
^ - 8 -^ -^ -^ - 6 -
Abjuration
Level: Clr 8,  Magic 6,  Protection 6,  Sor/Wiz 6
Components:  V,  S,  M/DF
Casting Time: 1 standard action
Range: 10 ft.
Area: 10-ft. -radius emanation,  centered on you

Duration: 10 min./level (D)
Saving Throw: None
Spell Resistance: See text

Antimagic Field

An invisible barrier surrounds you and moves with you.  The space within this  barrier is  impervious to most magical
effects,  including spells,  spell-like abilities,  and supernatural abilities.  Likewise, it prevents the functioning of any magic
items or spells within its confines.  An antimagic field suppresses any spell or magical effect used within, brought into, or
cast into the area, but does not dispel it.  Time spent within an antimagic field counts against the suppressed spell's
duration. Summoned creatures of any type and incorporeal undead wink out if they enter an antimagic field.  They
reappear in the same spot  once the field goes away. Time spent winked out counts normally against the duration of the
conjuration that is  maintaining the creature. If you cast antimagic field in an area occupied by a summoned creature that
has spell resistance,  you must make a caster level check (1d20 + caster level) against the creature's  spell resistance to
make it wink out.  (The effects of instantaneous conjurations are not affected by an antimagic field because the
conjuration itself is  no longer in effect,  only its result.) A normal creature can enter the area, as can normal missiles.
Furthermore, while a magic sword does not function magically within the area, it is  still a sword (and a masterwork sword
at that).  

Antimagic Field (continued)
The spell has no effect on golems and other constructs that are imbued with magic during their creation process and are
thereafter self-supporting (unless they have been summoned,  in which case they are treated like any other summoned
creatures).  Elementals, corporeal undead, and outsiders are likewise unaffected unless summoned.  These creatures'  spell-
like or supernatural abilities,  however, may be temporarily nullified by the field.  Dispel magic does not remove the field.
Two or more antimagic fields sharing any of the same space have no effect on each other.  Certain spells,  such as wall of
force,  prismatic sphere,  and prismatic wall,  remain unaffected by antimagic field (see the individual spell descriptions).
Artifacts and deities are unaffected by mortal magic such as this.  Should a creature be larger than the area enclosed by the
barrier,  any part of it that lies outside the barrier is  unaffected by the field.

DC: 100-^ - 8 -^ -^ -^ -^ -
Abjuration [Chaotic]
Level: Chaos 8,  Clr 8
Components:  V,  S,  F
Casting Time: 1 standard action
Range: 20 ft.

Target: One creature/level in a 20-ft. -radius burst centered
on you
Duration: 1 round/level (D)
Saving Throw: See text
Spell Resistance: Yes (harmless)

Cloak of Chaos

A random pattern of color surrounds the subjects, protecting them from attacks, granting them resistance to spells cast by
lawful creatures,  and causing lawful creatures that strike the subjects to become confused.  This abjuration has four
effects.  First,  each warded creature gains a +4 deflection bonus to AC and a +4 resistance bonus on saves.  Unlike
protection from law, the benefit of this  spell applies against all attacks, not just  against attacks by lawful creatures.
Second,  each warded creature gains spell resistance 25 against lawful spells and spells cast by lawful creatures.  Third, the
abjuration blocks possession and mental influence,  just  as protection from law does.  Finally,  if a lawful creature
succeeds on a melee attack against a warded creature, the offending attacker is  confused for 1 round (Will save negates,
as with the confusion spell,  but against the save DC of cloak of chaos).
Focus:  A tiny reliquary containing some sacred relic, such as a scrap of parchment from a chaotic text.  The reliquary
costs at least 500 gp.

^ - 8 -^ -^ -^ - 8 -
Necromancy [Evil]
Level: Clr 8,  Death 8,  Sor/Wiz 8
Components:  V,  S,  M
Casting Time: 1 hour
Range: Close (25 ft.  +  5 ft./2 levels)

Target: One corpse
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

Caster Level Undead Created
15th or lower Shadow
16th-17th Wraith
18th-19th Spectre
20th or higher Devourer

Create Greater Undead

This spell functions like create undead, except that you can create more powerful and intelligent sorts  of undead:
shadows, wraiths,  spectres, and devourers.  The type or types of undead you can create is  based on your caster level,  as
shown on the table below.

DC: 100-^ - 8 - 9 -^ -^ -^ -
Conjuration (Healing)
Level: Clr 8,  Drd 9,  Healing 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 Critical Wounds, Mass

This spell functions like mass cure light wounds,  except that it cures 4d8 points  of damage +1 point per caster level
(maximum +40).

^ - 8 -^ -^ -^ - 8 -
Abjuration
Level: Clr 8,  Sor/Wiz 8
Components:  V,  S
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)
Area: 20-ft. -radius emanation centered on a point in space

Duration: One day/level
Saving Throw: None
Spell Resistance: Yes

Dimensional Lock

You create a shimmering emerald barrier that completely blocks extradimensional travel.  Forms of movement barred
include astral projection,  blink,  dimension door,  ethereal jaunt, etherealness, gate, maze, plane shift,  shadow walk,
teleport,  and similar spell-like or psionic abilities.  Once dimensional lock is  in place, extradimensional travel into or out
of the area is  not possible.  A dimensional lock does not interfere with the movement of creatures already in ethereal or
astral form when the spell is  cast,  nor does it block extradimensional perception or attack forms. Also,  the spell does not
prevent summoned creatures from disappearing at the end of a summoning spell.



^ - 8 -^ -^ -^ - 8 -
Divination
Level: Clr 8,  Knowledge 8,  Sor/Wiz 8
Components:  V,  S,  DF
Casting Time: 10 minutes
Range: Unlimited

Target: One creature or object
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

Discern Location

A discern location spell is  among the most powerful means of locating creatures or objects.  Nothing short of a mind
blank spell or the direct intervention of a deity keeps you from learning the exact location of a single individual or object.
Discern location circumvents normal means of protection from scrying or location. The spell reveals the name of the
creature or object's  location (place, name,  business name,  building  name,  or the like),  community, county (or similar
political division), country,  continent,  and the plane of existence where the target lies.  To find a creature with the spell,
you must have seen the creature or have some item that once belonged to it.  To find an object,  you must have touched it
at least once.

DC: 100-^ - 8 - 8 -^ -^ -^ -
Evocation [Earth]
Level: Clr 8,  Destruction 8,  Drd 8,  Earth 7
Components:  V,  S,  DF
Casting Time: 1 standard action
Range: Long (400 ft.  +  40 ft./level)
Area: 80-ft. -radius spread (S)

Duration: 1 round
Saving Throw: See text
Spell Resistance: No

Earthquake

When you cast earthquake,  an intense but highly localized tremor rips the ground.  The shock knocks creatures down,
collapses structures, opens cracks in the ground,  and more.  The effect lasts for 1 round, during which time creatures on
the ground can't move or attack.  A spellcaster on the ground must make a Concentration check (DC 20 + spell level) or
lose any spell he or she tries to cast.  The earthquake affects all terrain,  vegetation,  structures, and creatures in the area.
The specific effect of an earthquake spell depends on the nature of the terrain where it is  cast.  Cave,  Cavern, or Tunnel:
The spell collapses the roof, dealing 8d6 points  of bludgeoning damage to any creature caught under the cave-in (Reflex
DC 15 half ) and pinning that creature beneath the rubble (see below). An earthquake cast on the roof of a very large
cavern could also endanger those outside the actual area but below the falling debris.  Cliffs: Earthquake causes a cliff to
crumble,  creating a landslide that travels horizontally as far as it fell vertically. Any creature in the path takes 8d6 points
of bludgeoning damage (Reflex DC 15 half ) and is  pinned beneath the rubble (see below). 

Earthquake (continued)
Open Ground: Each creature standing in the area must make a DC 15 Reflex save or fall down. Fissures open in the earth,
and every creature on the ground has a 25% chance to fall into one (Reflex DC 20 to avoid a fissure).  At the end of the
spell,  all fissures grind shut,  killing any creatures still trapped within. Structure: Any structure standing on open ground
takes 100 points  of damage, enough to collapse a typical wooden or masonry building,  but not a structure built of stone
or reinforced masonry. Hardness does not reduce this  damage, nor is  it halved as damage dealt to objects normally is.
Any creature caught inside a collapsing structure takes 8d6 points  of bludgeoning damage (Reflex DC 15 half ) and is
pinned beneath the rubble (see below). River, Lake, or Marsh: Fissures open underneath the water,  draining away the
water from that area and forming muddy ground.  Soggy marsh or swampland becomes quicksand for the duration of the
spell,  sucking down creatures and structures. Each creature in the area must make a DC 15 Reflex save or sink  down in
the mud and quicksand.  At the end of the spell,  the rest of the body of water rushes in to replace the drained water,
possibly  drowning those caught in the mud. Pinned beneath Rubble: Any creature pinned beneath rubble takes 1d6 points
of nonlethal damage per minute while pinned.  If a pinned character falls unconscious,  he or she must make a DC 15
Constitution check or take 1d6 points  of lethal damage each minute thereafter until freed or dead.

DC: 100-^ - 8 - 7 -^ -^ -^ -
Evocation [Fire]
Level: Clr 8,  Drd 7,  Fire 7
Components:  V,  S
Casting Time: 1 round
Range: Medium (100 ft.  +  10 ft./level)
Area: Two 10-ft.  cubes per level (S)

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

Fire Storm

When a fire storm spell is  cast,  the whole area is  shot  through with sheets of roaring flame.  The raging flames do not
harm natural vegetation,  ground cover, and any plant creatures in the area that you wish  to exclude from damage. Any
other creature within the area takes 1d6 points  of fire damage per caster level (maximum 20d6).

DC: 100-^ - 8 -^ -^ -^ -^ -
Abjuration [Good]
Level: Clr 8,  Good 8
Components:  V,  S,  F
Casting Time: 1 standard action
Range: 20 ft.

Target: One creature/level in a 20-ft. -radius burst centered
on you
Duration: 1 round/level (D)
Saving Throw: See text
Spell Resistance: Yes (harmless)

Holy Aura

A brilliant divine radiance surrounds the subjects, protecting them from attacks, granting them resistance to spells cast by
evil creatures,  and causing evil creatures to become blinded when they strike the subjects. This abjuration has four
effects.  First,  each warded creature gains a +4 deflection bonus to AC and a +4 resistance bonus on saves.  Unlike
protection from evil,  this  benefit applies against all attacks, not just  against attacks by evil creatures.  Second,  each
warded creature gains spell resistance 25 against evil spells and spells cast by evil creatures.  Third, the abjuration blocks
possession and mental influence,  just  as protection from evil does.  Finally,  if an evil creature succeeds on a melee attack
against a warded creature, the offending attacker is  blinded (Fortitude save negates, as blindness/deafness,  but against
holy aura's save DC).
Focus:  A tiny reliquary containing some sacred relic. The reliquary costs at least 500 gp.

DC: 100-^ - 8 -^ -^ -^ -^ -
Necromancy
Level: Clr 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
Spell Resistance: Yes

Inflict Critical Wounds, Mass

This spell functions like mass inflict light wounds,  except that it deals 4d8 points  of damage +1 point per caster level
(maximum +40).



^ - 8 -^ -^ -^ -^ -
Conjuration (Calling)
Level: Clr 8
Components:  V,  S,  DF,  XP
Casting Time: 10 minutes
Range: Close (25 ft.  +  5 ft./2 levels)

Effect: Up to three called elementals or outsiders,  totaling
no more than 18 HD, no two of which can be more than 30
ft.  apart when they appear.
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

Planar Ally, Greater

This spell functions like lesser planar ally,  except that you may call a single creature of 18 HD or less,  or up to three
creatures of the same kind whose Hit Dice total no more than 18. The creatures agree to help you and request your return
payment together.

DC: 100-^ - 8 -^ -^ -^ -^ -
Abjuration [Lawful]
Level: Clr 8,  Law 8
Components:  V,  S,  F
Casting Time: 1 standard action
Range: 20 ft.

Target: One creature/level in a 20-ft. -radius burst centered
on you
Duration: 1 round/level (D)
Saving Throw: See text
Spell Resistance: Yes (harmless)

Shield of Law

A dim, blue glow surrounds the subjects, protecting them from attacks, granting them resistance to spells cast by chaotic
creatures,  and slowing chaotic creatures when they strike the subjects. This abjuration has four effects.  First,  each
warded creature gains a +4 deflection bonus to AC and a +4 resistance bonus on saves.  Unlike protection from chaos,
this  benefit applies against all attacks, not just  against attacks by chaotic creatures.  Second,  a warded creature gains spell
resistance 25 against chaotic spells and spells cast by chaotic creatures.  Third, the abjuration blocks possession and
mental influence,  just  as protection from chaos does.  Finally,  if a chaotic creature succeeds on a melee attack against a
warded creature, the attacker is  slowed (Will save negates, as the slow spell,  but against shield of law's  save DC).
Focus:  A tiny reliquary containing some sacred relic, such as a scrap of parchment from a lawful text.  The reliquary costs
at least 500 gp.

DC: 100-^ - 8 -^ -^ -^ -^ -
Abjuration
Level: Clr 8
Components:  V,  S,  DF
Casting Time: 1 standard action
Range: Touch

Target: Creature touched
Duration: 10 min./level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

Spell Immunity, Greater

This spell functions like spell immunity,  except the immunity  applies to spells of 8th level or lower.  A creature can have
only one spell immunity  or greater spell immunity  spell in effect on it at a time.

^ - 8 -^ -^ -^ - 8 -
Conjuration (Summoning)
Level: Clr 8,  Sor/Wiz 8
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 VIII

This spell functions like summon monster I,  except that you can summon one creature from the 8th-level list,  1d3
creatures of the same kind from the 7th-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-^ - 8 -^ -^ -^ - 8 -
Necromancy [Death]
Level: Clr 8,  Sor/Wiz 8
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 Death

This spell allows you to scribe a potent rune of power upon a surface. When triggered,  a symbol of death slays one or
more creatures within 60 feet of the symbol (treat as a burst) whose combined total current hit points  do not exceed 150.
The symbol of death affects the closest creatures first,  skipping  creatures with too many hit points  to affect.  Once
triggered,  the symbol becomes active and glows,  lasting for 10 minutes per caster level or until it has affected 150 hit
points' worth of creatures,  whichever comes first.  Any creature that enters the area while the symbol of death is  active is
subject to its effect,  whether or not that creature was in the area when it was triggered.  A creature need save against the
symbol only once as long as it remains within the area, though if it leaves the area and returns while the symbol is  still
active,  it must save again.  Until it is  triggered,  the symbol of death is  inactive (though visible and legible at a distance of
60 feet).  To be effective,  a symbol of death must always be placed in plain sight and in a prominent location. Covering or
hiding the rune renders the symbol of death ineffective,  unless a creature removes the covering,  in which case the symbol
of death works normally.  As  a default,  a symbol of death is  triggered whenever a creature does one or more of the
following, as you select: looks at the rune; reads the rune; touches the rune; passes over the rune; or passes through a
portal bearing the rune. Regardless of the trigger method or methods chosen, a creature more than 60 feet from a symbol
of death can't trigger it (even if it meets one 



Symbol  of Death (continued)
or more of the triggering conditions,  such as reading the rune). Once the spell is  cast,  a symbol of death's triggering
conditions cannot be changed. In this  case,  "reading" the rune means any attempt to study it,  identify it,  or fathom its
meaning. Throwing a cover over a symbol of death to render it inoperative triggers it if the symbol reacts to touch. You
can't use a symbol of death offensively; for instance,  a touch-triggered symbol of death remains untriggered if an item
bearing the symbol of death is  used to touch a creature. Likewise, a symbol of death cannot be placed on a weapon and
set to activate when the weapon strikes a foe.  You can also set special triggering limitations of your own.  These can be
as simple or elaborate as you desire.  Special conditions for triggering a symbol of death can be based on a creature's
name,  identity,  or alignment, but otherwise must be based on observable actions or qualities.  Intangibles such as level,
class,  Hit Dice, and hit points  don't qualify.  When scribing a symbol of death,  you can specify a password or phrase that
prevents a creature using it from triggering the effect.  Anyone using the password remains immune to that particular
rune's  effects so  long as the creature remains within 60 feet of the rune. If the creature leaves the radius and returns later,
it must use the password again.  You also can attune any number of creatures to the symbol of death,  but doing this  can
extend the casting time. Attuning one or two creatures takes negligible time, and attuning a small group (as many as ten
creatures) extends the casting time to 1 hour.  Attuning a large group (as many as twenty-five creatures) takes 24 hours.
Attuning larger groups takes proportionately longer. Any creature attuned to a symbol of death cannot trigger it and is
immune to its effects,  even if within its radius when triggered.  You are automatically considered attuned to your own
symbols  of death,  and thus  always ignore the effects and cannot inadvertently trigger them. Read magic allows you to
identify a symbol of death with a DC 19 Spellcraft check. Of course,  if the symbol of death is  set to be triggered by
reading it,  this  will trigger the symbol.  A symbol of death can be removed by a successful dispel magic targeted solely on
the rune. An erase spell has no effect on a symbol of death.  Destruction of the surface where a symbol of death is

Symbol  of Death (continued)
inscribed destroys the symbol but also triggers it.  Symbol  of death can be made permanent with a permanency spell.  A
permanent symbol of death that is  disabled or that has affected its maximum number of hit points  becomes inactive for
10 minutes,  then can be triggered again as normal.  Note: Magic traps such as symbol of death are hard to detect and
disable.  A rogue (only) can use the Search skill to find a symbol of death and Disable Device to thwart it.  The DC in
each case is  25 + spell level,  or 33 for symbol of death.
Material Components:  Mercury and phosphorus,  plus  powdered diamond and opal with a total value of at least 5,000 gp
each.

DC: 100-^ - 8 -^ -^ -^ - 8 -
Enchantment (Compulsion) [Mind-Affecting]
Level: Clr 8,  Sor/Wiz 8
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 Insanity

This spell functions like symbol of death,  except that all creatures within the radius of the symbol of insanity instead
become permanently insane (as the insanity spell).  Unlike symbol of death,  symbol of insanity has no hit point limit;
once triggered,  a symbol of insanity simply remains active for 10 minutes per caster level.  Note: Magic traps such as
symbol of insanity are hard to detect and disable.  A rogue (only) can use the Search skill to find a symbol of insanity and
Disable Device to thwart it.  The DC in each case is  25 + spell level,  or 33 for symbol of insanity.
Material Components:  Mercury and phosphorus,  plus  powdered diamond and opal with a total value of at least 5,000 gp.

DC: 100-^ - 8 -^ -^ -^ -^ -
Abjuration [Evil]
Level: Clr 8,  Evil 8
Components:  V,  S,  F
Casting Time: 1 standard action
Range: 20 ft.

Target: One creature/level in a 20-ft. -radius burst centered
on you
Duration: 1 round/level (D)
Saving Throw: See text
Spell Resistance: Yes (harmless)

Unholy Aura

A malevolent darkness surrounds the subjects, protecting them from attacks, granting them resistance to spells cast by
good creatures,  and weakening good creatures when they strike the subjects. This abjuration has four effects.  First,  each
warded creature gains a +4 deflection bonus to AC and a +4 resistance bonus on saves.  Unlike the effect of protection
from good, this  benefit applies against all attacks, not just  against attacks by good creatures.  Second,  a warded creature
gains spell resistance 25 against good spells and spells cast by good creatures.  Third, the abjuration blocks possession and
mental influence,  just  as protection from good does.  Finally,  if a good creature succeeds on a melee attack against a
warded creature, the offending attacker takes 1d6 points  of temporary Strength damage (Fortitude negates).
Focus:  A tiny reliquary containing some sacred relic, such as a piece of parchment from an unholy text.  The reliquary
costs at least 500 gp.
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