
^ -^ -^ -^ -^ - 6 -
Conjuration (Creation) [Acid]
Level: Sor/Wiz 6,  Water 7
Components:  V,  S,  M/DF
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)

Effect: Fog  spreads in 20-ft.  radius, 20 ft.  high
Duration: 1 round/level
Saving Throw: None
Spell Resistance: No

Acid Fog

Acid fog creates a billowing mass of misty  vapors similar to that produced by a solid fog spell.  In addition to slowing
creatures down and obscuring sight,  this  spell's  vapors are highly acidic.  Each round on your turn,  starting when you cast
the spell,  the fog deals 2d6 points  of acid damage to each creature and object within it.
Arcane Material Components:  A pinch of dried,  powdered peas combined with powdered animal hoof.

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.

^ - 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-^ - 6 - 6 -^ -^ - 6 -
Transmutation
Level: Clr 6,  Drd 6,  Sor/Wiz 6
Components:  V,  S,  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

Bear's Endurance, Mass

This spell functions like bear's endurance, except that it affects multiple creatures.

DC: 100-^ - 6 - 6 -^ -^ - 6 -
Transmutation
Level: Clr 6,  Drd 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 (harmless)

Bull's Strength, Mass

This spell functions like bull's  strength, except that it affects multiple creatures.



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 -
Evocation [Electricity]
Level: Air 6,  Sor/Wiz 6
Components:  V,  S,  F
Casting Time: 1 standard action
Range: Long (400 ft.  +  40 ft./level)

Target: One primary target,  plus  one secondary target/level
(each of which must be within 30 ft.  of the primary target)
Duration: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes

Chain Lightning

This spell creates an electrical discharge that begins as a single stroke commencing from your fingertips.  Unlike
lightning bolt,  chain lightning strikes one object or creature initially, then arcs to other targets. The bolt deals 1d6 points
of electricity damage per caster level (maximum 20d6) to the primary target.  After it strikes,  lightning can arc to a
number of secondary targets equal to your caster level (maximum 20). The secondary bolts each strike one target and
deal half as much damage as the primary one did (rounded down). Each target can attempt a Reflex saving throw for half
damage. You choose secondary targets as you like,  but they must all be within 30 feet of the primary target,  and no
target can be struck more than once. You can choose to affect fewer secondary targets than the maximum.
Focus:  A bit of fur; a piece of amber,  glass, or a crystal rod; plus  one silver pin for each of your caster levels.

DC: 100-^ -^ -^ -^ -^ - 6 -
Necromancy [Death]
Level: Sor/Wiz 6
Components:  V,  S,  M
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)
Area: Several living  creatures within a 40-ft. -radius burst

Duration: Instantaneous
Saving Throw: Fortitude negates
Spell Resistance: Yes

Circle of Death

A circle of death snuffs out the life force of living  creatures,  killing them instantly. The spell slays 1d4 HD worth of
living  creatures per caster level (maximum 20d4). Creatures with the fewest HD are affected first; among creatures with
equal HD, those who are closest to the burst's  point of origin are affected first.  No creature of 9 or more HD can be
affected, and Hit Dice that are not sufficient to affect a creature are wasted.
Material Components:  The powder of a crushed black pearl with a minimum value of 500 gp.

^ -^ -^ -^ -^ - 6 -
Evocation
Level: Sor/Wiz 6
Components:  V,  S,  M,  F
Casting Time: At least 10 minutes; see text
Range: Personal

Target: You
Duration: One day/level (D) or until discharged

Contingency

You can place another spell upon your person so  that it comes into effect under some condition you dictate when casting
contingency. The contingency spell and the companion spell are cast at the same time. The 10-minute casting time is  the
minimum total for both castings; if the companion spell has a casting time longer than 10 minutes,  use that instead.  The
spell to be brought into effect by the contingency must be one that affects your person and be of a spell level no higher
than one-third your caster level (rounded down, maximum 6th level).  The conditions needed to bring the spell into effect
must be clear,  although they can be general.  In all cases, the contingency immediately brings into effect the companion
spell,  the latter being "cast" instantaneously when the prescribed circumstances occur. If complicated or convoluted
conditions are prescribed,  the whole spell combination (contingency and the companion magic) may fail when called on.
The companion spell occurs based solely on the stated conditions,  regardless of whether you want it to. You can use only
one contingency spell at a time; if a second is  cast,  the first one (if still active) is  dispelled.
Focus:  A statuette of you carved from elephant ivory and decorated with gems (worth at least 1,500 gp). You must carry
the focus for the contingency to work.
Material Components:  That of the companion spell,  plus  quicksilver and an eyelash of an ogre mage,  rakshasa, or similar
spell-using creature.

^ - 4 - 4 -^ -^ - 6 -
Transmutation [Water]
Level: Clr 4,  Drd 4,  Sor/Wiz 6,  Water 4
Components:  V,  S,  M/DF
Casting Time: 1 standard action
Range: Long (400 ft.  +  40 ft./level)
Area: Water in a volume of 10 ft./level by 10 ft./level by 2
ft./level (S)

Duration: 10 min./level (D)
Saving Throw: None; see text
Spell Resistance: No

Control Water

Depending on the version you choose, the control water spell raises or lowers water.
Lower Water: This causes water or similar liquid  to reduce its depth by as much as 2 feet per caster level (to a minimum
depth of 1 inch).  The water is  lowered within a squarish depression whose sides are up to caster level x 10 feet long. In
extremely large and deep bodies of water,  such as a deep ocean, the spell creates a whirlpool that sweeps ships and similar
craft downward, putting them at risk and rendering them unable to leave by normal movement for the duration of the
spell.  When cast on water elementals and other water-based creatures,  this  spell acts as a slow spell (Will negates).  The
spell has no effect on other creatures.
Raise Water: This causes water or similar liquid  to rise in height,  just  as the lower water version causes it to lower.  Boats
raised in this  way slide down the sides of the hump that the spell creates. If the area affected by the spell includes
riverbanks, a beach, or other land nearby,  the water can spill over onto dry land.
With either version,  you may reduce one horizontal dimension by half and double the other horizontal dimension.

^ - 6 -^ -^ -^ - 6 -
Necromancy [Evil]
Level: Clr 6,  Death 6,  Evil 6,  Sor/Wiz 6
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
11th or lower Ghoul
12th-14th Ghast
15th-17th Mummy
18th or higher Mohrg

Create Undead

A much more potent spell than animate dead, this  evil spell allows you to create more powerful sorts  of undead: ghouls,
ghasts,  mummies,  and mohrgs. The type or types of undead you can create is  based on your caster level,  as shown on the
table below.

You may create less powerful undead than your level would allow if you choose.
Created undead are not automatically under the control of their animator. If you are
capable of commanding undead, you may attempt to command the undead creature as it
forms. This spell must be cast at night.



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

Effect: Ray
Duration: Instantaneous
Saving Throw: Fortitude partial (object)
Spell Resistance: Yes

Disintegrate

A thin, green ray springs  from your pointing  finger.  You must make a successful ranged touch attack to hit.  Any
creature struck by the ray takes 2d6 points  of damage per caster level (to a maximum of 40d6). Any creature reduced to 0
or fewer hit points  by this  spell is  entirely disintegrated,  leaving behind only a trace of fine dust.  A disintegrated
creature's  equipment is  unaffected. When used against an object,  the ray simply disintegrates as much as one 10- foot
cube of nonliving matter.  Thus, the spell disintegrates only part of any very large object or structure targeted. The ray
affects even objects constructed entirely of force,  such as forceful hand or a wall of force,  but not magical effects such
as a globe of invulnerability or an antimagic field.  A creature or object that makes a successful Fortitude save is  partially
affected, taking only 5d6 points  of damage. If this  damage reduces the creature or object to 0 or fewer hit points,  it is
entirely disintegrated.  Only the first creature or object struck can be affected; that is,  the ray affects only one target per
casting.
Arcane Material Components:  A lodestone and a pinch of dust.

5 - 6 - 6 -^ -^ - 6 -
Abjuration
Level: Brd 5,  Clr 6,  Drd 6,  Sor/Wiz 6
Components:  V,  S
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)
Area: One spellcaster,  creature, or object; or 20-ft. -radius
burst

Target: One spellcaster,  creature, or object; or 20-ft. -radius
burst
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

Dispel Magic, Greater

This spell functions like dispel magic, except that the maximum caster level on your dispel check is  +20 instead of +10.
Additionally,  greater dispel magic has a chance to dispel any effect that remove curse can remove, even if dispel magic
can't dispel that effect.

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 -
Transmutation
Level: Sor/Wiz 6
Components:  V,  S,  M
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)

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

Flesh to Stone

The subject,  along with all its carried gear,  turns into a mindless, inert statue. If the statue resulting from this  spell is
broken or damaged,  the subject (if ever returned to its original state) has similar damage or deformities. The creature is
not dead, but it does not seem to be alive either when viewed with spells such as deathwatch. Only creatures made of
flesh are affected by this  spell.
Material Components:  Lime, water,  and earth.

^ -^ -^ -^ -^ - 6 -
Evocation [Force]
Level: Sor/Wiz 6
Components:  V,  S,  F
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)

Effect: 10-ft.  hand
Duration: 1 round/level (D)
Saving Throw: None
Spell Resistance: Yes

Forceful Hand

This spell functions like interposing hand,  except that the forceful hand pursues and pushes away the opponent that you
designate. Treat this  attack as a bull rush with a +14 bonus on the Strength check (+8 for Strength 27, +4 for being
Large, and a +2 bonus for charging,  which it always gets).  The hand always moves with the opponent to push  that target
back the full distance allowed,  and it has no speed limit.  Directing the spell to a new target is  a move action. A very
strong creature could not push  the hand out of its way because the latter would instantly reposition itself between the
creature and you,  but an opponent could push  the hand up against you by successfully bull rushing it.
Focus:  A sturdy glove made of leather or heavy cloth.



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.

DC: 100-^ -^ -^ -^ -^ - 6 -
Evocation [Cold]
Level: Sor/Wiz 6
Components:  V,  S,  F
Casting Time: 1 standard action
Range: Long (400 ft.  +  40 ft./level)
Area: See text

Target: See text
Effect: See text
Duration: Instantaneous or 1 round/level; see text
Saving Throw: Reflex half; see text
Spell Resistance: Yes

Freezing Sphere

Freezing sphere creates a frigid globe of cold energy that streaks from your fingertips to the location you select,  where it
explodes in a 10-foot-radius burst,  dealing 1d6 points  of cold damage per caster level (maximum 15d6) to each creature
in the area. An elemental (water) creature instead takes 1d8 points  of cold damage per caster level (maximum 15d8). If
the freezing sphere strikes a body of water or a liquid  that is  principally water (not including water-based creatures),  it
freezes the liquid  to a depth of 6 inches over an area equal to 100 square feet (a 10- foot square) per caster level
(maximum 1,500 square feet).  This ice lasts for 1 round per caster level.  Creatures that were swimming on the surface of
frozen water become trapped in the ice.  Attempting to break free is  a full-round action. A trapped creature must make a
DC 25 Strength check or a DC 25 Escape Artist check to do so.  You can refrain from firing the globe after completing
the spell,  if you wish.  Treat this  as a touch spell for which you are holding the charge. You can hold the charge for as
long as 1 round per level,  at the end of which time the freezing sphere bursts centered on you (and you receive no saving
throw to resist its effect).  Firing  the globe in a later round is  a standard action.
Focus:  A small crystal sphere.

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

Duration: 1 round/level (D)
Saving Throw: None
Spell Resistance: No

Globe of Invulnerability

This spell functions like lesser globe of invulnerability, except that it also excludes 4th-level spells and spell-like effects.

DC: 100-^ -^ -^ -^ -^ - 6 -
Abjuration
Level: Sor/Wiz 6
Components:  V,  S,  M,  F
Casting Time: 30 minutes
Range: Anywhere within the area to be warded
Area: Up to 200 sq.  ft. /level (S)

Duration: 2 hours/level (D)
Saving Throw: See text
Spell Resistance: See text

Guards and Wards

This powerful spell is  primarily used to defend your stronghold.  The ward protects 200 square feet per caster level.  The
warded area can be as much as 20 feet high, and shaped as you desire.  You can ward several stories of a stronghold by
dividing  the area among them; you must be somewhere within the area to be warded to cast the spell.  The spell creates the
following magical effects within the warded area. Fog: Fog  fills all corridors,  obscuring all sight,  including darkvision,
beyond 5 feet.  A creature within 5 feet has concealment (attacks have a 20% miss chance). Creatures farther away have
total concealment (50% miss chance, and the attacker cannot use sight to locate the target).  Saving Throw: None.  Spell
Resistance: No. Arcane Locks: All doors in the warded area are arcane locked. Saving Throw: None.  Spell Resistance:
No. Webs: Webs fill all stairs from top to bottom.  These strands are identical with those created by the web spell,  except
that they regrow in 10 minutes if they are burned or torn away while the guards and wards spell lasts.  Saving Throw:
Reflex negates; see text for web. Spell Resistance: No. Confusion:  Where there are choices in direction-such as a corridor
intersection or side passage-a minor confusion-type effect functions so  as to make it 50% probable that intruders believe
they are going in the opposite direction from the one they actually chose.  This is  an enchantment, mind-affecting effect.
Saving Throw: None.  Spell Resistance: Yes. Lost Doors: One door per caster level is  covered by a silent image to appear
as if it were a plain wall.  Saving Throw: Will disbelief (if 

Guards and Wards (continued)
interacted with). Spell Resistance: No. In addition,  you can place your choice of one of the following five magical
effects.  1.  Dancing lights  in four corridors.  You can designate a simple program that causes the lights  to repeat as long as
the guards and wards spell lasts.  Saving Throw: None.  Spell Resistance: No. 2.  A magic mouth in two places.  Saving
Throw: None.  Spell Resistance: No. 3.  A stinking  cloud in two places.  The vapors appear in the places you designate;
they return within 10 minutes if dispersed by wind while the guards and wards spell lasts.  Saving Throw: Fortitude
negates; see text for stinking  cloud. Spell Resistance: No. 4.  A gust  of wind in one corridor or room. Saving Throw:
Fortitude negates. Spell Resistance: Yes. 5.  A suggestion in one place. You select an area of up to 5 feet square,  and any
creature who enters or passes through the area receives the suggestion mentally.  Saving Throw: Will negates. Spell
Resistance: Yes. The whole warded area radiates strong magic of the abjuration school.  A dispel magic cast on a specific
effect,  if successful,  removes only that effect.  A successful Mage's disjunction destroys the entire guards and wards
effect.
Focus:  A small silver rod.
Material Components:  Burning incense, a small measure of brimstone and oil,  a knotted string,  and a small amount of
blood.



DC: 100- 5 -^ -^ -^ -^ - 6 -
Enchantment (Compulsion) [Mind-Affecting]
Level: Brd 5,  Sor/Wiz 6
Components:  V,  S
Casting Time: 1 standard action
Range: Touch

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

Heroism, Greater

This spell functions like heroism, except the creature gains a +4 morale bonus on attack rolls,  saves,  and skill checks,
immunity  to fear effects,  and temporary hit points  equal to your caster level (maximum 20).

4 -^ -^ -^ -^ - 6 -
Divination
Level: Brd 4,  Knowledge 7,  Sor/Wiz 6
Components:  V,  S,  M,  F
Casting Time: See text
Range: Personal

Target: You
Duration: See text

Legend Lore

Legend lore brings to your mind legends about an important person, place, or thing.  If the person or thing is  at hand,  or
if you are in the place in question,  the casting time is  only 1d4x10 minutes.  If you have only detailed information on the
person, place, or thing,  the casting time is  1d10 days,  and the resulting lore is  less complete and specific (though it often
provides enough information to help you find the person, place, or thing,  thus  allowing a better legend lore result next
time). If you know only rumors,  the casting time is  2d6 weeks,  and the resulting lore is  vague and incomplete (though it
often directs you to more detailed information,  thus  allowing a better legend lore result next time). During the casting,
you cannot engage in other than routine activities: eating, sleeping, and so  forth.  When completed,  the divination brings
legends (if any) about the person, place, or things  to your mind.  These may be legends that are still current,  legends that
have been forgotten, or even information that has never been generally known.  If the person, place, or thing is  not of
legendary importance,  you gain no information.  As  a rule of thumb, characters who are 11th level and higher are
"legendary," as are the sorts  of creatures they contend with, the major magic items they wield, and the places where they
perform their key deeds.
Focus:  Four  strips of ivory (worth 50 gp each) formed into a rectangle.
Material Components:  Incense worth at least 250 gp.

^ -^ -^ -^ -^ -^ -
Transmutation
Level: Wiz 6
Components:  V,  S
Casting Time: 1 standard action
Range: Personal

Target: You
Duration: Instantaneous

Mage's Lucubration

You instantly recall any one spell of 5th level or lower that you have used during the past 24 hours. The spell must have
been actually cast during that period. The recalled spell is  stored in your mind as through prepared in the normal fashion.
If the recalled spell requires material components,  you must provide them. The recovered spell is  not usable until the
material components are available.

DC: 100- 5 -^ -^ -^ -^ - 6 -
Illusion (Figment|Glamer)
Level: Brd 5,  Luck 6,  Sor/Wiz 6,  Trickery 6
Components:  S
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Target: You/one illusory double
Effect: You/one illusory double
Duration: 1 round/level (D) and concentration + 3 rounds;
see text
Saving Throw: None or Will disbelief (if interacted with);
see text
Spell Resistance: No

Mislead

You become invisible (as improved invisibility,  a glamer), and at the same time, an illusory double of you (as major
image, a figment) appears.  You are then free to go elsewhere while your double moves away. The double appears within
range but thereafter moves as you direct it (which requires concentration beginning on the first round after the casting).
You can make the figment appear superimposed perfectly over your own body so  that observers don't notice an image
appearing and you turning invisible. You and the figment can then move in different directions.  The double moves at
your speed and can talk and gesture as if it were real,  but it cannot attack or cast spells,  though it can pretend to do so.
The illusory double lasts as long as you concentrate upon it,  plus  3 additional rounds.  After you cease concentration, the
illusory double continues to carry out the same activity until the duration expires. The improved invisibility  lasts for 1
round per level,  regardless of concentration.

^ -^ - 6 -^ -^ - 6 -
Transmutation [Earth]
Level: Drd 6,  Sor/Wiz 6
Components:  V,  S,  M
Casting Time: See text
Range: Long (400 ft.  +  40 ft./level)
Area: Dirt in an area up to 750 ft.  square and up to 10 ft.
deep (S)

Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

Move Earth

Move earth moves dirt (clay, loam, sand),  possibly  collapsing embankments, moving hillocks,  shifting dunes, and so
forth.  However, in no event can rock formations be collapsed or moved.  The area to be affected determines the casting
time. For every 150-foot square (up to 10 feet deep), casting takes 10 minutes.  The maximum area, 750 feet by 750 feet,
takes 4 hours and 10 minutes to move. This spell does not violently break the surface of the ground.  Instead, it creates
wavelike crests and troughs, with the earth reacting with glacierlike fluidity until the desired result is  achieved. Trees,
structures, rock formations, and such are mostly unaffected except for changes in elevation and relative topography. The
spell cannot be used for tunneling and is  generally too slow to trap or bury creatures.  Its primary use is  for digging or
filling moats or for adjusting terrain contours before a battle. This spell has no effect on earth creatures.
Material Components:  A mixture of soils (clay, loam, and sand) in a small bag, and an iron blade.

DC: 100-^ - 6 - 6 -^ -^ - 6 -
Transmutation
Level: Clr 6,  Drd 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

Owl's Wisdom, Mass

This spell functions like owl's wisdom,  except that it affects multiple creatures.



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 -
Conjuration (Calling)
Level: Sor/Wiz 6
Components:  V,  S
Casting Time: 10 minutes
Range: Close (25 ft.  +  5 ft./2 levels); see text

Target: Up to three elementals or outsiders,  totaling no more
than 12 HD, no two of which can be more than 30 ft.  apart
when they appear
Duration: Instantaneous
Saving Throw: Will negates
Spell Resistance: No and Yes; see text

Planar Binding

This spell functions like lesser planar binding,  except that you may call a single creature of 12 HD or less,  or up to three
creatures of the same kind whose Hit Dice total no more than 12. Each creature gets a save, makes an independent
attempt to escape, and must be individually persuaded to aid you.

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-^ - 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- 5 -^ -^ -^ -^ - 6 -
Illusion (Shadow)
Level: Brd 5,  Sor/Wiz 6
Components:  V,  S
Casting Time: 1 standard action
Range: Touch

Target: Up to one touched creature/ level
Duration: 1 hour/level (D)
Saving Throw: Will negates
Spell Resistance: Yes

Shadow Walk

To use the shadow walk spell,  you must be in an area of shadowy illumination. You and any creature you touch are then
transported along a coiling path of shadowstuff to the edge of the Material Plane where it borders the Plane of Shadow.
The effect is  largely illusory,  but the path is  quasi-real.  You can take more than one creature along with you (subject to
your level limit),  but all must be touching each other.  In the region of shadow,  you move at a rate of 50 miles per hour,
moving normally on the borders of the Plane of Shadow but much more rapidly relative to the Material Plane. Thus, you
can use this  spell to travel rapidly by stepping onto the Plane of Shadow, moving the desired distance,  and then stepping
back onto the Material Plane. Because of the blurring of reality between the Plane of Shadow and the Material Plane, you
can't make out details of the terrain or areas you pass over during transit,  nor can you predict perfectly where your travel
will end. It's impossible  to judge distances accurately, making the spell virtually useless for scouting or spying.
Furthermore, when the spell effect ends,  you are shunted 1d10x100 feet in a random horizontal direction from your
desired endpoint.  If this  would place you within a solid object,  you are shunted 1d10x1,000 feet in the same direction.

Shadow Walk (continued)
If this  would still place you within a solid object,  you (and any creatures with you) are shunted to the nearest empty space
available,  but the strain of this  activity renders each creature fatigued (no save). Shadow walk can also be used to travel
to other planes that border on the Plane of Shadow, but this  usage requires the transit of the Plane of Shadow to arrive at a
border with another plane of reality. The transit of the Plane of Shadow requires 1d4 hours. Any creatures touched by
you when shadow walk is  cast also make the transition to the borders of the Plane of Shadow. They may opt to follow
you,  wander off through the plane,  or stumble back into the Material Plane (50% chance for either of the latter results if
they are lost  or abandoned by you).  Creatures unwilling to accompany you into the Plane of Shadow receive a Will
saving throw, negating the effect if successful.



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

Target: One petrified creature or a cylinder of stone from 1
ft.  to 3 ft.  in diameter and up to 10 ft.  long
Duration: Instantaneous
Saving Throw: Fortitude negates (object); see text
Spell Resistance: Yes

Stone to Flesh

This spell restores a petrified creature to its normal state,  restoring life and goods.  The creature must make a DC 15
Fortitude save to survive the process. Any petrified creature, regardless of size, can be restored. The spell also can
convert a mass of stone into a fleshy substance. Such flesh is  inert and lacking a vital life force unless a life force or
magical energy is  available.  (For example,  this  spell would turn a stone golem into a flesh golem,  but an ordinary statue
would become a corpse.) You can affect an object that fits within a cylinder from 1 foot to 3 feet in diameter and up to 10
feet long or a cylinder of up to those dimensions in a larger mass of stone.
Material Components:  A pinch of earth and a drop of blood.

DC: 100- 5 -^ -^ -^ -^ - 6 -
Enchantment (Compulsion) [Language-Dependent,  Mind-
Affecting]
Level: Brd 5,  Sor/Wiz 6
Components:  V,  M
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)

Target: One creature/level,  no two of which can be more
than 30 ft.  apart
Duration: 1 hour/level or until completed
Saving Throw: Will negates
Spell Resistance: Yes

Suggestion, Mass

This spell functions like suggestion,  except that it can affect more creatures.  The same suggestion applies to all these
creatures.

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

DC: 100-^ - 6 -^ -^ -^ - 6 -
Necromancy [Fear, Mind-Affecting]
Level: Clr 6,  Sor/Wiz 6
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 Fear

This spell functions like symbol of death,  except that all creatures within 60 feet of the symbol of fear instead become
panicked for 1 round per caster level.  Note: Magic traps such as symbol of fear are hard to detect and disable.  A rogue
(only) can use the Search skill to find a symbol of fear and Disable Device to thwart it.  The DC in each case is  25 + spell
level,  or 31 for symbol of fear.
Material Components:  Mercury and phosphorus,  plus  powdered diamond and opal with a total value of at least 1,000 gp.

DC: 100-^ - 6 -^ -^ -^ - 6 -
Enchantment (Charm) [Mind-Affecting]
Level: Clr 6,  Sor/Wiz 6
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 Persuasion

This spell functions like symbol of death,  except that all creatures within the radius of a symbol of persuasion instead
become charmed by the caster (as the charm monster spell) for 1 hour per caster level.  Unlike symbol of death,  symbol
of persuasion has no hit point limit; once triggered,  a symbol of persuasion simply remains active for 10 minutes per
caster level.  Note: Magic traps such as symbol of persuasion are hard to detect and disable.  A rogue (only) can use the
Search skill to find a symbol of persuasion and Disable Device to thwart it.  The DC in each case is  25 + spell level,  or 31
for symbol of persuasion.
Material Components:  Mercury and phosphorus,  plus  powdered diamond and opal with a total value of at least 5,000 gp.



^ -^ -^ -^ -^ - 6 -
Transmutation
Level: Sor/Wiz 6
Components:  V,  S,  M
Casting Time: 1 standard action
Range: Personal

Target: You
Duration: 1 round/level

Transformation

You become a virtual fighting machine- stronger,  tougher,  faster,  and more skilled in combat.  Your mind-set changes so
that you relish combat and you can't cast spells,  even from magic items.  You gain a +4 enhancement bonus to Strength,
Dexterity, and Constitution,  a +4 natural armor bonus to AC,  a +5 competence bonus on Fortitude saves,  and proficiency
with all simple and martial weapons.  Your base attack bonus equals your character level (which may give you multiple
attacks). You lose your spellcasting ability, including your ability to use spell activation or spell completion magic items,
just  as if the spells were no longer on your class list.
Material Components:  A potion of bull's  strength, which you drink (and whose effects are subsumed by the spell effects).

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-^ - 6 -^ -^ -^ - 6 -
Necromancy [Death]
Level: Clr 6,  Sor/Wiz 6
Components:  V,  S,  M/DF
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)
Area: Several undead creatures within a 40-ft. -radius burst

Duration: Instantaneous
Saving Throw: Will negates
Spell Resistance: Yes

Undeath to Death

This spell functions like circle of death,  except that it destroys undead creatures as noted above.
Material Components:  The powder of a crushed diamond worth at least 500 gp.

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.

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

Effect: Iron wall whose area is  up to one 5-ft.  square/level;
see text
Duration: Instantaneous
Saving Throw: See text
Spell Resistance: No

Wall of Iron

You cause a flat,  vertical iron wall to spring into being. The wall inserts itself into any surrounding nonliving material if
its area is  sufficient to do so.  The wall cannot be conjured so  that it occupies the same space as a creature or another
object.  It must always be a flat plane,  though you can shape its edges to fit the available space. A wall of iron is  1 inch
thick per four caster levels. You can double the wall's area by halving its thickness.  Each 5- foot square of the wall has 30
hit points  per inch of thickness and hardness 10. 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  25 + 2 per inch of thickness.  If you
desire,  the wall can be created vertically resting on a flat surface but not attached to the surface, so  that it can be tipped
over to fall on and crush creatures beneath it.  The wall is  50% likely to tip in either direction if left unpushed.  Creatures
can push  the wall in one direction rather than letting it fall randomly.  A creature must make a DC 40 Strength check to
push  the wall over. Creatures with room to flee the falling wall may do so  by making successful Reflex saves.  Any Large
or smaller creature that fails takes 10d6 points  of damage. The wall cannot crush Huge and larger creatures.  Like any
iron wall,  this  wall is  subject to rust,  perforation, and other natural phenomena.
Material Components:  A small piece of sheet iron plus  gold dust  worth 50 gp (1 pound of gold dust).
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