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

Target: You
Duration: 1 min./level (D)

Arcane Sight, Greater

This spell functions like arcane sight,  except that you automatically know which spells or magical effects are active upon
any individual or object you see.  Greater arcane sight doesn't  let you identify magic items.  Unlike arcane sight,  this  spell
cannot be made permanent with a permanency spell.

DC: 100-^ - 6 -^ -^ -^ - 7 -
Abjuration
Level: Clr 6,  Sor/Wiz 7
Components:  V,  S,  F
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

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

Banishment

A banishment spell is  a more powerful version of the dismissal spell.  It enables you to force extraplanar creatures out of
your home plane.  As  many as 2 Hit Dice of creatures per caster level can be banished. You can improve the spell's
chance of success by presenting at least one object or substance that the target hates,  fears,  or otherwise opposes. For
each such object or substance, you gain a +1 bonus on your caster level check to overcome the target's spell resistance (if
any), the saving throw DC increases by 2.  Certain rare items might  work twice as well as a normal item for the purpose
of the bonuses (each providing a +2 bonus on the caster level check against spell resistance and increasing the save DC by
4).

DC: 100-^ -^ -^ -^ -^ - 7 -
Necromancy
Level: Sor/Wiz 7
Components:  V,  S,  M
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Target: Up to 2 HD/level of undead creatures,  no two of
which can be more than 30 ft.  apart
Duration: 1 min./level
Saving Throw: Will negates
Spell Resistance: Yes

Control Undead

This spell enables you to command undead creatures for a short period of time. You command them by voice and they
understand you,  no matter what language you speak.  Even if vocal communication is  impossible  the controlled undead
do not attack you.  At the end of the spell,  the subjects revert to their normal behavior.  Intelligent undead creatures
remember that you controlled them.
Material Components:  A small piece of bone and a small piece of raw meat.

^ - 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 -
Evocation [Fire]
Level: Sor/Wiz 7
Components:  V,  S,  M
Casting Time: 1 standard action
Range: Long (400 ft.  +  40 ft./level)
Area: 20-ft. -radius spread

Duration: 5 rounds or less; see text
Saving Throw: Reflex half
Spell Resistance: Yes

Delayed Blast Fireball

This spell functions like fireball,  except that it is  more powerful and can detonate up to 5 rounds after the spell is  cast.
The burst of flame deals 1d6 points  of fire damage per caster level (maximum 20d6). The glowing bead created by
delayed blast fireball can detonate immediately if you desire,  or you can choose to delay the burst for as many as 5
rounds.  You select the amount of delay upon completing the spell,  and that time cannot change once it has been set unless
someone touches the bead (see below). If you choose a delay,  the glowing bead sits  at its destination until it detonates. A
creature can pick up and hurl the bead as a thrown weapon (range increment 10 feet).  If a creature handles and moves the
bead within 1 round of its detonation, there is  a 25% chance that the bead detonates while being handled.

^ - 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-^ -^ - 8 -^ -^ - 7 -
Necromancy [Death]
Level: Drd 8,  Sor/Wiz 7
Components:  V,  S
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

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

Finger of Death

You can slay any one living  creature within range. The target is  entitled to a Fortitude saving throw to survive the attack.
If the save is  successful,  the creature instead takes 3d6 points  of damage +1 point per caster level (maximum +25).  The
subject might  die from damage even if it succeeds on its saving throw.

^ -^ -^ -^ -^ - 7 -
Evocation [Force]
Level: Sor/Wiz 7
Components:  V,  S,  M
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)
Area: Barred cage (20-ft.  cube) or windowless cell (10-ft.
cube)

Duration: 2 hours/level (D)
Saving Throw: None
Spell Resistance: No

Forcecage

This powerful spell brings into being an immobile,  invisible cubical prison composed of either bars of force or solid
walls of force (your choice).  Creatures within the area are caught and contained unless they are too big to fit inside,  in
which case the spell automatically fails.  Teleportation and other forms of astral travel provide a means of escape, but the
force walls or bars extend into the Ethereal Plane, blocking ethereal travel.  Like a wall of force spell,  a forcecage resists
dispel magic, but it is  vulnerable to a disintegrate spell,  and it can be destroyed by a sphere of annihilation or a rod of
cancellation.  Barred Cage: This version of the spell produces a 20-foot cube made of bands of force (similar to a wall of
force spell) for bars. The bands are a half-inch wide,  with half-inch gaps between them. Any creature capable of passing
through such a small space can escape; others are confined.  You can't attack a creature in a barred cage with a weapon
unless the weapon can fit between the gaps.  Even against such weapons (including arrows and similar ranged attacks), a
creature in the barred cage has cover. All spells and breath weapons can pass through the gaps in the bars. Windowless
Cell: This version of the spell produces a 10-foot cube with no way in and no way out.  Solid  walls of force form its six
sides.
Material Components:  Ruby dust  worth 1,500 gp, which is  tossed into the air and disappears when you cast the spell.

^ -^ -^ -^ -^ - 7 -
Evocation [Force]
Level: Sor/Wiz 7,  Strength 7
Components:  V,  S,  F/DF
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

Grasping Hand

This spell functions like interposing hand,  except the hand can also grapple one opponent that you select.  The grasping
hand gets one grapple attack per round. Its attack bonus to make contact equals your caster level +  your Intelligence,
Wisdom,  or Charisma modifier (for wizards, clerics,  and sorcerers,  respectively),  +10 for the hand's Strength score (31),
-1 for being Large. Its grapple bonus is  this  same figure,  except with a +4 modifier for being Large instead of -1.  The
hand holds but does not harm creatures it grapples.  Directing the spell to a new target is  a move action. The grasping
hand can also bull rush an opponent as forceful hand does,  but at a +16 bonus on the Strength check (+10 for Strength
35, +4 for being Large, and a +2 bonus for charging,  which it always gets),  or interpose itself as interposing hand does.
Clerics who cast this  spell name it for their deities.

DC: 100-^ -^ -^ -^ -^ - 7 -
Enchantment (Compulsion) [Mind-Affecting]
Level: Sor/Wiz 7
Components:  V,  S,  F/DF
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)

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

Hold Person, Mass

This spell functions like hold person, except as noted above.

DC: 100-^ -^ -^ -^ -^ - 7 -
Enchantment (Compulsion) [Mind-Affecting]
Level: Sor/Wiz 7
Components:  V,  S
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)

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

Insanity

The affected creature suffers from a continuous confusion effect,  as the spell.  Remove curse does not remove insanity.
Greater restoration,  heal,  limited wish,  miracle, or wish  can restore the creature.

^ -^ -^ -^ -^ - 7 -
Conjuration (Summoning)
Level: Sor/Wiz 7
Components:  V,  S,  M
Casting Time: 1 standard action
Range: See text

Target: One object weighing 10 lb. or less whose longest
dimension is  6 ft.  or less
Duration: Permanent until discharged
Saving Throw: None
Spell Resistance: No

Instant Summons

You call some nonliving item from virtually any location directly to your hand.  First,  you must place your arcane mark
on the item. Then you cast this  spell,  which magically and invisibly inscribes the name of the item on a sapphire worth at
least 1,000 gp. Thereafter,  you can summon the item by speaking a special word (set by you when the spell is  cast) and
crushing the gem.  The item appears instantly in your hand.  Only you can use the gem in this  way. If the item is  in the
possession of another creature, the spell does not work,  but you know who the possessor is  and roughly where that
creature is  located when the summons occurs.  The inscription on the gem is  invisible. It is  also unreadable,  except by
means of a read magic spell,  to anyone but you.  The item can be summoned from another plane,  but only if no other
creature has claimed ownership of it.
Material Components:  A sapphire worth at least 1,000 gp.



DC: 100-^ -^ -^ -^ -^ - 7 -
Illusion (Glamer)
Level: Sor/Wiz 7
Components:  V,  S,  M
Casting Time: 1 standard action
Range: Long (400 ft.  +  40 ft./level)

Target: Any number of creatures,  no two of which can be
more than 180 ft.  apart
Duration: 1 min./level (D)
Saving Throw: Will negates (harmless) or Will negates
(harmless, object)
Spell Resistance: Yes (harmless) or Yes (harmless, object)

Invisibility, Mass

This spell functions like invisibility,  except that the effect is  mobile with the group and is  broken when anyone in the
group attacks. Individuals in the group cannot see each other.  The spell is  broken for any individual who moves more
than 180 feet from the nearest member of the group. (If only two individuals are affected, the one moving away from the
other one loses its invisibility.  If both are moving away from each other,  they both become visible when the distance
between them exceeds 180 feet.)
Material Components:  An eyelash encased in a bit of gum arabic.

^ -^ -^ -^ -^ - 7 -
Universal
Level: Sor/Wiz 7
Components:  V,  S,  XP
Casting Time: 1 standard action
Range: See text
Area: See text

Target: See text
Effect: See text
Duration: See text
Saving Throw: None; see text
Spell Resistance: Yes

Limited Wish

A limited wish  lets you create nearly any type of effect.  For example,  a limited wish  can do any of the following things.
o Duplicate any sorcerer/wizard spell of 6th level or lower,  provided the spell is  not of a school prohibited to you.  o
Duplicate any other spell of 5th level or lower,  provided the spell is  not of a school prohibited to you.  o Duplicate any
sorcerer/wizard spell of 5th level or lower,  even if it's  of a prohibited school.  o Duplicate any other spell of 4th level or
lower,  even if it's  of a prohibited school.  o Undo the harmful effects of many spells,  such as geas/quest or insanity.  o
Produce any other effect whose power level is  in line with the above effects,  such as a single creature automatically
hitting on its next attack or taking a -7 penalty on its next saving throw. A duplicated spell allows saving throws and
spell resistance as normal (but the save DC is  for a 7th-level spell).  When a limited wish  duplicates a spell that has an
XP cost,  you must pay that cost or 300 XP,  whichever is  more.  When a limited wish  spell duplicates a spell with a
material component that costs more than 1,000 gp, you must provide that component.

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

Effect: Extradimensional mansion,  up to three 10-ft.
cubes/level (S)
Duration: 2 hours/level (D)
Saving Throw: None
Spell Resistance: No

Mage's Magnificent Mansion

You conjure up an extradimensional dwelling that has a single entrance on the plane from which the spell was cast.  The
entry point looks like a faint shimmering in the air that is  4 feet wide and 8 feet high. Only those you designate may enter
the mansion,  and the portal is  shut  and made invisible behind you when you enter.  You may open it again from your
own side at will.  Once observers have passed beyond the entrance,  they are in a magnificent foyer with numerous
chambers beyond.  The atmosphere is  clean, fresh, and warm.  You can create any floor plan you desire to the limit  of the
spell's  effect.  The place is  furnished and contains sufficient foodstuffs to serve a nine-course banquet to a dozen people
per caster level.  A staff of near-transparent servants (as many as two per caster level),  liveried and obedient,  wait upon
all who enter.  The servants function as unseen servant spells except that they are visible and can go anywhere in the
mansion.  Since the place can be entered only through its special portal,  outside conditions do not affect the mansion,  nor
do conditions inside it pass to the plane beyond.
Focus:  A miniature portal carved from ivory, a small piece of polished marble, and a tiny silver spoon (each item worth 5
gp).

^ -^ -^ -^ -^ - 7 -
Evocation [Force]
Level: Sor/Wiz 7
Components:  V,  S,  F
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Effect: One sword
Duration: 1 round/level (D)
Saving Throw: None
Spell Resistance: Yes

Mage's Sword

This spell brings into being a shimmering, swordlike plane of force.  The sword strikes at any opponent within its range,
as you desire,  starting in the round that you cast the spell.  The sword attacks its designated target once each round on
your turn.  Its attack bonus is  equal to your caster level +  your Int bonus or your Cha bonus (for wizards or sorcerers,
respectively) with an additional +3 enhancement bonus.  As  a force effect,  it can strike ethereal and incorporeal creatures.
It deals 4d6+3 points  of force damage, with a threat range of 19-20 and a critical multiplier of x2. The sword always
strikes from your direction. It does not get a bonus for flanking or help a combatant get one. If the sword goes beyond the
spell range from you,  if it goes out of your sight,  or if you are not directing it,  the sword returns to you and hovers. Each
round after the first,  you can use a standard action to switch the sword to a new target.  If you do not,  the sword continues
to attack the previous round's  target.  The sword cannot be attacked or harmed by physical attacks, but dispel magic,
disintegrate, a sphere of annihilation, or a rod of cancellation affects it.  The sword's  AC is  13 (10, +0 size bonus for
Medium object,  +3 deflection bonus).  If an attacked creature has spell resistance,  the resistance is  checked the first time
Mage's sword strikes it.  If the sword is  successfully resisted,  the spell is  dispelled.  If not,  the sword has its normal full
effect on that creature for the duration of the spell.
Focus:  A miniature platinum sword with a grip and pommel of copper and zinc. It costs 250 gp to construct.

^ -^ -^ -^ -^ - 7 -
Conjuration (Creation)
Level: Sor/Wiz 7,  Travel 8
Components:  V
Casting Time: 1 standard action
Range: 0 ft.

Effect: Ethereal 5 ft.  by 8 ft.  opening, 10 ft.  deep + 5 ft.
deep per three levels
Duration: One usage per two levels
Saving Throw: None
Spell Resistance: No

Phase Door

This spell creates an ethereal passage through wooden,  plaster,  or stone walls,  but not other materials.  The phase door is
invisible and inaccessible to all creatures except you,  and only you can use the passage. You disappear when you enter
the phase door and appear when you exit.  If you desire,  you can take one other creature (Medium or smaller) through the
door.  This counts as two uses of the door.  The door does not allow light,  sound,  or spell effects through it,  nor can you
see through it without using it.  Thus, the spell can provide an escape route,  though certain creatures,  such as phase
spiders,  can follow with ease.  A gem of true seeing or similar magic reveals the presence of a phase door but does not
allow its use. A phase door is  subject to dispel magic. If anyone is  within the passage when it is  dispelled,  he is
harmlessly ejected just  as if he were inside a passwall effect.  You can allow other creatures to use the phase door by
setting some triggering condition for the door.  Such conditions can be as simple or elaborate as you desire.  They 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.  Phase door can be made permanent with a
permanency spell.

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.



^ -^ -^ -^ -^ - 7 -
Enchantment (Compulsion) [Mind-Affecting]
Level: Sor/Wiz 7,  War 7
Components:  V
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Target: One creature with 200 hp or less
Duration: See text
Saving Throw: None
Spell Resistance: Yes

Hit Points Duration
50 or less Permanent
51-100 1d4+1 minutes
101-200 1d4+1 rounds

Power Word Blind

You utter a single word of power that causes one creature of your choice to become blinded, whether the creature can
hear the word or not.  The duration of the spell depends on the target's current hit point total.  Any creature that currently
has 201 or more hit points  is  unaffected by power word blind.

DC: 100-^ -^ -^ -^ -^ - 7 -
Evocation
Level: Sor/Wiz 7
Components:  V,  S
Casting Time: 1 standard action
Range: 60 ft.
Area: Cone-shaped burst

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

1d8 Color of Beam Effect
1 Red 20 points  fire damage (Reflex half)
2 Orange 40 points  acid damage (Reflex half)
3 Yellow 80 points  electricity damage (Reflex half)
4 Green Poison (Kills; Fortitude partial,  take 1d6 points  of Con damage instead)
5 Blue Turned to stone (Fortitude negates)
6 Indigo Insane,  as insanity spell (Will negates)
7 Violet Sent to another plane (Will negates)
8 - Struck by two rays; roll twice more,  ignoring any "8" results.

Prismatic Spray

This spell causes seven shimmering, intertwined, multicolored beams of light to spray from your hand.  Each beam has a
different power.  Creatures in the area of the spell with 8 HD or less are automatically blinded for 2d4 rounds.  Every
creature in the area is  randomly struck by one or more beams, which have additional effects.

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

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

Project Image

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

^ -^ - 8 -^ -^ - 7 -
Transmutation
Level: Drd 8,  Sor/Wiz 7
Components:  V,  S,  M/DF
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)
Area: Up to one 10-ft.  cube per two levels (S)

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

Reverse Gravity

This spell reverses gravity in an area, causing all unattached objects and creatures within that area to fall upward and
reach the top of the area in 1 round. If some solid object (such as a ceiling) is  encountered in this  fall,  falling objects and
creatures strike it in the same manner as they would during a normal downward fall.  If an object or creature reaches the
top of the area without striking anything,  it remains there, oscillating slightly,  until the spell ends.  At the end of the spell
duration, affected objects and creatures fall downward. Provided it has something to hold onto, a creature caught in the
area can attempt a Reflex save to secure itself when the spell strikes.  Creatures who can fly or levitate can keep
themselves from falling.
Arcane Material Components:  A lodestone and iron filings.

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

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

Scrying, Greater

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

DC: 100-^ -^ -^ -^ -^ - 7 -
Abjuration
Level: Sor/Wiz 7
Components:  V,  S,  M
Casting Time: 1 standard action
Range: Touch

Target: One willing creature or object (up to a 2-ft.
cube/level) touched
Duration: One day/level (D)
Saving Throw: None or Will negates (object)
Spell Resistance: No or Yes (object)

Sequester

When cast,  this  spell not only prevents divination spells from working to detect or locate the creature or object affected
by sequester,  it also renders the affected creature or object invisible to any form of sight or seeing (as the invisibility
spell).  The spell does not prevent the subject from being discovered through tactile means or through the use of devices.
Creatures affected by sequester become comatose and are effectively in a state of suspended animation until the spell
wears off or is  dispelled.  Note: The Will save prevents an attended or magical object from being sequestered. There is  no
save to see the sequestered creature or object or to detect it with a divination spell.
Material Components:  A basilisk eyelash, gum arabic, and a dram of whitewash.



DC: 100-^ -^ -^ -^ -^ - 7 -
Illusion (Shadow)
Level: Sor/Wiz 7
Components:  V,  S
Casting Time: 1 standard action
Range: See text

Effect: See text
Duration: See text
Saving Throw: Will disbelief (if interacted with); varies; see
text
Spell Resistance: Yes; see text

Shadow Conjuration, Greater

This spell functions like shadow conjuration, except that it can duplicate any sorcerer or wizard conjuration (summoning)
or conjuration (creation) spell of 6th level or lower.  The illusory conjurations created deal three-fifths (60%) damage to
nonbelievers, and nondamaging effects are 60% likely to work against nonbelievers.

^ -^ -^ -^ -^ - 7 -
Illusion (Shadow)
Level: Sor/Wiz 7
Components:  V,  S,  M,  XP
Casting Time: 12 hours
Range: 0 ft.

Effect: One duplicate creature
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

Simulacrum

Simulacrum creates an illusory duplicate of any creature. The duplicate creature is  partially real and formed from ice or
snow.  It appears to be the same as the original,  but it has only one-half of the real creature's  levels or Hit Dice (and the
appropriate hit points,  feats,  skill ranks,  and special abilities for a creature of that level or HD). You can't create a
simulacrum of a creature whose Hit Dice or levels exceed twice your caster level.  You must make a Disguise check when
you cast the spell to determine how good the likeness is.  A creature familiar with the original might  detect the ruse with a
successful Spot check (opposed by the caster's  Disguise check) or a DC 20 Sense Motive check. At all times the
simulacrum remains under your absolute command.  No special telepathic link exists,  so  command must be exercised in
some other manner. A simulacrum has no ability to become more powerful.  It cannot increase its level or abilities.  If
reduced to 0 hit points  or otherwise destroyed, it reverts to snow and melts instantly into nothingness. A complex process
requiring at least 24 hours, 100 gp per hit point,  and a fully equipped magical laboratory can repair damage to a
simulacrum.
Material Components:  The spell is  cast over the rough snow or ice form,  and some piece of the creature to be duplicated
(hair,  nail,  or the like) must be placed inside the snow or ice.  Additionally,  the spell requires powdered ruby worth 100
gp per HD of the simulacrum to be

^ -^ -^ -^ -^ - 7 -
Abjuration
Level: Luck 7,  Magic 7,  Sor/Wiz 7
Components:  V,  S,  M/DF
Casting Time: 1 standard action
Range: Personal

Target: You
Duration: Until expended or 10 min./level

d% Effect
01-70 Spell drains away without effect.
71-80 Spell affects both of you equally at full effect.
81-97 Both turning effects are rendered nonfunctional for 1d4 minutes.
98-100 Both of you go through a rift into another plane.

Spell Turning

Spells  and spell-like effects targeted on you are
turned back upon the original caster.  The
abjuration turns only spells that have you as a
target.  Effect and area spells are not affected.
Spell turning also fails to stop  touch range
spells.  From seven to ten (1d4+6) spell levels
are affected by the turning. The exact number

is  rolled secretly. When you are targeted by a spell of higher level than the amount of spell turning you have left,  that
spell is  partially turned. The subtract the amount of spell turning left from the spell level of the incoming spell,  then
divide the result by the spell level of the incoming spell to see what fraction of the effect gets through. For damaging
spells,  you and the caster each take a fraction of the damage. For nondamaging spells,  each of you has a proportional
chance to be affected. If you and a spellcasting attacker are both warded by spell turning effects in operation, a resonating
field is  created. Roll randomly to determine the result.

DC: 100-^ -^ -^ -^ -^ - 7 -
Transmutation
Level: Sor/Wiz 7
Components:  V,  S,  M
Casting Time: 1 round
Range: Touch

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

Statue

A statue spell turns the subject to solid stone, along with any garments and equipment worn or carried. In statue form,  the
subject gains hardness 8.  The subject retains its own hit points.  The subject can see,  hear,  and smell normally,  but it
does not need to eat or breathe.  Feeling is  limited to those sensations that can affect the granite-hard substance of the
individual's body. Chipping is  equal to a mere scratch,  but breaking off one of the statue's  arms constitutes serious
damage. The subject of a statue spell can return to its normal state,  act,  and then return instantly to the statue state (a free
action) if it so  desires, as long as the spell duration is  in effect.
Material Components:  Lime, sand,  and a drop of water stirred by an iron bar,  such as a nail or spike.

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

Target: One touched object of up to 50 lb./level and 3 cu.
ft./level
Duration: Instantaneous
Saving Throw: Will negates (object)
Spell Resistance: Yes (object)

Teleport Object

This spell functions like teleport,  except that it teleports an object,  not you.  Creatures and magical forces cannot be
teleported. If desired, the target object can be sent to a distant location on the Ethereal Plane. In this  case,  the point from
which the object was teleported remains faintly magical until the item is  retrieved. A successful targeted dispel magic
spell cast on that point brings the vanished item back from the Ethereal Plane.

DC: 100-^ -^ -^ -^ -^ - 7 -
Conjuration (Teleportation)
Level: Sor/Wiz 7,  Travel 7
Components:  V
Casting Time: 1 standard action
Range: Personal and touch

Target: You and touched objects or other touched willing
creatures
Duration: Instantaneous
Saving Throw: None and Will negates (object)
Spell Resistance: No and Yes (object)

Teleport, Greater

This spell functions like teleport,  except that there is  no range limit  and there is  no chance you arrive off target.  In
addition,  you need not have seen the destination,  but in that case you must have at least a reliable description of the place
to which you are teleporting. If you attempt to teleport with insufficient information (or with misleading information),
you disappear and simply reappear in your original location. Interplanar travel is  not possible.

^ -^ -^ -^ -^ - 7 -
Divination
Level: Sor/Wiz 7
Components:  V,  S,  M,  XP
Casting Time: 1 standard action
Range: Personal

Target: You
Duration: See text

Vision

This spell functions like legend lore, except that it works more quickly but produces some strain on you.  You pose a
question about some person, place, or object,  then cast the spell.  If the person or object is  at hand or if you are in the
place in question,  you receive a vision  about it by succeeding on a caster level check (1d20 +1 per caster level; maximum
+25)  against DC 20. If only detailed information on the person, place, or object is  known,  the DC is  25, and the
information gained is  incomplete. If only rumors are known,  the DC is  30, and the information gained is  vague.

DC: 100-^ -^ -^ -^ -^ - 7 -
Necromancy
Level: Sor/Wiz 7
Components:  V,  S
Casting Time: 1 standard action
Range: 60 ft.
Area: Cone-shaped burst

Duration: Instantaneous
Saving Throw: No
Spell Resistance: Yes

Waves of Exhaustion

Waves of negative energy cause all living  creatures in the spell's  area to become exhausted. This spell has no effect on a
creature that is  already exhausted.
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