
6 - 6 -^ -^ -^ -^ -
Transmutation
Level: Brd 6,  Chaos 6,  Clr 6
Components:  V,  S
Casting Time: 1 standard action
Range: Medium (100 ft.  +  10 ft./level)

Target: One Small  object per caster level; see text
Duration: 1 round/level
Saving Throw: None
Spell Resistance: No

Animate Objects

You imbue inanimate objects with mobility and a semblance of life. Each such animated object then immediately attacks
whomever or whatever you initially designate. An animated object can be of any nonmagical material.  You may animate
one Small  or smaller object or an equivalent number of larger objects per caster level.  A Medium object counts as two
Small  or smaller objects,  a Large object as four, a Huge object as eight, a Gargantuan object as sixteen,  and a Colossal
object as thirty-two.  You can change the designated target or targets as a move action, as if directing an active spell.  This
spell cannot animate objects carried or worn by a creature. Animate objects can be made permanent with a permanency
spell.

^ - 6 - 6 -^ -^ -^ -
Abjuration
Level: Animal 6,  Clr 6,  Drd 6
Components:  V,  S,  DF
Casting Time: 1 round
Range: 10 ft.
Area: 10-ft. -radius emanation,  centered on you

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

Antilife Shell

You bring into being a mobile, hemispherical energy field that prevents the entrance of most types of living  creatures.
The effect hedges out animals, aberrations, dragons,  fey,  giants,  humanoids,  magical beasts,  monstrous humanoids,
oozes,  plants,  and vermin,  but not constructs,  elementals,  outsiders,  or undead. This spell may be used only defensively,
not aggressively. Forcing an abjuration barrier against creatures that the spell keeps at bay collapses the barrier.

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

Effect: Wall of whirling blades up to 20 ft.  long/ level,  or a
ringed wall of whirling blades with a radius of up to 5 ft.  per
two levels; either form 20 ft.  high
Duration: 1 min./level (D)
Saving Throw: Reflex half or Reflex negates; see text
Spell Resistance: Yes

Blade Barrier

An immobile,  vertical curtain of whirling blades shaped of pure force springs  into existence.  Any creature passing
through the wall takes 1d6 points  of damage per caster level (maximum 15d6), with a Reflex save for half damage. If you
evoke the barrier so  that it appears where creatures are, each creature takes damage as if passing through the wall.  Each
such creature can avoid the wall (ending up on the side of its choice) and thus  take no damage by making a successful
Reflex save. A blade barrier provides cover (+4 bonus to AC,  +2 bonus on Reflex saves) against attacks made through it.

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.



^ - 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 - 6 - 7 -^ -^ -^ -
Conjuration (Healing)
Level: Brd 6,  Clr 6,  Drd 7
Components:  V,  S
Casting Time: 1 standard action
Range: Close (25 ft.  +  5 ft./2 levels)

Target: One creature/level,  no two of which can be more
than 30 ft.  apart
Duration: Instantaneous
Saving Throw: Will half (harmless) or Will half; see text
Spell Resistance: Yes (harmless) or Yes; see text

Cure Moderate Wounds, Mass

This spell functions like mass cure light wounds,  except that it cures 2d8 points  of damage +1 point per caster level
(maximum +30).

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 - 6 -^ -^ -^ -
Divination
Level: Brd 6,  Clr 6,  Drd 6,  Knowledge 6,  Travel 6
Components:  V,  S,  F
Casting Time: 3 rounds
Range: Personal or touch

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

Find the Path

The recipient of this  spell can find the shortest,  most direct physical route to a specified destination,  be it the way into or
out of a locale.  The locale can be outdoors,  underground, or even inside a maze spell.  Find the path works with respect to
locations,  not objects or creatures at a locale.  The location must be on the same plane as you are at the time of casting.
The spell enables the subject to sense the correct direction that will eventually lead it to its destination,  indicating at
appropriate times the exact path to follow or physical actions to take. For example,  the spell enables the subject to sense
trip wires or the proper word to bypass a glyph of warding.  The spell ends when the destination is  reached or the duration
expires, whichever comes first.  Find the path can be used to remove the subject and its companions from the effect of a
maze spell in a single round. This divination is  keyed to the recipient,  not its companions,  and its effect does not predict
or allow for the actions of creatures (including guardians).
Focus:  A set of divination counters of the sort you favor.

DC: 100-^ - 6 -^ -^ -^ -^ -
Abjuration
Level: Clr 6
Components:  V,  S,  M,  DF
Casting Time: 6 rounds
Range: Medium (100 ft.  +  10 ft./level)
Area: 60-ft.  cube/level (S)

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

Forbiddance

Forbiddance seals an area against all planar travel into or within it.  This includes all teleportation spells,  plane shifting,
astral travel,  ethereal travel,  and all summoning spells.  Such effects simply fail automatically. In addition,  it damages
entering creatures whose alignments are different from yours. The effect on those attempting to enter the warded area is
based on their alignment relative to yours. A creature inside the area when the spell is  cast takes no damage unless it exits
the area and attempts to reenter,  at which time it is  affected as normal.  Alignments identical: No effect.  The creature may
enter the area freely (although not by planar travel).  Alignments different with respect to either law/chaos or good/evil:
The creature takes 6d6 points  of damage. A successful Will save halves the damage, and spell resistance applies.
Alignments different with respect to both law/chaos and good/evil: The creature takes 12d6 points  of damage. A
successful Will save halves the damage, and spell resistance applies.  The abjuration can include a password, in which
case creatures of alignments different from yours can avoid the damage by speaking the password as they enter the area.
You must select this  option (and the password) at the time of casting.  Dispel magic does not dispel a forbiddance effect
unless the dispeller's  level is  at least as high as your caster level.  You can't have multiple overlapping forbiddance
effects.  The more recent effect stops at the boundary of the older effect.
Material Components:  Sprinkle of holy water and 1500gp of rare incenses + 1,500 gp/60ft cube. If a password is  desired,
add 1,000 gp + 1,000 gp/60ft.  cube.



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.

DC: 100-^ - 6 -^ -^ -^ -^ -
Abjuration
Level: Clr 6
Components:  V,  S,  M
Casting Time: 10 minutes
Range: Touch
Area: Object touched or up to 5 sq.  ft. /level

Target: Object touched or up to 5 sq.  ft. /level
Duration: Permanent until discharged (D)
Saving Throw: See text
Spell Resistance: No (object) and Yes; see text

Glyph of Warding, Greater

This spell functions like glyph of warding,  except that a greater blast glyph deals up to 10d8 points  of damage, and a
greater spell glyph can store a spell of 6th level or lower.
Material Components:  You trace the glyph with incense, which must first be sprinkled with powdered diamond worth at
least 400 gp.

DC: 100-^ - 6 -^ -^ -^ -^ -
Necromancy
Level: Clr 6,  Destruction 6
Components:  V,  S
Casting Time: 1 standard action
Range: Touch

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

Harm

Harm charges a subject with negative energy that deals 10 points  of damage per caster level (to a maximum of 150
points  at 15th level).  If the creature successfully saves,  harm deals half this  amount, but it cannot reduce the target's hit
points  to less than 1.  If used on an undead creature, harm acts like heal.

DC: 100-^ - 6 - 7 -^ -^ -^ -
Conjuration (Healing)
Level: Adp 5,  Clr 6,  Drd 7,  Healing 6
Components:  V,  S
Casting Time: 1 standard action
Range: Touch

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

Heal

Heal enables you to channel positive energy into a creature to wipe away injury and afflictions.  It immediately ends any
and all of the following adverse conditions affecting the Target: ability damage, blinded, confused,  dazed, dazzled,
deafened,  diseased,  exhausted, fatigued,  feebleminded, insanity,  nauseated,  sickened,  stunned, and poisoned.  It also
cures 10 hit points  of damage per level of the caster,  to a maximum of 150 points  at 15th level.  Heal does not remove
negative levels, restore permanently drained levels, or restore permanently drained ability score points.  If used against an
undead creature, heal instead acts like harm.

6 - 6 -^ -^ -^ -^ -
Conjuration [Creation]
Level: Brd 6,  Clr 6
Components:  V,  S,  DF
Casting Time: 10 minutes
Range: Close (25 ft.  +  5 ft./2 levels)

Effect: Feast for one creature/level
Duration: 1 hour plus  12 hours; see text
Saving Throw: None
Spell Resistance: No

Heroes' Feast

You bring forth a great feast,  including a magnificent table,  chairs,  service,  and food and drink. The feast takes 1 hour to
consume, and the beneficial effects do not set in until this  hour is  over. Every creature partaking of the feast is  cured of
all diseases,  sickness, and nausea; becomes immune to poison  for 12 hours; and gains 1d8 temporary hit points  +1 point
per two caster levels (maximum +10)  after imbibing the nectar-like beverage that is  part of the feast.  The ambrosial food
that is  consumed grants each creature that partakes a +1 morale bonus on attack rolls and Will saves and immunity  to fear
effects for 12 hours. If the feast is  interrupted for any reason,  the spell is  ruined and all effects of the spell are negated.

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

Target: One creature/level,  no two of which can be more
than 30 ft.  apart
Duration: Instantaneous
Saving Throw: Will half
Spell Resistance: Yes

Inflict Moderate Wounds, Mass

This spell functions like mass inflict light wounds,  except that it deals 2d8 points  of damage +1 point per caster level
(maximum +30).



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.

^ - 6 -^ -^ -^ -^ -
Conjuration (Calling)
Level: Clr 6
Components:  V,  S,  DF,  XP
Casting Time: 10 minutes
Range: Close (25 ft.  +  5 ft./2 levels)

Effect: One or two called elementals or outsiders,  totaling
no more than 12 HD, which cannot be more than 30 ft.  apart
when they appear
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

Planar Ally

This spell functions like lesser planar ally,  except you may call a single creature of 12 HD or less,  or two creatures of the
same kind whose Hit Dice total no more than 12. The creatures agree to help you and request your return payment
together.

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.



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 - 7 -^ -^ -^ -
Transmutation [Air]
Level: Clr 6,  Drd 7
Components:  V,  S,  DF
Casting Time: 1 standard action
Range: Touch

Target: You and one touched creature per three levels
Duration: 1 hour/level (D); see text
Saving Throw: No and Will negates (harmless)
Spell Resistance: No and Yes (harmless)

Wind Walk

You alter the substance of your body to a cloudlike vapor (as the gaseous form spell) and move through the air,  possibly
at great speed.  You can take other creatures with you,  each of which acts independently. Normally,  a wind walker flies
at a speed of 10 feet with perfect maneuverability.  If desired by the subject,  a magical wind wafts a wind walker along at
up to 600 feet per round (60 mph) with poor maneuverability.  Wind walkers are not invisible but rather appear misty  and
translucent.  If fully clothed in white, they are 80% likely to be mistaken for clouds,  fog, vapors, or the like.  A wind
walker can regain its physical form as desired and later resume the cloud form.  Each change to and from vaporous form
takes 5 rounds,  which counts toward the duration of the spell (as does any time spent in physical form).  As  noted above,
you can dismiss  the spell,  and you can even dismiss  it for individual wind walkers and not others. For the last minute of
the spell's  duration, a wind walker in cloud form automatically descends 60 feet per round (for a total of 600 feet),  though
it may descend faster if it wishes.  This descent serves as a warning that the spell is  about to end.

DC: 100-^ - 6 - 8 -^ -^ -^ -
Conjuration (Teleportation)
Level: Clr 6,  Drd 8
Components:  V
Casting Time: 1 standard action
Range: Unlimited

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

Word of Recall

Word of recall teleports you instantly back to your sanctuary when the word is  uttered. You must designate the sanctuary
when you prepare the spell,  and it must be a very familiar place. The actual point of arrival is  a designated area no larger
than 10 feet by 10 feet.  You can be transported any distance within a plane but cannot travel between planes. You can
transport,  in addition to yourself,  any objects you carry,  as long as their weight doesn't  exceed your maximum load.  You
may also bring one additional willing Medium or smaller creature (carrying gear or objects up to its maximum load) or
its equivalent per three caster levels. A Large creature counts as two Medium creatures,  a Huge creature counts as two
Large creatures,  and so  forth.  All creatures to be transported must be in contact with one another, and at least one of
those creatures must be in contact with you.  Exceeding this  limit  causes the spell to fail.  An unwilling creature can't be
teleported by word of recall.  Likewise, a creature's  Will save (or spell resistance) prevents items in its possession from
being teleported. Unattended,  nonmagical objects receive no saving throw.
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