 5
Components:  V,  S,  M
Casting Time: 10 minutes
Range: 0 ft.; see text

Effect: One symbol
Duration: See text
Saving Throw: Will negates
Spell Resistance: Yes

Symbol of Sleep

This spell functions like symbol of death,  except that all creatures of 10 HD or less within 60 feet of the symbol of sleep
instead fall into a catatonic slumber for 3d6x10 minutes.  Unlike with the sleep spell,  sleeping creatures cannot be
awakened by nonmagical means before this  time expires. Unlike symbol of death,  symbol of sleep has no hit point limit;
once triggered,  a symbol of sleep simply remains active for 10 minutes per caster level.  Note: Magic traps such as
symbol of sleep are hard to detect and disable.  A rogue (only) can use the Search skill to find a symbol of sleep and
Disable Device to thwart it.  The DC in each case is  25 + spell level,  or 30 for symbol of sleep.
Material Components:  Mercury and phosphorus,  plus  powdered diamond and opal with a total value of at least 1,000 gp.

DC: 100-^ - 5 - 7 -^ -^ - 6 -
Divination
Level: Adp 5,  Clr 5,  Drd 7,  Knowledge 5,  Sor/Wiz 6
Components:  V,  S,  M
Casting Time: 1 standard action
Range: Touch

Target: Creature touched
Duration: 1 min./level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

True Seeing

You confer on the subject the ability to see all things  as they actually are. The subject sees through normal and magical
darkness,  notices secret doors hidden by magic, sees the exact locations of creatures or objects under blur or
displacement effects,  sees invisible creatures or objects normally,  sees through illusions,  and sees the true form of
polymorphed, changed, or transmuted things.  Further,  the subject can focus its vision  to see into the Ethereal Plane (but
not into extradimensional spaces).  The range of true seeing conferred is  120 feet.  True seeing, however, does not
penetrate solid objects.  It in no way confers X-ray vision  or its equivalent.  It does not negate concealment,  including
that caused by fog and the like.  True seeing does not help the viewer see through mundane disguises,  spot  creatures who
are simply hiding, or notice secret doors hidden by mundane means. In addition,  the spell effects cannot be further
enhanced with known magic, so  one cannot use true seeing through a crystal ball or in conjunction with
clairaudience/clairvoyance.
Material Components:  An ointment for the eyes that costs 250 gp and is  made from mushroom powder, saffron,  and fat.

DC: 100-^ - 5 - 5 -^ -^ -^ -
Evocation [Evil]
Level: Clr 5,  Drd 5
Components:  V,  S,  M
Casting Time: 24 hours
Range: Touch
Area: 40-ft.  radius emanating from the touched point

Duration: Instantaneous
Saving Throw: See text
Spell Resistance: See text

Unhallow

Unhallow makes a particular site,  building,  or structure an unholy site.  This has three major effects.  First,  the site or
structure is  guarded by a magic circle against good effect.  Second,  all turning checks made to turn undead take a -4
penalty,  and turning checks to rebuke undead gain a +4 profane bonus.  Spell resistance does not apply to this  effect.
(This provision does not apply to the druid version of the spell.) Finally,  you may choose to fix a single spell effect to the
unhallowed site.  The spell effect lasts for one year and functions throughout the entire site,  regardless of its normal
duration and area or effect.  You may designate whether the effect applies to all creatures,  creatures that share your faith
or alignment, or creatures that adhere to another faith or alignment. At the end of the year,  the chosen effect lapses, but it
can be renewed or replaced simply by casting unhallow again.  Spell effects that may be tied to an unhallowed site
include aid, bane, bless, cause fear,  darkness,  daylight,  death ward, deeper darkness,  detect magic, detect good,
dimensional anchor,  discern lies,  dispel magic, endure elements, freedom of movement, invisibility  purge,  protection
from energy,  remove fear,  resist energy,  silence, tongues, and zone of truth. Saving throws and spell resistance might
apply to these spells'  effects.  (See the individual spell descriptions for details.) An area can receive only one unhallow
spell (and its associated spell effect) at a time. Unhallow counters but does not dispel hallow.
Material Components:  Herbs,  oils,  incense worth 1,000gp + 1,000gp/level of the spell to be tied to the area.



DC: 100-^ - 5 - 6 -^ -^ - 5 -
Conjuration (Creation) [Earth]
Level: Adp 5,  Clr 5,  Drd 6,  Earth 5,  Sor/Wiz 5
Components:  V,  S,  M/DF
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)

Effect: Stone wall whose area is  up to one 5-ft.  square/level
(S)
Duration: Instantaneous
Saving Throw: See text
Spell Resistance: No

Wall of Stone

This spell creates a wall of rock that merges into adjoining rock surfaces.  A wall of stone is  1 inch thick per four caster
levels and composed of up to one 5-foot square per level.  You can double the wall's area by halving its thickness.  The
wall cannot be conjured so  that it occupies the same space as a creature or another object.  Unlike a wall of iron,  you can
create a wall of stone in almost any shape you desire.  The wall created need not be vertical,  nor rest upon any firm
foundation; however, it must merge with and be solidly supported by existing stone. It can be used to bridge a chasm, for
instance,  or as a ramp.  For this  use, if the span is  more than 20 feet,  the wall must be arched and buttressed.  This
requirement reduces the spell's  area by half.  The wall can be crudely shaped to allow crenellations, battlements,  and so
forth by likewise reducing the area. Like any other stone wall,  this  one can be destroyed by a disintegrate spell or by
normal means such as breaking and chipping.  Each 5-foot square of the wall has 15 hit points  per inch of thickness and
hardness 8.  A section of wall whose hit points  drop to 0 is  breached.  If a creature tries to break through the wall with a
single attack,  the DC for the Strength check is  20 + 2 per inch of thickness.  It is  possible,  but difficult,  to trap mobile
opponents within or under a wall of stone, provided the wall is  shaped so  it can hold the creatures.  Creatures can avoid
entrapment with successful Reflex saves.
Arcane Material Components:  A small block of granite.
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