
DC: 100-^ - 7 -^ -^ -^ -^ -
Evocation [Evil,  Sonic]
Level: Clr 7,  Evil 7
Components:  V
Casting Time: 1 standard action
Range: 30 ft.
Area: Nonevil creatures in a 40-ft. -radius spread centered on
you

Duration: Instantaneous
Saving Throw: None or Will negates; see text
Spell Resistance: Yes

HD Effect
Equal to caster level Dazed
Up to caster level -1 Weakened, dazed
Up to caster level -5 Paralyzed,  weakened, dazed
Up to caster level -10 Killed,  paralyzed, weakened, dazed

Blasphemy

Any nonevil creature within the area of a blasphemy spell suffers the following ill effects.
The effects are cumulative and concurrent.  No saving throw is
allowed against these effects.  
Dazed: The creature can take no actions for 1 round, though it
defends itself normally.  
Weakened: The creature's  Strength score decreases by 2d6
points  for 2d4 rounds.
Paralyzed: The creature is  paralyzed and helpless for 1d10

minutes.
Killed: Living creatures die. Undead creatures are destroyed.
Furthermore, if you are on your home plane when you cast this  spell,  nonevil extraplanar creatures within the area are
instantly banished back to their home planes. Creatures so  banished cannot return for at least 24 hours. This effect takes
place regardless of whether the creatures hear the blasphemy. The banishment effect allows a Will save (at a -4 penalty)
to negate.  Creatures whose Hit Dice exceed your caster level are unaffected by blasphemy.

^ - 7 - 7 -^ -^ - 7 -
Transmutation
Level: Air 7,  Clr 7,  Drd 7,  Sor/Wiz 7
Components:  V,  S
Casting Time: 10 minutes; see text
Range: 2 miles
Area: 2-mile-radius circle, centered on you; see text

Duration: 4d12 hours; see text
Saving Throw: None
Spell Resistance: No

Season Possible  Weather
Spring Tornado,  thunderstorm, sleet storm,  or hot weather
Summer Torrential rain, heat wave, or hailstorm
Autumn Hot or cold weather,  fog, or sleet
Winter Frigid  cold,  blizzard, or thaw
Late winter Hurricane-force winds or early spring (coastal area)

Control Weather

You change the weather in the local area. It takes 10 minutes to cast the spell and an additional 10 minutes for the effects
to manifest.  You can call forth weather appropriate to the climate and season of the area you are in.

You control the general tendencies of the weather,  such
as the direction and intensity of the wind. You cannot
control specific applications of the weather-where
lightning strikes,  for example,  or the exact path of a
tornado.  When you select a certain weather condition to
occur, the weather assumes that condition 10 minutes
later (changing gradually, not abruptly). The weather
continues as you left it for the duration, or until you use

a standard action to designate a new kind of weather (which fully manifests itself 10 minutes later).  Contradictory
conditions are not possible simultaneously.  Control weather can do away with atmospheric phenomena (naturally
occurring or otherwise) as well as create them. A druid casting this  spell doubles the duration and affects a circle with a
3-mile radius.

DC: 100-^ - 7 - 8 -^ -^ -^ -
Conjuration (Healing)
Level: Clr 7,  Drd 8
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 Serious Wounds, Mass

This spell functions like mass cure light wounds,  except that it cures 3d8 points  of damage +1 point per caster level
(maximum +35).

DC: 100-^ - 7 -^ -^ -^ -^ -
Necromancy [Death]
Level: Clr 7,  Death 7
Components:  V,  S,  F
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

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

Destruction

This spell instantly slays the subject and consumes its remains (but not its equipment and possessions)  utterly.  If the
target's Fortitude saving throw succeeds, it instead takes 10d6 points  of damage. The only way to restore life to a
character who has failed to save against this  spell is  to use true resurrection, a carefully worded wish  spell followed by
resurrection, or miracle.
Focus:  A special holy (or unholy) symbol of silver marked with verses of anathema (cost 500 gp).

DC: 100-^ - 7 -^ -^ -^ -^ -
Evocation [Lawful, Sonic]
Level: Clr 7,  Law 7
Components:  V
Casting Time: 1 standard action
Range: 40 ft.
Area: Nonlawful creatures in a 40-ft. -radius spread centered
on you

Duration: Instantaneous
Saving Throw: None or Will negates; see text
Spell Resistance: Yes

HD Effect
Equal to caster level Deafened
Up to caster level -1 Slowed, deafened
Up to caster level -5 Paralyzed,  slowed,  deafened
Up to caster level -10 Killed,  paralyzed, slowed,  deafened

Dictum

Any nonlawful creature within the area of a dictum spell suffers the following ill effects.
The effects are cumulative and concurrent.  No saving throw
is  allowed against these effects.
Deafened: The creature is  deafened for 1d4 rounds.
Slowed: The creature is  slowed,  as by the slow spell,  for 2d4
rounds.
Paralyzed: The creature is  paralyzed and helpless for 1d10
minutes.

Killed: Living creatures die. Undead creatures are destroyed.
Furthermore, if you are on your home plane when you cast this  spell,  nonlawful extraplanar creatures within the area are
instantly banished back to their home planes. Creatures so  banished cannot return for at least 24 hours. This effect takes
place regardless of whether the creatures hear the dictum. The banishment effect allows a Will save (at a -4 penalty) to
negate.  Creatures whose HD exceed your caster level are unaffected by dictum.

^ - 7 -^ -^ -^ - 7 -
Transmutation
Level: Clr 7,  Sor/Wiz 7
Components:  V,  S
Casting Time: 1 standard action
Range: Personal

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

Ethereal Jaunt

You become ethereal,  along with your equipment. For the duration of the spell,  you are in a place called the Ethereal
Plane, which overlaps the normal,  physical,  Material Plane. When the spell expires, you return to material existence.  An
ethereal creature is  invisible, insubstantial,  and capable of moving in any direction, even up or down, albeit at half
normal speed.  As  an insubstantial creature, you can move through solid objects,  including living  creatures.  An ethereal
creature can see and hear on the Material Plane, but everything looks gray and ephemeral.  Sight  and hearing onto the
Material Plane are limited to 60 feet.  Force effects and abjurations affect an ethereal creature normally.  Their effects
extend onto the Ethereal Plane from the Material Plane, but not vice versa. An ethereal creature can't attack material
creatures,  and spells you cast while ethereal affect only other ethereal things.  Certain material creatures or objects have
attacks or effects that work on the Ethereal Plane. Treat other ethereal creatures and ethereal objects as if they were
material.  If you end the spell and become material while inside a material object (such as a solid wall),  you are shunted
off to the nearest open space and take 1d6 points  of damage per 5 feet that you so  travel.



DC: 100-^ - 7 -^ -^ -^ -^ -
Evocation [Good, Sonic]
Level: Clr 7,  Good 7
Components:  V
Casting Time: 1 standard action
Range: 40 ft.
Area: Nongood creatures in a 40-ft. -radius spread centered
on you

Duration: Instantaneous
Saving Throw: None or Will negates; see text
Spell Resistance: Yes

HD Effect
Equal to caster level Deafened
Up to caster level -1 Blinded,  deafened
Up to caster level -5 Paralyzed,  blinded, deafened
Up to caster level -10 Killed,  paralyzed, blinded, deafened

Holy Word

Any nongood creature within the area that hears the holy word suffers the following ill effects.
The effects are cumulative and concurrent.  No saving throw
is  allowed against these effects.
Deafened: The creature is  deafened for 1d4 rounds.
Blinded: The creature is  blinded for 2d4 rounds.
Paralyzed: The creature is  paralyzed and helpless for 1d10
minutes.
Killed: Living creatures die. Undead creatures are destroyed.

Furthermore, if you are on your home plane when you cast this  spell,  nongood extraplanar creatures within the area are
instantly banished back to their home planes. Creatures so  banished cannot return for at least 24 hours. This effect takes
place regardless of whether the creatures hear the holy word.  The banishment effect allows a Will save (at a -4 penalty) to
negate.  Creatures whose HD exceed your caster level are unaffected by holy word.

DC: 100-^ - 7 -^ -^ -^ -^ -
Necromancy
Level: Clr 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
Spell Resistance: Yes

Inflict Serious Wounds, Mass

This spell functions like mass inflict light wounds,  except that it deals 3d8 points  of damage +1 point per caster level
(maximum +35).

^ - 7 -^ -^ -^ - 9 -
Conjuration (Teleportation)
Level: Clr 7,  Sor/Wiz 9
Components:  V,  S,  M
Casting Time: 1 standard action
Range: Touch

Target: Object touched
Duration: Permanent until discharged
Saving Throw: None
Spell Resistance: No

Refuge

You create powerful magic in some specially prepared object.  This object contains the power to instantly transport its
possessor across any distance within the same plane to your abode.  Once the item is  transmuted, you must give it
willingly to a creature and at the same time inform it of a command word to be spoken when the item is  used.  To make
use of the item, the subject speaks the command word at the same time that it rends or breaks the item (a standard action).
When this  is  done,  the individual and all objects it is  wearing and carrying (to a maximum of the character's  heavy load)
are instantly transported to your abode.  No other creatures are affected (aside from a familiar that is  touching the
subject).  You can alter the spell when casting it so  that it transports you to within 10 feet of the possessor of the item
when it is  broken and the command word spoken.  You will have a general idea of the location and situation of the item
possessor at the time the refuge spell is  discharged, but once you decide to alter the spell in this  fashion,  you have no
choice whether or not to be transported.
Material Components:  The specially prepared object,  whose construction requires gems worth 1,500 gp.

DC: 100-^ - 7 - 9 -^ -^ -^ -
Conjuration (Healing)
Level: Clr 7,  Drd 9,  Healing 7
Components:  V,  S,  DF
Casting Time: 3 full rounds
Range: Touch

Target: Living creature touched
Duration: Instantaneous
Saving Throw: Fortitude negates (harmless)
Spell Resistance: Yes (harmless)

Regenerate

The subject's severed body members (fingers, toes,  hands, feet,  arms,  legs,  tails,  or even heads of multiheaded
creatures),  broken bones, and ruined organs grow back. After the spell is  cast,  the physical regeneration is  complete in 1
round if the severed members are present and touching the creature. It takes 2d10 rounds otherwise. Regenerate also
cures 4d8 points  of damage +1 point per caster level (maximum +35),  rids the subject of exhaustion and/or fatigue, and
eliminates all nonlethal damage the subject has taken.  It has no effect on nonliving creatures (including undead).

DC: 100-^ - 7 -^ -^ -^ - 6 -
Abjuration
Level: Clr 7,  Protection 7,  Sor/Wiz 6
Components:  V,  S,  F/DF
Casting Time: 1 standard action
Range: Up to 10 ft./level
Area: Up to 10-ft. -radius/level emanation centered on you

Duration: 1 round/level (D)
Saving Throw: Will negates
Spell Resistance: Yes

Repulsion

An invisible, mobile field surrounds you and prevents creatures from approaching you.  You decide how big the field is
at the time of casting (to the limit  your level allows).  Any creature within or entering the field must attempt a save. If it
fails,  it becomes unable to move toward you for the duration of the spell.  Repelled creatures'  actions are not otherwise
restricted.  They can fight other creatures and can cast spells and attack you with ranged weapons.  If you move closer to
an affected creature, nothing happens.  (The creature is  not forced back.) The creature is  free to make melee attacks
against you if you come within reach.  If a repelled creature moves away from you and then tries to turn back toward you,
it cannot move any closer if it is  still within the spell's  area.

DC: 100-^ - 7 -^ -^ -^ -^ -
Conjuration (Healing)
Level: Clr 7
Components:  V,  S,  XP
Casting Time: 10 minutes
Range: Touch

Target: Creature touched
Duration: Instantaneous
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

Restoration, Greater

This spell functions like lesser restoration,  except that it dispels all negative levels afflicting the healed creature. This
effect also reverses level drains by a force or creature, restoring the creature to the highest level it had previously attained.
The drained levels are restored only if the time since the creature lost  the level is  no more than one week per caster level.
Greater restoration also dispels all magical effects penalizing the creature's  abilities,  cures all temporary ability damage,
and restores all points  permanently drained from all ability scores.  It also eliminates fatigue and exhaustion, and removes
all forms of insanity,  confusion,  and similar mental effects.  Greater restoration does not restore levels or Constitution
points  lost  due to death.



^ - 7 -^ -^ -^ -^ -
Conjuration (Healing)
Level: Clr 7
Components:  V,  S,  M,  DF
Casting Time: 10 minutes
Range: Touch

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

Resurrection

This spell functions like raise dead, except that you are able to restore life and complete strength to any deceased creature.
The condition of the remains is  not a factor.  So long as some small portion of the creature's  body still exists,  it can be
resurrected, but the portion receiving the spell must have been part of the creature's  body at the time of death.  (The
remains of a creature hit by a disintegrate spell count as a small portion of its body.) The creature can have been dead no
longer than 10 years per caster level.  Upon completion of the spell,  the creature is  immediately restored to full hit points,
vigor, and health, with no loss  of prepared spells.  However, the subject loses one level,  or 2 points  of Constitution if the
subject was 1st  level.  (If this  reduction would bring its Con to 0 or lower,  it can't be resurrected).  This level loss  or
Constitution loss  cannot be repaired by any means. You can resurrect someone killed by a death effect or someone who
has been turned into an undead creature and then destroyed. You cannot resurrect someone who has died of old age.
Constructs,  elementals,  outsiders,  and undead creatures can't be resurrected.
Material Components:  A sprinkle of holy water and diamonds worth a total of at least 10,000 gp.

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.

^ - 7 -^ -^ -^ - 7 -
Conjuration (Summoning)
Level: Clr 7,  Sor/Wiz 7
Components:  V,  S,  F/DF
Casting Time: 1 round
Range: Close (25 ft.  +  5 ft./2 levels)

Effect: One summoned creature
Duration: 1 round/level (D)
Saving Throw: None
Spell Resistance: No

Summon Monster VII

This spell functions like summon monster I,  except that you can summon one creature from the 7th-level list,  1d3
creatures of the same kind from the 6th-level list,  or 1d4+1 creatures of the same kind from a lower-level list.

7th  Level
Celestial elephant LG
Avoral (guardinal) NG
Celestial baleen whale[1] NG
Djinni (genie) CG
Elemental,  Huge (any) N
Invisible stalker N
Devil,  bone LE
Fiendish  megaraptor LE
Fiendish  monstrous scorpion, Huge NE
Babau (demon) CE
Fiendish  giant octopus[1] CE
Fiendish  girallon CE

8th  Level
Celestial dire bear LG
Celestial cachalot whale[1] NG
Celestial triceratops NG
Lillend CG
Elemental,  greater (any) N
Fiendish  giant squid[1] LE
Hellcat LE
Fiendish  monstrous centipede,  Colossal NE
Fiendish  dire tiger CE
Fiendish  monstrous spider, Gargantuan CE
Fiendish  tyrannosaurus CE
Vrock (demon) CE

Summon Monster Table

DC: 100-^ - 7 -^ -^ -^ - 7 -
Enchantment (Compulsion) [Mind-Affecting]
Level: Clr 7,  Sor/Wiz 7
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 Stunning

This spell functions like symbol of death,  except that all creatures within 60 feet of a symbol of stunning  instead become
stunned for 1d6 rounds.  Note: Magic traps such as symbol of stunning  are hard to detect and disable.  A rogue (only) can
use the Search skill to find a symbol of stunning  and Disable Device to thwart it.  The DC in each case is  25 + spell level,
or 32 for symbol of stunning.
Material Components:  Mercury and phosphorus,  plus  powdered diamond and opal with a total value of at least 5,000 gp.

DC: 100-^ - 7 -^ -^ -^ - 7 -
Necromancy [Death]
Level: Clr 7,  Sor/Wiz 7
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 Weakness

This spell functions like symbol of death,  except that every creature within 60 feet of a symbol of weakness instead
suffers crippling weakness that deals 3d6 points  of Strength damage. Unlike symbol of death,  symbol of weakness has
no hit point limit; once triggered,  a symbol of weakness simply remains active for 10 minutes per caster level.  Note:
Magic traps such as symbol of weakness are hard to detect and disable.  A rogue (only) can use the Search skill to find a
symbol of weakness and Disable Device to thwart it.  The DC in each case is  25 + spell level,  or 32 for symbol of
weakness.
Material Components:  Mercury and phosphorus,  plus  powdered diamond and opal with a total value of at least 5,000 gp.



DC: 100-^ - 7 -^ -^ -^ -^ -
Evocation [Chaotic, Sonic]
Level: Chaos 7,  Clr 7
Components:  V
Casting Time: 1 standard action
Range: 40 ft.
Area: Nonchaotic creatures in a 40-ft. - radius spread
centered on you

Duration: Instantaneous
Saving Throw: None or Will negates; see text
Spell Resistance: Yes

HD Effect
Equal to caster level Deafened
Up to caster level -1 Stunned,  deafened
Up to caster level -5 Confused,  stunned, deafened
Up to caster level -10 Killed,  confused,  stunned, deafened

Word of Chaos

Any nonchaotic creature within the area who hears the word of chaos suffers the following ill effects.  The effects are
cumulative and concurrent.  No saving throw is  allowed against these effects.
Deafened: The creature is  deafened for 1d4 rounds.  Stunned: The creature is  stunned for 1 round. Confused: The creature
is  confused,  as by the confusion spell,  for 1d10 minutes.  This is  a mind-affecting enchantment effect.  Killed: Living
creatures die. Undead creatures are destroyed.

Furthermore, if you are on your home plane when you cast
this  spell,  nonchaotic extraplanar creatures within the area
are instantly banished back to their home planes. Creatures so
banished cannot return for at least 24 hours. This effect takes
place regardless of whether the creatures hear the word of
chaos.  The banishment effect allows a Will save (at a -4
penalty) to negate.  Creatures whose HD exceed your caster

level are unaffected by word of chaos.
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