
^ - 9 -^ -^ -^ - 9 -
Necromancy
Level: Clr 9,  Sor/Wiz 9,  Travel 9
Components:  V,  S,  M
Casting Time: 30 minutes
Range: Touch

Target: You plus  one additional willing creature touched per
two caster levels
Duration: See text
Saving Throw: None
Spell Resistance: Yes

Astral Projection

By freeing your spirit from your physical body, this  spell allows you to project an astral body onto another plane
altogether. You can bring the astral forms of other willing creatures with you,  provided that these subjects are linked in a
circle with you at the time of the casting.  These fellow travelers are dependent upon you and must accompany you at all
times.  If something happens to you during the journey,  your companions are stranded wherever you left them. You
project your astral self onto the Astral Plane, leaving your physical body behind on the Material Plane in a state of
suspended animation. The spell projects an astral copy of you and all you wear or carry onto the Astral Plane. Since the
Astral Plane touches upon other planes, you can travel astrally to any of these other planes as you will.  To enter one, you
leave the Astral Plane, forming a new physical body (and equipment) on the plane of existence you have chosen to enter.
While you are on the Astral Plane, your astral body is  connected at all times to your physical body by a silvery cord. If
the cord is  broken, you are killed,  astrally and physically. Luckily, very few things  can destroy a silver cord. When a
second body is  formed on a different plane,  the incorporeal silvery cord remains invisibly attached to the new body. If the
second body or the astral form is  slain, the cord simply returns to your body where it rests on the Material Plane, thereby
reviving it from its state of suspended animation. Although astral projections are able to function on the Astral Plane,
their actions affect only creatures existing on the Astral 

Astral Projection (continued)
Plane; a physical body must be materialized on other planes. You and your companions may travel through the Astral
Plane indefinitely.  Your bodies simply wait behind in a state of suspended animation until you choose to return your
spirits  to them. The spell lasts until you desire to end it,  or until it is  terminated by some outside means, such as dispel
magic cast upon either the physical body or the astral form,  the breaking of the silver cord, or the destruction of your
body back on the Material Plane (which kills you).
Material Components:  A jacinth worth at least 1,000 gp, plus  a silver bar worth 5 gp for each person to be affected.

^ -^ -^ -^ -^ - 9 -
Evocation [Force]
Level: Sor/Wiz 9,  Strength 9
Components:  V,  S,  M,  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

Crushing Hand

This spell functions like interposing hand,  except that the hand can interpose itself,  push,  or crush one opponent that you
select.  The crushing hand can grapple an opponent like grasping hand does.  Its grapple bonus equals your caster level +
your Intelligence,  Wisdom,  or Charisma modifier (for a wizard,  cleric, or sorcerer,  respectively),  +12 for the hand's
Strength score (35), +4 for being Large. The hand deals 2d6+12 points  of damage (lethal,  not nonlethal) on each
successful grapple check against an opponent.  The crushing hand can also interpose itself as interposing hand does,  or it
can bull rush an opponent as forceful hand does,  but at a +18 bonus.  Directing the spell to a new target is  a move action.
Clerics who cast this  spell name it for their deities.
Arcane Material Components:  The shell of an egg.

DC: 100-^ -^ -^ -^ -^ - 9 -
Enchantment (Compulsion) [Mind-Affecting]
Level: Sor/Wiz 9
Components:  V,  S
Casting Time: 1 round
Range: Close (25 ft.  +  5 ft./2 levels)

Target: One creature
Duration: One day/level
Saving Throw: Will negates
Spell Resistance: Yes

Dominate Monster

This spell functions like dominate person, except that the spell is  not restricted by creature type.

DC: 100-^ - 9 -^ -^ -^ - 9 -
Necromancy
Level: Clr 9,  Sor/Wiz 9
Components:  V,  S
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Effect: Ray of negative energy
Duration: Instantaneous
Saving Throw: Fortitude partial; see text for enervation
Spell Resistance: Yes

Energy Drain

This spell functions like enervation, except that the creature struck gains 2d4 negative levels, and the negative levels last
longer. There is  no saving throw to avoid gaining the negative levels, but 24 hours after gaining them, the subject must
make a Fortitude saving throw (DC = energy drain spell's  save DC) for each negative level.  If the save succeeds, that
negative level is  removed.  If it fails,  the negative level also goes away, but one of the subject's character levels is
permanently drained. An undead creature struck by the ray gains 2d4x5 temporary hit points  for 1 hour.

^ - 9 -^ -^ -^ - 9 -
Transmutation
Level: Clr 9,  Sor/Wiz 9
Components:  V,  S
Casting Time: 1 standard action
Range: Touch; see text

Target: You and one other touched creature per three levels
Duration: 1 min./level (D)
Spell Resistance: Yes

Etherealness

This spell functions like ethereal jaunt, except that you and other willing creatures joined by linked hands (along with
their equipment) become ethereal.  Besides yourself,  you can bring one creature per three caster levels to the Ethereal
Plane. Once ethereal,  the subjects need not stay together.  When the spell expires, all affected creatures on the Ethereal
Plane return to material existence.



DC: 100-^ -^ - 9 -^ -^ - 9 -
Divination
Level: Drd 9,  Knowledge 9,  Sor/Wiz 9
Components:  V,  S,  M/DF
Casting Time: 1 standard action
Range: Personal or touch

Target: See text
Duration: 10 min./level
Saving Throw: None or Will negates (harmless)
Spell Resistance: No or Yes (harmless)

Foresight

This spell grants you a powerful sixth sense in relation to yourself or another. Once foresight is  cast,  you receive
instantaneous warnings of impending danger or harm to the subject of the spell.  You are never surprised or flat-footed. In
addition,  the spell gives you a general idea of what action you might  take to best protect yourself and gives you a +2
insight bonus to AC and Reflex saves.  This insight bonus is  lost  whenever you would lose a Dexterity bonus to AC.
When another creature is  the subject of the spell,  you receive warnings about that creature. You must communicate what
you learn to the other creature for the warning to be useful,  and the creature can be caught unprepared in the absence of
such a warning.  Shouting a warning,  yanking a person back, and even telepathically communicating (via an appropriate
spell) can all be accomplished before some danger befalls the subject,  provided you act on the warning without delay.
The subject,  however, does not gain the insight bonus to AC and Reflex saves.
Arcane Material Components:  A hummingbird's  feather.

DC: 100-^ -^ -^ -^ -^ - 9 -
Abjuration
Level: Sor/Wiz 9
Components:  V,  S
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels) or see text

Target: One creature
Duration: Instantaneous
Saving Throw: Will negates (harmless)
Spell Resistance: Yes

Freedom

The subject is  freed from spells and effects that restrict its movement, including binding,  entangle,  grappling,
imprisonment, maze, paralysis,  petrification, pinning,  sleep,  slow,  stunning,  temporal stasis,  and web. To free a creature
from imprisonment or maze, you must know its name and background,  and you must cast this  spell at the spot  where it
was entombed or banished into the maze.

^ - 9 -^ -^ -^ - 9 -
Conjuration
Level: Clr 9,  Sor/Wiz 9
Components:  V,  S,  XP;  see text
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)

Effect: See text
Duration: Instantaneous or concentration (up to 1
round/level); see text
Saving Throw: None
Spell Resistance: No

Gate

Casting a gate spell has two effects.  First,  it creates an interdimensional connection between your plane of existence and
a plane you specify, allowing travel between those two planes in either direction. Second,  you may then call a particular
individual or kind of being through the gate. The gate itself is  a circular hoop or disk  from 5 to 20 feet in diameter
(caster's  choice),  oriented in the direction you desire when it comes into existence (typically vertical and facing you).  It
is  a two-dimensional window looking into the plane you specified when casting the spell,  and anyone or anything that
moves through is  shunted instantly to the other side.  A gate has a front and a back. Creatures moving through the gate
from the front are transported to the other plane; creatures moving through it from the back are not.  Planar Travel: As  a
mode of planar travel,  a gate spell functions much like a plane shift spell,  except that the gate opens precisely at the point
you desire (a creation effect).  Deities and other beings who rule a planar realm can prevent a gate from opening in their
presence or personal demesnes if they so  desire.  Travelers need not join hands with you-anyone who chooses to step
through the portal is  transported.  A gate cannot be opened to another point on the same plane; the spell works only for
interplanar travel.  You may hold the gate open only for a brief time (no more than 1 round per caster level),  and you must
concentrate on doing so,  or else the interplanar connection is  severed.  Calling Creatures: The second effect of the gate
spell is  to call an extraplanar creature to your a

Gate (continued)
id (a calling effect).  By naming a particular being or kind of being as you cast the spell,  you cause the gate to open in the
immediate vicinity of the desired creature and pull the subject through, willing or unwilling.  Deities and unique beings
are under no compulsion to come through the gate, although they may choose to do so  of their own accord. This use of
the spell creates a gate that remains open just  long enough to transport the called creatures.  This use of the spell has an
XP cost (see below). If you choose to call a kind of creature instead of a known individual you may call either a single
creature (of any HD) or several creatures.  You can call and control several creatures as long as their HD total does not
exceed your caster level.  In the case of a single creature, you can control it if its HD do not exceed twice your caster
level.  A single creature with more HD than twice your caster level can't be controlled.  Deities and unique beings cannot
be controlled in any event.  An uncontrolled being acts as it pleases, making the calling of such creatures rather
dangerous. An uncontrolled being may return to its home plane at any time. A controlled creature can be commanded to
perform a service for you.  Such services fall into two categories: immediate tasks and contractual service.  Fighting for
you in a single battle or taking any other actions that can be accomplished within 1 round per caster level counts as an
immediate task; you need not make any agreement or pay any reward for the creature's  help.  The creature departs at the
end of the spell.  If you choose to exact a longer or more involved form of service from a called creature, you must offer
some fair trade in return for that service.  The service exacted must be reasonable with respect to the promised favor or
reward; see the lesser planar ally spell for appropriate rewards.  (Some creatures may want their payment in "livestock"
rather than in coin,  which could involve complications.) Immediately upon completion of the service,  the being is
transported to your vicinity,  and you must then and there turn over the promised reward. After this  is  done,  the creature
is  instantly freed to return to its own plane.  Failure to fulfill the promise to the letter results in your being subjected to
service by the creature or by its liege and master,  at the very least.  At worst,  the creature or its kin may a

Gate (continued)
ttack you.  Note: When you use a calling spell such as gate to call an air,  chaotic, earth, evil,  fire,  good, lawful, or water
creature, it becomes a spell of that type.

DC: 100-^ -^ -^ -^ -^ - 9 -
Enchantment (Compulsion) [Mind-Affecting]
Level: Sor/Wiz 9
Components:  V,  S,  F/DF
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)

Target: One or more 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 Monster, Mass

This spell functions like hold person, except that it affects multiple creatures and holds any living  creature that fails its
Will save.



DC: 100-^ -^ -^ -^ -^ - 9 -
Abjuration
Level: Sor/Wiz 9
Components:  V,  S
Casting Time: 1 standard action
Range: Touch

Target: Creature touched
Duration: Instantaneous
Saving Throw: Will negates; see text
Spell Resistance: Yes

Imprisonment

When you cast imprisonment and touch a creature, it is  entombed in a state of suspended animation (see the temporal
stasis spell) in a small sphere far beneath the surface of the earth. The subject remains there unless a freedom spell is  cast
at the locale where the imprisonment took place. Magical search by a crystal ball,  a locate object spell,  or some other
similar divination does not reveal the fact that a creature is  imprisoned,  but discern location does.  A wish  or miracle spell
will not free the recipient,  but will reveal where it is  entombed.  If you know the target's name and some facts about its
life, the target takes a -4 penalty on its save.

DC: 100-^ -^ -^ -^ -^ - 9 -
Abjuration
Level: Magic 9,  Sor/Wiz 9
Components:  V
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)
Area: All magical effects and magic items within a 40-ft. -
radius burst

Duration: Instantaneous
Saving Throw: Will negates (object)
Spell Resistance: No

Mage's Disjunction

All magical effects and magic items within the radius of the spell,  except for those that you carry or touch, are disjoined.
That is,  spells and spell-like effects are separated into their individual components (ending the effect as a dispel magic
spell does),  and each permanent magic item must make a successful Will save or be turned into a normal item. An item in
a creature's  possession uses its own Will save bonus or its possessor's Will save bonus,  whichever is  higher. You also
have a 1% chance per caster level of destroying an antimagic field.  If the antimagic field survives the disjunction, no
items within it are disjoined. Even artifacts are subject to disjunction, though there is  only a 1% chance per caster level of
actually affecting such powerful items.  Additionally,  if an artifact is  destroyed, you must make a DC 25 Will save or
permanently lose all spellcasting abilities.  (These abilities cannot be recovered by mortal magic, not even miracle or
wish.) Note: Destroying artifacts is  a dangerous business,  and it is  95% likely to attract the attention of some powerful
being who has an interest in or connection with the device.

DC: 100-^ -^ -^ -^ -^ - 9 -
Evocation [Fire]
Level: Sor/Wiz 9
Components:  V,  S
Casting Time: 1 standard action
Range: Long (400 ft.  +  40 ft./level)
Area: Four  40-ft. -radius spreads; see text

Duration: Instantaneous
Saving Throw: None or Reflex half; see text
Spell Resistance: Yes

Meteor Swarm

Meteor swarm is  a very powerful and spectacular spell that is  similar to fireball in many aspects. When you cast it,  four
2- foot-diameter spheres spring from your outstretched hand and streak in straight lines to the spots you select.  The
meteor spheres leave a fiery trail of sparks. If you aim a sphere at a specific creature, you may make a ranged touch
attack to strike the target with the meteor. Any creature struck by one of these spheres takes 2d6 points  of bludgeoning
damage (no save) and receives no saving throw against the sphere's fire damage (see below). If a targeted sphere misses
its target,  it simply explodes at the nearest corner of the target's space. You may aim more than one meteor at the same
target.  Once a sphere reaches its destination,  it explodes in a 40-foot-radius spread,  dealing 6d6 points  of fire damage to
each creature in the area. If a creature is  within the area of more than one sphere,  it must save separately against each.
(Fire resistance applies to each sphere's damage individually.)

^ -^ -^ -^ -^ - 9 -
Enchantment (Compulsion) [Death,  Mind-Affecting]
Level: Sor/Wiz 9,  War 9
Components:  V
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Target: One living  creature with 100 hp or less
Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes

Power Word Kill

You utter a single word of power that instantly kills one creature of your choice,  whether the creature can hear the word
or not.  Any creature that currently has 101 or more hit points  is  unaffected by power word kill.

DC: 100-^ -^ -^ -^ -^ - 9 -
Abjuration
Level: Protection 9,  Sor/Wiz 9,  Sun  9
Components:  V
Casting Time: 1 standard action
Range: 10 ft.

Effect: 10-ft. -radius sphere centered on you
Duration: 10 min./level (D)
Saving Throw: See text
Spell Resistance: See text

Prismatic Sphere

This spell functions like prismatic wall,  except you conjure up an immobile,  opaque globe of shimmering, multicolored
light that surrounds you and protects you from all forms of attack.  The sphere flashes in all colors of the visible spectrum.
The sphere's blindness effect on creatures with less than 8 HD lasts 2d4x10 minutes.  You can pass into and out of the
prismatic sphere and remain near it without harm.  However, when you're  inside it,  the sphere blocks any attempt to
project something through the sphere (including spells).  Other creatures that attempt to attack you or pass through suffer
the effects of each color,  one at a time. Typically,  only the upper hemisphere of the globe will exist,  since you are at the
center of the sphere,  so  the lower half is  usually excluded by the floor surface you are standing on. The colors of the
sphere have the same effects as the colors of a prismatic wall.  Prismatic sphere can be made permanent with a
permanency spell.

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

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

Refuge

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



DC: 100-^ -^ -^ -^ -^ - 9 -
Illusion (Shadow)
Level: Sor/Wiz 9
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

Shades

This spell functions like shadow conjuration, except that it mimics sorcerer and wizard conjuration spells of 8th level or
lower.  The illusory conjurations created deal four-fifths (80%) damage to nonbelievers, and nondamaging effects are 80%
likely to work against nonbelievers.

^ -^ - 9 -^ -^ - 9 -
Transmutation
Level: Animal 9,  Drd 9,  Sor/Wiz 9
Components:  V,  S,  F
Casting Time: 1 standard action
Range: Personal

Target: You
Duration: 10 min./level (D)
Saving Throw: None
Spell Resistance: No

Shapechange

This spell functions like polymorph,  except that it enables you to assume the form of any single nonunique creature (of
any type) from Fine to Colossal  size. The assumed form cannot have more than twice your caster level in Hit Dice (to a
maximum of 50 HD). Unlike polymorph,  this  spell allows incorporeal or gaseous forms to be assumed. You gain all
extraordinary and supernatural abilities (both attacks and qualities) of the assumed form,  but you lose your own
supernatural abilities.  You also gain the type of the new form in place of your own.  The new form does not disorient
you.  Parts of your body or pieces of equipment that are separated from you do not revert to their original forms. You can
become just  about anything you are familiar with. You can change form once each round as a free action. The change
takes place either immediately before your regular action or immediately after it,  but not during the action. If you use this
spell to create a disguise,  you get a +10 bonus on your Disguise check.
Focus:  A jade circlet worth no less than 1,500 gp, which you must place on your head when casting the spell.  (The focus
melds into your new form when you change shape.)

DC: 100-^ - 9 -^ -^ -^ - 9 -
Necromancy
Level: Clr 9,  Sor/Wiz 9
Components:  V,  S,  F
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Target: Corpse
Duration: Permanent
Saving Throw: Will negates
Spell Resistance: No

Soul Bind

You draw the soul  from a newly dead body and imprison it in a black sapphire gem.  The subject must have been dead no
more than 1 round per caster level.  The soul,  once trapped in the gem,  cannot be returned through clone,  raise dead,
reincarnation,  resurrection, true resurrection, or even a miracle or a wish.  Only by destroying the gem or dispelling the
spell on the gem can one free the soul  (which is  then still dead).
Focus:  A black sapphire of at least 1,000 gp value for every Hit Die possessed by the creature whose soul  is  to be bound.
If the gem is  not valuable enough,  it shatters when the binding is  attempted.  (While creatures have no concept of level or
Hit Dice as such,

^ - 9 -^ -^ -^ - 9 -
Conjuration (Summoning)
Level: Chaos 9,  Clr 9,  Evil 9,  Good 9,  Law 9,  Sor/Wiz 9
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 IX

This spell functions like summon monster I,  except that you can summon one creature from the 9th-level list,  1d3
creatures of the same kind from the 8th-level list,  or 1d4+1 creatures of the same kind from a lower-level list.  

9th  Level
Couat[l] LG
Leonal (guardinal) NG
Celestial roc CG
Elemental,  elder (any) N
Devil,  barbed LE
Fiendish  dire shark[1] NE
Fiendish  monstrous scorpion, Gargantuan NE
Night hag NE
Bebilith (demon) CE
Fiendish  monstrous spider, Colossal CE
Hezrou (demon) CE

Summon Monster Table
[1] May be summoned only into an aquatic or watery environment.

^ -^ -^ -^ -^ - 9 -
Conjuration (Teleportation)
Level: Sor/Wiz 9
Components:  V,  M
Casting Time: 10 minutes
Range: 0 ft.

Effect: 5-ft. -radius circle that teleports those who activate it
Duration: 10 min./level (D)
Saving Throw: None
Spell Resistance: Yes

Teleportation Circle

You create a circle on the floor or other horizontal surface that teleports,  as greater teleport,  any creature who stands on it
to a designated spot.  Once you designate the destination for the circle, you can't change it.  The spell fails if you attempt
to set the circle to teleport creatures into a solid object,  to a place with which you are not familiar and have no clear
description, or to another plane.  The circle itself is  subtle and nearly impossible  to notice. If you intend to keep creatures
from activating it accidentally,  you need to mark the circle in some way. Teleportation circle can be made permanent
with a permanency spell.  A permanent teleportation circle that is  disabled becomes inactive for 10 minutes,  then can be
triggered again as normal.  Note: Magic traps such as teleportation circle are hard to detect and disable.  A rogue (only)
can use the Search skill to find the circle and Disable Device to thwart it.  The DC in each case is  25 + spell level,  or 34 in
the case of teleportation circle.
Material Components:  Amber dust  to cover the area of the circle (cost 1,000 gp).



^ -^ -^ -^ -^ - 9 -
Transmutation
Level: Sor/Wiz 9,  Trickery 9
Components:  V
Casting Time: 1 standard action
Range: Personal

Target: You
Duration: 1d4+1 rounds (apparent time); see text

Time Stop

This spell seems to make time cease to flow for everyone but you.  In fact,  you speed up so  greatly that all other creatures
seem frozen, though they are actually still moving at their normal speeds. You are free to act for 1d4+1 rounds of
apparent time. Normal and magical fire,  cold,  gas, and the like can still harm you.  While the time stop  is  in effect,  other
creatures are invulnerable to your attacks and spells; you cannot target such creatures with any attack or spell.  A spell that
affects an area and has a duration longer than the remaining duration of the time stop  have their normal effects on other
creatures once the time stop  ends.  Most spellcasters use the additional time to improve their defenses, summon allies, or
flee from combat.  You cannot move or harm items held,  carried, or worn by a creature stuck in normal time, but you can
affect any item that is  not in another creature's  possession.  You are undetectable while time stop  lasts. You cannot enter
an area protected by an antimagic field while under the effect of time stop.

DC: 100-^ -^ -^ -^ -^ - 9 -
Necromancy [Death,  Sonic]
Level: Death 9,  Sor/Wiz 9
Components:  V
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)
Area: One living  creature/level within a 40-ft. -radius spread

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

Wail of the Banshee

You emit a terrible scream that kills creatures that hear it (except for yourself ).  Creatures closest to the point of origin
are affected first.

DC: 100-^ -^ -^ -^ -^ - 9 -
Illusion (Phantasm) [Fear, Mind-Affecting]
Level: Sor/Wiz 9
Components:  V,  S
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)

Target: Any number of creatures,  no two of which can be
more than 30 ft.  apart
Duration: Instantaneous
Saving Throw: Will disbelief (if interacted with), then
Fortitude partial; see text
Spell Resistance: Yes

Weird

This spell functions like phantasmal killer,  except it can affect more than one creature. Only the affected creatures see the
phantasmal creatures attacking them, though you see the attackers as shadowy shapes. If a subject's Fortitude save
succeeds, it still takes 3d6 points  of damage and is  stunned for 1 round. The subject also takes 1d4 points  of temporary
Strength damage.

DC: 100-^ -^ -^ -^ -^ - 9 -
Universal
Level: Sor/Wiz 9
Components:  V,  XP
Casting Time: 1 standard action
Range: See text
Area: See text

Target: See text
Effect: See text
Duration: See text
Saving Throw: See text
Spell Resistance: Yes

Wish

Wish is  the mightiest spell a wizard or sorcerer can cast.  By simply speaking aloud, you can alter reality to better suit
you.  Even wish,  however, has its limits.  A wish  can produce any one of the following effects.  o Duplicate any wizard or
sorcerer spell of 8th level or lower,  provided the spell is  not of a school prohibited to you.  o Duplicate any other spell of
6th level or lower,  provided the spell is  not of a school prohibited to you.  o Duplicate any wizard or sorcerer spell of 7th
level or lower even if it's  of a prohibited school.  o Duplicate any other spell of 5th level or lower even if it's  of a
prohibited school.  o Undo the harmful effects of many other spells,  such as geas/quest or insanity.  o Create a nonmagical
item of up to 25,000 gp in value.  o Create a magic item, or add to the powers of an existing magic item. o Grant a
creature a +1 inherent bonus to an ability score. Two to five wish  spells cast in immediate succession can grant a creature
a +2 to +5 inherent bonus to an ability score (two wishes for a +2 inherent bonus,  three for a +3 inherent bonus,  and so
on). Inherent bonuses are instantaneous, so  they cannot be dispelled.  Note: An inherent bonus may not exceed +5 for a
single ability score, and inherent bonuses to a particular ability score do not stack,  so  only the best one applies.  o Remove
injuries and afflictions.  A single wish  can aid one creature per caster level,  and all subjects are cured of the same kind of
affliction. For example,  you could heal all the damage you and your companions have taken,  or remove all poison  effects
from everyone in the party,  but not do 

Wish (continued)
both with the same wish.  A wish  can never restore the experience point loss  from casting a spell or the level or
Constitution loss  from being raised from the dead. o Revive the dead. A wish  can bring a dead creature back to life by
duplicating a resurrection spell.  A wish  can revive a dead creature whose body has been destroyed, but the task takes two
wishes,  one to recreate the body and another to infuse the body with life again.  A wish  cannot prevent a character who
was brought back to life from losing  an experience level.  o Transport travelers.  A wish  can lift one creature per caster
level from anywhere on any plane and place those creatures anywhere else on any plane regardless of local conditions.
An unwilling target gets a Will save to negate the effect,  and spell resistance (if any) applies.  o Undo misfortune. A wish
can undo a single recent event.  The wish  forces a reroll of any roll made within the last round (including your last turn).
Reality reshapes itself to accommodate the new result.  For example,  a wish  could undo an opponent's successful save, a
foe's successful critical hit (either the attack roll or the critical roll),  a friend's failed save, and so  on. The reroll,  however,
may be as bad as or worse than the original roll.  An unwilling target gets a Will save to negate the effect,  and spell
resistance (if any) applies.  You may try to use a wish  to produce greater effects than these,  but doing so  is  dangerous.
(The wish  may pervert your intent into a literal but undesirable fulfillment or only a partial fulfillment.) Duplicated spells
allow saves and spell resistance as normal (but save DCs are for 9th-level spells).
Material Components:  When a wish  duplicates a spell with a material component that costs more than 10,000 gp, you
must provide that component.
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