
CASTLES & CRUSADES
CLERIC SPELL PLANNERCLERIC SPELL PLANNER
CLERIC SPELL PLANNERCLERIC SPELL PLANNER

Create Water (CT 1; R 50 ft; D perm; SV n/a; SR n/a; Comp V, S)
Creates 2 gallons/level of pure water.
Detect Chaos/Evil/Good/Law (CT 1; R 150 ft×10 ft; D 10 min/lvl; SV none; SR none; Comp V, S, DF)
Reveals aura of creatures, spells, or objects.
Hide Chaos/Evil/Good/Law (CT 1; R 150 ft×10 ft; D 10 min/lvl; SV none; SR none; Comp V, S, DF)
Hides aura of creatures, spells, or objects.
Detect Magic (CT 1; R 50 ft×10 ft; D 1 tn/lvl; SV none; SR none; Comp V,S)
Detects magical aura and its strength along a 50’ path.
Detect Poison (CT 1; R 50 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S)
Detects poison in one creature or small object.
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Endure Elements (CT 1; R person; D 24 hrs; SV none; SR yes; Comp V, S, DF)
Protection from natural elements and weather.
First Aid (CT 1; R touch; D perm; SV n/a; SR yes (h); Comp V, S)
Bandages bleeding wound.
Light (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, F)
Object shines like a torch.
Purify Food & Drink (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, DF)
Purifies 1 cu. ft./level of food or water.

Bless (CT 1 tn; R touch; D perm; SV n/a; SR yes (object); Comp V, S, DF)
Allies gain +1 to hit and +1 to saves against fear.
Bane (CT 1 tn; R touch; D perm; SV n/a; SR yes (object); Comp V, S, DF)
Enemies are –1 to hit and –1 to saves against fear.
Bless Water (CT 1 tn; R touch; D perm; SV n/a; SR yes (object); Comp V, S, DF)
Makes holy water.
Curse Water (CT 1 tn; R touch; D perm; SV n/a; SR yes (object); Comp V, S, DF)
Makes unholy water.
Command (CT 1; R 25 ft; D 1 rd; SV CHA neg; SR yes; Comp V)
Subjects obey one-word command for 1 round.
Cure Light Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Cures 1d8 damage.
Cause Light Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Causes 1d8 damage.
Detect Secret Doors (CT 1; R 60 ft; D 1 min/lvl; SV none; SR none; Comp V, S)
Reveals hidden doors within 60 ft.
Detect Undead (CT 1; R 50 ft×10 ft; D 1 min/lvl; SV none; SR none; Comp V, S, DF)
Reveals undead within 60 ft.
Invisibility to Undead (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp S, DF)
Undead can’t perceive subject.

Prot. from Chaos/Evil/Good/Law (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, F)
+2 AC and saves, plus other defenses.
Remove Fear (CT 1; R touch; D see text; SV none; SR yes (h); Comp V, S, DF)
Protects from fear, grants new save vs. fear.
Cause Fear (CT 1; R touch; D see text; SV none; SR yes (h); Comp V, S, DF)
Frightens the affected subject.
Resist Elements (CT 1; R touch; D 1 tn/lvl; SV none; SR yes; Comp V, S, DF)
Grants +2 bonus to saves vs. selected element.
Sanctuary (CT 1; R touch; D 1 rd/lvl; SV CHA neg; SR no; Comp V, DF)
Opponents can’t attack the caster.
Shield of Faith (CT 1; R touch; D 1 tn/lvl; SV none; SR yes (h); Comp V, S, M, DF)
Aura grants +2 bonus to AC and saves.
Sound Burst (CT 1; R 50 ft; D n/a; SV see text; SR yes; Comp V, S, DF)
A pulse of sound that causes 1d8 damage.

Aid (CT 1; R touch; D 1 tn/lvl; SV none; SR yes (h); Comp V, S, DF)
+1 to hit, +1 on saves against fear, 1d8 temporary hit points.
Augury (CT 1; R person; D see text; SV n/a; SR n/a; Comp V, S, F, DF)
Learns whether an action will be good or bad.
Consecrate (CT 3; R 50 ft; D 2 hrs/lvl; SV n/a; SR n/a; Comp V, S, M, DF)
Makes location holy, turning and harming undead.
Desecrate (CT 3; R 50 ft; D 2 hrs/lvl; SV n/a; SR n/a; Comp V, S, M, DF)
Makes location unholy, granting bonuses to undead.
Darkness (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V, M/DF)
Creates 20-ft. radius supernatural darkness.
Daylight (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V, M/DF)
Creates light as bright as full daylight in a 60-ft. radius.
Delay Poison (CT 1; R touch; D 1 hr/lvl; SV CON neg (h); SR yes (h); Comp V, S, DF)
Stops poison from harming subject for 1 hour/level.
Detect Traps (CT 1; R 50 ft×10 ft; D 10 min/lvl; SV none; SR yes; Comp V, S, F, DF)
Reveals traps along a path 50 ft. long.

Hold Person (CT 1; R 50 ft; D 1 rd/lvl; SV WIS neg; SR yes; Comp V, S, M)
Holds one person helpless; 1 round/level.
Lesser Restoration (CT 10 min; R touch; D perm; SV n/a; SR yes (h); Comp V, S, DF)
Dispels effects reducing one attribute.
Remove Paralysis (CT 1; R touch; D perm; SV CON neg; SR yes; Comp V, DF)
Frees one creature from paralyzing effects or slow spell.
Silence (CT 1; R 450 ft; D 1 tn/lvl; SV see text; SR no; Comp V, S)
Negates sound in 15-ft. radius.
Speak with Dead (CT 10 min; R touch; D 1 tn/lvl; SV n/a; SR n/a; Comp V, S, DF)
Corpse answers questions.
Spiritual Weapon (CT 1; R 30 ft; D 1 rd/lvl; SV CON neg; SR no; Comp V, S, M)
Divine weapon attacks on telepathic command.

Animate Dead (CT 1; R 50 ft; D n/a; SV none; SR none; Comp V, S, M)
Creates and controls undead skeletons and zombies.
Preserve Dead (CT 1; R 50 ft; D n/a; SV none; SR none; Comp V, S, M)
Preserves corpses for 1 day/level and extends raise time limit.
Continual Flame (CT 1; R 5 ft; D perm; SV none; SR yes; Comp V, S)
Makes a permanent, heatless flame.
Create Food and Water (CT 10 min; R 50 ft; D perm; SV n/a; SR n/a; Comp V, S, DF)
Feeds three humans (or one horse)/level.
Spoil Food and Water (CT 10 min; R 50 ft; D perm; SV n/a; SR n/a; Comp V, S, DF)
Makes inedible food for three humans (or one horse)/level.
Cure Serious Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Cures 3d8 damage.
Cause Serious Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Causes 3d8 damage.
Dispel Magic (CT 1; R 150 ft; D see text; SV none; SR yes; Comp V, S)
Cancels magical spells and effects.
Glyph of Warding (CT 10 min; R touch; D until discharged; SV see text; SR yes (to effect); Comp V, S, M)
Inscription harms those who pass it.
Locate Object (CT 1; R 450 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, F, DF)
Senses direction toward object (specific or type).

Magic Circle (CT 1; R creature touched; D 3 rds/lvl; SV none; SR no (see text); Comp V, S, M/DF)
As protection spell versus chaos, evil, good, or law, but 10-ft. radius.
Prayer (CT 1; R see text; D 1 rd/lvl; SV none; SR yes; Comp V, S, DF)
Allies gain +1 on most rolls, and enemies suffer –1.
Remove Blindness/Deafness (CT 1; R touch; D perm; SV CON neg; SR yes (h); Comp V, DF)
Cures subject.
Cause Blindness/Deafness (CT 1; R touch; D perm; SV CON neg; SR yes (h); Comp V, DF)
Blinds or deafens subject.
Remove Curse (CT 1; R touch; D perm; SV none; SR no; Comp V, S)
Frees person or object from curses.
Bestow Curse (CT 1; R touch; D perm; SV CHA; SR yes; Comp V, S)
Places curse on a creature.
Remove Disease (CT 1; R touch; D perm; SV none; SR yes (h); Comp V, DF)
Cures all diseases.
Cause Disease (CT 1; R touch; D perm; SV CON neg; SR yes (h); Comp V, DF)
Causes a random disease in the creature touched.

Character
Spells Available by Level

0 1 2 3 4 5 6 7 8 9
Underline all spells known. Non-capitalized spell titles are reversed. Check spells prepared and 
mark off when cast.

Create Water (CT 1; R 50 ft; D perm; SV n/a; SR n/a; Comp V, S)

Creates 2 gallons/level of pure water.

Det. Chaos/Evil/Good/Law (CT 1; R 150 ft×10 ft; D 10 min/lvl; SV none; SR none; Comp V, S, DF)

Reveals aura of creatures, spells, or objects.

Hide Chaos/Evil/Good/Law (CT 1; R 150 ft×10 ft; D 10 min/lvl; SV none; SR none; Comp V, S, DF)

Hides aura of creatures, spells, or objects.

Detect Magic (CT 1; R 50 ft×10 ft; D 1 tn/lvl; SV none; SR none; Comp V,S)

Detects magical aura and its strength along a 50’ path.

Detect Poison (CT 1; R 50 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S)

Detects poison in one creature or small object.
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Endure Elements (CT 1; R person; D 24 hrs; SV none; SR yes; Comp V, S, DF)

Protection from natural elements and weather.

First Aid (CT 1; R touch; D perm; SV n/a; SR yes (h); Comp V, S)

Bandages bleeding wound.

Light (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, F)

Object shines like a torch.

Purify Food & Drink (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, DF)

Purifies 1 cu. ft./level of food or water.

Bless (CT 1 tn; R touch; D perm; SV n/a; SR yes (object); Comp V, S, DF)

Allies gain +1 to hit and +1 to saves against fear.

Bane (CT 1 tn; R touch; D perm; SV n/a; SR yes (object); Comp V, S, DF)

Enemies are –1 to hit and –1 to saves against fear.

Bless Water (CT 1 tn; R touch; D perm; SV n/a; SR yes (object); Comp V, S, DF)

Makes holy water.

Curse Water (CT 1 tn; R touch; D perm; SV n/a; SR yes (object); Comp V, S, DF)

Makes unholy water.

Command (CT 1; R 25 ft; D 1 rd; SV CHA neg; SR yes; Comp V)

Subjects obey one-word command for 1 round.

Cure LIGHT Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Cures 1d8 damage.

Cause Light Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Causes 1d8 damage.

Det. Secret Doors (CT 1; R 60 ft; D 1 min/lvl; SV none; SR none; Comp V, S)

Reveals hidden doors within 60 ft.

Det. Undead (CT 1; R 50 ft×10 ft; D 1 min/lvl; SV none; SR none; Comp V, S, DF)

Reveals undead within 60 ft.

Invis. to Undead (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp S, DF)

Undead can’t perceive subject.

Prot. from Chaos/Evil/Good/Law (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, F)

+2 AC and saves, plus other defenses.

Remove Fear (CT 1; R touch; D see text; SV none; SR yes (h); Comp V, S, DF)

Protects from fear, grants new save vs. fear.

Cause Fear (CT 1; R touch; D see text; SV none; SR yes (h); Comp V, S, DF)

Frightens the affected subject.

Resist Elements (CT 1; R touch; D 1 tn/lvl; SV none; SR yes; Comp V, S, DF)

Grants +2 bonus to saves vs. selected element.

Sanctuary (CT 1; R touch; D 1 rd/lvl; SV CHA neg; SR no; Comp V, DF)

Opponents can’t attack the caster.

Shield of Faith (CT 1; R touch; D 1 tn/lvl; SV none; SR yes (h); Comp V, S, M, DF)

Aura grants +2 bonus to AC and saves.

Sound Burst (CT 1; R 50 ft; D n/a; SV see text; SR yes; Comp V, S, DF)

A pulse of sound that causes 1d8 damage.

Aid (CT 1; R touch; D 1 tn/lvl; SV none; SR yes (h); Comp V, S, DF)

+1 to hit, +1 on saves against fear, 1d8 temporary hit points.

Augury (CT 1; R person; D see text; SV n/a; SR n/a; Comp V, S, F, DF)

Learns whether an action will be good or bad.

Consecrate (CT 3; R 50 ft; D 2 hrs/lvl; SV n/a; SR n/a; Comp V, S, M, DF)

Makes location holy, turning and harming undead.

Desecrate (CT 3; R 50 ft; D 2 hrs/lvl; SV n/a; SR n/a; Comp V, S, M, DF)

Makes location unholy, granting bonuses to undead.

Darkness (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V, M/DF)

Creates 20-ft. radius supernatural darkness.

Daylight (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V, M/DF)

Creates light as bright as full daylight in a 60-ft. radius.

Delay Poison (CT 1; R touch; D 1 hr/lvl; SV CON neg (h); SR yes (h); Comp V, S, DF)

Stops poison from harming subject for 1 hour/level.

Det. Traps (CT 1; R 50 ft×10 ft; D 10 min/lvl; SV none; SR yes; Comp V, S, F, DF)

Reveals traps along a path 50 ft. long.

Hold Person (CT 1; R 50 ft; D 1 rd/lvl; SV WIS neg; SR yes; Comp V, S, M)

Holds one person helpless; 1 round/level.

Lesser Restoration (CT 10 min; R touch; D perm; SV n/a; SR yes (h); Comp V, S, DF)

Dispels effects reducing one attribute.

Remove Paralysis (CT 1; R touch; D perm; SV CON neg; SR yes; Comp V, DF)

Frees one creature from paralyzing effects or slow spell.

Silence (CT 1; R 450 ft; D 1 tn/lvl; SV see text; SR no; Comp V, S)

Negates sound in 15-ft. radius.

Speak W/Dead (CT 10 min; R touch; D 1 tn/lvl; SV n/a; SR n/a; Comp V, S, DF)

Corpse answers questions.

Spiritual Weapon (CT 1; R 30 ft; D 1 rd/lvl; SV CON neg; SR no; Comp V, S, M)

Divine weapon attacks on telepathic command.

Animate Dead (CT 1; R 50 ft; D n/a; SV none; SR none; Comp V, S, M)

Creates and controls undead skeletons and zombies.

Preserve Dead (CT 1; R 50 ft; D n/a; SV none; SR none; Comp V, S, M)

Preserves corpses for 1 day/level and extends raise time limit.

Continual Flame (CT 1; R 5 ft; D perm; SV none; SR yes; Comp V, S)

Makes a permanent, heatless flame.

Create Food & Water (CT 10 min; R 50 ft; D perm; SV n/a; SR n/a; Comp V, S, DF)

Feeds three humans (or one horse)/level.

Spoil Food & Water (CT 10 min; R 50 ft; D perm; SV n/a; SR n/a; Comp V, S, DF)

Makes inedible food for three humans (or one horse)/level.

Cure Serious Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Cures 3d8 damage.

Cause Serious Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Causes 3d8 damage.

Dispel Magic (CT 1; R 150 ft; D see text; SV none; SR yes; Comp V, S)

Cancels magical spells and effects.

Glyph of Warding (CT 10 min; R touch; D until discharged; SV see text; SR yes (to effect); Comp V, S, M)

Inscription harms those who pass it.

Locate Object (CT 1; R 450 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, F, DF)

Senses direction toward object (specific or type).

Magic Circle (CT 1; R creature touched; D 3 rds/lvl; SV none; SR no (see text); Comp V, S, M/DF)

As protection spell versus chaos, evil, good, or law, but 10-ft. radius.

Prayer (CT 1; R see text; D 1 rd/lvl; SV none; SR yes; Comp V, S, DF)

Allies gain +1 on most rolls, and enemies suffer –1.

Remove Blindness/Deafness (CT 1; R touch; D perm; SV CON neg; SR yes (h); Comp V, DF)

Cures subject.

Cause Blindness/Deafness (CT 1; R touch; D perm; SV CON neg; SR yes (h); Comp V, DF)

Blinds or deafens subject.

Remove Curse (CT 1; R touch; D perm; SV none; SR no; Comp V, S)

Frees person or object from curses.

Bestow Curse (CT 1; R touch; D perm; SV CHA; SR yes; Comp V, S)

Places curse on a creature.

Remove Disease (CT 1; R touch; D perm; SV none; SR yes (h); Comp V, DF)

Cures all diseases.

Cause Disease (CT 1; R touch; D perm; SV CON neg; SR yes (h); Comp V, DF)

Causes a random disease in the creature touched.

Character

Spells Available by Level

0 1 2 3 4 5 6 7 8 9
Underline all spells known. Non-capitalized spell titles are reversed. Check 
spells prepared and mark off when cast.
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Air/Water Walk (CT 1; R touch; D 10 tn/lvl; SV WIS neg (h); SR yes (h); Comp V, S, DF)
Subject treads on air or water.
Control Water (CT 1; R 450 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, M/DF)
Raises or lowers bodies of water.
Discern Lies (CT 1; R 50 ft; D 1 rd/lvl; SV CHA neg; SR yes; Comp V, S, DF)
Reveals deliberate falsehoods.
Hide Lies (CT 1; R 50 ft; D 1 rd/lvl; SV CHA neg; SR yes; Comp V, S, DF)
Obscures truthfulness of a person.
Dismissal (CT 1; R 50 ft; D inst; SV CHA neg; SR yes; Comp V, S, F, DF)
Forces a creature to return to native plane.
Divination (CT 10 min; R n/a; D see text; SV n/a; SR n/a; Comp V, S, M)
Provides useful advice for specific proposed actions.
Freedom of Movement (CT 1; R touch; D 10 min/lvl; SV n/a; SR yes (h); Comp V, S, DF)
Moves normally despite impediments.
Hallow (CT one day; R touch; D one year; SV none; SR see text; Comp V, S, M, DF)
Designates location as holy with array of effects.

Healing Circle (CT 1; R see text; D perm; SV see text; SR yes (h); Comp V, S)
Cures 2d8 damage in circle around caster.
Neutralize Poison (CT 1; R touch; D perm; SV CON (h); SR yes (h); Comp V, S, DF)
Detoxifies venom in or on subject.
Restoration (CT 1 hr; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Restores drained level and attribute reducing effects.
Sending (CT 10 min; R unlimited; D see text; SV n/a; SR n/a; Comp V, S, M, DF)
Delivers short message to creature anywhere, instantly.
Tongues (CT 1; R touch; D 1 tn/lvl; SV none; SR no; Comp V, S)
Speak any language.

Atonement (CT 1 hr+1 hr/lvl of recip.; R touch; D n/a; SV none; SR yes (h); Comp V, S, F, DF)
Removes burden of misdeeds from subject.
Commune (CT 10 min; R see text; D special; SV n/a; SR n/a; Comp V, S, M, DF)
Deity answers one yes-or-no question/level.
Cure Critical Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Cures 5d8 damage.
Cause Critical Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Causes 5d8 damage.
Death Ward (CT 1; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, DF)
Grants immunity to death spells and effects.
Dispel Chaos/Evil/Good/Law (CT 1; R 50 ft; D inst; SV CHA neg; SR yes; Comp V, S, F, DF)
Grants +4 AC and dispel one spell.
Ethereal Jaunt (CT 1; R see text; D 1 rd/lvl; SV n/a; SR n/a; Comp V, S)
The caster becomes ethereal for 1 round/level.
Flame Strike (CT 1; R 150 ft; D inst; SV DEX half; SR yes; Comp V, S, DF)
Smites foes with divine fire (1d6/level).

Insect Plague (CT 1; R 450 ft; D 1 tn/lvl; SV see text; SR no; Comp V, S, DF)
Limits vision, prevents spellcasting, inflicts damage.
Plane Shift (CT 1; R touch; D n/a; SV see text; SR yes (h); Comp V, S, DF)
Up to eight subjects travel to another plane.
Raise Dead (CT 1 tn; R touch; D perm; SV none; SR no; Comp V, S, DF)
Restores life to subject who died up to 1 day/level ago.
Scrying (CT 10 min; R see text; D 1 rd/lvl; SV none; SR no; Comp V, S, M, F)
Spies on subject from a distance.
True Seeing (CT 1; R touch; D 1 rd/lvl; SV none; SR yes; Comp V, S, M)
See all things as they really are.

Banishment (CT 1; R 50 ft; D perm; SV CHA neg; SR yes; Comp V, S, F)
Banishes 2 HD/level extraplanar creatures.
Blade Barrier (CT 1; R 150 ft; D 3 rd/lvl; SV DEX neg; SR yes; Comp V, S)
Blades encircling caster deal 12d6 damage.
Create Undead (CT 1 hour; R 50 ft (one); D perm; SV n/a; SR n/a; Comp V, S, M)
Ghouls, shadows, ghasts, wights or wraiths.
Find the Path (CT 3; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, F)
Shows most direct way to a location.
Hide the Path (CT 3; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, F)
Makes the subject lost.
Geas (CT 1; R 10 ft; D see text; SV CHA neg; SR yes; Comp V, DF)
Forces creature to fulfill a quest.

Heal (CT 1; R touch; D perm; SV none; SR yes (h); Comp V, S, DF)
Cures all damage and most everything else.
Harm (CT 1; R touch; D perm; SV none; SR yes (h); Comp V, S, DF)
Drains target of all but 4 hp and causes disease.
Wind Walk (CT 1; R touch; D 1 tn/lvl; SV n/a; SR yes (h); Comp V, S, DF)
The caster and the caster’s allies turn vaporous and travel fast.
Word of Recall (CT 1; R unlimited; D n/a; SV see text; SR yes (h); Comp V)
Teleports the caster back to designated place.

Control Weather (CT 10 min (see text); R 2 miles; D 4d12 hrs; SV n/a; SR n/a; Comp V, S, M/DF)
Changes weather in local area.
Greater Restoration (CT 1 hour; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Restores all levels and attribute losses.
Greater Scrying (CT 1 tn; R see text; D 1 tn/lvl; SV none; SR no; Comp V, S, M, F)
As scrying, but faster and longer.
Holy Word (CT 1; R see text; D perm; SV none; SR yes; Comp V)
Kills, paralyzes, blinds, or deafens non-good subjects.
Unholy Word (CT 1; R see text; D perm; SV none; SR yes; Comp V)
Kills, paralyzes, blinds, or deafens non-evil subjects.

Refuge (CT 1; R touch; D until discharged; SV none; SR none; Comp V, S, M)
Alters item to transport its possessor to the caster.
Regenerate (CT 3; R touch; D see text; SV none; SR yes (h); Comp V, S, DF)
Subject’s severed limbs grow back.
Repulsion (CT 1; R see text; D 1 rd/lvl; SV STR neg; SR yes; Comp V, S, DF)
Creatures can’t approach the caster.
Resurrection (CT 1 hr; R touch; D perm; SV none; SR yes (h); Comp V, S, M, DF)
Fully restores dead subject.
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Create Greater Undead (CT 1 hour; R 50 ft (one); D perm; SV n/a; SR n/a; Comp V, S, M)
Mummies, spectres, vampires or ghosts.
Discern Location (CT 10 min; R unlimited; D inst; SV none; SR none; Comp V, S, DF)
Learn exact location of creature or object.
Earthquake (CT 10 min; R 450 ft; D 1 rd; SV see text; SR no; Comp V, S, M, DF)
Intense tremor shakes 50 ft. circular area.
Fire Storm (CT 1; R 150 ft; D inst; SV dexterity half; SR yes; Comp V, S)
Raging flame fills area for 1d6/lvl damage.
Holy Aura (CT 1; R see text; D 1 rd/lvl; SV see text; SR yes (h); Comp V, S, DF)
+4 AC and saves, SR 16 against evil spells, and more.
Unholy Aura (CT 1; R see text; D 1 rd/lvl; SV see text; SR yes (h); Comp V, S, DF)
+4 AC and saves, SR 16 against good spells, and more.

Mass Heal (CT 1; R 25 ft; D n/a; SV none; SR yes (h); Comp V, S, DF)
As heal, but with several subjects.
Mass Harm (CT 1; R 25 ft; D n/a; SV none; SR yes (h); Comp V, S, DF)
As harm, but with several subjects.
Summon Planar Ally (CT 1 tn; R 50 ft; D see text; SV see text; SR see text; Comp V, S, DF)
Divinely calls allies up to 16 HD.
Symbol (CT 10 min; R touch; D see text; SV see text; SR yes; Comp V, S, M)
Triggered runes have array of effects.
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Object or location repels certain creatures.
Sympathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)
Object or location attracts certain creatures.
Astral Projection (CT 30 min; R touch; D see text; SV none; SR yes (h); Comp V, S)
Projects the caster & companions into Astral Plane.
Energy Drain (CT 1; R 50 ft; D see text; SV CON neg; SR yes; Comp V, S, DF)
Subject loses 2d4 levels.
Gate (CT 2; R 50 ft; D special; SV none; SR no; Comp V, S)
Connects two planes for travel or summoning.

Mind Blank (CT 1; R 25 ft; D 1 day; SV CHA neg (h); SR yes (h); Comp V, S)
Immunizes against mental/emotional magic and scrying.
Soul Bind (CT 1; R touch; D perm; SV none; SR no; Comp V, S, M, DF)
Traps newly dead soul to prevent resurrection.
Trap the Soul (CT 1 or see text; R 10 ft or see text; D perm; SV see text; SR see text; Comp V, S, M)
Imprisons subject within gem.
True Resurrection (CT 3 hrs; R n/a; D n/a; SV n/a; SR n/a; Comp V, S, M, DF)
As resurrection, plus remains aren’t needed.
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Air/Water Walk (CT 1; R touch; D 10 tn/lvl; SV WIS neg (h); SR yes (h); Comp V, S, DF)

Subject treads on air or water.

Control Water (CT 1; R 450 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, M/DF)

Raises or lowers bodies of water.

Discern Lies (CT 1; R 50 ft; D 1 rd/lvl; SV CHA neg; SR yes; Comp V, S, DF)

Reveals deliberate falsehoods.

Hide Lies (CT 1; R 50 ft; D 1 rd/lvl; SV CHA neg; SR yes; Comp V, S, DF)

Obscures truthfulness of a person.

Dismissal (CT 1; R 50 ft; D inst; SV CHA neg; SR yes; Comp V, S, F, DF)

Forces a creature to return to native plane.

Divination (CT 10 min; R n/a; D see text; SV n/a; SR n/a; Comp V, S, M)

Provides useful advice for specific proposed actions.

Freedom of Movement (CT 1; R touch; D 10 min/lvl; SV n/a; SR yes (h); Comp V, S, DF)

Moves normally despite impediments.

Hallow (CT one day; R touch; D one year; SV none; SR see text; Comp V, S, M, DF)

Designates location as holy with array of effects.

Healing Circle (CT 1; R see text; D perm; SV see text; SR yes (h); Comp V, S)

Cures 2d8 damage in circle around caster.

Neutralize Poison (CT 1; R touch; D perm; SV CON (h); SR yes (h); Comp V, S, DF)

Detoxifies venom in or on subject.

Restoration (CT 1 hr; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Restores drained level and attribute reducing effects.

Sending (CT 10 min; R unlimited; D see text; SV n/a; SR n/a; Comp V, S, M, DF)

Delivers short message to creature anywhere, instantly.

Tongues (CT 1; R touch; D 1 tn/lvl; SV none; SR no; Comp V, S)

Speak any language.

Atonement (CT 1 hr+1 hr/lvl of recip.; R touch; D n/a; SV none; SR yes (h); Comp V, S, F, DF)

Removes burden of misdeeds from subject.

Commune (CT 10 min; R see text; D special; SV n/a; SR n/a; Comp V, S, M, DF)

Deity answers one yes-or-no question/level.

Cure Critical Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Cures 5d8 damage.

Cause Critical Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Causes 5d8 damage.

Death Ward (CT 1; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, DF)

Grants immunity to death spells and effects.

Dispel Chaos/Evil/Good/Law (CT 1; R 50 ft; D inst; SV CHA neg; SR yes; Comp V, S, F, DF)

Grants +4 AC and dispel one spell.

Ethereal Jaunt (CT 1; R see text; D 1 rd/lvl; SV n/a; SR n/a; Comp V, S)

The caster becomes ethereal for 1 round/level.

Flame Strike (CT 1; R 150 ft; D inst; SV DEX half; SR yes; Comp V, S, DF)

Smites foes with divine fire (1d6/level).

Insect Plague (CT 1; R 450 ft; D 1 tn/lvl; SV see text; SR no; Comp V, S, DF)

Limits vision, prevents spellcasting, inflicts damage.

Plane Shift (CT 1; R touch; D n/a; SV see text; SR yes (h); Comp V, S, DF)

Up to eight subjects travel to another plane.

Raise Dead (CT 1 tn; R touch; D perm; SV none; SR no; Comp V, S, DF)

Restores life to subject who died up to 1 day/level ago.

Scrying (CT 10 min; R see text; D 1 rd/lvl; SV none; SR no; Comp V, S, M, F)

Spies on subject from a distance.

True Seeing (CT 1; R touch; D 1 rd/lvl; SV none; SR yes; Comp V, S, M)

See all things as they really are.

Banishment (CT 1; R 50 ft; D perm; SV CHA neg; SR yes; Comp V, S, F)

Banishes 2 HD/level extraplanar creatures.

Blade Barrier (CT 1; R 150 ft; D 3 rd/lvl; SV DEX neg; SR yes; Comp V, S)

Blades encircling caster deal 12d6 damage.

Create Undead (CT 1 hour; R 50 ft (one); D perm; SV n/a; SR n/a; Comp V, S, M)

Ghouls, shadows, ghasts, wights or wraiths.

Find the Path (CT 3; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, F)

Shows most direct way to a location.

Hide the Path (CT 3; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, F)

Makes the subject lost.

Geas (CT 1; R 10 ft; D see text; SV CHA neg; SR yes; Comp V, DF)

Forces creature to fulfill a quest.

Heal (CT 1; R touch; D perm; SV none; SR yes (h); Comp V, S, DF)

Cures all damage and most everything else.

Harm (CT 1; R touch; D perm; SV none; SR yes (h); Comp V, S, DF)

Drains target of all but 4 hp and causes disease.

Wind Walk (CT 1; R touch; D 1 tn/lvl; SV n/a; SR yes (h); Comp V, S, DF)

The caster and the caster’s allies turn vaporous and travel fast.

Word of Recall (CT 1; R unlimited; D n/a; SV see text; SR yes (h); Comp V)

Teleports the caster back to designated place.

Control Weather (CT 10 min (see text); R 2 miles; D 4d12 hrs; SV n/a; SR n/a; Comp V, S, M/DF)

Changes weather in local area.

Greater Restoration (CT 1 hour; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Restores all levels and attribute losses.

Greater Scrying (CT 1 tn; R see text; D 1 tn/lvl; SV none; SR no; Comp V, S, M, F)

As scrying, but faster and longer.

Holy Word (CT 1; R see text; D perm; SV none; SR yes; Comp V)

Kills, paralyzes, blinds, or deafens non-good subjects.

Unholy Word (CT 1; R see text; D perm; SV none; SR yes; Comp V)

Kills, paralyzes, blinds, or deafens non-evil subjects.

Refuge (CT 1; R touch; D until discharged; SV none; SR none; Comp V, S, M)

Alters item to transport its possessor to the caster.

Regenerate (CT 3; R touch; D see text; SV none; SR yes (h); Comp V, S, DF)

Subject’s severed limbs grow back.

Repulsion (CT 1; R see text; D 1 rd/lvl; SV STR neg; SR yes; Comp V, S, DF)

Creatures can’t approach the caster.

Resurrection (CT 1 hr; R touch; D perm; SV none; SR yes (h); Comp V, S, M, DF)

Fully restores dead subject.
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Create Greater Undead (CT 1 hour; R 50 ft (one); D perm; SV n/a; SR n/a; Comp V, S, M)

Mummies, spectres, vampires or ghosts.

Discern Location (CT 10 min; R unlimited; D inst; SV none; SR none; Comp V, S, DF)

Learn exact location of creature or object.

Earthquake (CT 10 min; R 450 ft; D 1 rd; SV see text; SR no; Comp V, S, M, DF)

Intense tremor shakes 50 ft. circular area.

Fire Storm (CT 1; R 150 ft; D inst; SV dexterity half; SR yes; Comp V, S)

Raging flame fills area for 1d6/lvl damage.

Holy Aura (CT 1; R see text; D 1 rd/lvl; SV see text; SR yes (h); Comp V, S, DF)

+4 AC and saves, SR 16 against evil spells, and more.

Unholy Aura (CT 1; R see text; D 1 rd/lvl; SV see text; SR yes (h); Comp V, S, DF)

+4 AC and saves, SR 16 against good spells, and more.

Mass Heal (CT 1; R 25 ft; D n/a; SV none; SR yes (h); Comp V, S, DF)

As heal, but with several subjects.

Mass Harm (CT 1; R 25 ft; D n/a; SV none; SR yes (h); Comp V, S, DF)

As harm, but with several subjects.

Summon Planar Ally (CT 1 tn; R 50 ft; D see text; SV see text; SR see text; Comp V, S, DF)

Divinely calls allies up to 16 HD.

Symbol (CT 10 min; R touch; D see text; SV see text; SR yes; Comp V, S, M)

Triggered runes have array of effects.
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Antipathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)

Object or location repels certain creatures.

Sympathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)

Object or location attracts certain creatures.

Astral Projection (CT 30 min; R touch; D see text; SV none; SR yes (h); Comp V, S)

Projects the caster & companions into Astral Plane.

Energy Drain (CT 1; R 50 ft; D see text; SV CON neg; SR yes; Comp V, S, DF)

Subject loses 2d4 levels.

Gate (CT 2; R 50 ft; D special; SV none; SR no; Comp V, S)

Connects two planes for travel or summoning.

Mind Blank (CT 1; R 25 ft; D 1 day; SV CHA neg (h); SR yes (h); Comp V, S)

Immunizes against mental/emotional magic and scrying.

Soul Bind (CT 1; R touch; D perm; SV none; SR no; Comp V, S, M, DF)

Traps newly dead soul to prevent resurrection.

Trap the Soul (CT 1 or see text; R 10 ft or see text; D perm; SV see text; SR see text; Comp V, S, M)

Imprisons subject within gem.

True Resurrection (CT 3 hrs; R n/a; D n/a; SV n/a; SR n/a; Comp V, S, M, DF)

As resurrection, plus remains aren’t needed.
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Underline all spells known. Non-capitalized spell titles are reversed. Check spells prepared and 
mark off when cast.

Create Water (CT 1; R 50 ft; D perm; SV n/a; SR n/a; Comp V, S)
Creates 2 gallons/level of pure water.
Detect Neutrality (CT 1; R 150 ft x 10 ft; D 10 min/lvl; SV none; SR none; Comp V, S, DF)
Reveals creatures, spells or objects.
Detect Poison (CT 1; R 50 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S)
Detects poison in one creature or small object.
Endure Elements (CT 1; R person; D 24 hrs; SV none; SR yes; Comp V, S, DF)
Protection from natural elements and weather.
First Aid (CT 1; R touch; D perm; SV n/a; SR yes (h); Comp V, S)
Bandages bleeding wound.

Know Direction (CT 1; R n/a; D see text; SV n/a; SR n/a; Comp V)
The caster dicerns north.
Light (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, F)
Object shines like a torch.
Purify Food  & Drink (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, DF)
Purifies 1 cu. ft./level of food or water.
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Alarm (CT 1; R 50 ft; D 2 hrs/lvl; SV none; SR n/a; Comp V, S, F/DF)
Wards an area and alerts caster to intruders.
Animal Friendship (CT 1 tn; R 50 ft; D perm except as noted; SV CHA neg; SR yes; Comp V, S, M)
Gain permanent animal companion.
Calm Animals (CT 1; R 50 ft; D 1 tn/lvl; SV CHA neg; SR yes; Comp V, S)
Calms animals, beasts, or magical beasts.
Detect Snares and Pits (CT 1; R 50 ft×10 ft; D 10 min/lvl; SV none; SR none; Comp V,S)
Reveals natural or primitive traps.
Entangle (CT 1; R 450 ft; D 1 tn/lvl; SV DEX (see text); SR no; Comp V, S, DF)
Plants entangle everyone in a 50-ft. circle.
Faerie Fire (CT 1; R 150 ft; D 1 tn/lvl; SV no; SR yes; Comp V)
Outlining light grants +1 to hit and cancels concealment.
Goodberry (CT 1; R n/a; D 1 day/lvl; SV none; SR no; Comp V, S, DF)
2d4 berries each cure 1 hp (max 8 hp/day).
Invisibility to Animals (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp S, DF)
Animals can’t perceive warded subject.

Magic Stones (CT 1; R touch; D n/a; SV n/a; SR n/a; Comp M)
Three stones gain +1 attack, deal 1d6+1 dmg.
Obscuring Mist (CT 1; R n/a; D 1 min/lvl; SV none; SR no; Comp V, S)
Fog surrounds caster, obscuring all sight.
Pass without Trace (CT 1; R 25 ft; D n/a; SV n/a; SR n/a; Comp V, S)
Subject leaves no tracks or scent.
Shillelagh (CT 1; R touch; D 1 tn/lvl; SV none; SR yes (object); Comp V, S, DF)
Makes club a +1 weapon (1d6+1 damage).
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Animal Messenger (CT 1; R 50 ft; D 1 day/lvl; SV none; SR yes; Comp V, S, M (food))
Sends a small animal to a specific place.
Barkskin (CT 1; R touch; D 10 tn/lvl; SV none; SR yes (h); Comp V, S, M, DF)
Grants +3 AC, or caster looks like tree.
Charm Person or Animal (CT 1; R 50 ft; D 1 hr/lvl; SV CHA neg; SR yes; Comp V, S)
Makes one person or animal the caster’s friend.
Cure Light Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Cures 1d8 damage.
Cause Light Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Causes 1d8 damage.
Delay Poison (CT 1; R touch; D 1 hr/lvl; SV CON neg (h); SR yes (h); Comp V, S, DF)
Stops poison from harming subject for 1 hour/level.
Fire Trap (CT 10 min; R touch; D until discharged; SV DEX half; SR yes; Comp V, S, M)
Opened object deals 1d4+1/level damage.
Heat Metal (CT 1; R 50 ft; D 7 rds; SV none; SR no; Comp V, S)
Hot metal damages those who touch it.
Chill Metal (CT 1; R 50 ft; D 7 rds; SV none; SR no; Comp V, S)
Cold metal damages those who touch it.
Hold Animal (CT 1; R 50 ft; D 1 rd/lvl; SV WIS neg; SR yes; Comp V, S, M)
Holds one animal helpless for 1 round/level.

Produce Flame (CT 1; R n/a; D 1 tn/lvl; SV none; SR yes; Comp V, S)
Fire in hand deals 1d4+1 damage, touch or throws.
Speak with Animals (CT 1; R n/a; D 1 tn/lvl; SV n/a; SR n/a; Comp V, S)
The caster can communicate with animals.
Summon Swarm (CT 1; R 50 ft; D conc + 2 rds; SV none; SR no; Comp V, S, DF)
Insect or vermin attack and disrupt foes.
Warp Wood (CT 1; R 50 ft; D n/a; SV no; SR yes (object); Comp V, S, DF)
Bends and makes wood (weapons, door, etc.) useless.
Straighten Wood (CT 1; R 50 ft; D n/a; SV no; SR yes (object); Comp V, S, DF)
Reforms wood to original shape, straightness and strength.

Call Lightning (CT 10 min+1 rd/bolt; R 450 ft; D 10 min/lvl; SV DEX half; SR yes; Comp V, S)
Directs lightning bolts (1d10/level) during storms.
Meld into Stone (CT 1; R n/a; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, DF)
The caster and caster’s gear merge with stone.
Neutralize Poison (CT 1; R touch; D perm; SV CON (h); SR yes (h); Comp V, S, DF)
Detoxifies venom in or on subject.
Plant Growth (CT 3; R 450 ft; D n/a; SV none; SR no; Comp V, S, DF)
Grows vegetation, improves crops.
Prot. from Elements (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, DF)
Absorb 12 damage/level from one kind of element.
Pyrotechnics (CT 1; R 150 ft; D see text; SV see text; SR yes; Comp V, S, M)
Turns fire into blinding light or choking smoke.
Remove Disease (CT 1; R touch; D perm; SV CON neg cause; SR yes (h); Comp V, DF)
Cures all diseases.
Cause Disease (CT 1; R touch; D perm; SV CON neg cause; SR yes (h); Comp V, DF)
Causes a random disease in the creature touched.
Snare (CT 3; R touch; D triggered or broken; SV see text; SR no; Comp V, S, M)
Creates and conceals magical trap that binds victims.

Speak with Plants (CT 1; R n/a; D 1 tn/lvl; SV n/a; SR n/a; Comp V, S)
The caster can talk to normal plants.
Shape Stone or Wood (CT 1; R touch; D see text; SV n/a; SR n/a; Comp V, S, M, DF)
Sculpts stone or wood into any form.
Wall of Wind (CT 1; R 150 ft; D 1 rd/lvl; SV none; SR no; Comp V, S)
Deflects arrows, smaller creatures, and gases.
Water Breathing (CT 1; R touch; D 2 hrs/lvl; SV CON neg (h); SR yes (h); Comp V, S, M, DF)
Subjects can breathe underwater.
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Create Water (CT 1; R 50 ft; D perm; SV n/a; SR n/a; Comp V, S)

Creates 2 gallons/level of pure water.

Det. Neutrality (CT 1; R 150 ft x 10 ft; D 10 min/lvl; SV none; SR none; Comp V, S, DF)

Reveals creatures, spells or objects.

Detect Poison (CT 1; R 50 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S)

Detects poison in one creature or small object.

Endure Elements (CT 1; R person; D 24 hrs; SV none; SR yes; Comp V, S, DF)

Protection from natural elements and weather.

First Aid (CT 1; R touch; D perm; SV n/a; SR yes (h); Comp V, S)

Bandages bleeding wound.

Know Direction (CT 1; R n/a; D see text; SV n/a; SR n/a; Comp V)

The caster dicerns north.

Light (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, F)

Object shines like a torch.

Purify Food  & Drink (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, DF)

Purifies 1 cu. ft./level of food or water.
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Alarm (CT 1; R 50 ft; D 2 hrs/lvl; SV none; SR n/a; Comp V, S, F/DF)

Wards an area and alerts caster to intruders.

Animal Friendship (CT 1 tn; R 50 ft; D perm except as noted; SV CHA neg; SR yes; Comp V, S, M)

Gain permanent animal companion.

Calm Animals (CT 1; R 50 ft; D 1 tn/lvl; SV CHA neg; SR yes; Comp V, S)

Calms animals, beasts, or magical beasts.

Det. Snares & Pits (CT 1; R 50 ft×10 ft; D 10 min/lvl; SV none; SR none; Comp V,S)

Reveals natural or primitive traps.

Entangle (CT 1; R 450 ft; D 1 tn/lvl; SV DEX (see text); SR no; Comp V, S, DF)

Plants entangle everyone in a 50-ft. circle.

Faerie Fire (CT 1; R 150 ft; D 1 tn/lvl; SV no; SR yes; Comp V)

Outlining light grants +1 to hit and cancels concealment.

Goodberry (CT 1; R n/a; D 1 day/lvl; SV none; SR no; Comp V, S, DF)

2d4 berries each cure 1 hp (max 8 hp/day).

Invis. to Animals (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp S, DF)

Animals can’t perceive warded subject.

Magic Stones (CT 1; R touch; D n/a; SV n/a; SR n/a; Comp M)

Three stones gain +1 attack, deal 1d6+1 dmg.

Obscuring Mist (CT 1; R n/a; D 1 min/lvl; SV none; SR no; Comp V, S)

Fog surrounds caster, obscuring all sight.

Pass without Trace (CT 1; R 25 ft; D n/a; SV n/a; SR n/a; Comp V, S)

Subject leaves no tracks or scent.

Shillelagh (CT 1; R touch; D 1 tn/lvl; SV none; SR yes (object); Comp V, S, DF)

Makes club a +1 weapon (1d6+1 damage).
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Animal Messenger (CT 1; R 50 ft; D 1 day/lvl; SV none; SR yes; Comp V, S, M (food))

Sends a small animal to a specific place.

Barkskin (CT 1; R touch; D 10 tn/lvl; SV none; SR yes (h); Comp V, S, M, DF)

Grants +3 AC, or caster looks like tree.

Charm Person/Animal (CT 1; R 50 ft; D 1 hr/lvl; SV CHA neg; SR yes; Comp V, S)

Makes one person or animal the caster’s friend.

Cure Light Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Cures 1d8 damage.

Cause Light Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Causes 1d8 damage.

Delay Poison (CT 1; R touch; D 1 hr/lvl; SV CON neg (h); SR yes (h); Comp V, S, DF)

Stops poison from harming subject for 1 hour/level.

Fire Trap (CT 10 min; R touch; D until discharged; SV DEX half; SR yes; Comp V, S, M)

Opened object deals 1d4+1/level damage.

Heat Metal (CT 1; R 50 ft; D 7 rds; SV none; SR no; Comp V, S)

Hot metal damages those who touch it.

Chill Metal (CT 1; R 50 ft; D 7 rds; SV none; SR no; Comp V, S)

Cold metal damages those who touch it.

Hold Animal (CT 1; R 50 ft; D 1 rd/lvl; SV WIS neg; SR yes; Comp V, S, M)

Holds one animal helpless for 1 round/level.

Produce Flame (CT 1; R n/a; D 1 tn/lvl; SV none; SR yes; Comp V, S)

Fire in hand deals 1d4+1 damage, touch or throws.

Speak with Animals (CT 1; R n/a; D 1 tn/lvl; SV n/a; SR n/a; Comp V, S)

The caster can communicate with animals.

Summon Swarm (CT 1; R 50 ft; D conc + 2 rds; SV none; SR no; Comp V, S, DF)

Insect or vermin attack and disrupt foes.

Warp Wood (CT 1; R 50 ft; D n/a; SV no; SR yes (object); Comp V, S, DF)

Bends and makes wood (weapons, door, etc.) useless.

Straighten Wood (CT 1; R 50 ft; D n/a; SV no; SR yes (object); Comp V, S, DF)

Reforms wood to original shape, straightness and strength.

Call Lightning (CT 10 min+1 rd/bolt; R 450 ft; D 10 min/lvl; SV DEX half; SR yes; Comp V, S)

Directs lightning bolts (1d10/level) during storms.

Meld into Stone (CT 1; R n/a; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, DF)

The caster and caster’s gear merge with stone.

Neut. Poison (CT 1; R touch; D perm; SV CON (h); SR yes (h); Comp V, S, DF)

Detoxifies venom in or on subject.

Plant Growth (CT 3; R 450 ft; D n/a; SV none; SR no; Comp V, S, DF)

Grows vegetation, improves crops.

Prot. from Elements (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, DF)

Absorb 12 damage/level from one kind of element.

Pyrotechnics (CT 1; R 150 ft; D see text; SV see text; SR yes; Comp V, S, M)

Turns fire into blinding light or choking smoke.

Rem. Disease (CT 1; R touch; D perm; SV CON neg cause; SR yes (h); Comp V, DF)

Cures all diseases.

Cause Disease (CT 1; R touch; D perm; SV CON neg cause; SR yes (h); Comp V, DF)

Causes a random disease in the creature touched.

Snare (CT 3; R touch; D triggered or broken; SV see text; SR no; Comp V, S, M)

Creates and conceals magical trap that binds victims.

Speak with Plants (CT 1; R n/a; D 1 tn/lvl; SV n/a; SR n/a; Comp V, S)

The caster can talk to normal plants.

Shape Stone/Wood (CT 1; R touch; D see text; SV n/a; SR n/a; Comp V, S, M, DF)

Sculpts stone or wood into any form.

Wall of Wind (CT 1; R 150 ft; D 1 rd/lvl; SV none; SR no; Comp V, S)

Deflects arrows, smaller creatures, and gases.

Water Breathing (CT 1; R touch; D 2 hrs/lvl; SV CON neg (h); SR yes (h); Comp V, S, M, DF)

Subjects can breathe underwater.

Character
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0 1 2 3 4 5 6 7 8 9
Underline all spells known. Non-capitalized spell titles are reversed. Check 
spells prepared and mark off when cast.
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Antiplant Shell (CT 1; R person; D 1 tn/lvl; SV none; SR yes; Comp V, S, DF)
Keeps plant creatures at bay.
Control Plants (CT 1; R 50 ft; D 1 tn/lvl; SV CHA neg (see text); SR yes; Comp V, S)
Talk to and control plants and plant creatures.
Cure Serious Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Cures 3d8 damage.
Cause Serious Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Causes 3d8 damage.
Dispel Magic (CT 1; R 150 ft; D see text; SV none; SR yes; Comp V, S)
Cancels magical spells and effects.
Freedom of Movement (CT 1; R touch; D 10 min/lvl; SV n/a; SR yes (h); Comp V, S, DF)
Move normally despite impediments.
Quench (CT 1; R 150 ft; D see text; SV see text; SR yes; Comp V, S, DF)
Extinguishes non-magical fires or one magic item.
Reincarnate (CT 10 min; R touch; D perm; SV none; SR none; Comp V, S, DF)
Brings dead subject back in a random body.

Repel Vermin (CT 1; R see text; D 10 min/lvl; SV see text; SR yes; Comp V, S, DF)
Insects stay 10 ft. away.
Scrying (CT 10 min; R see text; D 1 rd/lvl; SV none; SR no; Comp V, S, M, F)
Spies on subject from a distance.
Sleet Storm (CT 1; R 450 ft; D 1 rd/lvl; SV see text; SR no; Comp V, S, DF)
Hampers vision and movement.
Spike Stones (CT 1; R 150 ft; D 10 min/lvl; SV see text; SR no; Comp V, S, DF)
Creatures in area take 1d8 damage, may be slowed.
Summon Animals (CT 1; R 50 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, DF)
Calls animals to fight.
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Animal Growth (CT 1; R 150 ft; D 1 tn/lvl; SV none; SR yes; Comp V, S)
Animals double in size, HD.
Awaken (CT 1 day; R touch; D perm; SV WIS neg; SR yes; Comp V, S, DF)
Animal or tree gains human intellect.
Commune with Nature (CT 10 min; R see text; D see text; SV n/a; SR n/a; Comp V, S, DF)
Learn about terrain for one mile/level.
Control Winds (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V,S)
Change wind direction and speed.
Cure Critical Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Cures 5d8 damage.
Cause Critical Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)
Causes 5d8 damage.
Death Ward (CT 1; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, DF)
Grants immunity to all death spells and effects.
Ice Storm (CT 1; R 150 ft; D see text; SV none; SR yes; Comp V, S, M)
Hail deals 5d6 damage in a cylinder 50 ft. across and tall.

Insect Plague (CT 1; R 450 ft; D 1 tn/lvl; SV see text; SR no; Comp V, S, DF)
Insect horde limits vision, inflicts damage, and weak creatures flee.
Summon Beasts or Plants (CT 1; R 50 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, DF)
Calls beasts or plants to fight on caster’s behalf.
Transmute Mud and Rock (CT 1; R 150 ft; D n/a; SV see text; SR no; Comp V, S, M, DF)
Change mud into rock, or vive-versa.
Wall of Fire (CT 1; R 50 ft; D 1 rd/lvl; SV none (see text); SR yes; Comp V, S, M, DF)
Fiery curtain or ring deals damage to those near or passing through.
Wall of Thorns (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, S, M)
Thorns damage anyone who tries to pass.
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Antilife Shell (CT 1; R person; D 1 tn/lvl; SV none; SR yes; Comp V, S, DF)
10-ft. field hedges out living creatures.
Fire Seeds (CT 1/seed; R see text; D 1 tn/lvl or burst; SV DEX half; SR yes; Comp V, S, M, DF)
Makes acorns/berries into fire-bursting weapons.
Ironwood (CT 10 min+1 min/lb.; R touch; D perm; SV none; SR no; Comp V, S, M)
Magical wood is strong as steel.
Repel Wood (CT 1; R see text; D 1 rd/lvl; SV none; SR no; Comp V, S)
Pushes away wooden objects.
Stone Tell (CT 10 min; R see text; D 1 tn/lvl; SV none; SR n/a; Comp V, S)
Talk to natural or worked stone.

Summon Elemental (CT 10 min; R 150 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, DF)
Calls 12 HD elemental to service.
Transport via Plants (CT 1; R unlimited; D 1 rd; SV no; SR yes; Comp V, S)
Moves instantly from one plant to another of the same species.
Wall of Stone (CT 1; R 150 ft; D perm; SV see text; SR no; Comp V, S, M)
Creates a stone wall that can be shaped.
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: Changestaff (CT 1 tn; R touch; D 1 hr/lvl; SV none; SR no; Comp V, S, F)
The caster’s staff becomes treant-like.
Control Weather (CT 10 min (see text); R 2 miles; D 4d12 hrs; SV n/a; SR n/a; Comp V, S, M/DF)
Changes weather in a local area.
Creeping Doom (CT 1; R 150 ft; D 1 tn/lvl; SV none; SR no; Comp V, S)
Carpet of insects attacks at the caster’s command.
Fire Storm (CT 1; R 150 ft; D inst; SV DEX half; SR yes; Comp V, S)
Raging flame fills area for 1d6/lvl damage.
Greater Scrying (CT 1 tn; R see text; D 1 tn/lvl; SV none; SR no; Comp V, S, M, F)
As scrying, but faster and longer.

Summon Magical Beasts/Plants (CT 1; R 50 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, DF)
Calls magical beings to fight on caster’s behalf.
Transmute Metal to Wood (CT 1; R 50 ft; D n/a; SV none; SR yes; Comp V, S, DF)
Metal within 40 ft. becomes wood.
Wind Walk (CT 1; R touch; D 1 tn/lvl; SV n/a; SR yes (h); Comp V, S, DF)
The caster and allies turn vaporous and travel fast.
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: Animal Shapes (CT 1; R 50 ft; D 1 hr/lvl; SV none; SR yes (h); Comp V, S, DF)
One ally/level polymorphs into chosen animal.
Command Plants (CT 1; R 150 ft; D see text; SV see text; SR yes (see text); Comp V, DF)
Plants animate and vegetation entangles.
Finger of Death (CT 1; R 50 ft; D perm; SV CHA partial; SR yes; Comp V, S)
Kills one subject.
Regenerate (CT 3; R touch; D see text; SV none; SR yes (h); Comp V, S, DF)
Subject’s severed limbs grow back.
Repel Metal or Stone (CT 1; R see text; D 1 rd/lvl; SV none; SR no; Comp V, S)
Pushes away metal and stone.

Sunburst (CT 1; R 50 ft; D inst; SV see text; SR yes; Comp V, S, DF)
Blinds within 10 ft., deals 3d6 damage, harms undead.
Whirlwind (CT 1; R 450 ft; D 1 rd/lvl; SV see text; SR yes; Comp V, S, DF)
Cyclone inflicts damage and can pick up creatures.
Word of Recall (CT 1; R unlimited; D n/a; SV see text; SR yes (h); Comp V)
Teleports the caster back to designated place.
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Antipathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)
Object or location repels certain creatures.
Sympathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)
Object or location attracts certain creatures.
Astral Projection (CT 30 min; R touch; D see text; SV none; SR yes (h); Comp V, S)
Projects the caster & companions into Astral Plane.
Earthquake (CT 10 min; R 450 ft; D 1 rd; SV see text; SR no; Comp V, S, M, DF)
Intense tremor shakes 50-ft. circular area.
Heal (CT 1; R touch; D perm; SV none; SR yes (h); Comp V, S, DF)
Cures all damage and most everything else.
Harm (CT 1; R touch; D perm; SV none; SR yes (h); Comp V, S, DF)
Drains target of all but 4 hp and causes disease.

Prismatic Wall (CT 1; R 50 ft; D 10 min/lvl; SV see text; SR see text; Comp V, S)
Wall’s colors have array of effects.
Shapechange (CT 1; R touch; D see text; SV n/a; SR n/a; Comp V, S, M, DF)
Transforms caster into any creature; can change once per round.
Storm of Vengeance (CT 2; R 450 ft; D up to 10 rds; SV see text; SR yes; Comp V, S, DF)
Storm rains acid, lightning and hail.
Summon Elemental Swarm (CT 10 min; R 150 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, DF)
Summons multiple elementals.
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Antiplant Shell (CT 1; R person; D 1 tn/lvl; SV none; SR yes; Comp V, S, DF)

Keeps plant creatures at bay.

Control Plants (CT 1; R 50 ft; D 1 tn/lvl; SV CHA neg (see text); SR yes; Comp V, S)

Talk to and control plants and plant creatures.

Cure Serious Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Cures 3d8 damage.

Cause Serious Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Causes 3d8 damage.

Dispel Magic (CT 1; R 150 ft; D see text; SV none; SR yes; Comp V, S)

Cancels magical spells and effects.

Freedom of Movement (CT 1; R touch; D 10 min/lvl; SV n/a; SR yes (h); Comp V, S, DF)

Move normally despite impediments.

Quench (CT 1; R 150 ft; D see text; SV see text; SR yes; Comp V, S, DF)

Extinguishes non-magical fires or one magic item.

Reincarnate (CT 10 min; R touch; D perm; SV none; SR none; Comp V, S, DF)

Brings dead subject back in a random body.

Repel Vermin (CT 1; R see text; D 10 min/lvl; SV see text; SR yes; Comp V, S, DF)

Insects stay 10 ft. away.

Scrying (CT 10 min; R see text; D 1 rd/lvl; SV none; SR no; Comp V, S, M, F)

Spies on subject from a distance.

Sleet Storm (CT 1; R 450 ft; D 1 rd/lvl; SV see text; SR no; Comp V, S, DF)

Hampers vision and movement.

Spike Stones (CT 1; R 150 ft; D 10 min/lvl; SV see text; SR no; Comp V, S, DF)

Creatures in area take 1d8 damage, may be slowed.

Summon Animals (CT 1; R 50 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, DF)

Calls animals to fight.
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Animal Growth (CT 1; R 150 ft; D 1 tn/lvl; SV none; SR yes; Comp V, S)

Animals double in size, HD.

Awaken (CT 1 day; R touch; D perm; SV WIS neg; SR yes; Comp V, S, DF)

Animal or tree gains human intellect.

Commune W/Nature (CT 10 min; R see text; D see text; SV n/a; SR n/a; Comp V, S, DF)

Learn about terrain for one mile/level.

Control Winds (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V,S)

Change wind direction and speed.

Cure Critical Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Cures 5d8 damage.

Cause Critical Wounds (CT 1; R touch; D perm; SV see text; SR yes (h); Comp V, S, DF)

Causes 5d8 damage.

Death Ward (CT 1; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, DF)

Grants immunity to all death spells and effects.

Ice Storm (CT 1; R 150 ft; D see text; SV none; SR yes; Comp V, S, M)

Hail deals 5d6 damage in a cylinder 50 ft. across and tall.

Insect Plague (CT 1; R 450 ft; D 1 tn/lvl; SV see text; SR no; Comp V, S, DF)

Insect horde limits vision, inflicts damage, and weak creatures flee.

Summon Beasts/Plants (CT 1; R 50 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, DF)

Calls beasts or plants to fight on caster’s behalf.

Transmute Mud & Rock (CT 1; R 150 ft; D n/a; SV see text; SR no; Comp V, S, M, DF)

Change mud into rock, or vive-versa.

Wall of Fire (CT 1; R 50 ft; D 1 rd/lvl; SV none (see text); SR yes; Comp V, S, M, DF)

Fiery curtain or ring deals damage to those near or passing through.

Wall of Thorns (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, S, M)

Thorns damage anyone who tries to pass.
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Antilife Shell (CT 1; R person; D 1 tn/lvl; SV none; SR yes; Comp V, S, DF)

10-ft. field hedges out living creatures.

Fire Seeds (CT 1/seed; R see text; D 1 tn/lvl or burst; SV DEX half; SR yes; Comp V, S, M, DF)

Makes acorns/berries into fire-bursting weapons.

Ironwood (CT 10 min+1 min/lb.; R touch; D perm; SV none; SR no; Comp V, S, M)

Magical wood is strong as steel.

Repel Wood (CT 1; R see text; D 1 rd/lvl; SV none; SR no; Comp V, S)

Pushes away wooden objects.

Stone Tell (CT 10 min; R see text; D 1 tn/lvl; SV none; SR n/a; Comp V, S)

Talk to natural or worked stone.

Summon Elemental (CT 10 min; R 150 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, DF)

Calls 12 HD elemental to service.

Transport via Plants (CT 1; R unlimited; D 1 rd; SV no; SR yes; Comp V, S)

Moves instantly from one plant to another of the same species.

Wall of Stone (CT 1; R 150 ft; D perm; SV see text; SR no; Comp V, S, M)

Creates a stone wall that can be shaped.
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: Changestaff (CT 1 tn; R touch; D 1 hr/lvl; SV none; SR no; Comp V, S, F)

The caster’s staff becomes treant-like.

Control Weather (CT 10 min (see text); R 2 miles; D 4d12 hrs; SV n/a; SR n/a; Comp V, S, M/DF)

Changes weather in a local area.

Creeping Doom (CT 1; R 150 ft; D 1 tn/lvl; SV none; SR no; Comp V, S)

Carpet of insects attacks at the caster’s command.

Fire Storm (CT 1; R 150 ft; D inst; SV DEX half; SR yes; Comp V, S)

Raging flame fills area for 1d6/lvl damage.

Greater Scrying (CT 1 tn; R see text; D 1 tn/lvl; SV none; SR no; Comp V, S, M, F)

As scrying, but faster and longer.

Summon Magical Beasts/Plants (CT 1; R 50 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, DF)

Calls magical beings to fight on caster’s behalf.

Transmute Metal to Wood (CT 1; R 50 ft; D n/a; SV none; SR yes; Comp V, S, DF)

Metal within 40 ft. becomes wood.

Wind Walk (CT 1; R touch; D 1 tn/lvl; SV n/a; SR yes (h); Comp V, S, DF)

The caster and allies turn vaporous and travel fast.
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: Animal Shapes (CT 1; R 50 ft; D 1 hr/lvl; SV none; SR yes (h); Comp V, S, DF)

One ally/level polymorphs into chosen animal.

Command Plants (CT 1; R 150 ft; D see text; SV see text; SR yes (see text); Comp V, DF)

Plants animate and vegetation entangles.

Finger of Death (CT 1; R 50 ft; D perm; SV CHA partial; SR yes; Comp V, S)

Kills one subject.

Regenerate (CT 3; R touch; D see text; SV none; SR yes (h); Comp V, S, DF)

Subject’s severed limbs grow back.

Repel Metal or Stone (CT 1; R see text; D 1 rd/lvl; SV none; SR no; Comp V, S)

Pushes away metal and stone.

Sunburst (CT 1; R 50 ft; D inst; SV see text; SR yes; Comp V, S, DF)

Blinds within 10 ft., deals 3d6 damage, harms undead.

Whirlwind (CT 1; R 450 ft; D 1 rd/lvl; SV see text; SR yes; Comp V, S, DF)

Cyclone inflicts damage and can pick up creatures.

Word of Recall (CT 1; R unlimited; D n/a; SV see text; SR yes (h); Comp V)

Teleports the caster back to designated place.
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Antipathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)

Object or location repels certain creatures.

Sympathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)

Object or location attracts certain creatures.

Astral Projection (CT 30 min; R touch; D see text; SV none; SR yes (h); Comp V, S)

Projects the caster & companions into Astral Plane.

Earthquake (CT 10 min; R 450 ft; D 1 rd; SV see text; SR no; Comp V, S, M, DF)

Intense tremor shakes 50-ft. circular area.

Heal (CT 1; R touch; D perm; SV none; SR yes (h); Comp V, S, DF)

Cures all damage and most everything else.

Harm (CT 1; R touch; D perm; SV none; SR yes (h); Comp V, S, DF)

Drains target of all but 4 hp and causes disease.

Prismatic Wall (CT 1; R 50 ft; D 10 min/lvl; SV see text; SR see text; Comp V, S)

Wall’s colors have array of effects.

Shapechange (CT 1; R touch; D see text; SV n/a; SR n/a; Comp V, S, M, DF)

Transforms caster into any creature; can change once per round.

Storm of Vengeance (CT 2; R 450 ft; D up to 10 rds; SV see text; SR yes; Comp V, S, DF)

Storm rains acid, lightning and hail.

Summon Elemental Swarm (CT 10 min; R 150 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, DF)

Summons multiple elementals.

Character
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mark off when cast.

Arcane Mark (CT 1; R touch; D perm; SV CHA neg (h); SR yes; Comp V, S)
Inscribes a personal rune (visible or invisible).
Dancing Lights (CT 1; R 150 ft; D 1 tn; SV see text; SR no; Comp V, S)
Figment torches or other lights.
Detect Magic (CT 1; R 50 ft×10 ft; D 1 tn/lvl; SV none; SR none; Comp V,S)
Detects magical aura and its strength along 50 ft. path.
Detect Poison (CT 1; R 50 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S)
Detects poison in one creature or small object.
Endure Elements (CT 1; R person; D 24 hrs; SV none; SR yes; Comp V, S, DF)
Protection from natural elements and weather.
Ghost Sound (CT 1; R 150 ft; D 1 rd/lvl; SV INT neg; SR yes; Comp V, S, M)
Figment sounds.
Light (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, F)
Object shines like a torch.

Mage Hand (CT 1; R 25 ft; D concentration; SV none; SR yes; Comp V, S)
Five-pound telekinesis.
Mending (CT 1; R 25 ft; D n/a; SV n/a; SR n/a; Comp V, S)
Makes minor repairs on an object.
Message (CT 1; R 450 ft; D 1 rd/lvl; SV n/a; SR n/a; Comp V, S)
Short, whispered communication at a distance.
Open/Close (CT 1; R 25 ft; D n/a; SV n/a; SR n/a; Comp V, S)
Opens or closes small or light things.
Prestidigitation (CT 1; R 10 ft; D 1 tn/lvl; SV n/a; SR yes; Comp V, S)
Performs minor tricks or tasks.
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Alter Size (CT 1; R 50 ft; D 1 tn/lvl; SV CON neg; SR yes; Comp V, S)
Object grows or shrinks 10%/level (max 50%).
Burning Hands (CT 1; R 5 ft; D inst; SV none; SR yes; Comp V, S)
1d2+1/level fire damage.
Charm Person (CT 1; R 50 ft; D 1 hr/lvl; SV CHA neg; SR yes; Comp V, S)
Makes one person caster’s friend.
Change Self (CT 1; R touch; D 10 tn/lvl; SV INT neg; SR no; Comp V, S)
Changes caster’s appearance.
Compehend Languages (CT 1; R n/a; D 10 min/lvl; SV n/a; SR n/a; Comp V, S)
Understands spoken and written languages.
Erase (CT 1; R 50 ft or touch; D see text; SV n/a; SR none; Comp V, S)
Mundane or magical writing vanishes.
Feather Fall (CT 1; R 150 ft; D 1 rd/lvl; SV no; SR yes (h); Comp V)
Objects or creatures fall slowly.
Floating Disk (CT 1; R 10 ft; D 1 hr/lvl; SV n/a; SR n/a; Comp V, S, M)
3-ft.-diameter horizontal disk that holds 1000 lbs.
Hold Portal (CT 1; R 50 ft; D see text; SV n/a; SR n/a; Comp V, S)
Holds door shut.
Identify (CT 10 min; R 5 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, M)
Determines single feature of magic item.
Jump (CT 1; R touch; D 1 tn/lvl; SV none; SR yes; Comp V, S, M)
Make astounding leaps for 1 minute/level.
Magic Missile (CT 1; R 150 ft; D n/a; SV none; SR yes; Comp V, S)
Strikes for 1d4+1 damage; +1 missile/two levels.
Prot. from Chaos/Evil/Good/Law (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, F)
+2 AC and saves, plus other defenses.

Read Magic (CT 1; R personal; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, F)
Read magical writings, scrolls, and spellbooks.
Shield (CT 1; R see text; D 1 tn/lvl; SV n/a; SR no; Comp V, S)
Invisible disc raises AC and blocks magic missiles.
Shocking Grasp (CT 1; R touch; D until discharged; SV none; SR yes; Comp V, S)
Electric touch deals 1d8+1/level damage.
Sleep (CT 1; R 150 ft; D 1 tn/lvl; SV none; SR yes; Comp V, S, M)
Put 2d4 HD of creatures into comatose slumber.
Spider Climb (CT 1; R n/a; D 2 rds/lvl; SV INT neg (h); SR yes (h); Comp V, S, M)
Grants ability to walk on walls and ceilings.
Summon Familiar (CT 1 day; R n/a; D n/a; SV no; SR yes; Comp V, S, M)
Summons & binds unique companion to wizard.
Unseen Servant (CT 1; R 50 ft; D 1 hr/lvl; SV n/a; SR n/a; Comp V, S, M)
Creates invisible force that obeys the caster’s commands.
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Acid Arrow (CT 1; R 450 ft; D 1 rd+1 rd/2 lvl; SV none; SR yes; Comp V, S, M)
Make ranged attack to deal 2d4/two levels acid damage.
Continual Flame (CT 1; R 5 ft; D perm; SV none; SR yes; Comp V, S)
Makes a permanent, heatless flame.
Darkness (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V, M/DF)
Creates 20-ft. radius supernatural darkness.
Daylight (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V, M/DF)
Creates light as bright as full daylight in a 60-ft. radius.
Detect Thoughts (CT 1; R 50 ft×10 ft; D 10 min/lvl; SV none; SR yes; Comp V, S, F, DF)
Allows listening to surface thoughts.
Hide Thoughts (CT 1; R 50 ft×10 ft; D 10 min/lvl; SV none; SR yes; Comp V, S, F, DF)
Obscures a target’s thoughts and counters detect thoughts.
Enhance Attr. (CT 1; R touch; D 1 hr/lvl; SV CON neg (h); SR yes (h); Comp V, S, M)
Raises attribute score for 1 hour/level.
Diminish Attr. (CT 1; R touch; D 1 hr/lvl; SV CON neg (h); SR yes (h); Comp V, S, M)
Lowers attribute score for 1 hour/level.
Fog Cloud (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, S)
Fog obscures vision.
Invisibility (CT 1; R touch; D perm; SV none; SR yes; Comp V, S, M)
Subject is invisible until attacks.
Knock (CT 1; R 50 ft; D perm; SV none; SR no; Comp V)
Magically opens door, item, chest, etc.
Lock (CT 1; R 50 ft; D perm; SV none; SR no; Comp V)
Magically locks door, item, chest, etc.
Levitate (CT 1; R pers/50 ft; D 10 min/lvl; SV INT neg; SR yes (h); Comp V, S, F)
Subject moves up and down at caster’s discretion.
Locate Obj. (CT 1; R 450 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, F, DF)
Senses direction toward object (specific or type).
Obscure Object (CT 1; R 450 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, F, DF)
Prevents object from being located by spells like locate object.

Magic Mouth (CT 1; R touch; D perm; SV n/a; SR yes (object); Comp V, S)
Speaks once when triggered.
Mirror Image (CT 1; R see text; D 3 rd/lvl; SV none; SR no; Comp V, S)
Creates 1d4+1 decoy duplicates of caster.
Prot. from Arrows (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, F)
Subject immune to most ranged attacks.
Pyrotechnics (CT 1; R 150 ft; D see text; SV see text; SR yes; Comp V, S, M)
Turns fire into blinding light or choking smoke.
Ray of Enfeeblement (CT 1; R 50 ft; D 1 rd/lvl; SV CON neg; SR yes; Comp V, S)
Reduces Strength by 1d4 points + 1 point/2 levels.
Rope Trick (CT 1; R touch; D 1 hr/lvl; SV none; SR no; Comp V, S, F)
Up to eight creatures hide in extra-dimensional space.
Scare (CT 1; R 50 ft; D 1 rd/lvl; SV CHA neg; SR yes; Comp V, S, M)
Panics one creature up to 5 HD.
See Invisibility (CT 1; R vision; D 10 min/lvl; SV none; SR n/a; Comp V, S, M)
Reveals invisible creatures or objects.
Shatter (CT 1; R 50 ft; D inst; SV see text; SR yes (object); Comp V, S, M)
Sonic vibration damages objects or crystalline creatures.
Web (CT 1; R 50 ft; D n/a; SV see text; SR no; Comp V, S, M)
Sticky webs trap creatures in 20 ft. × 20 ft. area.
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Arcane Mark (CT 1; R touch; D perm; SV CHA neg (h); SR yes; Comp V, S)

Inscribes a personal rune (visible or invisible).

Dancing Lights (CT 1; R 150 ft; D 1 tn; SV see text; SR no; Comp V, S)

Figment torches or other lights.

Detect Magic (CT 1; R 50 ft×10 ft; D 1 tn/lvl; SV none; SR none; Comp V,S)

Detects magical aura and its strength along 50 ft. path.

Detect Poison (CT 1; R 50 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S)

Detects poison in one creature or small object.

Endure Elements (CT 1; R person; D 24 hrs; SV none; SR yes; Comp V, S, DF)

Protection from natural elements and weather.

Ghost Sound (CT 1; R 150 ft; D 1 rd/lvl; SV INT neg; SR yes; Comp V, S, M)

Figment sounds.

Light (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, F)

Object shines like a torch.

Mage Hand (CT 1; R 25 ft; D concentration; SV none; SR yes; Comp V, S)

Five-pound telekinesis.

Mending (CT 1; R 25 ft; D n/a; SV n/a; SR n/a; Comp V, S)

Makes minor repairs on an object.

Message (CT 1; R 450 ft; D 1 rd/lvl; SV n/a; SR n/a; Comp V, S)

Short, whispered communication at a distance.

Open/Close (CT 1; R 25 ft; D n/a; SV n/a; SR n/a; Comp V, S)

Opens or closes small or light things.

Prestidigitation (CT 1; R 10 ft; D 1 tn/lvl; SV n/a; SR yes; Comp V, S)

Performs minor tricks or tasks.
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Alter Size (CT 1; R 50 ft; D 1 tn/lvl; SV CON neg; SR yes; Comp V, S)

Object grows or shrinks 10%/level (max 50%).

Burning Hands (CT 1; R 5 ft; D inst; SV none; SR yes; Comp V, S)

1d2+1/level fire damage.

Charm Person (CT 1; R 50 ft; D 1 hr/lvl; SV CHA neg; SR yes; Comp V, S)

Makes one person caster’s friend.

Change Self (CT 1; R touch; D 10 tn/lvl; SV INT neg; SR no; Comp V, S)

Changes caster’s appearance.

Compehend Languages (CT 1; R n/a; D 10 min/lvl; SV n/a; SR n/a; Comp V, S)

Understands spoken and written languages.

Erase (CT 1; R 50 ft or touch; D see text; SV n/a; SR none; Comp V, S)

Mundane or magical writing vanishes.

Feather Fall (CT 1; R 150 ft; D 1 rd/lvl; SV no; SR yes (h); Comp V)

Objects or creatures fall slowly.

Floating Disk (CT 1; R 10 ft; D 1 hr/lvl; SV n/a; SR n/a; Comp V, S, M)

3-ft.-diameter horizontal disk that holds 1000 lbs.

Hold Portal (CT 1; R 50 ft; D see text; SV n/a; SR n/a; Comp V, S)

Holds door shut.

Identify (CT 10 min; R 5 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, M)

Determines single feature of magic item.

Jump (CT 1; R touch; D 1 tn/lvl; SV none; SR yes; Comp V, S, M)

Make astounding leaps for 1 minute/level.

Magic Missile (CT 1; R 150 ft; D n/a; SV none; SR yes; Comp V, S)

Strikes for 1d4+1 damage; +1 missile/two levels.

Prot. from Chaos/Evil/Good/Law (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, F)

+2 AC and saves, plus other defenses.

Read Magic (CT 1; R personal; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, F)

Read magical writings, scrolls, and spellbooks.

Shield (CT 1; R see text; D 1 tn/lvl; SV n/a; SR no; Comp V, S)

Invisible disc raises AC and blocks magic missiles.

Shocking Grasp (CT 1; R touch; D until discharged; SV none; SR yes; Comp V, S)

Electric touch deals 1d8+1/level damage.

Sleep (CT 1; R 150 ft; D 1 tn/lvl; SV none; SR yes; Comp V, S, M)

Put 2d4 HD of creatures into comatose slumber.

Spider Climb (CT 1; R n/a; D 2 rds/lvl; SV INT neg (h); SR yes (h); Comp V, S, M)

Grants ability to walk on walls and ceilings.

Summon Familiar (CT 1 day; R n/a; D n/a; SV no; SR yes; Comp V, S, M)

Summons & binds unique companion to wizard.

Unseen Servant (CT 1; R 50 ft; D 1 hr/lvl; SV n/a; SR n/a; Comp V, S, M)

Creates invisible force that obeys the caster’s commands.
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Acid Arrow (CT 1; R 450 ft; D 1 rd+1 rd/2 lvl; SV none; SR yes; Comp V, S, M)

Make ranged attack to deal 2d4/two levels acid damage.

Continual Flame (CT 1; R 5 ft; D perm; SV none; SR yes; Comp V, S)

Makes a permanent, heatless flame.

Darkness (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V, M/DF)

Creates 20-ft. radius supernatural darkness.

Daylight (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V, M/DF)

Creates light as bright as full daylight in a 60-ft. radius.

Det. Thoughts (CT 1; R 50 ft×10 ft; D 10 min/lvl; SV none; SR yes; Comp V, S, F, DF)

Allows listening to surface thoughts.

Hide Thoughts (CT 1; R 50 ft×10 ft; D 10 min/lvl; SV none; SR yes; Comp V, S, F, DF)

Obscures a target’s thoughts and counters detect thoughts.

Enhance Attr. (CT 1; R touch; D 1 hr/lvl; SV CON neg (h); SR yes (h); Comp V, S, M)

Raises attribute score for 1 hour/level.

Diminish Attr. (CT 1; R touch; D 1 hr/lvl; SV CON neg (h); SR yes (h); Comp V, S, M)

Lowers attribute score for 1 hour/level.

Fog Cloud (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, S)

Fog obscures vision.

Invisibility (CT 1; R touch; D perm; SV none; SR yes; Comp V, S, M)

Subject is invisible until attacks.

Knock (CT 1; R 50 ft; D perm; SV none; SR no; Comp V)

Magically opens door, item, chest, etc.

Lock (CT 1; R 50 ft; D perm; SV none; SR no; Comp V)

Magically locks door, item, chest, etc.

Levitate (CT 1; R pers/50 ft; D 10 min/lvl; SV INT neg; SR yes (h); Comp V, S, F)

Subject moves up and down at caster’s discretion.

Locate Obj. (CT 1; R 450 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, F, DF)

Senses direction toward object (specific or type).

Obscure Object (CT 1; R 450 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, F, DF)

Prevents object from being located by spells like locate object.

Magic Mouth (CT 1; R touch; D perm; SV n/a; SR yes (object); Comp V, S)

Speaks once when triggered.

Mirror Image (CT 1; R see text; D 3 rd/lvl; SV none; SR no; Comp V, S)

Creates 1d4+1 decoy duplicates of caster.

Prot. from Arrows (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, F)

Subject immune to most ranged attacks.

Pyrotechnics (CT 1; R 150 ft; D see text; SV see text; SR yes; Comp V, S, M)

Turns fire into blinding light or choking smoke.

Ray of Enfeeblement (CT 1; R 50 ft; D 1 rd/lvl; SV CON neg; SR yes; Comp V, S)

Reduces Strength by 1d4 points + 1 point/2 levels.

Rope Trick (CT 1; R touch; D 1 hr/lvl; SV none; SR no; Comp V, S, F)

Up to eight creatures hide in extra-dimensional space.

Scare (CT 1; R 50 ft; D 1 rd/lvl; SV CHA neg; SR yes; Comp V, S, M)

Panics one creature up to 5 HD.

See Invisibility (CT 1; R vision; D 10 min/lvl; SV none; SR n/a; Comp V, S, M)

Reveals invisible creatures or objects.

Shatter (CT 1; R 50 ft; D inst; SV see text; SR yes (object); Comp V, S, M)

Sonic vibration damages objects or crystalline creatures.

Web (CT 1; R 50 ft; D n/a; SV see text; SR no; Comp V, S, M)

Sticky webs trap creatures in 20 ft. × 20 ft. area.
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Blink (CT 1; R n/a; D 1 rd/lvl; SV n/a; SR n/a; Comp V, S)
Makes harder to hit and other effects.
Clairaudience/Clairvoyance (CT 1; R see text; D 1 tn/lvl; SV none; SR no; Comp V, S, F/DF)
Hear or see at a distance for 1 minute/level.
Dispel Magic (CT 1; R 150 ft; D see text; SV none; SR yes; Comp V, S)
Cancels magical spells and effects.
Explosive Runes (CT 1 tn; R touch; D see text; SV DEX half (see text); SR yes; Comp V, S)
Deals 6d6 damage when read.
Fireball (CT 10 min; R touch; D until discharged; SV DEX half; SR yes; Comp V, S, M)
1d6 damage/lvl in 40-ft. diameter sphere.
Fly (CT 1; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, M)
Subject flies at a speed of 90.
Gaseous Form (CT 1; R touch; D 1 tn/lvl; SV n/a; SR yes (h); Comp S)
Subject becomes insubstantial and can fly slowly.
Gust of Wind (CT 1; R 150 ft; D 1 rd; SV STR neg; SR no; Comp V, S)
Blows away or knocks down smaller creatures.
Haste (CT 1; R 50 ft; D 1 rd/lvl; SV CON (h) see text; SR yes (h); Comp V, S, M)
Doubles move & number of attacks.
Slow (CT 1; R 50 ft; D 1 rd/lvl; SV CON (h) see text; SR yes (h); Comp V, S, M)
Halves move & number of attacks.
Hold Person (CT 1; R 50 ft; D 1 rd/lvl; SV WIS neg; SR yes; Comp V, S, M)
Holds one person helpless; 1 round/level.
Invisibility Sphere (CT 1; R see text; D 1 tn/lvl; SV none; SR yes; Comp V, S, M)
Makes everyone within 10 ft. invisible.
Lightning Bolt (CT 1; R see text; D inst; SV DEX half; SR yes; Comp V, S, M)
Electricity deals 1d6 damage/level.

Magic Circle (CT 1; R creature touched; D 3 rds/lvl; SV none; SR no (see text); Comp V, S, M/DF)
As protection spell versus chaos, evil, good, or law, but 10-ft. radius.
Nondetection (CT 1; R 25 ft; D 1 hr/lvl; SV see text; SR yes (h); Comp V, S, M)
Hides subject from divination, scrying.
Stinking Cloud (CT 1; R 30 ft; D 1 rd/lvl; SV CON neg; SR no; Comp V, S, M)
Nauseating vapors that make helpless & limit sight.
Suggestion (CT 1; R 50 ft; D 1 hr/lvl; SV CHA neg; SR yes; Comp V, M)
Compels subject to follow stated course of action.
Summon Lesser Monster (CT 1; R 50 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, DF)
Calls monsters of 3 HD or less to aid caster.
Tiny Hut (CT 1; R n/a; D 1 hr/lvl; SV none; SR no; Comp V, S, M)
Creates shelter for 10 creatures.
Tongues (CT 1; R touch; D 1 tn/lvl; SV none; SR no; Comp V, S)
Speak any language.
Water Breathing (CT 1; R touch; D 2 hrs/lvl; SV CON neg (h); SR yes (h); Comp V, S, M, DF)
Subjects can breathe underwater.
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Arcane Eye (CT 1 tn; R unlimited; D 1 tn/lvl; SV none; SR none; Comp V, S, M)
Caster can see through this invisible, moving eye.
Charm Monster (CT 1; R 50 ft; D 1 day/lvl; SV CHA neg; SR yes; Comp V, S)
Makes monster believe it is the caster’s ally.
Confusion (CT 1; R 150 ft; D 1 rd/lvl; SV WIS neg; SR yes; Comp V, S)
Makes subjects behave randomly for 1 round/level.
Detect Scrying (CT 1; R unlimited; D 1 day; SV none; SR none; Comp V, S)
Alerts caster of magical eavesdropping.
Dimension Door (CT 1; R 450 ft; D inst; SV n/a; SR n/a; Comp V)
Teleports caster (and 500 lbs.) up to 450 ft.
Fear (CT 1; R 50 ft; D 1 rd/lvl; SV CHA neg; SR yes; Comp V, S)
Subjects flee for 1 round/level.
Fire Shield (CT 1; R see text; D 1 rd/lvl; SV none; SR see text; Comp V, S, M)
Attackers take damage; protects against cold or heat/fire attacks.
Fire Trap (CT 10 min; R touch; D until discharged; SV DEX half; SR yes; Comp V, S, M)
Opened object deals 1d4+1/level damage.
Ice Storm (CT 1; R 150 ft; D see text; SV none; SR yes; Comp V, S, M)
Hail deals 5d6 damage in cylinder 50 ft. across and tall.
Hallucinatory Terrain (CT 10 min; R 150 ft; D see text; SV INT; SR no; Comp V, S, M)
Makes type of terrain appear like another.
Locate Creature (CT 1; R 450 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, F)
Indicates direction to individual/type of creature.
Minor Globe of Invulnerability (CT 1; R personal; D 1 rd/lvl; SV none; SR no; Comp V, S, M)
Stops 1st to 3rd-level spell effects.
Mnemonic Enhancer (CT 10 min; R n/a; D see text; SV n/a; SR n/a; Comp V, S, M, F)
Caster prepares or retains additional spells.

Remove Curse (CT 1; R touch; D perm; SV none; SR no; Comp V, S)
Frees person or object from curses.
Bestow Curse (CT 1; R touch; D perm; SV CHA; SR yes; Comp V, S)
Places curse on a creature.
Polymorph Self/Other (CT 1; R 50 ft; D perm; SV WIS neg (h); SR yes; Comp V, S, M)
Gives caster or subject a new form.
Resilient Sphere (CT 1; R 50 ft; D -; SV DEX neg (h); SR yes (h); Comp V, S)
Force globe protects but traps one subject.
Scrying (CT 10 min; R see text; D 1 rd/lvl; SV none; SR no; Comp V, S, M, F)
Spies on subject from a distance.
Shout (CT 1; R see text; D inst; SV see text; SR yes; Comp V)
Deafens all within cone and deals 2d6 damage.
Wall of Fire (CT 1; R 50 ft; D 1 rd/lvl; SV none (see text); SR yes; Comp V, S, M, DF)
Fiery curtain or ring deals damage to those near or passing through.
Wall of Ice (CT 1; R 150 ft; D 1 tn/lvl; SV none; SR no; Comp V, S, M)
Creates very hard sheet or hemisphere of ice.
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Animate Dead (CT 1; R 50 ft; D n/a; SV none; SR none; Comp V, S, M)
Creates and controls undead skeletons and zombies.
Preserve Dead (CT 1; R 50 ft; D n/a; SV none; SR none; Comp V, S, M)
Preserves corpses for 1 day/level and extends raise time limit.
Bind Elemental (CT 10 min; R 50 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, M)
Traps elemental to perform task.
Cloudkill (CT 1; R 150 ft; D 1 tn/lvl; SV see text; SR yes; Comp V, S)
Poison fog kills 3 HD or less; 4-6 HD save or die.
Cone of Cold (CT 1; R see text; D 1 rd; SV DEX half; SR yes; Comp V, S, M)
1d6 cold damage/level.
Contact Other Plane (CT 10 min; R see text; D 1 rd/2 lvls; SV n/a; SR n/a; Comp V)
Ask questions of extraplanar entity.
Faithful Hound (CT 2 rd; R 50 ft; D 1 hr/lvl (see text); SV n/a; SR n/a; Comp V, S, M)
Phantom dog can guard, attack.
Feeblemind (CT 1; R 150 ft; D see text; SV CHA neg; SR yes; Comp V, S)
Intelligence drops to below an animal’s.
Hold Monster (CT 1; R 50 ft; D 1 rd/lvl; SV WIS neg; SR yes; Comp V, S, M)
As hold person, but any creature.
Magic Jar (CT 1; R 150 ft; D 1 tn/lvl; SV CHA save neg; SR yes; Comp V, S, M)
Enables possession of another creature.
Passwall (CT 1; R 50 ft; D 1 hr/lvl; SV n/a; SR n/a; Comp V, S, M)
Creates temporary passages through walls.
Permanency (CT 2 + spell made perm; R n/a; D perm; SV none; SR no; Comp V, S)
Makes certain spells permanent with cost.
Secret Chest (CT 1 hr; R sse below; D 60 days; SV n/a; SR n/a; Comp V, S, F)
Hides magic chest for caster to retrieve when needed.

Summon Monster (CT 1; R 50 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, DF)
Calls monsters of 6 HD or less to aid caster.
Telekinesis (CT 1; R 100 ft; D 1 rd/lvl; SV see text; SR yes; Comp V, S)
Lift or moves 2 lb./level at long range.
Telepathic Bond (CT 1; R see text; D 1 hr; SV none; SR no; Comp V, S)
Link lets allies communicate.
Teleport (CT 1; R touch; D inst; SV none; SR yes (h); Comp V)
Instantly transports the caster anywhere.
Transmute Mud and Rock (CT 1; R 150 ft; D n/a; SV see text; SR no; Comp V, S, M, DF)
Change mud into rock, or vice-versa.
Wall of Force (CT 1; R 50 ft; D 2 rds/lvl; SV none; SR no; Comp V, S, M)
Wall, sphere, or hemisphere is immune to damage.
Wall of Iron (CT 1; R 50 ft; D perm; SV see text; SR no; Comp V, S, M)
Creates vertical sheet of tough iron.
Wall of Stone (CT 1; R 150 ft; D perm; SV see text; SR no; Comp V, S, M)
Creates a stone wall that can be shaped.
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Blink (CT 1; R n/a; D 1 rd/lvl; SV n/a; SR n/a; Comp V, S)

Makes harder to hit and other effects.

Clairaud./Clairvoy. (CT 1; R see text; D 1 tn/lvl; SV none; SR no; Comp V, S, F/DF)

Hear or see at a distance for 1 minute/level.

Dispel Magic (CT 1; R 150 ft; D see text; SV none; SR yes; Comp V, S)

Cancels magical spells and effects.

Explosive Runes (CT 1 tn; R touch; D see text; SV DEX half (see text); SR yes; Comp V, S)

Deals 6d6 damage when read.

Fireball (CT 10 min; R touch; D until discharged; SV DEX half; SR yes; Comp V, S, M)

1d6 damage/lvl in 40-ft. diameter sphere.

Fly (CT 1; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, M)

Subject flies at a speed of 90.

Gaseous Form (CT 1; R touch; D 1 tn/lvl; SV n/a; SR yes (h); Comp S)

Subject becomes insubstantial and can fly slowly.

Gust of Wind (CT 1; R 150 ft; D 1 rd; SV STR neg; SR no; Comp V, S)

Blows away or knocks down smaller creatures.

Haste (CT 1; R 50 ft; D 1 rd/lvl; SV CON (h) see text; SR yes (h); Comp V, S, M)

Doubles move & number of attacks.

Slow (CT 1; R 50 ft; D 1 rd/lvl; SV CON (h) see text; SR yes (h); Comp V, S, M)

Halves move & number of attacks.

Hold Person (CT 1; R 50 ft; D 1 rd/lvl; SV WIS neg; SR yes; Comp V, S, M)

Holds one person helpless; 1 round/level.

Invisibility Sphere (CT 1; R see text; D 1 tn/lvl; SV none; SR yes; Comp V, S, M)

Makes everyone within 10 ft. invisible.

Lightning Bolt (CT 1; R see text; D inst; SV DEX half; SR yes; Comp V, S, M)

Electricity deals 1d6 damage/level.

Magic Circle (CT 1; R creature touched; D 3 rds/lvl; SV none; SR no (see text); Comp V, S, M/DF)

As protection spell versus chaos, evil, good, or law, but 10-ft. radius.

Nondetection (CT 1; R 25 ft; D 1 hr/lvl; SV see text; SR yes (h); Comp V, S, M)

Hides subject from divination, scrying.

Stinking Cloud (CT 1; R 30 ft; D 1 rd/lvl; SV CON neg; SR no; Comp V, S, M)

Nauseating vapors that make helpless & limit sight.

Suggestion (CT 1; R 50 ft; D 1 hr/lvl; SV CHA neg; SR yes; Comp V, M)

Compels subject to follow stated course of action.

Summon Lesser Monster (CT 1; R 50 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, DF)

Calls monsters of 3 HD or less to aid caster.

Tiny Hut (CT 1; R n/a; D 1 hr/lvl; SV none; SR no; Comp V, S, M)

Creates shelter for 10 creatures.

Tongues (CT 1; R touch; D 1 tn/lvl; SV none; SR no; Comp V, S)

Speak any language.

Water Breathing (CT 1; R touch; D 2 hrs/lvl; SV CON neg (h); SR yes (h); Comp V, S, M, DF)

Subjects can breathe underwater.
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Arcane Eye (CT 1 tn; R unlimited; D 1 tn/lvl; SV none; SR none; Comp V, S, M)

Caster can see through this invisible, moving eye.

Charm Monster (CT 1; R 50 ft; D 1 day/lvl; SV CHA neg; SR yes; Comp V, S)

Makes monster believe it is the caster’s ally.

Confusion (CT 1; R 150 ft; D 1 rd/lvl; SV WIS neg; SR yes; Comp V, S)

Makes subjects behave randomly for 1 round/level.

Detect Scrying (CT 1; R unlimited; D 1 day; SV none; SR none; Comp V, S)

Alerts caster of magical eavesdropping.

Dimension Door (CT 1; R 450 ft; D inst; SV n/a; SR n/a; Comp V)

Teleports caster (and 500 lbs.) up to 450 ft.

Fear (CT 1; R 50 ft; D 1 rd/lvl; SV CHA neg; SR yes; Comp V, S)

Subjects flee for 1 round/level.

Fire Shield (CT 1; R see text; D 1 rd/lvl; SV none; SR see text; Comp V, S, M)

Attackers take damage; protects against cold or heat/fire attacks.

Fire Trap (CT 10 min; R touch; D until discharged; SV DEX half; SR yes; Comp V, S, M)

Opened object deals 1d4+1/level damage.

Ice Storm (CT 1; R 150 ft; D see text; SV none; SR yes; Comp V, S, M)

Hail deals 5d6 damage in cylinder 50 ft. across and tall.

Hallucinatory Terrain (CT 10 min; R 150 ft; D see text; SV INT; SR no; Comp V, S, M)

Makes type of terrain appear like another.

Locate Creature (CT 1; R 450 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, F)

Indicates direction to individual/type of creature.

Minor Globe of Invulnerability (CT 1; R personal; D 1 rd/lvl; SV none; SR no; Comp V, S, M)

Stops 1st to 3rd-level spell effects.

Mnemonic Enhancer (CT 10 min; R n/a; D see text; SV n/a; SR n/a; Comp V, S, M, F)

Caster prepares or retains additional spells.

Remove Curse (CT 1; R touch; D perm; SV none; SR no; Comp V, S)

Frees person or object from curses.

Bestow Curse (CT 1; R touch; D perm; SV CHA; SR yes; Comp V, S)

Places curse on a creature.

Polymorph Self/Other (CT 1; R 50 ft; D perm; SV WIS neg (h); SR yes; Comp V, S, M)

Gives caster or subject a new form.

Resilient Sphere (CT 1; R 50 ft; D -; SV DEX neg (h); SR yes (h); Comp V, S)

Force globe protects but traps one subject.

Scrying (CT 10 min; R see text; D 1 rd/lvl; SV none; SR no; Comp V, S, M, F)

Spies on subject from a distance.

Shout (CT 1; R see text; D inst; SV see text; SR yes; Comp V)

Deafens all within cone and deals 2d6 damage.

Wall of Fire (CT 1; R 50 ft; D 1 rd/lvl; SV none (see text); SR yes; Comp V, S, M, DF)

Fiery curtain or ring deals damage to those near or passing through.

Wall of Ice (CT 1; R 150 ft; D 1 tn/lvl; SV none; SR no; Comp V, S, M)

Creates very hard sheet or hemisphere of ice.
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Animate Dead (CT 1; R 50 ft; D n/a; SV none; SR none; Comp V, S, M)

Creates and controls undead skeletons and zombies.

Preserve Dead (CT 1; R 50 ft; D n/a; SV none; SR none; Comp V, S, M)

Preserves corpses for 1 day/level and extends raise time limit.

Bind Elemental (CT 10 min; R 50 ft; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, M)

Traps elemental to perform task.

Cloudkill (CT 1; R 150 ft; D 1 tn/lvl; SV see text; SR yes; Comp V, S)

Poison fog kills 3 HD or less; 4-6 HD save or die.

Cone of Cold (CT 1; R see text; D 1 rd; SV DEX half; SR yes; Comp V, S, M)

1d6 cold damage/level.

Contact Other Plane (CT 10 min; R see text; D 1 rd/2 lvls; SV n/a; SR n/a; Comp V)

Ask questions of extraplanar entity.

Faithful Hound (CT 2 rd; R 50 ft; D 1 hr/lvl (see text); SV n/a; SR n/a; Comp V, S, M)

Phantom dog can guard, attack.

Feeblemind (CT 1; R 150 ft; D see text; SV CHA neg; SR yes; Comp V, S)

Intelligence drops to below an animal’s.

Hold Monster (CT 1; R 50 ft; D 1 rd/lvl; SV WIS neg; SR yes; Comp V, S, M)

As hold person, but any creature.

Magic Jar (CT 1; R 150 ft; D 1 tn/lvl; SV CHA save neg; SR yes; Comp V, S, M)

Enables possession of another creature.

Passwall (CT 1; R 50 ft; D 1 hr/lvl; SV n/a; SR n/a; Comp V, S, M)

Creates temporary passages through walls.

Permanency (CT 2+spell made perm; R n/a; D perm; SV none; SR no; Comp V, S)

Makes certain spells permanent with cost.

Secret Chest (CT 1 hr; R sse below; D 60 days; SV n/a; SR n/a; Comp V, S, F)

Hides magic chest for caster to retrieve when needed.

Summon Monster (CT 1; R 50 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, DF)

Calls monsters of 6 HD or less to aid caster.

Telekinesis (CT 1; R 100 ft; D 1 rd/lvl; SV see text; SR yes; Comp V, S)

Lift or moves 2 lb./level at long range.

Telepathic Bond (CT 1; R see text; D 1 hr; SV none; SR no; Comp V, S)

Link lets allies communicate.

Teleport (CT 1; R touch; D inst; SV none; SR yes (h); Comp V)

Instantly transports the caster anywhere.

Transmute Mud & Rock (CT 1; R 150 ft; D n/a; SV see text; SR no; Comp V, S, M, DF)

Change mud into rock, or vice-versa.

Wall of Force (CT 1; R 50 ft; D 2 rds/lvl; SV none; SR no; Comp V, S, M)

Wall, sphere, or hemisphere is immune to damage.

Wall of Iron (CT 1; R 50 ft; D perm; SV see text; SR no; Comp V, S, M)

Creates vertical sheet of tough iron.

Wall of Stone (CT 1; R 150 ft; D perm; SV see text; SR no; Comp V, S, M)

Creates a stone wall that can be shaped.
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Antimagic Shell (CT 1; R person; D 1 tn/lvl; SV none; SR see text; Comp V, S)
Creates mobile sphere that negates magic.
Chain Lightning (CT 1; R 450 ft; D inst; SV DEX save half; SR yes; Comp V, S)
Deals 1d6 damage/level; strikes multiple targets.
Control Weather (CT 10 min (see text); R 2 miles; D 4d12 hrs; SV n/a; SR n/a; Comp V, S, M/DF)
Changes weather in local area.
Disintegrate (CT 1; R 150 ft; D inst; SV CHA partial; SR yes; Comp V, S, M)
Destroys one creature or object.
Geas (CT 1; R 10 ft; D see text; SV CHA neg; SR yes; Comp V, DF)
Forces creature to fulfill a quest.
Globe of Invulnerability (CT 1; R personal; D 1 rd/lvl; SV none; SR no; Comp V, S, M)
Stops 1st to 4th-level spell effects.
Guards and Wards (CT 30 min; R special; D 1 hr/lvl; SV see text; SR see text; Comp V, S, M)
Array of magic effects protect area.
Legend Lore (CT see text; R see text; D see text; SV n/a; SR n/a; Comp V, S, M)
Learn tales about a person, place, or thing.
Mass Suggestion (CT 1; R 50 ft; D 1 hr/lvl; SV CHA neg; SR yes; Comp V, M)
Compels one subject/level to follow course of action.

Move Earth (CT see text; R 450 ft; D -; SV none; SR no; Comp V, S, M)
Digs trenches and build hills.
Project Image (CT 1; R 50 ft; D 1 rd/lvl; SV n/a; SR no; Comp V, S, M)
Illusory double can talk and cast spells.
Transmute Flesh and Stone (CT 1; R 150 ft; D perm; SV WIS neg (h); SR yes; Comp V, S, M)
Turns subject creature into statue, or restores petrified creature.
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Delayed Blast Fireball (CT 1; R 450 ft; D up to 5 rnds; SV DEX half; SR yes; Comp V, S, M)
1d6+1/lvl fire damage, can delay for 5 rds.
Finger of Death (CT 1; R 50 ft; D perm; SV CHA partial; SR yes; Comp V, S)
Kills one subject.
Greater Scrying (CT 1 tn; R see text; D 1 tn/lvl; SV none; SR no; Comp V, S, M, F)
As scrying, but faster and longer.
Instant Summons (CT 1 tn; R n/a; D n/a; SV none; SR yes; Comp V, S, M)
Prepared object appears in the caster’s hand.
Limited Wish (CT 1; R n/a; D see text; SV see text; SR see text; Comp V)
Alters reality within spell limits.
Mass Invisibility (CT 1; R 50 ft; D n/a; SV INT neg (h); SR yes (h); Comp V, S, M)
As invisibility, but affects all in range.
Phase Door (CT 1; R touch; D one use/2 lvls; SV n/a; SR n/a; Comp V)
Invisible passage through wood or stone.
Power Word Stun (CT 1; R 50 ft; D n/a; SV none; SR yes; Comp V)
Creatures with up to 120 hp are stunned.
Sequester (CT 3; R touch; D 1 day/lvl; SV see text; SR no; Comp V, S, M)
Subject is invisible to sight and scrying.

Summon Greater Monster (CT 1; R 50 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, DF)
Calls monsters of 9 HD or less to aid caster.
Teleport without Error (CT 1; R touch; D inst; SV none; SR yes (h); Comp V)
As teleport, but no off-target arrival.
Vanish (CT 1; R touch; D inst; SV none; SR yes (object); Comp V)
As teleport, but affects a touched object.
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Antipathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)
Object or location repels certain creatures.
Sympathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)
Object or location attracts certain creatures.
Binding (CT 1 tn; R 50 ft; D see text; SV CHA neg; SR yes; Comp V, S, M)
Array of techniques to imprison a creature.
Clone (CT 1 hour; R touch; D perm; SV n/a; SR n/a; Comp V, S, M)
Duplicates a creature.
Incendiary Cloud (CT 1; R touch; D 1 tn +1 rd/lvl; SV none; SR yes; Comp V, S)
Smoke deals 4d6 damage/round and limits vision.
Mass Charm (CT 1; R 50 ft; D 1 day/lvl; SV CHA neg; SR yes; Comp V, S)
Multiple creatures believe they are caster’s ally.
Maze (CT 1; R 25 ft; D see text; SV none; SR yes; Comp V, S)
Traps subject in extradimensional maze.
Mind Blank (CT 1; R 25 ft; D 1 day; SV CHA neg (h); SR yes (h); Comp V, S)
Subject is immune to mental magic and scrying.
Polymorph Any Object (CT 1; R 50 ft; D see text; SV WIS neg; SR yes (h); Comp V, S, M)
Changes any creature or object into anything else.
Power Word Blind (CT 1; R 50 ft; D see text; SV none; SR yes; Comp V)
Creatures with up to 100 hp are blinded.

Symbol (CT 10 min; R touch; D see text; SV see text; SR yes; Comp V, S, M)
Triggered runes have array of effects.
Teleportation Circle (CT 1; R see text; D 1 tn/lvl; SV none; SR yes (h); Comp V, M)
All creatures inside circle teleport to designated spot.
Trap the Soul (CT 1/see text; R 10 ft/see text; D perm; SV see text; SR see text; Comp V, S, M)
Imprisons subject within gem.
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Astral Projection (CT 30 min; R touch; D see text; SV none; SR yes (h); Comp V, S)
Projects caster & companions into Astral Plane.
Disjunction (CT 1; R 50 ft; D see text; SV CHA neg (objects); SR none; Comp V)
Dispels magic, disenchants magic items.
Gate (CT 2; R 50 ft; D special; SV none; SR no; Comp V, S)
Connects two planes for travel or summoning.
Imprisonment (CT 1; R touch; D perm; SV none; SR yes; Comp V, S)
Entombs subject beneath the earth.
Freedom (CT 1; R touch; D perm; SV none; SR yes; Comp V, S)
Releases the victim of imprisonment spell.
Meteor Swarm (CT 1; R 450 ft; D inst; SV see text; SR yes; Comp V, S)
Multiple fireballs deals damage in path.
Power Word Kill (CT 1; R 50 ft; D n/a; SV none; SR yes; Comp V)
One tough subject or many weak ones die.
Prismatic Sphere (CT 1; R n/a; D 10 min/lvl; SV see text; SR see text; Comp V)
Multicolored protective sphere.
Refuge (CT 1; R touch; D until discharged; SV none; SR none; Comp V, S, M)
Alters item to teleport its possessor to the caster.

Shapechange (CT 1; R touch; D see text; SV n/a; SR n/a; Comp V, S, M, DF)
Transforms caster into any creature once per round.
Temporal Stasis (CT 1; R 10 ft; D perm; SV none; SR yes; Comp V, S, M)
Puts subject into suspended animation.
Time Stop (CT 1; R see text; D 1d4+1 rds; SV none; SR see text; Comp V)
The caster stops time and acts freely for 1d4+1 rounds.
Wish (CT time it takes to word wish; R n/a; D n/a; SV see text; SR yes; Comp V)
Alters reality with as desired, but with risk.
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Antimagic Shell (CT 1; R person; D 1 tn/lvl; SV none; SR see text; Comp V, S)

Creates mobile sphere that negates magic.

Chain Lightning (CT 1; R 450 ft; D inst; SV DEX save half; SR yes; Comp V, S)

Deals 1d6 damage/level; strikes multiple targets.

Control Weather (CT 10 min (see text); R 2 miles; D 4d12 hrs; SV n/a; SR n/a; Comp V, S, M/DF)

Changes weather in local area.

Disintegrate (CT 1; R 150 ft; D inst; SV CHA partial; SR yes; Comp V, S, M)

Destroys one creature or object.

Geas (CT 1; R 10 ft; D see text; SV CHA neg; SR yes; Comp V, DF)

Forces creature to fulfill a quest.

Globe of Invulnerability (CT 1; R personal; D 1 rd/lvl; SV none; SR no; Comp V, S, M)

Stops 1st to 4th-level spell effects.

Guards & Wards (CT 30 min; R special; D 1 hr/lvl; SV see text; SR see text; Comp V, S, M)

Array of magic effects protect area.

Legend Lore (CT see text; R see text; D see text; SV n/a; SR n/a; Comp V, S, M)

Learn tales about a person, place, or thing.

Mass Suggestion (CT 1; R 50 ft; D 1 hr/lvl; SV CHA neg; SR yes; Comp V, M)

Compels one subject/level to follow course of action.

Move Earth (CT see text; R 450 ft; D -; SV none; SR no; Comp V, S, M)

Digs trenches and build hills.

Project Image (CT 1; R 50 ft; D 1 rd/lvl; SV n/a; SR no; Comp V, S, M)

Illusory double can talk and cast spells.

Transmute Flesh & Stone (CT 1; R 150 ft; D perm; SV WIS neg (h); SR yes; Comp V, S, M)

Turns subject creature into statue, or restores petrified creature.
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Delayed Blast Fireball (CT 1; R 450 ft; D up to 5 rnds; SV DEX half; SR yes; Comp V, S, M)

1d6+1/lvl fire damage, can delay for 5 rds.

Finger of Death (CT 1; R 50 ft; D perm; SV CHA partial; SR yes; Comp V, S)

Kills one subject.

Greater Scrying (CT 1 tn; R see text; D 1 tn/lvl; SV none; SR no; Comp V, S, M, F)

As scrying, but faster and longer.

Instant Summons (CT 1 tn; R n/a; D n/a; SV none; SR yes; Comp V, S, M)

Prepared object appears in the caster’s hand.

Limited Wish (CT 1; R n/a; D see text; SV see text; SR see text; Comp V)

Alters reality within spell limits.

Mass Invisibility (CT 1; R 50 ft; D n/a; SV INT neg (h); SR yes (h); Comp V, S, M)

As invisibility, but affects all in range.

Phase Door (CT 1; R touch; D one use/2 lvls; SV n/a; SR n/a; Comp V)

Invisible passage through wood or stone.

Power Word Stun (CT 1; R 50 ft; D n/a; SV none; SR yes; Comp V)

Creatures with up to 120 hp are stunned.

Sequester (CT 3; R touch; D 1 day/lvl; SV see text; SR no; Comp V, S, M)

Subject is invisible to sight and scrying.

Summon Greater Monster (CT 1; R 50 ft; D 1 rd/lvl; SV none; SR no; Comp V, S, DF)

Calls monsters of 9 HD or less to aid caster.

Teleport without Error (CT 1; R touch; D inst; SV none; SR yes (h); Comp V)

As teleport, but no off-target arrival.

Vanish (CT 1; R touch; D inst; SV none; SR yes (object); Comp V)

As teleport, but affects a touched object.
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Antipathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)

Object or location repels certain creatures.

Sympathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)

Object or location attracts certain creatures.

Binding (CT 1 tn; R 50 ft; D see text; SV CHA neg; SR yes; Comp V, S, M)

Array of techniques to imprison a creature.

Clone (CT 1 hour; R touch; D perm; SV n/a; SR n/a; Comp V, S, M)

Duplicates a creature.

Incendiary Cloud (CT 1; R touch; D 1 tn +1 rd/lvl; SV none; SR yes; Comp V, S)

Smoke deals 4d6 damage/round and limits vision.

Mass Charm (CT 1; R 50 ft; D 1 day/lvl; SV CHA neg; SR yes; Comp V, S)

Multiple creatures believe they are caster’s ally.

Maze (CT 1; R 25 ft; D see text; SV none; SR yes; Comp V, S)

Traps subject in extradimensional maze.

Mind Blank (CT 1; R 25 ft; D 1 day; SV CHA neg (h); SR yes (h); Comp V, S)

Subject is immune to mental magic and scrying.

Polymorph Any Object (CT 1; R 50 ft; D see text; SV WIS neg; SR yes (h); Comp V, S, M)

Changes any creature or object into anything else.

Power Word Blind (CT 1; R 50 ft; D see text; SV none; SR yes; Comp V)

Creatures with up to 100 hp are blinded.

Symbol (CT 10 min; R touch; D see text; SV see text; SR yes; Comp V, S, M)

Triggered runes have array of effects.

Teleportation Circle (CT 1; R see text; D 1 tn/lvl; SV none; SR yes (h); Comp V, M)

All creatures inside circle teleport to designated spot.

Trap the Soul (CT 1/see text; R 10 ft/see text; D perm; SV see text; SR see text; Comp V, S, M)

Imprisons subject within gem.
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Astral Projection (CT 30 min; R touch; D see text; SV none; SR yes (h); Comp V, S)

Projects caster & companions into Astral Plane.

Disjunction (CT 1; R 50 ft; D see text; SV CHA neg (objects); SR none; Comp V)

Dispels magic, disenchants magic items.

Gate (CT 2; R 50 ft; D special; SV none; SR no; Comp V, S)

Connects two planes for travel or summoning.

Imprisonment (CT 1; R touch; D perm; SV none; SR yes; Comp V, S)

Entombs subject beneath the earth.

Freedom (CT 1; R touch; D perm; SV none; SR yes; Comp V, S)

Releases the victim of imprisonment spell.

Meteor Swarm (CT 1; R 450 ft; D inst; SV see text; SR yes; Comp V, S)

Multiple fireballs deals damage in path.

Power Word Kill (CT 1; R 50 ft; D n/a; SV none; SR yes; Comp V)

One tough subject or many weak ones die.

Prismatic Sphere (CT 1; R n/a; D 10 min/lvl; SV see text; SR see text; Comp V)

Multicolored protective sphere.

Refuge (CT 1; R touch; D until discharged; SV none; SR none; Comp V, S, M)

Alters item to teleport its possessor to the caster.

Shapechange (CT 1; R touch; D see text; SV n/a; SR n/a; Comp V, S, M, DF)

Transforms caster into any creature once per round.

Temporal Stasis (CT 1; R 10 ft; D perm; SV none; SR yes; Comp V, S, M)

Puts subject into suspended animation.

Time Stop (CT 1; R see text; D 1d4+1 rds; SV none; SR see text; Comp V)

The caster stops time and acts freely for 1d4+1 rounds.

Wish (CT time it takes to word wish; R n/a; D n/a; SV see text; SR yes; Comp V)

Alters reality with as desired, but with risk.
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Spells Available by Level

0 1 2 3 4 5 6 7 8 9
Underline all spells known. Non-capitalized spell titles are reversed. Check spells prepared and 
mark off when cast.

Arcane Mark (CT 1; R touch; D perm; SV CHA neg (h); SR yes; Comp V, S)
Inscribes a personal rune (visible or invisible).
Dancing Lights (CT 1; R 150 ft; D 1 tn; SV see text; SR no; Comp V, S)
Figment torches or other lights.
Detect Illusion (CT 1; R touch; D 1 tn/lvl; SV none; SR none; Comp V, S)
Detects illusions along 50 ft. path.
Ghost Sound (CT 1; R 150 ft; D 1 rd/lvl; SV INT neg; SR yes; Comp V, S, M)
Figment sounds.
Influence (CT 1; R 25 ft; D 3 rds; SV CHA neg; SR yes; Comp V, S)
Temporary charm.
Light (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, F)
Object shines like a torch.

Magical Aura (CT 1; R touch; D n/a; SV n/a; SR n/a; Comp M)
Grants object false magic aura.
Message (CT 1; R 450 ft; D 1 rd/lvl; SV n/a; SR n/a; Comp V, S)
Short, whispered communication at a distance.
Mending (CT 1; R 25 ft; D n/a; SV n/a; SR n/a; Comp V, S)
Makes minor repairs on an object.
Prestidigitation (CT 1; R see text; D 1 rd/lvl; SV none; SR yes; Comp V, S, DF)
Performs minor tricks.
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Change Self (CT 1; R touch; D 10 tn/lvl; SV INT neg; SR no; Comp V, S)
Changes the caster’s appearance.
Color Spray (CT 1; R 25 ft; D inst; SV WIS neg; SR yes; Comp V, S, M)
Knocks unconscious, blinds, or stuns 1d4+1 level worth of creatures.
Darkness (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V, M/DF)
20 ft. radius of supernatural darkness.
Daylight (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V, M/DF)
Creates light as bright as full daylight in a 60-ft. radius.
Daze (CT 1; R 25 ft; D 1 rd; SV INT neg; SR yes; Comp V, S, M)
Creature loses next action.
Erase (CT 1; R 50 ft or touch; D see text; SV n/a; SR none; Comp V, S)
Mundane or magical writing vanishes.
Hypnotism (CT 1; R 25 ft; D 1d2 rds +1 rd/lvl; SV INT neg; SR yes; Comp V, S)
Fascinates 2d4 HD of creatures.
Obscuring Mist (CT 1; R n/a; D 1 min/lvl; SV none; SR no; Comp V, S)
Fog surrounds the caster.
Read Magic (CT 1; R personal; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, F)
Read scrolls and spellbooks.

See Invisibility (CT 1; R as normal vision; D 10 min/lvl; SV none; SR n/a; Comp V, S, M)
Reveals invisible creatures or objects.
Silent Image (CT 1; R 450 ft; D concentration; SV INT; SR no; Comp V, S)
Creates minor image of your design.
Undetectable Aura (CT 1; R touch; D 1 rd/lvl; SV none; SR yes; Comp V, S, M)
Masks magic item’s aura.
Ventriloquism (CT 1; R 50 ft; D 3 rds + 1 rd/lvl; SV INT to disbelieve; SR no; Comp V, S)
Throws sound or voice.

Secon





d
 L

ev
el

:

Alter Self (CT 1; R person; D 1 min/lvl; SV none; SR none; Comp V, S)
As change self, plus more drastic changes.
Blur (CT 1; R touch (one); D 1 tn/lvl; SV WIS neg (h); SR yes; Comp V)
Attacks miss subject 20% of the time.
Detect Magic (CT 1; R 50 ft×10 ft; D 1 tn/lvl; SV none; SR none; Comp V,S)
Detects magical aura & its strength along 50 ft path.
False Trap (CT 1; R 50 ft; D 1 tn/lvl; SV see text; SR see text; Comp V, S, M)
Makes item seem trapped.
Fog Cloud (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, S)
Fog obscures vision.
Hypnotic Pattern (CT 1; R 50 ft; D concentration; SV INT neg; SR yes; Comp S)
Fascinates 2d4+1 HD/level of creatures.
Invisibility (CT 1; R touch; D perm; SV none; SR yes; Comp V, S, M)
Subject is invisible until it attacks.
Magic Mouth (CT 1; R touch; D perm; SV n/a; SR yes (object); Comp V, S)
Speaks once when triggered.
Minor Image (CT 1; R 450 ft; D see text; SV INT; SR no; Comp V, S)
Image, plus some sounds and smells.

Mirror Image (CT 1; R see text; D 3 rd/lvl; SV none; SR no; Comp V, S)
Creates 1d4+1 decoy duplicates of the caster.
Misdirection (CT 1; R 50 ft; D 1 rd/lvl; SV WIS neg; SR no; Comp S)
Misleads divinations for one creature or object.
Remove Blindness/Deafness (CT 1; R 50 ft; D 1 tn/lvl; SV CHA neg; SR yes; Comp V, S)
Cures subject of either blindness or deafness.
Cause Blindness/Deafness (CT 1; R touch; D perm; SV CON neg; SR yes (h); Comp V, DF)
Makes subject blind or deaf.
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Blink (CT 1; R n/a; D 1 rd/lvl; SV n/a; SR n/a; Comp V, S)
Causes caster to move in and out of ethereal plane and is difficult to hit.
Continual Flame (CT 1; R 5 ft; D perm; SV none; SR yes; Comp V, S)
Makes a permanent, heatless torch.
Dispel Illusion (CT 1; R 150 ft; D see text; SV none; SR yes; Comp V, S)
Cancels illusion spells and effects.
Hallucinatory Terrain (CT 10 min; R 150 ft; D see text; SV INT; SR no; Comp V, S, M)
Makes one type of terrain appear like another.
Illusory Script (CT 1 min; R touch; D perm; SV see text; SR no; Comp V, S, M)
Only intended reader can decipher.
Invisibility Sphere (CT 1; R see text; D 1 tn/lvl; SV none; SR yes; Comp V, S, M)
Makes everyone within 10 ft. invisible.
Major Image (CT 1; R 450 ft; D concentration + 3 rds; SV INT (if disbelieve); SR no; Comp V, S)
A silent image, plus sound, smell & thermal effects.
Nondetection (CT 1; R 25 ft; D 1 hr/lvl; SV see text; SR yes (h); Comp V, S, M)
Hides subject from divination, scrying.

Rope Trick (CT 1; R touch; D 1 hr/lvl; SV none; SR no; Comp V, S, F)
Up to eight creatures hide in extradimensional space.
Scare (CT 1; R 50 ft; D 1 rd/lvl; SV CHA neg; SR yes; Comp V, S, M)
Panics one creature up to 5 HD.
Secret Page (CT 10 min; R touch; D see text; SV none; SR no; Comp V, S, M)
Changes one page to hide its real content.
Suggestion (CT 1; R 50 ft; D 1 hr/lvl; SV CHA neg; SR yes; Comp V, M)
Compels subject to follow stated course of action.

C
a

n
t

r
ip

s:

Arcane Mark (CT 1; R touch; D perm; SV CHA neg (h); SR yes; Comp V, S)

Inscribes a personal rune (visible or invisible).

Dancing Lights (CT 1; R 150 ft; D 1 tn; SV see text; SR no; Comp V, S)

Figment torches or other lights.

Detect Illusion (CT 1; R touch; D 1 tn/lvl; SV none; SR none; Comp V, S)

Detects illusions along 50 ft. path.

Ghost Sound (CT 1; R 150 ft; D 1 rd/lvl; SV INT neg; SR yes; Comp V, S, M)

Figment sounds.

Influence (CT 1; R 25 ft; D 3 rds; SV CHA neg; SR yes; Comp V, S)

Temporary charm.

Light (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, F)

Object shines like a torch.

Magical Aura (CT 1; R touch; D n/a; SV n/a; SR n/a; Comp M)

Grants object false magic aura.

Message (CT 1; R 450 ft; D 1 rd/lvl; SV n/a; SR n/a; Comp V, S)

Short, whispered communication at a distance.

Mending (CT 1; R 25 ft; D n/a; SV n/a; SR n/a; Comp V, S)

Makes minor repairs on an object.

Prestidigitation (CT 1; R see text; D 1 rd/lvl; SV none; SR yes; Comp V, S, DF)

Performs minor tricks.

Fi
r

st
 L

ev
el

:

Change Self (CT 1; R touch; D 10 tn/lvl; SV INT neg; SR no; Comp V, S)

Changes the caster’s appearance.

Color Spray (CT 1; R 25 ft; D inst; SV WIS neg; SR yes; Comp V, S, M)

Knocks unconscious, blinds, or stuns 1d4+1 level worth of creatures.

Darkness (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V, M/DF)

20 ft. radius of supernatural darkness.

Daylight (CT 1; R 50 ft; D 10 min/lvl; SV none; SR none; Comp V, M/DF)

Creates light as bright as full daylight in a 60-ft. radius.

Daze (CT 1; R 25 ft; D 1 rd; SV INT neg; SR yes; Comp V, S, M)

Creature loses next action.

Erase (CT 1; R 50 ft or touch; D see text; SV n/a; SR none; Comp V, S)

Mundane or magical writing vanishes.

Hypnotism (CT 1; R 25 ft; D 1d2 rds +1 rd/lvl; SV INT neg; SR yes; Comp V, S)

Fascinates 2d4 HD of creatures.

Obscuring Mist (CT 1; R n/a; D 1 min/lvl; SV none; SR no; Comp V, S)

Fog surrounds the caster.

Read Magic (CT 1; R personal; D 10 min/lvl; SV n/a; SR n/a; Comp V, S, F)

Read scrolls and spellbooks.

See Invisibility (CT 1; R as normal vision; D 10 min/lvl; SV none; SR n/a; Comp V, S, M)

Reveals invisible creatures or objects.

Silent Image (CT 1; R 450 ft; D concentration; SV INT; SR no; Comp V, S)

Creates minor image of your design.

Undetectable Aura (CT 1; R touch; D 1 rd/lvl; SV none; SR yes; Comp V, S, M)

Masks magic item’s aura.

Ventriloquism (CT 1; R 50 ft; D 3 rds + 1 rd/lvl; SV INT to disbelieve; SR no; Comp V, S)

Throws sound or voice.
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Alter Self (CT 1; R person; D 1 min/lvl; SV none; SR none; Comp V, S)

As change self, plus more drastic changes.

Blur (CT 1; R touch (one); D 1 tn/lvl; SV WIS neg (h); SR yes; Comp V)

Attacks miss subject 20% of the time.

Detect Magic (CT 1; R 50 ft×10 ft; D 1 tn/lvl; SV none; SR none; Comp V,S)

Detects magical aura & its strength along 50 ft path.

False Trap (CT 1; R 50 ft; D 1 tn/lvl; SV see text; SR see text; Comp V, S, M)

Makes item seem trapped.

Fog Cloud (CT 1; R 150 ft; D 10 min/lvl; SV none; SR no; Comp V, S)

Fog obscures vision.

Hypnotic Pattern (CT 1; R 50 ft; D concentration; SV INT neg; SR yes; Comp S)

Fascinates 2d4+1 HD/level of creatures.

Invisibility (CT 1; R touch; D perm; SV none; SR yes; Comp V, S, M)

Subject is invisible until it attacks.

Magic Mouth (CT 1; R touch; D perm; SV n/a; SR yes (object); Comp V, S)

Speaks once when triggered.

Minor Image (CT 1; R 450 ft; D see text; SV INT; SR no; Comp V, S)

Image, plus some sounds and smells.

Mirror Image (CT 1; R see text; D 3 rd/lvl; SV none; SR no; Comp V, S)

Creates 1d4+1 decoy duplicates of the caster.

Misdirection (CT 1; R 50 ft; D 1 rd/lvl; SV WIS neg; SR no; Comp S)

Misleads divinations for one creature or object.

Remove Blindness/Deafness (CT 1; R 50 ft; D 1 tn/lvl; SV CHA neg; SR yes; Comp V, S)

Cures subject of either blindness or deafness.

Cause Blindness/Deafness (CT 1; R touch; D perm; SV CON neg; SR yes (h); Comp V, DF)

Makes subject blind or deaf.
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Blink (CT 1; R n/a; D 1 rd/lvl; SV n/a; SR n/a; Comp V, S)

Causes caster to move in and out of ethereal plane and is difficult to hit.

Continual Flame (CT 1; R 5 ft; D perm; SV none; SR yes; Comp V, S)

Makes a permanent, heatless torch.

Dispel Illusion (CT 1; R 150 ft; D see text; SV none; SR yes; Comp V, S)

Cancels illusion spells and effects.

Hallucinatory Terrain (CT 10 min; R 150 ft; D see text; SV INT; SR no; Comp V, S, M)

Makes one type of terrain appear like another.

Illusory Script (CT 1 min; R touch; D perm; SV see text; SR no; Comp V, S, M)

Only intended reader can decipher.

Invisibility Sphere (CT 1; R see text; D 1 tn/lvl; SV none; SR yes; Comp V, S, M)

Makes everyone within 10 ft. invisible.

Major Image (CT 1; R 450 ft; D concentration + 3 rds; SV INT (if disbelieve); SR no; Comp V, S)

A silent image, plus sound, smell & thermal effects.

Nondetection (CT 1; R 25 ft; D 1 hr/lvl; SV see text; SR yes (h); Comp V, S, M)

Hides subject from divination, scrying.

Rope Trick (CT 1; R touch; D 1 hr/lvl; SV none; SR no; Comp V, S, F)

Up to eight creatures hide in extradimensional space.

Scare (CT 1; R 50 ft; D 1 rd/lvl; SV CHA neg; SR yes; Comp V, S, M)

Panics one creature up to 5 HD.

Secret Page (CT 10 min; R touch; D see text; SV none; SR no; Comp V, S, M)

Changes one page to hide its real content.

Suggestion (CT 1; R 50 ft; D 1 hr/lvl; SV CHA neg; SR yes; Comp V, M)

Compels subject to follow stated course of action.

Character

Spells Available by Level
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Underline all spells known. Non-capitalized spell titles are reversed. Check 
spells prepared and mark off when cast.
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Confusion (CT 1; R 150 ft; D 1 rd/lvl; SV WIS neg; SR yes; Comp V, S)
Makes subjects behave randomly for 1 round/level.
Emotion (CT 1; R 150 ft; D concentration; SV CHA neg; SR yes; Comp V, S)
Arouses strong emotion in subject.
Illusory Wall (CT 1 tn; R 50 ft; D perm; SV INT (if disbelieve); SR no; Comp V, S)
Surface looks real but anything can pass through.
Improved Invisibility (CT 1; R touch; D 1 tn +1 rd/lvl; SV none; SR yes; Comp V, S)
As invisibility but can attack & stay invisible.
Minor Creation (CT 1 tn; R 10 ft; D 1 hr/lvl; SV n/a; SR n/a; Comp V, S, M)
Creates one cloth or wood object.
Mirage Arcana (CT 5 min; R 150 ft; D see text; SV INT; SR no; Comp V, S, M)
As hallucinatory terrain, plus structures.
Phantasmal Killer (CT 1; R 50 ft; D 1 rd/lvl; SV see text; SR yes; Comp V, S)
Illusion kills subject or deals 3d6 damage.

Rainbow Pattern (CT 1; R 50 ft; D 1 rd/lvl; SV INT neg; SR yes; Comp S, F)
Prevents 24 HD of creatures from attacking or moving away.
Secure Shelter (CT 10 min; R 50 ft; D 2 hrs/lvl; SV none; SR n/a; Comp V, S, M, F)
Creates sturdy, furnished cottage.
Seeming (CT 1; R 50 ft; D 12 hrs; SV none (Int disbelieves); SR no; Comp V, S)
Changes appearance of one person/two levels.
Shadow Conjuration (CT 1; R 150 ft; D 1 rd/lvl; SV see text; SR no; Comp V, S)
Shadow monsters attack foes.
Solid Fog (CT 1; R 150 ft; D 1 tn/lvl; SV none; SR no; Comp V, S)
Blocks vision and slows movement.
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Dream (CT 1 min; R unlimited; D see text; SV none; SR yes (h); Comp V, S)
Sends message to anyone sleeping.
Faithful Hound (CT 2 rd; R 50 ft; D 1 hr/lvl (see text); SV n/a; SR n/a; Comp V, S, M)
Phantom dog can guard, attack.
False Vision (CT 1; R 50 ft; D 1 tn/lvl; SV see text; SR see text; Comp V, S, M)
Fools scrying with an illusion.
Greater Shadow Conj. (CT 1; R 150 ft; D 1 rd/lvl; SV INT (see text); SR yes; Comp V, S)
Strong shadow monsters attack foes.
Guards and Wards (CT 30 min; R special; D 1 hr/lvl; SV see text; SR see text; Comp V, S, M)
Array of magic effects protect area.
Major Creation (CT 10 min; R 10 ft; D see text; SV n/a; SR n/a; Comp V, S, M)
As minor creation, plus stone and metal.
Mass Suggestion (CT 1; R 50 ft; D 1 hr/lvl; SV CHA neg; SR yes; Comp V, M)
As suggestion, plus one/level subjects.

Nightmare (CT 10 min; R unlimited; D see text; SV CHA neg; SR yes; Comp V, S)
Sends vision dealing 1d10 damage, fatigue.
Persistent Image (CT 1; R 150 ft; D 1 min/lvl; SV INT; SR no; Comp V, S)
As major image, but no concentration required.
Project Image (CT 1; R 50 ft; D 1 rd/lvl; SV n/a; SR no; Comp V, S, M)
Illusory double can talk and cast spells.
Shadow Evocation (CT 1; R special; D see text; SV see text; SR yes; Comp V, S)
Mimics certain wizard spells.
True Seeing (CT 1; R touch; D 1 rd/lvl; SV none; SR yes; Comp V, S, M)
See all things as they really are.
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Anti-Illusion Shield (CT 1; R person; D 1 tn/lvl; SV none; SR see text; Comp V, S)
Negates illusions within 10 ft.
Feeblemind (CT 1; R 150 ft; D see text; SV CHA neg; SR yes; Comp V, S)
Subject’s Intelligence drops to below an animal’s.
Greater Shadow Evocation (CT 1; R 150 ft; D 1 rd/lvl; SV INT (see text); SR yes; Comp V, S)
Mimics certain wizard spells.
Mislead (CT 1; R 25 ft; D 1 rd/lvl; SV INT (disbelief ); SR no; Comp S)
Turns the caster invisible and creates illusory double.
Permanent Image (CT 1; R 150 ft; D perm; SV INT; SR no; Comp V, S, M)
Includes sight, sound, and smell.

Programmed Image (CT 1; R 150 ft; D 1 rd/lvl; SV INT to disbelieve; SR no; Comp V, S, M)
As major image, plus triggered by event.
Shades (CT 1; R 150 ft; D 1 rd/lvl; SV INT disbelieves; SR no; Comp V, S)
Powerful shadow monsters attack foes.
Veil (CT 1; R 50 ft; D 1 hr/lvl; SV see text; SR see text; Comp V, S)
Changes appearance of group of creatures.
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: Insanity (CT 1; R 50 ft; D perm; SV INT neg; SR yes; Comp V, S)
Subject suffers continuous confusion.
Mass Invisibility (CT 1; R 50 ft; D n/a; SV INT neg (h); SR yes (h); Comp V, S, M)
As invisibility, but affects all in range.
Maze (CT 1; R 25 ft; D see text; SV none; SR yes; Comp V, S)
Traps subject in extradimensional maze.
Prismatic Spray (CT 1; R 50 ft; D 10 min/lvl; SV see text; SR see text; Comp V, S)
Rays hit subjects with variety of effects.
Sequester (CT 3; R touch; D 1 day/lvl; SV see text; SR no; Comp V, S, M)
Subject is invisible to sight and scrying.

Shadow Walk (CT 1; R touch; D 1 hr/lvl; SV INT neg (h); SR yes (h); Comp V, S)
Step into shadow to travel rapidly.
Simulacrum (CT 12 hrs; R n/a; D n/a; SV n/a; SR n/a; Comp V, S, M)
Creates clone, but weaker and without all memory.
Vision (CT 1 tn; R n/a; D see text; SV see text; SR no; Comp V, S)
Quickly reveals legends about person, place, or thing.
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Antipathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)
Object or location repels certain creatures.
Sympathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)
Object or location attracts certain creatures.
Distort Reality (CT 1; R n/a; D see text; SV see text; SR see text; Comp V)
Alters reality within spell limits.
Find the Path (CT 3; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, F)
Shows most direct way to a location.
Hide the Path (CT 3; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, F)
Makes the subject lost.
Polymorph Self/Other (CT 1; R 50 ft; D perm; SV WIS neg (h); SR yes; Comp V, S, M)
Gives caster or one subject a new form.

Prismatic Wall (CT 1; R 50 ft; D 10 min/lvl; SV see text; SR see text; Comp V, S)
Wall’s colors have array of effects.
Screen (CT 1; R 50 ft; D 1 rd/lvl; SV CHA neg; SR yes; Comp V, S, M)
Illusion hides area from vision, scrying.
Sunburst (CT 1; R 50 ft; D inst; SV see text; SR yes; Comp V, S, DF)
Blinds within 10 ft., deals 3d6 damage, harms undead.
Wind Walk (CT 1; R touch; D 1 tn/lvl; SV n/a; SR yes (h); Comp V, S, DF)
The caster and the caster’s allies turn vaporous and travel fast.
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Moves caster and companions into Astral Plane.
Clone (CT 1 hour; R touch; D perm; SV n/a; SR n/a; Comp V, S, M)
Duplicates a creature.
Mind Blank (CT 1; R 25 ft; D 1 day; SV CHA neg (h); SR yes (h); Comp V, S)
Subject is immune to mental magic and scrying.
Polymorph Any Object (CT 1; R 50 ft; D see text; SV WIS neg; SR yes (h); Comp V, S, M)
Changes creature or object into anything.
Prismatic Sphere (CT 1; R n/a; D 10 min/lvl; SV see text; SR see text; Comp V)
Multi-colored protective sphere.

Regenerate (CT 3; R touch; D see text; SV none; SR yes (h); Comp V, S, DF)
Subject’s severed limbs grow back.
Symbol (CT 10 min; R touch; D see text; SV see text; SR yes; Comp V, S, M)
Triggered runes have array of effects.
Weird (CT 1; R 150 ft; D n/a; SV INT; SR yes; Comp V, S)
Fearsome illusion kills subjects in area or deals damage.
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Confusion (CT 1; R 150 ft; D 1 rd/lvl; SV WIS neg; SR yes; Comp V, S)

Makes subjects behave randomly for 1 round/level.

Emotion (CT 1; R 150 ft; D concentration; SV CHA neg; SR yes; Comp V, S)

Arouses strong emotion in subject.

Illusory Wall (CT 1 tn; R 50 ft; D perm; SV INT (if disbelieve); SR no; Comp V, S)

Surface looks real but anything can pass through.

ImpR. Invisibility (CT 1; R touch; D 1 tn +1 rd/lvl; SV none; SR yes; Comp V, S)

As invisibility but can attack & stay invisible.

Minor Creation (CT 1 tn; R 10 ft; D 1 hr/lvl; SV n/a; SR n/a; Comp V, S, M)

Creates one cloth or wood object.

Mirage Arcana (CT 5 min; R 150 ft; D see text; SV INT; SR no; Comp V, S, M)

As hallucinatory terrain, plus structures.

Phantasmal Killer (CT 1; R 50 ft; D 1 rd/lvl; SV see text; SR yes; Comp V, S)

Illusion kills subject or deals 3d6 damage.

Rainbow Pattern (CT 1; R 50 ft; D 1 rd/lvl; SV INT neg; SR yes; Comp S, F)

Prevents 24 HD of creatures from attacking or moving away.

Secure Shelter (CT 10 min; R 50 ft; D 2 hrs/lvl; SV none; SR n/a; Comp V, S, M, F)

Creates sturdy, furnished cottage.

Seeming (CT 1; R 50 ft; D 12 hrs; SV none (Int disbelieves); SR no; Comp V, S)

Changes appearance of one person/two levels.

Shadow Conjuration (CT 1; R 150 ft; D 1 rd/lvl; SV see text; SR no; Comp V, S)

Shadow monsters attack foes.

Solid Fog (CT 1; R 150 ft; D 1 tn/lvl; SV none; SR no; Comp V, S)

Blocks vision and slows movement.
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Dream (CT 1 min; R unlimited; D see text; SV none; SR yes (h); Comp V, S)

Sends message to anyone sleeping.

Faithful Hound (CT 2 rd; R 50 ft; D 1 hr/lvl (see text); SV n/a; SR n/a; Comp V, S, M)

Phantom dog can guard, attack.

False Vision (CT 1; R 50 ft; D 1 tn/lvl; SV see text; SR see text; Comp V, S, M)

Fools scrying with an illusion.

Greater Shadow Conj. (CT 1; R 150 ft; D 1 rd/lvl; SV INT (see text); SR yes; Comp V, S)

Strong shadow monsters attack foes.

Guards & Wards (CT 30 min; R special; D 1 hr/lvl; SV see text; SR see text; Comp V, S, M)

Array of magic effects protect area.

Major Creation (CT 10 min; R 10 ft; D see text; SV n/a; SR n/a; Comp V, S, M)

As minor creation, plus stone and metal.

Mass Suggestion (CT 1; R 50 ft; D 1 hr/lvl; SV CHA neg; SR yes; Comp V, M)

As suggestion, plus one/level subjects.

Nightmare (CT 10 min; R unlimited; D see text; SV CHA neg; SR yes; Comp V, S)

Sends vision dealing 1d10 damage, fatigue.

Persistent Image (CT 1; R 150 ft; D 1 min/lvl; SV INT; SR no; Comp V, S)

As major image, but no concentration required.

Project Image (CT 1; R 50 ft; D 1 rd/lvl; SV n/a; SR no; Comp V, S, M)

Illusory double can talk and cast spells.

Shadow Evocation (CT 1; R special; D see text; SV see text; SR yes; Comp V, S)

Mimics certain wizard spells.

True Seeing (CT 1; R touch; D 1 rd/lvl; SV none; SR yes; Comp V, S, M)

See all things as they really are.
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Anti-Illusion Shield (CT 1; R person; D 1 tn/lvl; SV none; SR see text; Comp V, S)

Negates illusions within 10 ft.

Feeblemind (CT 1; R 150 ft; D see text; SV CHA neg; SR yes; Comp V, S)

Subject’s Intelligence drops to below an animal’s.

Greater Shadow Evocation (CT 1; R 150 ft; D 1 rd/lvl; SV INT (see text); SR yes; Comp V, S)

Mimics certain wizard spells.

Mislead (CT 1; R 25 ft; D 1 rd/lvl; SV INT (disbelief); SR no; Comp S)

Turns the caster invisible and creates illusory double.

Permanent Image (CT 1; R 150 ft; D perm; SV INT; SR no; Comp V, S, M)

Includes sight, sound, and smell.

Programmed Image (CT 1; R 150 ft; D 1 rd/lvl; SV INT to disbelieve; SR no; Comp V, S, M)

As major image, plus triggered by event.

Shades (CT 1; R 150 ft; D 1 rd/lvl; SV INT disbelieves; SR no; Comp V, S)

Powerful shadow monsters attack foes.

Veil (CT 1; R 50 ft; D 1 hr/lvl; SV see text; SR see text; Comp V, S)

Changes appearance of group of creatures.
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: Insanity (CT 1; R 50 ft; D perm; SV INT neg; SR yes; Comp V, S)

Subject suffers continuous confusion.

Mass Invisibility (CT 1; R 50 ft; D n/a; SV INT neg (h); SR yes (h); Comp V, S, M)

As invisibility, but affects all in range.

Maze (CT 1; R 25 ft; D see text; SV none; SR yes; Comp V, S)

Traps subject in extradimensional maze.

Prismatic Spray (CT 1; R 50 ft; D 10 min/lvl; SV see text; SR see text; Comp V, S)

Rays hit subjects with variety of effects.

Sequester (CT 3; R touch; D 1 day/lvl; SV see text; SR no; Comp V, S, M)

Subject is invisible to sight and scrying.

Shadow Walk (CT 1; R touch; D 1 hr/lvl; SV INT neg (h); SR yes (h); Comp V, S)

Step into shadow to travel rapidly.

Simulacrum (CT 12 hrs; R n/a; D n/a; SV n/a; SR n/a; Comp V, S, M)

Creates clone, but weaker and without all memory.

Vision (CT 1 tn; R n/a; D see text; SV see text; SR no; Comp V, S)

Quickly reveals legends about person, place, or thing.
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Antipathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)

Object or location repels certain creatures.

Sympathy (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CHA (see text); SR yes; Comp V, S, M, DF)

Object or location attracts certain creatures.

Distort Reality (CT 1; R n/a; D see text; SV see text; SR see text; Comp V)

Alters reality within spell limits.

Find the Path (CT 3; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, F)

Shows most direct way to a location.

Hide the Path (CT 3; R touch; D 10 min/lvl; SV none; SR yes (h); Comp V, S, F)

Makes the subject lost.

Polymorph Self/Other (CT 1; R 50 ft; D perm; SV WIS neg (h); SR yes; Comp V, S, M)

Gives caster or one subject a new form.

Prismatic Wall (CT 1; R 50 ft; D 10 min/lvl; SV see text; SR see text; Comp V, S)

Wall’s colors have array of effects.

Screen (CT 1; R 50 ft; D 1 rd/lvl; SV CHA neg; SR yes; Comp V, S, M)

Illusion hides area from vision, scrying.

Sunburst (CT 1; R 50 ft; D inst; SV see text; SR yes; Comp V, S, DF)

Blinds within 10 ft., deals 3d6 damage, harms undead.

Wind Walk (CT 1; R touch; D 1 tn/lvl; SV n/a; SR yes (h); Comp V, S, DF)

The caster and the caster’s allies turn vaporous and travel fast.
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Astral Projection (CT 30 min; R touch; D see text; SV none; SR yes (h); Comp V, S)

Moves caster and companions into Astral Plane.

Clone (CT 1 hour; R touch; D perm; SV n/a; SR n/a; Comp V, S, M)

Duplicates a creature.

Mind Blank (CT 1; R 25 ft; D 1 day; SV CHA neg (h); SR yes (h); Comp V, S)

Subject is immune to mental magic and scrying.

Polymorph Any Object (CT 1; R 50 ft; D see text; SV WIS neg; SR yes (h); Comp V, S, M)

Changes creature or object into anything.

Prismatic Sphere (CT 1; R n/a; D 10 min/lvl; SV see text; SR see text; Comp V)

Multi-colored protective sphere.

Regenerate (CT 3; R touch; D see text; SV none; SR yes (h); Comp V, S, DF)

Subject’s severed limbs grow back.

Symbol (CT 10 min; R touch; D see text; SV see text; SR yes; Comp V, S, M)

Triggered runes have array of effects.

Weird (CT 1; R 150 ft; D n/a; SV INT; SR yes; Comp V, S)

Fearsome illusion kills subjects in area or deals damage.
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Cantrips:

A
r

c
a

n
e M

a
r

k
 (C

T
 1; R

 touch; D
 perm

; SV
 C

HA


 neg (h); SR
 yes; C

om
p V, S)

Inscribes a personal rune (visible or invisible).
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 1 tn/lvl; SV
 C

ON


 neg; SR
 yes; C

om
p V, S)

O
bject grows or shrinks 10%

/level (m
ax 50%

).
Bu

r
n

in
g

 H
a

n
ds

 (C
T

 1; R
 5 ft; D

 inst; SV
 none; SR

 yes; C
om

p V, S)
1d2+1/level fire dam

age.
C

h
a

r
m

 Per
so

n
 (C

T
 1; R

 50 ft; D
 1 hr/lvl; SV

 C
HA


 neg; SR

 yes; C
om

p V, S)
M

akes one person caster’s friend.
C

h
a

n
g

e Self (C
T

 1; R
 touch; D

 10 tn/lvl; SV
 INT


 neg; SR

 no; C
om

p V, S)
Changes caster’s appearance.
C

o
mp

. L
a

n
g

u
a

g
es (C

T
 1; R

 n/a; D
 10 m

in/lvl; SV
 n/a; SR

 n/a; C
om

p V, S)
U

nderstands spoken and w
ritten languages.

Er
a

se (C
T

 1; R
 50 ft or touch; D

 see text; SV
 n/a; SR

 none; C
om

p V, S)
M

undane or m
agical w

riting vanishes.
Feat

h
er

 Fa
ll (C

T
 1; R

 150 ft; D
 1 rd/lvl; SV

 no; SR
 yes (h); C

om
p V

)
O

bjects or creatures fall slowly.

Flo
at

in
g

 D
isk

 (C
T

 1; R
 10 ft; D

 1 hr/lvl; SV
 n/a; SR

 n/a; C
om

p V, S, M
)

3-ft.-diam
eter horizontal disk that holds 1000 lbs.

H
o

ld
 Po

rta
l (C

T
 1; R

 50 ft; D
 see text; SV

 n/a; SR
 n/a; C

om
p V, S)

H
olds door shut.

Id
en

t
ify

 (C
T

 10 m
in; R

 5 ft; D
 1 rd/lvl; SV

 none; SR
 no; C

om
p V, S, M

)
D

eterm
ines single feature of m

agic item
.

Ju
mp

 (C
T

 1; R
 touch; D

 1 tn/lvl; SV
 none; SR

 yes; C
om

p V, S, M
)

M
ake astounding leaps for 1 m

inute/level.
M

a
g

ic
 M

issile (C
T

 1; R
 150 ft; D

 n/a; SV
 none; SR

 yes; C
om

p V, S)
Strikes for 1d4+1 dam

age; +1 m
issile/tw

o levels.
Prot. from

 Chaos/Evil/Good/Law
 (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, F)

+2 A
C

 and saves, plus other defenses.
R

ea
d

 M
a

g
ic

 (C
T

 1; R
 personal; D

 10 m
in/lvl; SV

 n/a; SR
 n/a; C

om
p V, S, F)

Read m
agical w

ritings, scrolls, and spellbooks.

Sh
ield

 (C
T

 1; R
 see text; D

 1 tn/lvl; SV
 n/a; SR

 no; C
om

p V, S)
Invisible disc raises A

C
 and blocks m

agic m
issiles.

Sh
o

c
k

in
g

 G
r

a
sp (C

T
 1; R touch; D

 until discharged; SV none; SR yes; C
om

p V, S)
Electric touch deals 1d8+1/level dam

age.
Sleep (C

T
 1; R

 150 ft; D
 1 tn/lvl; SV

 none; SR
 yes; C

om
p V, S, M

)
Put 2d4 H

D
 of creatures into com

atose slum
ber.

Spid
er C

limb
 (C

T
 1; R n/a; D

 2 rds/lvl; SV
 INT


 neg (h); SR yes (h); C

om
p V, S, M

)
G

rants ability to walk on walls and ceilings.
Su

mm


o
n

 Fa
m

ilia
r

 (C
T

 1 day; R
 n/a; D

 n/a; SV
 no; SR

 yes; C
om

p V, S, M
)

Sum
m

ons &
 binds unique com

panion to w
izard.

U
n

seen
 Serva

n
t

 (C
T

 1; R
 50 ft; D

 1 hr/lvl; SV
 n/a; SR

 n/a; C
om

p V, S, M
)

Creates invisible force that obeys the caster’s com
m

ands.

Ac


id
 A

r
r

o
w

 (C
T

 1; R
 450 ft; D

 1 rd+1 rd/2 lvl; SV
 none; SR

 yes; C
om

p V, S, M
)

M
ake ranged attack to deal 2d4/tw

o levels acid dam
age.

C
o

n
t

in
u

a
l Fl

a
m

e (C
T

 1; R
 5 ft; D

 perm
; SV

 none; SR
 yes; C

om
p V, S)

M
akes a perm

anent, heatless flam
e.

D
a

r
k

n
ess (C

T
 1; R

 50 ft; D
 10 m

in/lvl; SV
 none; SR

 none; C
om

p V, M
/D

F)
Creates 20-ft. radius supernatural darkness.
D

aylight (C
T

 1; R
 50 ft; D

 10 m
in/lvl; SV

 none; SR
 none; C

om
p V, M

/D
F)

Creates light as bright as full daylight in a 60-ft. radius.
D

et. Th
o

u
g

h
ts (C

T 1; R 50 ft×10 ft; D
 10 m

in/lvl; SV none; SR yes; C
om

p V, S, F, D
F)

Allows listening to surface thoughts.
H

ide Th
oughts (C

T
 1; R 50 ft×10 ft; D

 10 m
in/lvl; SV

 none; SR yes; C
om

p V, S, F, D
F)

O
bscures a target’s thoughts and counters detect thoughts.

En
h

an
c

e Attr
. (C

T 1; R touch; D
 1 hr/lvl; SV C

ON


 neg (h); SR yes (h); C
om

p V, S, M
)

R
aises attribute score for 1 hour/level.

D
im

inish Attr. (C
T

 1; R touch; D
 1 hr/lvl; SV

 C
ON


 neg (h); SR yes (h); C

om
p V, S, M

)
Low

ers attribute score for 1 hour/level.
Fo

g
 C

lo
u

d
 (C

T
 1; R

 150 ft; D
 10 m

in/lvl; SV
 none; SR

 no; C
om

p V, S)
Fog obscures vision.

In
v

isib
ilit

y
 (C

T
 1; R

 touch; D
 perm

; SV
 none; SR

 yes; C
om

p V, S, M
)

Subject is invisible until attacks.
K

n
o

c
k

 (C
T

 1; R
 50 ft; D

 perm
; SV

 none; SR
 no; C

om
p V

)
M

agically opens door, item
, chest, etc.

Lock (C
T

 1; R
 50 ft; D

 perm
; SV

 none; SR
 no; C

om
p V

)
M

agically locks door, item
, chest, etc.

Lev
itat

e (C
T

 1; R pers/50 ft; D
 10 m

in/lvl; SV
 INT


 neg; SR yes (h); C

om
p V, S, F)

Subject m
oves up and dow

n at caster’s discretion.
Lo

c
at

e Ob


j. (C
T

 1; R
 450 ft; D

 10 m
in/lvl; SV

 n/a; SR
 n/a; C

om
p V, S, F, D

F)
Senses direction toward object (specific or type).
O

bscure O
bject (C

T
 1; R

 450 ft; D
 10 m

in/lvl; SV
 n/a; SR

 n/a; C
om

p V, S, F, D
F)

Prevents object from
 being located by spells like locate object.

M
a

g
ic

 M
o

u
t

h
 (C

T
 1; R

 touch; D
 perm

; SV
 n/a; SR

 yes (object); C
om

p V, S)
Speaks once when triggered.
M

ir
r

o
r

 Im
a

g
e (C

T
 1; R

 see text; D
 3 rd/lvl; SV

 none; SR
 no; C

om
p V, S)

Creates 1d4+1 decoy duplicates of caster.
Pro

t. fro
m

 A
rro

ws
 (C

T 1; R touch; D
 10 m

in/lvl; SV none; SR yes; C
om

p V, S, F)
Subject im

m
une to m

ost ranged attacks.

Py
r

o
t

ec
h

n
ics

 (C
T

 1; R
 150 ft; D

 see text; SV
 see text; SR

 yes; C
om

p V, S, M
)

Turns fire into blinding light or choking sm
oke.

Ray o
f En

feeblem
en

t (C
T 1; R 50 ft; D

 1 rd/lvl; SV C
ON


 neg; SR yes; C

om
p V, S)

Reduces Strength by 1d4 points + 1 point/2 levels.
R

o
pe T

r
ic

k
 (C

T
 1; R

 touch; D
 1 hr/lvl; SV

 none; SR
 no; C

om
p V, S, F)

U
p to eight creatures hide in extra-dim

ensional space.
Sc

a
r

e (C
T

 1; R
 50 ft; D

 1 rd/lvl; SV
 C

HA


 neg; SR
 yes; C

om
p V, S, M

)
Panics one creature up to 5 H

D
.

See In
v

isibilit
y (C

T
 1; R

 vision; D
 10 m

in/lvl; SV
 none; SR

 n/a; C
om

p V, S, M
)

Reveals invisible creatures or objects.
Sh

at
t

er
 (C

T
 1; R

 50 ft; D
 inst; SV

 see text; SR
 yes (object); C

om
p V, S, M

)
Sonic vibration dam

ages objects or crystalline creatures.
W

eb
 (C

T
 1; R

 50 ft; D
 n/a; SV

 see text; SR
 no; C

om
p V, S, M

)
Sticky w

ebs trap creatures in 20 ft. × 20 ft. area.

B
lin

k
 (C

T
 1; R

 n/a; D
 1 rd/lvl; SV

 n/a; SR
 n/a; C

om
p V, S)

M
akes harder to hit and other effects.

C
lairau

d
./C

lairvo
y. (CT 1; R see text; D

 1 tn/lvl; SV none; SR no; Com
p V, S, F/D

F)
H

ear or see at a distance for 1 m
inute/level.

D
ispel M

a
g

ic
 (C

T
 1; R

 150 ft; D
 see text; SV

 none; SR
 yes; C

om
p V, S)

C
ancels m

agical spells and effects.
Explo

sive Ru
n

es (CT 1 tn; R touch; D
 see text; SV D

EX half (see text); SR yes; Com
p V, S)

D
eals 6d6 dam

age when read.
Fireball (C

T 10 m
in; R touch; D

 until discharged; SV D
EX

 half; SR yes; C
om

p V, S, M
)

1d6 dam
age/lvl in 40-ft. diam

eter sphere.
Fly

 (C
T

 1; R
 touch; D

 10 m
in/lvl; SV

 none; SR
 yes (h); C

om
p V, S, M

)
Subject flies at a speed of 90.
G

a
seo

u
s Fo

r
m

 (C
T

 1; R
 touch; D

 1 tn/lvl; SV
 n/a; SR

 yes (h); C
om

p S)
Subject becom

es insubstantial and can fly slowly.

G
u

st
 o

f W
in

d
 (C

T
 1; R

 150 ft; D
 1 rd; SV

 STR


 neg; SR
 no; C

om
p V, S)

Blows aw
ay or knocks dow

n sm
aller creatures.

H
a

st
e (C

T
 1; R

 50 ft; D
 1 rd/lvl; SV

 C
ON


 (h) see text; SR

 yes (h); C
om

p V, S, M
)

D
oubles m

ove &
 num

ber of attacks.
Slow

 (C
T

 1; R
 50 ft; D

 1 rd/lvl; SV
 C

ON


 (h) see text; SR
 yes (h); C

om
p V, S, M

)
H

alves m
ove &

 num
ber of attacks.

H
o

ld
 Per

so
n

 (C
T

 1; R
 50 ft; D

 1 rd/lvl; SV
 W

IS neg; SR
 yes; C

om
p V, S, M

)
H

olds one person helpless; 1 round/level.
In

visibilit
y Sph

ere (C
T 1; R see text; D

 1 tn/lvl; SV none; SR yes; C
om

p V, S, M
)

M
akes everyone w

ithin 10 ft. invisible.
Lig

h
t

n
in

g
 B

o
lt

 (C
T

 1; R
 see text; D

 inst; SV
 D

EX
 half; SR

 yes; C
om

p V, S, M
)

Electricity deals 1d6 dam
age/level.

M
ag

ic Circle (CT 1; R crt touched; D
 3 rds/lvl; SV none; SR no (see text); Com

p V, S, M
/D

F)
A

s protection spell versus chaos, evil, good, or law, but 10-ft. radius.

N
o

n
d

et
ec

t
io

n
 (C

T
 1; R 25 ft; D

 1 hr/lvl; SV
 see text; SR yes (h); C

om
p V, S, M

)
H

ides subject from
 divination, scrying.

St
in

k
in

g
 C

lo
u

d
 (C

T
 1; R 30 ft; D

 1 rd/lvl; SV
 C

ON


 neg; SR no; C
om

p V, S, M
)

N
auseating vapors that m

ake helpless &
 lim

it sight.
Su

gg


est
io

n
 (C

T
 1; R

 50 ft; D
 1 hr/lvl; SV

 C
HA


 neg; SR

 yes; C
om

p V, M
)

Com
pels subject to follow

 stated course of action.
Su

m
. Lesser M

o
n

st
er (C

T
 1; R 50 ft; D

 1 rd/lvl; SV none; SR no; C
om

p V, S, D
F)

C
alls m

onsters of 3 H
D

 or less to aid caster.
T

in
y

 H
u

t
 (C

T
 1; R

 n/a; D
 1 hr/lvl; SV

 none; SR
 no; C

om
p V, S, M

)
Creates shelter for 10 creatures.
T

o
n

g
u

es (C
T

 1; R
 touch; D

 1 tn/lvl; SV
 none; SR

 no; C
om

p V, S)
Speak any language.
W

ater Breath
in

g (CT 1; R touch; D 2 hrs/lvl; SV CON
 neg (h); SR yes (h); Comp V, S, M

, DF)
Subjects can breathe underwater.

Character
Spells Available by Level

0 1 2 3 4 5 6 7 8 9
Underline all spells known. Non-capitalized spell titles are reversed. Check spells prepared and 
mark off when cast.

Cantrips:

A
rcane





 M

ar


k
 (C

T 1; R
 touch; D

 perm
; SV

 C
H

A
 neg (h); SR

 yes; C
om

p V, S)

In
scribes a p

erso
n

al ru
n

e (visible o
r in

visible).

D
ancing







 Lig
h

t
s (C

T
 1; R

 150 ft; D
 1 tn; SV

 see text; SR
 no; C

om
p V, S)

F
igm

en
t to

rch
es o

r o
th

er ligh
ts.

D
et. M

agic



 (C

T 1; R
 50 ft×10 ft; D

 1 tn/lvl; SV
 none; SR

 none; C
om

p V,S)

D
etects m

agical au
ra an

d
 its stren

gth
 alo

n
g 5

0
 ft. p

ath
.

D
e
t. P

o
is

o
n

 (C
T

 1
; R

 5
0

 ft; D
 1

0
 m

in/lvl; S
V

 n/a; S
R

 n/a; C
om

p V, S
)

D
etects p

o
iso

n
 in

 o
n

e creatu
re o

r sm
all o

bject.
First Level:Second Level:Third Level:Additional:

End


u
re Elemen


ts (C

T 1; R person; D
 24 hrs; SV none; SR yes; C

om
p V, S, D

F)

P
ro

tectio
n
 fro

m
 n

atu
ral elem

en
ts an

d
 w

eath
er.

G
h

o
st So

u
nd


 (C

T 1; R
 150 ft; D

 1 rd/lvl; SV
 IN

T neg; SR
 yes; C

om
p V, S, M

)

F
igm

en
t so

u
n
d
s.

L
ig

h
t

 (C
T

 1
; R

 1
5
0
 ft; D

 1
0
 m

in/lvl; S
V

 none; S
R

 no; C
om

p
 V

, F)

O
bject sh

in
es like a to

rch
.

M
age


 Hand





 (C

T 1; R
 25 ft; D

 concentration; SV
 none; SR

 yes; C
om

p V, S)

F
ive-p

o
u
n
d
 telekin

esis.

M
ending






 (C

T
 1

; R
 2

5
 ft; D

 n/a; S
V

 n/a; S
R

 n/a; C
om

p
 V

, S
)

M
akes m

in
o
r rep

airs o
n

 an
 o

b
ject.

M
essage







 (C

T
 1

; R
 4

5
0

 ft; D
 1

 rd/lvl; S
V

 n/a; S
R

 n/a; C
om

p
 V

, S
)

S
h
o
rt, w

h
isp

ered
 co

m
m

u
n

icatio
n

 at a d
istan

ce.

Open





/C
l
o

se

 (C

T
 1

; R
 2

5
 ft; D

 n/a; S
V

 n/a; S
R

 n/a; C
om

p
 V

, S
)

O
p
en

s o
r clo

ses sm
all o

r ligh
t th

in
gs.

Pres
t

idigi


tat
io

n
 (C

T
 1; R

 10 ft; D
 1 tn/lvl; SV

 n/a; SR
 yes; C

om
p V, S)

P
erfo

rm
s m

in
o
r tricks o

r tasks.

A
lt

er
 S

ize (C
T

 1
; R

 5
0
 ft; D

 1
 tn/lvl; S

V
 C

O
N

 neg; S
R

 yes; C
om

p V, S
)

O
bject gro

w
s o

r sh
rin

ks 1
0

%
/level (m

ax 5
0

%
).

B
u

rning





 Hands






 (C

T
 1

; R
 5

 ft; D
 inst; S

V
 none; S

R
 yes; C

om
p
 V

, S
)

1
d
2

+
1

/level fi
re d

am
age.

C
h

arm



 Pers

o
n

 (C
T 1; R

 50 ft; D
 1 hr/lvl; SV

 C
H

A
 neg; SR

 yes; C
om

p V, S)

M
akes o

n
e p

erso
n

 caster’s frien
d
.

C
h

ange



 Self (C

T 1; R
 touch; D

 10 tn/lvl; SV
 IN

T neg; SR
 no; C

om
p V, S)

C
h
an

ges caster’s ap
p
earan

ce.

C
o

mp
. Lang




u
ages


 (C

T 1; R
 n/a; D

 10 m
in/lvl; SV

 n/a; SR
 n/a; C

om
p V, S)

U
n

d
erstan

d
s sp

o
ken

 an
d
 w

ritten
 lan

gu
ages.

Erase



 (C

T
 1

; R
 5

0
 ft or touch; D

 see text; S
V

 n/a; S
R

 none; C
om

p V, S
)

M
u
n

d
an

e o
r m

agical w
ritin

g van
ish

es.

Fea

t

h
er


 Fall
 (C

T
 1

; R
 1

5
0

 ft; D
 1

 rd/lvl; S
V

 no; S
R

 yes (h); C
om

p V
)

O
bjects o

r creatu
res fall slo

w
ly.

Flo
at

ing


 D
isk

 (C
T

 1; R
 10 ft; D

 1 hr/lvl; SV
 n/a; SR

 n/a; C
om

p V, S, M
)

3
-ft.-d

iam
eter h

o
rizo

n
tal d

isk th
at h

o
ld

s 1
0
0
0
 lbs.

H
o

ld
 P

o
r

tal
 (C

T
 1

; R
 5

0
 ft; D

 see text; S
V

 n/a; S
R

 n/a; C
om

p V, S
)

H
o
ld

s d
o
o
r sh

u
t.

Iden


t
ify

 (C
T

 10 m
in; R

 5 ft; D
 1 rd/lvl; SV

 none; SR
 no; C

om
p V, S, M

)

D
eterm

in
es sin

gle featu
re o

f m
agic item

.

Ju
mp


 (C

T
 1

; R
 touch; D

 1
 tn/lvl; S

V
 none; S

R
 yes; C

om
p
 V

, S
, M

)

M
ake asto

u
n
d
in

g leap
s fo

r 1
 m

in
u
te/level.

M
agic




 M
issile




 (C
T

 1
; R

 1
5
0
 ft; D

 n/a; S
V

 none; S
R

 yes; C
om

p V, S
)

S
trikes fo

r 1
d
4
+
1
 d

am
age; +

1
 m

issile/tw
o
 levels.

Prot. from Chaos/Evil/Good/Law
 (CT 1; R touch; D 10 min/lvl; SV none; SR yes; Comp V, S, F)

+
2
 A

C
 an

d
 saves, p

lu
s o

th
er d

efen
ses.

R
ead


 M

agic



 (C

T 1; R
 personal; D

 10 m
in/lvl; SV

 n/a; SR
 n/a; C

om
p V, S, F)

R
ead

 m
agical w

ritin
gs, scro

lls, an
d
 sp

ellbo
o
ks.

S
h

ield



 (C
T

 1
; R

 see text; D
 1

 tn/lvl; S
V

 n/a; S
R

 no; C
om

p
 V

, S
)

In
visible d

isc raises A
C

 an
d
 blo

cks m
agic m

issiles.

Sh
o

cking


 G
rasp (CT 1; R touch; D

 until discharged; SV none; SR yes; Com
p V, S)

E
lectric to

u
ch

 d
eals 1

d
8
+
1
/level d

am
age.

S
leep




 (C
T

 1
; R

 1
5

0
 ft; D

 1
 tn/lvl; S

V
 none; S

R
 yes; C

om
p
 V

, S
, M

)

P
u
t 2

d
4
 H

D
 o

f creatu
res in

to
 co

m
ato

se slu
m

ber.

Spider
 C

limb
 (C

T 1; R n/a; D
 2 rds/lvl; SV IN

T neg (h); SR yes (h); C
om

p V, S, M
)

G
ran

ts ability to
 w

alk o
n

 w
alls an

d
 ceilin

gs.

Su
mm


o

n
 Familiar





 (C

T 1 day; R
 n/a; D

 n/a; SV
 no; SR

 yes; C
om

p V, S, M
)

S
u
m

m
o
n

s &
 bin

d
s u

n
iq

u
e co

m
p
an

io
n

 to
 w

izard
.

Unseen



 Servan




t (C
T 1; R

 50 ft; D
 1 hr/lvl; SV

 n/a; SR
 n/a; C

om
p V, S, M

)

C
reates in

visible fo
rce th

at o
b
eys th

e caster’s co
m

m
an

d
s.

A
cid


 A

rro
w

 (C
T 1; R 450 ft; D

 1 rd+1 rd/2 lvl; SV none; SR yes; C
om

p V, S, M
)

M
ake ran

ged
 attack to

 d
eal 2

d
4

/tw
o
 levels acid

 d
am

age.

C
o

n
t. Flame





 (C

T
 1

; R
 5

 ft; D
 p

erm
; S

V
 none; S

R
 yes; C

om
p
 V

, S
)

M
akes a p

erm
an

en
t, h

eatless fl
am

e.

D
ar


k

ness
 (C

T 1; R
 50 ft; D

 10 m
in/lvl; SV

 none; SR
 none; C

om
p V, M

/D
F)

C
reates 2

0
-ft. rad

iu
s su

p
ern

atu
ral d

arkn
ess.

D
aylight (C

T
 1; R

 50 ft; D
 10 m

in/lvl; SV
 none; SR

 none; C
om

p V, M
/D

F)

C
reates ligh

t as brigh
t as fu

ll d
ayligh

t in
 a 6

0
-ft. rad

iu
s.

Det. Th
o

ugh
ts (CT 1; R 50 ft×10 ft; D 10 m

in/lvl; SV none; SR yes; Com
p V, S, F, DF)

A
llo

w
s listen

in
g to

 su
rface th

o
u
gh

ts.

H
ide Thoughts (CT 1; R 50 ft×10 ft; D

 10 m
in/lvl; SV none; SR yes; Com

p V, S, F, D
F)

O
bscu

res a target’s th
o
u
gh

ts an
d
 co

u
n

ters detect thoughts.

Enh
ance Attr. (CT 1; R touch; D

 1 hr/lvl; SV CO
N neg (h); SR yes (h); Com

p V, S, M
)

R
aises attribu

te sco
re fo

r 1
 h

o
u
r/level.

D
im

inish Attr. (C
T 1; R touch; D

 1 hr/lvl; SV C
O

N
 neg (h); SR yes (h); C

om
p V, S, M

)

L
o
w

ers attribu
te sco

re fo
r 1

 h
o
u
r/level.

Fo
g

 C
lo

u
d

 (C
T

 1; R
 150 ft; D

 10 m
in/lvl; SV

 none; SR
 no; C

om
p V, S)

F
o
g o

bscu
res visio

n
.

Invisibili





t
y

 (C
T

 1
; R

 touch; D
 perm

; S
V

 none; S
R

 yes; C
om

p V, S
, M

)

S
u
bject is in

visible u
n
til attacks.

Kn


o
c

k
 (C

T
 1

; R
 5

0
 ft; D

 p
erm

; S
V

 none; S
R

 no; C
om

p
 V

)

M
agically o

p
en

s d
o
o
r, item

, ch
est, etc.

L
ock (C

T
 1

; R
 5

0
 ft; D

 p
erm

; S
V

 none; S
R

 no; C
om

p
 V

)

M
agically lo

cks d
o
o
r, item

, ch
est, etc.

Levitate (C
T 1; R pers/50 ft; D

 10 m
in/lvl; SV IN

T neg; SR yes (h); C
om

p V, S, F)

S
u
bject m

o
ves u

p
 an

d
 d

o
w

n
 at caster’s d

iscretio
n
.

Lo
ca

te Ob


j. (C
T 1; R

 450 ft; D
 10 m

in/lvl; SV
 n/a; SR

 n/a; C
om

p V, S, F, D
F)

S
en

ses d
irectio

n
 to

w
ard

 o
bject (sp

ecifi
c o

r typ
e).

O
bscure O

bject (C
T 1; R

 450 ft; D
 10 m

in/lvl; SV
 n/a; SR

 n/a; C
om

p V, S, F, D
F)

P
reven

ts o
bject fro

m
 bein

g lo
cated

 by sp
ells like locate object.

M
agic




 M
o

u
th

 (C
T 1; R

 touch; D
 perm

; SV
 n/a; SR

 yes (object); C
om

p V, S)

S
p
eaks o

n
ce w

h
en

 triggered
.

M
irr


o

r
 Image




 (C
T

 1; R
 see text; D

 3 rd/lvl; SV
 none; SR

 no; C
om

p V, S)

C
reates 1

d
4
+
1
 d

eco
y d

u
p
licates o

f caster.

Pro
t. fro

m
 Arro

ws
 (CT 1; R touch; D

 10 m
in/lvl; SV none; SR yes; Com

p V, S, F)

S
u
bject im

m
u
n
e to

 m
o
st ran

ged
 attacks.

Py
r

o
tec

h
nics


 (C

T 1; R
 150 ft; D

 see text; SV
 see text; SR

 yes; C
om

p V, S, M
)

Tu
rn

s fi
re in

to
 b

lin
d
in

g ligh
t o

r ch
o
kin

g sm
o
ke.

Ray o
f Enfeeblemen

t (CT 1; R 50 ft; D
 1 rd/lvl; SV CO

N neg; SR yes; Com
p V, S)

R
ed

u
ces S

tren
gth

 by 1
d
4

 p
o
in

ts +
 1

 p
o
in

t/2
 levels.

R
o

pe
 Tric




k
 (C

T
 1

; R
 touch; D

 1
 hr/lvl; S

V
 none; S

R
 no; C

om
p V, S

, F)

U
p
 to

 eigh
t creatu

res h
id

e in
 extra-d

im
en

sio
n

al sp
ace.

S
care





 (C

T
 1

; R
 5

0
 ft; D

 1
 rd/lvl; S

V
 C

H
A

 neg; S
R

 yes; C
om

p V, S
, M

)

P
an

ics o
n

e creatu
re u

p
 to

 5
 H

D
.

See Invisibili


ty
 (C

T 1; R vision; D
 10 m

in/lvl; SV
 none; SR n/a; C

om
p V, S, M

)

R
eveals in

visib
le creatu

res o
r o

bjects.

Sh
atter

 (C
T 1; R

 50 ft; D
 inst; SV

 see text; SR
 yes (object); C

om
p V, S, M

)

S
o
n
ic vibratio

n
 d

am
ages o

b
jects o

r crystallin
e creatu

res.

W
eb


 (C
T

 1
; R

 5
0
 ft; D

 n/a; S
V

 see text; S
R

 no; C
om

p
 V

, S
, M

)

S
ticky w

ebs trap
 creatu

res in
 2

0
 ft. ×

 2
0

 ft. area.

B
lin


k
 (C

T
 1

; R
 n/a; D

 1
 rd/lvl; S

V
 n/a; S

R
 n/a; C

om
p
 V

, S
)

M
akes h

ard
er to

 h
it an

d
 o

th
er effects.

Clairaud./Clairvo
y. (CT 1; R see text; D 1 tn/lvl; SV none; SR no; Com

p V, S, F/DF)

H
ear o

r see at a d
istan

ce fo
r 1

 m
in

u
te/level.

D
ispel

 M
agic




 (C
T

 1; R
 150 ft; D

 see text; SV
 none; SR

 yes; C
om

p V, S)

C
an

cels m
agical sp

ells an
d
 effects.

Explo
sive Runes (CT 1 tn; R touch; D see text; SV DEX half (see text); SR yes; Com

p V, S)

D
eals 6

d
6

 d
am

age w
h
en

 read
.

Fireball (CT 10 m
in; R touch; D

 until discharged; SV D
EX half; SR yes; Com

p V, S, M
)

1
d
6

 d
am

age/lvl in
 4

0
-ft. d

iam
eter sp

h
ere.

Fly
 (C

T
 1

; R
 touch; D

 1
0
 m

in/lvl; S
V

 none; S
R

 yes (h); C
om

p V, S
, M

)

S
u
bject fl

ies at a sp
eed

 o
f 9

0
.

G
ase

o
u

s Fo
rm


 (C

T
 1; R

 touch; D
 1 tn/lvl; SV

 n/a; SR
 yes (h); C

om
p S)

S
u
bject beco

m
es in

su
bstan

tial an
d
 can

 fl
y slo

w
ly.

G
u

st
 o

f W
ind


 (C

T
 1; R

 150 ft; D
 1 rd; SV

 ST
R

 neg; SR
 no; C

om
p V, S)

B
lo

w
s aw

ay o
r kn

o
cks d

o
w

n
 sm

aller creatu
res.

Has


te (C
T 1; R

 50 ft; D
 1 rd/lvl; SV

 C
O

N
 (h) see text; SR

 yes (h); C
om

p V, S, M
)

D
o
u
bles m

o
ve &

 n
u
m

ber o
f attacks.

Slow
 (C

T 1; R
 50 ft; D

 1 rd/lvl; SV
 C

O
N

 (h) see text; SR
 yes (h); C

om
p V, S, M

)

H
alves m

o
ve &

 n
u
m

ber o
f attacks.

H
o

ld
 Pers

o
n

 (C
T 1; R

 50 ft; D
 1 rd/lvl; SV

 W
IS neg; SR

 yes; C
om

p V, S, M
)

H
o
ld

s o
n
e p

erso
n
 h

elp
less; 1

 ro
u
n
d
/level.

Invis


. Sph
ere

 (C
T 1; R

 see text; D
 1 tn/lvl; SV

 none; SR
 yes; C

om
p V, S, M

)

M
akes everyo

n
e w

ith
in

 1
0
 ft. in

visible.

Lig
h

tning



 B

o
lt (C

T 1; R
 see text; D

 inst; SV
 D

EX
 half; SR

 yes; C
om

p V, S, M
)

E
lectricity d

eals 1
d
6
 d

am
age/level.

M
agic Circle (CT 1; R crt touched; D 3 rds/lvl; SV none; SR no (see text); Com

p V, S, M
/DF)

A
s p

rotection sp
ell vs. ch

ao
s, evil, go

o
d
, o

r law
, bu

t 1
0
-ft. rad

iu
s.

N
o

nde


tec
tio

n
 (C

T 1; R 25 ft; D
 1 hr/lvl; SV see text; SR yes (h); C

om
p V, S, M

)

H
id

es su
bject fro

m
 d

ivin
atio

n
, scryin

g.

Stin
k

ing


 C
lo

u
d

 (C
T 1; R 30 ft; D

 1 rd/lvl; SV
 C

O
N

 neg; SR no; C
om

p V, S, M
)

N
au

seatin
g vap

o
rs th

at m
ake h

elp
less &

 lim
it sigh

t.

Su
gges


tio

n
 (C

T 1; R
 50 ft; D

 1 hr/lvl; SV
 C

H
A

 neg; SR
 yes; C

om
p V, M

)

C
o
m

p
els su

bject to
 fo

llo
w

 stated
 co

u
rse o

f actio
n
.

Su
m

. Lesser M
o

nster (CT 1; R 50 ft; D
 1 rd/lvl; SV none; SR no; Com

p V, S, D
F)

C
alls m

o
n

sters o
f 3

 H
D

 o
r less to

 aid
 caster.

Tin


y
 H

u
t

 (C
T

 1
; R

 n/a; D
 1

 hr/lvl; S
V

 none; S
R

 no; C
om

p
 V

, S
, M

)

C
reates sh

elter fo
r 1

0
 creatu

res.

T
o

ng


u
es

 (C

T
 1

; R
 touch; D

 1
 tn/lvl; S

V
 none; S

R
 no; C

om
p
 V

, S
)

S
p
eak an

y lan
gu

age.

W
ater Breathing (CT 1; R touch; D 2 hrs/lvl; SV CON neg (h); SR yes (h); Com

p V, S, M
, DF)

S
u
bjects can

 b
reath

e u
n
d
erw

ater.

Character
Spells Available by Level

0 1 2 3 4 5 6 7 8 9
Underline all spells known. Non-capitalized spell titles are reversed. Check 
spells prepared and mark off when cast.



CASTLES & CRUSADES
WIZARD SPELL PLANNERWIZARD SPELL PLANNERWIZARD SPELL PLANNERWIZARD SPELL PLANNER

Character
Spells Available by Level

0 1 2 3 4 5 6 7 8 9
Underline all spells known. Non-capitalized spell titles are reversed. Check spells prepared and 
mark off when cast. Asterisks indicate spell is reversible but reverse not listed to save room.

Seventh Level:

Delayed Blast Fireball (CT 1; R 450 ft; D up to 5 rnds; SV DEX half; SR yes; Comp V, S, M
)

1d6+1/lvl fire dam
age, can delay for 5 rds.

Fin
g

er
 o

f D
eat

h
 (C

T
 1; R

 50 ft; D
 perm

; SV
 C

HA


 partial; SR
 yes; C

om
p V, S)

K
ills one subject.

G
reat

er Sc
ryin

g
 (C

T 1 tn; R see text; D
 1 tn/lvl; SV none; SR no; C

om
p V, S, M

, F)
A

s scrying, but faster and longer.
In

sta
n

t
 Su

mm


o
n

s (C
T

 1 tn; R
 n/a; D

 n/a; SV
 none; SR

 yes; C
om

p V, S, M
)

Prepared object appears in the caster’s hand.

Lim
it

ed
 W

ish
 (C

T
 1; R

 n/a; D
 see text; SV

 see text; SR
 see text; C

om
p V

)
Alters reality w

ithin spell lim
its.

M
a

ss In
visibilit

y (C
T 1; R 50 ft; D

 n/a; SV INT
 neg (h); SR yes (h); C

om
p V, S, M

)
A

s invisibility, but affects all in range.
Ph

a
se D

o
o

r
 (C

T
 1; R

 touch; D
 one use/2 lvls; SV

 n/a; SR
 n/a; C

om
p V

)
Invisible passage through w

ood or stone.
Po

w
er

 W
o

r
d

 St
u

n
 (C

T
 1; R

 50 ft; D
 n/a; SV

 none; SR
 yes; C

om
p V

)
Creatures w

ith up to 120 hp are stunned.

Seq
u

est
er

 (C
T

 3; R
 touch; D

 1 day/lvl; SV
 see text; SR

 no; C
om

p V, S, M
)

Subject is invisible to sight and scrying.
Su

m
. G

reat
er M

o
n

st
er (C

T 1; R 50 ft; D
 1 rd/lvl; SV none; SR no; C

om
p V, S, D

F)
C

alls m
onsters of 9 H

D
 or less to aid caster.

T
elepo

rt
 W

/O
 Er

r
o

r
 (C

T
 1; R

 touch; D
 inst; SV

 none; SR
 yes (h); C

om
p V

)
A

s teleport, but no off-target arrival.
Va

n
ish

 (C
T

 1; R
 touch; D

 inst; SV
 none; SR

 yes (object); C
om

p V
)

A
s teleport, but affects a touched object.

Sixth Level:

A
n

t
im

a
g

ic
 Sh

ell (C
T

 1; R person; D
 1 tn/lvl; SV

 none; SR see text; C
om

p V, S)
Creates m

obile sphere that negates m
agic.

C
h

a
in

 Lig
h

t
n

in
g

 (C
T

 1; R 450 ft; D
 inst; SV

 D
EX

 save half; SR yes; C
om

p V, S)
D

eals 1d6 dam
age/level; strikes m

ultiple targets.
Co

n
t. W

eath
er (CT 10 min (see text); R 2 miles; D 4d12 hrs; SV n/a; SR n/a; Comp V, S, M

/DF)
Changes w

eather in local area.
D

isin
t

eg
r

at
e (C

T
 1; R

 150 ft; D
 inst; SV

 C
HA


 partial; SR

 yes; C
om

p V, S, M
)

D
estroys one creature or object.

G
ea

s (C
T

 1; R
 10 ft; D

 see text; SV
 C

HA


 neg; SR
 yes; C

om
p V, D

F)
Forces creature to fulfill a quest.
G

lo
be o

f In
vu

ln
erability (CT 1; R pers; D

 1 rd/lvl; SV none; SR no; Com
p V, S, M

)
Stops 1st to 4th-level spell effects.
G

uards
 &

 W
ards

 (CT 30 m
in; R special; D

 1 hr/lvl; SV see text; SR see text; Com
p V, S, M

)
Array of m

agic effects protect area.
Leg

en
d

 Lo
r

e (C
T

 see text; R
 see text; D

 see text; SV
 n/a; SR

 n/a; C
om

p V, S, M
)

Learn tales about a person, place, or thing.

M
a

ss Su
gg


est

io
n

 (C
T

 1; R
 50 ft; D

 1 hr/lvl; SV
 C

HA


 neg; SR
 yes; C

om
p V, M

)
Com

pels one subject/level to follow
 course of action.

M
o

v
e E

a
rt

h
 (C

T
 see text; R

 450 ft; D
 -; SV

 none; SR
 no; C

om
p V, S, M

)
D

igs trenches and build hills.
Pr

o
jec

t
 Im

a
g

e (C
T

 1; R
 50 ft; D

 1 rd/lvl; SV
 n/a; SR

 no; C
om

p V, S, M
)

Illusory double can talk and cast spells.
Tran

s. Flesh
 &

 Sto
n

e (CT 1; R 150 ft; D
 perm

; SV W
IS neg (h); SR yes; Com

p V, S, M
)

Turns subject creature into statue, or restores petrified creature.

Fifth Level:

A
n

im
at

e D
ea

d
 (C

T
 1; R

 50 ft; D
 n/a; SV

 none; SR
 none; C

om
p V, S, M

)
Creates and controls undead skeletons and zom

bies.
Preserve D

ead (C
T

 1; R
 50 ft; D

 n/a; SV
 none; SR

 none; C
om

p V, S, M
)

Preserves corpses for 1 day/level and extends raise tim
e lim

it.
Bin

d
 Elem

en
ta

l (C
T 10 m

in; R 50 ft; D
 10 m

in/lvl; SV n/a; SR n/a; C
om

p V, S, M
)

Traps elem
ental to perform

 task.
C

lo
u

d
k

ill (C
T

 1; R
 150 ft; D

 1 tn/lvl; SV
 see text; SR

 yes; C
om

p V, S)
Poison fog kills 3 H

D
 or less; 4-6 H

D
 save or die.

C
o

n
e o

f C
o

ld
 (C

T
 1; R

 see text; D
 1 rd; SV

 D
EX

 half; SR
 yes; C

om
p V, S, M

)
1d6 cold dam

age/level.
C

o
n

tac
t O

th
er Plan

e (CT 10 m
in; R see text; D

 1 rd/2 lvls; SV n/a; SR n/a; Com
p V

)
A

sk questions of extraplanar entity.
Faith

fu
l H

o
u

n
d

 (CT 2 rd; R 50 ft; D
 1 hr/lvl (see text); SV n/a; SR n/a; Com

p V, S, M
)

Phantom
 dog can guard, attack.

Feeb
lem

in
d

 (C
T

 1; R
 150 ft; D

 see text; SV
 C

HA


 neg; SR
 yes; C

om
p V, S)

Intelligence drops to below
 an anim

al’s.
H

o
ld

 M
o

n
st

er
 (C

T
 1; R

 50 ft; D
 1 rd/lvl; SV

 W
IS neg; SR

 yes; C
om

p V, S, M
)

A
s hold person, but any creature.

M
a

g
ic

 Ja
r

 (C
T

 1; R
 150 ft; D

 1 tn/lvl; SV
 C

HA


 save neg; SR
 yes; C

om
p V, S, M

)
Enables possession of another creature.
Pa

ssw
a

ll (C
T

 1; R
 50 ft; D

 1 hr/lvl; SV
 n/a; SR

 n/a; C
om

p V, S, M
)

Creates tem
porary passages through walls.

Per
m

a
n

en
c

y (C
T

 2+spell m
ade perm

; R n/a; D
 perm

; SV
 none; SR no; C

om
p V, S)

M
akes certain spells perm

anent w
ith cost.

Sec
r

et
 C

h
est

 (C
T

 1 hr; R
 sse below

; D
 60 days; SV

 n/a; SR
 n/a; C

om
p V, S, F)

H
ides m

agic chest for caster to retrieve when needed.
Su

m
. M

o
n

st
er

 (C
T

 1; R
 50 ft; D

 1 rd/lvl; SV
 none; SR

 no; C
om

p V, S, D
F)

C
alls m

onsters of 6 H
D

 or less to aid caster.

T
elek

in
esis (C

T
 1; R

 100 ft; D
 1 rd/lvl; SV

 see text; SR
 yes; C

om
p V, S)

Lift or m
oves 2 lb./level at long range.

T
elepat

h
ic

 B
o

n
d

 (C
T

 1; R
 see text; D

 1 hr; SV
 none; SR

 no; C
om

p V, S)
Link lets allies com

m
unicate.

T
elepo

rt
 (C

T
 1; R

 touch; D
 inst; SV

 none; SR
 yes (h); C

om
p V

)
Instantly transports the caster anywhere.
T

r
a

n
s. M

u
d

 &
 Ro

c
k

 (C
T

 1; R 150 ft; D
 n/a; SV see text; SR no; C

om
p V, S, M

, D
F)

Change m
ud into rock, or vice-versa.

W
a

ll o
f Fo

r
c

e (C
T

 1; R
 50 ft; D

 2 rds/lvl; SV
 none; SR

 no; C
om

p V, S, M
)

W
all, sphere, or hem

isphere is im
m

une to dam
age.

W
a

ll o
f Ir

o
n

 (C
T

 1; R
 50 ft; D

 perm
; SV

 see text; SR
 no; C

om
p V, S, M

)
Creates vertical sheet of tough iron.
W

a
ll o

f St
o

n
e (C

T
 1; R

 150 ft; D
 perm

; SV
 see text; SR

 no; C
om

p V, S, M
)

Creates a stone wall that can be shaped.

Fourth Level:

A
r

c
a

n
e Ey

e (C
T

 1 tn; R
 unlim

ited; D
 1 tn/lvl; SV

 none; SR
 none; C

om
p V, S, M

)
C

aster can see through this invisible, m
oving eye.

C
h

a
r

m
 M

o
n

st
er

 (C
T

 1; R
 50 ft; D

 1 day/lvl; SV
 C

HA


 neg; SR
 yes; C

om
p V, S)

M
akes m

onster believe it is the caster’s ally.
C

o
n

fu
sio

n
 (C

T
 1; R

 150 ft; D
 1 rd/lvl; SV

 W
IS neg; SR

 yes; C
om

p V, S)
M

akes subjects behave random
ly for 1 round/level.

D
et. Sc

ry
in

g
 (C

T
 1; R

 unlim
ited; D

 1 day; SV
 none; SR

 none; C
om

p V, S)
Alerts caster of m

agical eavesdropping.
D

im
en

sio
n

 D
o

o
r

 (C
T

 1; R
 450 ft; D

 inst; SV
 n/a; SR

 n/a; C
om

p V
)

Teleports caster (and 500 lbs.) up to 450 ft.
Fea

r
 (C

T
 1; R

 50 ft; D
 1 rd/lvl; SV

 C
HA


 neg; SR

 yes; C
om

p V, S)
Subjects flee for 1 round/level.
Fir

e Sh
ield

 (C
T

 1; R
 see text; D

 1 rd/lvl; SV
 none; SR

 see text; C
om

p V, S, M
)

Attackers take dam
age; protects against cold or heat/fire attacks.

Fire Trap (C
T 10 m

in; R touch; D
 until discharged; SV D

EX
 half; SR yes; C

om
p V, S, M

)
O

pened object deals 1d4+1/level dam
age.

Ic
e St

o
r

m
 (C

T
 1; R

 150 ft; D
 see text; SV

 none; SR
 yes; C

om
p V, S, M

)
H

ail deals 5d6 dam
age in cylinder 50 ft. across and tall.

H
a

ll. T
er

r
a

in
 (C

T
 10 m

in; R
 150 ft; D

 see text; SV
 INT


; SR

 no; C
om

p V, S, M
)

M
akes type of terrain appear like another.

Lo
c

at
e C

r
eat

u
r

e (C
T

 1; R 450 ft; D
 10 m

in/lvl; SV
 n/a; SR n/a; C

om
p V, S, F)

Indicates direction to individual/type of creature.
M

inor Globe of Invulnerability (CT 1; R pers; D 1 rd/lvl; SV none; SR no; Comp V, S, M
)

Stops 1st to 3rd-level spell effects.
M

n
em

o
n

ic En
h

an
cer (CT 10 m

in; R n/a; D
 see text; SV n/a; SR n/a; Com

p V, S, M
, F)

C
aster prepares or retains additional spells.

R
em

o
v

e C
u

r
se (C

T
 1; R

 touch; D
 perm

; SV
 none; SR

 no; C
om

p V, S)
Frees person or object from

 curses.

B
estow

 C
urse (C

T
 1; R

 touch; D
 perm

; SV
 C

HA


; SR
 yes; C

om
p V, S)

Places curse on a creature.
Po

lym
o

rph
 Self/O

th
er (CT 1; R 50 ft; D

 perm
; SV W

IS neg (h); SR yes; Com
p V, S, M

)
G

ives caster or subject a new
 form

.
R

esilien
t

 Sph
er

e (C
T

 1; R
 50 ft; D

 -; SV
 D

EX
 neg (h); SR

 yes (h); C
om

p V, S)
Force globe protects but traps one subject.
Sc

r
y

in
g

 (C
T

 10 m
in; R

 see text; D
 1 rd/lvl; SV

 none; SR
 no; C

om
p V, S, M

, F)
Spies on subject from

 a distance.
Sh

o
u

t
 (C

T
 1; R

 see text; D
 inst; SV

 see text; SR
 yes; C

om
p V

)
D

eafens all w
ithin cone and deals 2d6 dam

age.
W

a
ll o

f Fire (C
T 1; R 50 ft; D

 1 rd/lvl; SV none (see text); SR yes; C
om

p V, S, M
, D

F)
Fiery curtain or ring deals dam

age to those near or passing through.
W

a
ll o

f Ic
e (C

T
 1; R

 150 ft; D
 1 tn/lvl; SV

 none; SR
 no; C

om
p V, S, M

)
Creates very hard sheet or hem

isphere of ice.

Eighth Level:

An
tipath

y* (C
T 1 hr; R 50 ft; D

 2 hrs/lvl; SV C
HA

 (see text); SR yes; C
om

p V, S, M
, D

F)
O

bject or location repels/attracts certain creatures.
B

in
d

in
g

 (C
T

 1 tn; R
 50 ft; D

 see text; SV
 C

HA


 neg; SR
 yes; C

om
p V, S, M

)
Array of techniques to im

prison a creature.
C

lo
n

e (C
T

 1 hour; R
 touch; D

 perm
; SV

 n/a; SR
 n/a; C

om
p V, S, M

)
D

uplicates a creature.
In

c
en

d
ia

ry C
lo

u
d

 (C
T

 1; R touch; D
 1 tn +1 rd/lvl; SV none; SR yes; C

om
p V, S)

Sm
oke deals 4d6 dam

age/round and lim
its vision.

M
a

ss C
h

a
r

m
 (C

T
 1; R

 50 ft; D
 1 day/lvl; SV

 C
HA


 neg; SR

 yes; C
om

p V, S)
M

ultiple creatures believe they are caster’s ally.
M

a
z

e (C
T

 1; R
 25 ft; D

 see text; SV
 none; SR

 yes; C
om

p V, S)
Traps subject in extradim

ensional m
aze.

M
in

d
 B

l
a

n
k

 (C
T

 1; R
 25 ft; D

 1 day; SV
 C

HA


 neg (h); SR
 yes (h); C

om
p V, S)

Subject is im
m

une to m
ental m

agic and scrying.
Po

ly. A
n

y Ob
jec

t (C
T 1; R 50 ft; D

 see text; SV W
IS neg; SR yes (h); C

om
p V, S, M

)
Changes any creature or object into anything else.

Po
w

er
 W

o
r

d
 B

lin
d

 (C
T

 1; R
 50 ft; D

 see text; SV
 none; SR

 yes; C
om

p V
)

Creatures w
ith up to 100 hp are blinded.

Sy
mb


o

l (C
T

 10 m
in; R

 touch; D
 see text; SV

 see text; SR
 yes; C

om
p V, S, M

)
Triggered runes have array of effects.
Telepo

rtatio
n

 C
irc

le (CT 1; R see text; D
 1 tn/lvl; SV none; SR yes (h); Com

p V, M
)

All creatures inside circle teleport to designated spot.
Trap th

e So
ul (CT 1/see text; R 10 ft/see text; D perm

; SV see text; SR see text; Com
p V, S, M

)
Im

prisons subject w
ithin gem

.

Ninth Level:

Astral Pro
jec

tio
n

 (C
T 30 m

in; R touch; D
 see text; SV none; SR yes (h); C

om
p V, S)

Projects caster &
 com

panions into A
stral Plane.

D
isju

n
c

t
io

n
 (C

T
 1; R 50 ft; D

 see text; SV
 C

HA


 neg (objects); SR none; C
om

p V
)

D
ispels m

agic, disenchants m
agic item

s.
G

at
e (C

T
 2; R

 50 ft; D
 special; SV

 none; SR
 no; C

om
p V, S)

Connects tw
o planes for travel or sum

m
oning.

Imp
r

iso
n

m
en

t
* (C

T
 1; R

 touch; D
 perm

; SV
 none; SR

 yes; C
om

p V, S)
Entom

bs subject beneath the earth.

M
et

eo
r

 Sw
a

r
m

 (C
T

 1; R
 450 ft; D

 inst; SV
 see text; SR

 yes; C
om

p V, S)
M

ultiple fireballs deals dam
age in path.

Po
w

er
 W

o
r

d
 K

ill (C
T

 1; R
 50 ft; D

 n/a; SV
 none; SR

 yes; C
om

p V
)

O
ne tough subject or m

any w
eak ones die.

Pr
ism

at
ic

 Sph
er

e (C
T

 1; R n/a; D
 10 m

in/lvl; SV
 see text; SR see text; C

om
p V

)
M

ulticolored protective sphere.
R

efu
g

e (C
T

 1; R
 touch; D

 until discharged; SV
 none; SR

 none; C
om

p V, S, M
)

Alters item
 to teleport its possessor to the caster.

Sh
a

pec
h

a
n

g
e (C

T
 1; R

 touch; D
 see text; SV

 n/a; SR
 n/a; C

om
p V, S, M

, D
F)

Transform
s caster into any creature once per round.

T
emp

o
r

a
l Sta

sis (C
T

 1; R
 10 ft; D

 perm
; SV

 none; SR
 yes; C

om
p V, S, M

)
Puts subject into suspended anim

ation.
T

im
e St

o
p (C

T
 1; R

 see text; D
 1d4+

1 rds; SV
 none; SR

 see text; C
om

p V
)

Th
e caster stops tim

e and acts freely for 1d4+1 rounds.
W

ish
 (C

T
 tim

e it takes to w
ord w

ish; R
 n/a; D

 n/a; SV
 see text; SR

 yes; C
om

p V
)

Alters reality w
ith as desired, but w

ith risk.

Seventh Level:

Delayed Blast Fireball (CT 1; R 450 ft; D up to 5 rnds; SV DEX half; SR yes; Com
p V, S, M

)

1
d
6

+
1

/lvl fi
re d

am
age, can

 d
elay fo

r 5
 rd

s.

Finger


 o
f D

eath
 (CT 1; R 50 ft; D

 perm
; SV CH

A partial; SR yes; Com
p V, S)

K
ills o

n
e su

bject.

G
r

. Scr
y

ing


 (C
T 1 tn; R

 see text; D
 1 tn/lvl; SV

 none; SR
 no; C

om
p V, S, M

, F)

A
s scrying, bu

t faster an
d
 lo

n
ger.

Ins
t. Su

mm


o
ns

 (C
T

 1 tn; R
 n/a; D

 n/a; SV
 none; SR

 yes; C
om

p V, S, M
)

P
rep

ared
 o

bject ap
p
ears in

 th
e caster’s h

an
d
.

Limi
t

ed
 W

ish
 (C

T
 1; R

 n/a; D
 see text; SV

 see text; SR
 see text; C

om
p V

)

A
lters reality w

ith
in

 sp
ell lim

its.

M
ass

 Invis


. (C
T 1; R

 50 ft; D
 n/a; SV

 IN
T neg (h); SR

 yes (h); C
om

p V, S, M
)

A
s invisibility, bu

t affects all in
 ran

ge.

P
h

ase
 D

o
o

r
 (C

T
 1; R

 touch; D
 one use/2 lvls; SV

 n/a; SR
 n/a; C

om
p V

)

In
visible p

assage th
ro

u
gh

 w
o
o
d
 o

r sto
n
e.

P
o

wer


 W
o

rd


 S
t

u
n

 (C
T

 1
; R

 5
0
 ft; D

 n/a; S
V

 none; S
R

 yes; C
om

p V
)

C
reatu

res w
ith

 u
p
 to

 1
2
0
 h

p
 are stu

n
n
ed

.

Seq
u

ester
 (C

T 3; R
 touch; D

 1 day/lvl; SV
 see text; SR

 no; C
om

p V, S, M
)

S
u
bject is in

visible to
 sigh

t an
d
 scryin

g.

Sum
. G

reater M
o

nster (CT 1; R 50 ft; D
 1 rd/lvl; SV none; SR no; Com

p V, S, D
F)

C
alls m

o
n

sters o
f 9

 H
D

 o
r less to

 aid
 caster.

Telepo
rt W

/O
 Err


o

r
 (C

T 1; R
 touch; D

 inst; SV
 none; SR

 yes (h); C
om

p V
)

A
s telep

ort, bu
t n

o
 o

ff-target arrival.

V
anis




h
 (C

T
 1

; R
 touch; D

 inst; S
V

 none; S
R

 yes (object); C
om

p
 V

)

A
s telep

ort, bu
t affects a to

u
ch

ed
 o

bject.

Sixth Level:

A
n

timagic





 Sh
ell (C

T 1; R person; D
 1 tn/lvl; SV none; SR see text; C

om
p V, S)

C
reates m

o
bile sp

h
ere th

at n
egates m

agic.

C
h

ain


 Lig
h

tning



 (C

T 1; R 450 ft; D
 inst; SV D

EX
 save half; SR yes; C

om
p V, S)

D
eals 1

d
6

 d
am

age/level; strikes m
u
ltip

le targets.

Cont. W
eather (CT 10 m

in (see text); R 2 m
iles; D 4d12 hrs; SV n/a; SR n/a; Com

p V, S, M
/DF)

C
h
an

ges w
eath

er in
 lo

cal area.

D
isin

tegra


te (C
T 1; R

 150 ft; D
 inst; SV

 C
H

A
 partial; SR

 yes; C
om

p V, S, M
)

D
estro

ys o
n

e creatu
re o

r o
bject.

G
eas



 (C

T
 1

; R
 1

0
 ft; D

 see text; S
V

 C
H

A
 neg; S

R
 yes; C

om
p
 V

, D
F)

F
o
rces creatu

re to
 fu

lfi
ll a q

u
est.

Glo
be o

f Invulnerability (CT 1; R pers; D 1 rd/lvl; SV none; SR no; Com
p V, S, M

)

S
to

p
s 1

st to
 4

th
-level sp

ell effects.

Guards & W
ards (CT 30 m

in; R special; D 1 hr/lvl; SV see text; SR see text; Com
p V, S, M

)

A
rray o

f m
agic effects p

ro
tect area.

Legend



 Lo

re (C
T see text; R see text; D

 see text; SV n/a; SR n/a; C
om

p V, S, M
)

L
earn

 tales abo
u
t a p

erso
n
, p

lace, o
r th

in
g.

M
ass

 Su
gges


tio

n
 (C

T 1; R 50 ft; D
 1 hr/lvl; SV

 C
H

A
 neg; SR yes; C

om
p V, M

)

C
o
m

p
els o

n
e su

bject/level to
 fo

llo
w

 co
u
rse o

f actio
n
.

M
o

ve
 Ear


t

h
 (C

T
 see text; R

 450 ft; D
 -; SV

 none; SR
 no; C

om
p V, S, M

)

D
igs tren

ch
es an

d
 b

u
ild

 h
ills.

P
r

o
j. Image





 (C

T
 1

; R
 5

0
 ft; D

 1
 rd/lvl; S

V
 n/a; S

R
 no; C

om
p V, S

, M
)

Illu
so

ry d
o
u
b
le can

 talk an
d
 cast sp

ells.

Trans. Flesh
 &

 Sto
ne (CT 1; R 150 ft; D perm

; SV W
IS neg (h); SR yes; Com

p V, S, M
)

Tu
rn

s su
b
ject creatu

re in
to

 statu
e, o

r resto
res p

etrifi
ed

 creatu
re.

Fifth Level:

A
nima


t

e D
ead


 (C

T
 1; R

 50 ft; D
 n/a; SV

 none; SR
 none; C

om
p V, S, M

)

C
reates an

d
 co

n
tro

ls u
n

d
ead

 skeleto
n

s an
d
 zo

m
bies.

P
reserve D

ead (C
T

 1
; R

 5
0

 ft; D
 n/a; S

V
 none; S

R
 none; C

om
p V, S

, M
)

P
reserves co

rp
ses fo

r 1
 d

ay/level an
d
 exten

d
s raise tim

e lim
it.

Bind
 Elemen

tal (CT 10 m
in; R 50 ft; D

 10 m
in/lvl; SV n/a; SR n/a; Com

p V, S, M
)

Trap
s elem

en
tal to

 p
erfo

rm
 task.

C
lo

u
d

k
ill (C

T
 1

; R
 1

5
0
 ft; D

 1
 tn/lvl; S

V
 see text; S

R
 yes; C

om
p V, S

)

P
o
iso

n
 fo

g kills 3
 H

D
 o

r less; 4
-6

 H
D

 save o
r d

ie.

C
o

ne
 o

f C
o

ld
 (C

T 1; R
 see text; D

 1 rd; SV
 D

EX
 half; SR

 yes; C
om

p V, S, M
)

1
d
6

 co
ld

 d
am

age/level.

Co
ntact O

th
er Plane (CT 10 m

in; R see text; D 1 rd/2 lvls; SV n/a; SR n/a; Com
p V)

A
sk q

u
estio

n
s o

f extrap
lan

ar en
tity.

Faith
ful H

o
und (CT 2 rd; R 50 ft; D 1 hr/lvl (see text); SV n/a; SR n/a; Com

p V, S, M
)

P
h
an

to
m

 d
o
g can

 gu
ard

, attack.

Feeblemind





 (C
T 1; R

 150 ft; D
 see text; SV

 C
H

A
 neg; SR

 yes; C
om

p V, S)

In
telligen

ce d
ro

p
s to

 belo
w

 an
 an

im
al’s.

H
o

ld
 M

o
ns

ter
 (C

T 1; R
 50 ft; D

 1 rd/lvl; SV
 W

IS neg; SR
 yes; C

om
p V, S, M

)

A
s hold p

erson, bu
t an

y creatu
re.

M
agic




 Jar
 (C

T 1; R 150 ft; D
 1 tn/lvl; SV

 C
H

A
 save neg; SR yes; C

om
p V, S, M

)

E
n
ables p

o
ssessio

n
 o

f an
o
th

er creatu
re.

Passwall





 (C

T
 1

; R
 5

0
 ft; D

 1
 hr/lvl; S

V
 n/a; S

R
 n/a; C

om
p V, S

, M
)

C
reates tem

p
o
rary p

assages th
ro

u
gh

 w
alls.

Permanenc



y (CT 2+spell m

ade perm
; R n/a; D

 perm
; SV none; SR no; Com

p V, S)

M
akes certain

 sp
ells p

erm
an

en
t w

ith
 co

st.

Secre
t C

h
est (C

T 1 hr; R sse below
; D

 60 days; SV
 n/a; SR n/a; C

om
p V, S, F)

H
id

es m
agic ch

est fo
r caster to

 retrieve w
h
en

 n
eed

ed
.

Su
m

. M
o

ns
ter

 (C
T 1; R

 50 ft; D
 1 rd/lvl; SV

 none; SR
 no; C

om
p V, S, D

F)

C
alls m

o
n
sters o

f 6
 H

D
 o

r less to
 aid

 caster.

Telek
inesis

 (C
T 1; R

 100 ft; D
 1 rd/lvl; SV

 see text; SR
 yes; C

om
p V, S)

L
ift o

r m
o
ves 2

 lb./level at lo
n

g ran
ge.

Telepath
ic

 B
o

nd


 (C
T 1; R

 see text; D
 1 hr; SV

 none; SR
 no; C

om
p V, S)

L
in

k lets allies co
m

m
u
n
icate.

Telep





o
r

t
 (C

T
 1

; R
 touch; D

 inst; S
V

 none; S
R

 yes (h); C
om

p
 V

)

In
stan

tly tran
sp

o
rts th

e caster an
yw

h
ere.

Trans. M
u

d
 &

 Ro
ck (CT 1; R 150 ft; D

 n/a; SV see text; SR no; Com
p V, S, M

, D
F)

C
h
an

ge m
u
d
 in

to
 ro

ck, o
r vice-versa.

W
all

 o
f Fo

rce


 (C
T 1; R

 50 ft; D
 2 rds/lvl; SV

 none; SR
 no; C

om
p V, S, M

)

W
all, sp

h
ere, o

r h
em

isp
h
ere is im

m
u
n

e to
 d

am
age.

W
all

 o
f Ir

o
n

 (C
T 1; R

 50 ft; D
 perm

; SV
 see text; SR

 no; C
om

p V, S, M
)

C
reates vertical sh

eet o
f to

u
gh

 iro
n
.

W
all

 o
f Sto

ne
 (C

T 1; R
 150 ft; D

 perm
; SV

 see text; SR
 no; C

om
p V, S, M

)

C
reates a sto

n
e w

all th
at can

 be sh
ap

ed
.

Fourth Level:

A
rcane




 Ey
e (C

T 1 tn; R unlim
ited; D

 1 tn/lvl; SV
 none; SR none; C

om
p V, S, M

)

C
aster can

 see th
ro

u
gh

 th
is in

visible, m
o
vin

g eye.

C
h

arm


 M
o

ns
ter (C

T 1; R 50 ft; D
 1 day/lvl; SV

 C
H

A
 neg; SR yes; C

om
p V, S)

M
akes m

o
n

ster believe it is th
e caster’s ally.

C
o

nf
u

sio
n

 (C
T

 1; R
 150 ft; D

 1 rd/lvl; SV
 W

IS neg; SR
 yes; C

om
p V, S)

M
akes su

bjects beh
ave ran

d
o
m

ly fo
r 1

 ro
u
n

d
/level.

D
et. Scr


y

ing


 (C
T 1; R

 unlim
ited; D

 1 day; SV
 none; SR

 none; C
om

p V, S)

A
lerts caster o

f m
agical eavesd

ro
p
p
in

g.

D
imensi





o

n
 D

o
o

r
 (C

T
 1

; R
 4

5
0
 ft; D

 inst; S
V

 n/a; S
R

 n/a; C
om

p V
)

Telep
o
rts caster (an

d
 5

0
0

 lbs.) u
p
 to

 4
5

0
 ft.

Fear



 (C

T
 1

; R
 5

0
 ft; D

 1
 rd/lvl; S

V
 C

H
A

 neg; S
R

 yes; C
om

p
 V

, S
)

S
u
bjects fl

ee fo
r 1

 ro
u
n

d
/level.

Fire
 Sh

ield
 (C

T 1; R
 see text; D

 1 rd/lvl; SV
 none; SR

 see text; C
om

p V, S, M
)

A
ttackers take d

am
age; p

ro
tects again

st co
ld

 o
r h

eat/fi
re attacks.

Fire Trap (CT 10 m
in; R touch; D until discharged; SV DEX half; SR yes; Com

p V, S, M
)

O
p
en

ed
 o

bject d
eals 1

d
4
+
1
/level d

am
age.

Ice
 St

o
rm


 (C

T
 1; R

 150 ft; D
 see text; SV

 none; SR
 yes; C

om
p V, S, M

)

H
ail d

eals 5
d
6
 d

am
age in

 cylin
d
er 5

0
 ft. acro

ss an
d
 tall.

Hall


. Terrain





 (C
T 10 m

in; R
 150 ft; D

 see text; SV
 IN

T; SR
 no; C

om
p V, S, M

)

M
akes typ

e o
f terrain

 ap
p
ear like an

o
th

er.

Lo
ca

te C
reatu

re (C
T 1; R 450 ft; D

 10 m
in/lvl; SV n/a; SR n/a; C

om
p V, S, F)

In
d
icates d

irectio
n
 to

 in
d
ivid

u
al/typ

e o
f creatu

re.

M
inor Globe of Invulnerability (CT 1; R pers; D 1 rd/lvl; SV none; SR no; Com

p V, S, M
)

S
to

p
s 1

st to
 3

rd
-level sp

ell effects.

M
nem

o
nic Enh

ancer (CT 10 m
in; R n/a; D see text; SV n/a; SR n/a; Com

p V, S, M
, F)

C
aster p

rep
ares o

r retain
s ad

d
itio

n
al sp

ells.

R
em


. C
u

rse


 (C

T
 1

; R
 touch; D

 p
erm

; S
V

 none; S
R

 no; C
om

p
 V

, S
)

F
rees p

erso
n
 o

r o
bject fro

m
 cu

rses.

B
estow

 C
urse (C

T
 1

; R
 touch; D

 p
erm

; S
V

 C
H

A
; S

R
 yes; C

om
p
 V

, S
)

P
laces cu

rse o
n

 a creatu
re.

Po
lym

o
rph

 Self/O
th

er (CT 1; R 50 ft; D perm
; SV W

IS neg (h); SR yes; Com
p V, S, M

)

G
ives caster o

r su
bject a n

ew
 fo

rm
.

R
esilien

t Sph
ere

 (C
T 1; R

 50 ft; D
 -; SV

 D
EX

 neg (h); SR
 yes (h); C

om
p V, S)

F
o
rce glo

be p
ro

tects bu
t trap

s o
n

e su
bject.

Scr
y

ing


 (C
T 10 m

in; R
 see text; D

 1 rd/lvl; SV
 none; SR

 no; C
om

p V, S, M
, F)

S
p
ies o

n
 su

bject fro
m

 a d
istan

ce.

S
h

o
u

t
 (C

T
 1

; R
 see text; D

 inst; S
V

 see text; S
R

 yes; C
om

p
 V

)

D
eafen

s all w
ith

in
 co

n
e an

d
 d

eals 2
d
6

 d
am

age.

W
all o

f Fire (CT 1; R 50 ft; D
 1 rd/lvl; SV none (see text); SR yes; Com

p V, S, M
, D

F)

Fiery curtain or ring deals dam
age to those near or passing through.

W
all

 o
f Ice

 (C
T

 1; R
 150 ft; D

 1 tn/lvl; SV
 none; SR

 no; C
om

p V, S, M
)

C
reates very h

ard
 sh

eet o
r h

em
isp

h
ere o

f ice.

Eighth Level:

Antipath
y* (CT 1 hr; R 50 ft; D 2 hrs/lvl; SV CH

A (see text); SR yes; Com
p V, S, M

, DF)

O
bject o

r lo
catio

n
 rep

els/attracts certain
 creatu

res.

B
inding





 (C

T 1 tn; R
 50 ft; D

 see text; SV
 C

H
A

 neg; SR
 yes; C

om
p V, S, M

)

A
rray o

f tech
n

iq
u
es to

 im
p
riso

n
 a creatu

re.

C
lo

ne

 (C

T
 1

 hour; R
 touch; D

 p
erm

; S
V

 n/a; S
R

 n/a; C
om

p
 V

, S
, M

)

D
u
p
licates a creatu

re.

Incendiar



y Clo

u
d

 (CT 1; R touch; D
 1 tn +1 rd/lvl; SV none; SR yes; Com

p V, S)

S
m

o
ke d

eals 4
d
6

 d
am

age/ro
u
n

d
 an

d
 lim

its visio
n
.

M
ass

 C
h

arm



 (C

T 1; R
 50 ft; D

 1 day/lvl; SV
 C

H
A

 neg; SR
 yes; C

om
p V, S)

M
u
ltip

le creatu
res believe th

ey are caster’s ally.

M
a

z
e
 (C

T
 1

; R
 2

5
 ft; D

 see text; S
V

 none; S
R

 yes; C
om

p
 V

, S
)

Trap
s su

bject in
 extrad

im
en

sio
n
al m

aze.

M
ind


 B

lan


k
 (C

T 1; R
 25 ft; D

 1 day; SV
 C

H
A

 neg (h); SR
 yes (h); C

om
p V, S)

S
u
bject is im

m
u
n
e to

 m
en

tal m
agic an

d
 scryin

g.

Po
ly. A

n
y Ob

j. (C
T 1; R 50 ft; D

 see text; SV W
IS neg; SR yes (h); C

om
p V, S, M

)

C
h
an

ges an
y creatu

re o
r o

bject in
to

 an
yth

in
g else.

Po
wer


 W

o
rd


 B

lind


 (C
T 1; R

 50 ft; D
 see text; SV

 none; SR
 yes; C

om
p V

)

C
reatu

res w
ith

 u
p
 to

 1
0

0
 h

p
 are blin

d
ed

.

Sy
mb


o

l (C
T 10 m

in; R
 touch; D

 see text; SV
 see text; SR

 yes; C
om

p V, S, M
)

Triggered
 ru

n
es h

ave array o
f effects.

Telepo
rt. C

ircle
 (C

T 1; R see text; D
 1 tn/lvl; SV none; SR yes (h); C

om
p V, M

)

A
ll creatu

res in
sid

e circle telep
o
rt to

 d
esign

ated
 sp

o
t.

Trap the Soul (CT 1/see text; R 10 ft/see text; D perm
; SV see text; SR see text; Com

p V, S, M
)

Im
p
riso

n
s su

bject w
ith

in
 gem

.

Ninth Level:

A
stral

 Pro
j. (C

T 30 m
in; R touch; D

 see text; SV
 none; SR yes (h); C

om
p V, S)

P
ro

jects caster &
 co

m
p
an

io
n

s in
to

 A
stral P

lan
e.

D
isju

nc


tio
n

 (C
T 1; R 50 ft; D

 see text; SV C
H

A neg (objects); SR none; C
om

p V)

D
isp

els m
agic, d

isen
ch

an
ts m

agic item
s.

G
a
t

e
 (C

T
 2

; R
 5

0
 ft; D

 sp
ecial; S

V
 none; S

R
 no; C

om
p
 V

, S
)

C
o
n

n
ects tw

o
 p

lan
es fo

r travel o
r su

m
m

o
n

in
g.

Impris





o
nmen




t
* (C

T
 1

; R
 touch; D

 perm
; S

V
 none; S

R
 yes; C

om
p V, S

)

E
n

to
m

bs su
bject ben

eath
 th

e earth
.

M
eteo

r
 Swarm





 (C

T 1; R
 450 ft; D

 inst; SV
 see text; SR

 yes; C
om

p V, S)

M
u
ltip

le fi
reballs d

eals d
am

age in
 p

ath
.

P
o

wer



 W
o

rd


 Kill
 (C

T
 1

; R
 5

0
 ft; D

 n/a; S
V

 none; S
R

 yes; C
om

p V
)

O
n
e to

u
gh

 su
bject o

r m
an

y w
eak o

n
es d

ie.

Prisma
tic

 Sph
ere (C

T 1; R n/a; D
 10 m

in/lvl; SV see text; SR see text; C
om

p V)

M
u
ltico

lo
red

 p
ro

tective sp
h
ere.

R
efu

ge
 (C

T 1; R
 touch; D

 until discharged; SV
 none; SR

 none; C
om

p V, S, M
)

A
lters item

 to
 telep

o
rt its p

o
ssesso

r to
 th

e caster.

Sh
apec


h

ange



 (C

T 1; R
 touch; D

 see text; SV
 n/a; SR

 n/a; C
om

p V, S, M
, D

F)

Tran
sfo

rm
s caster in

to
 an

y creatu
re o

n
ce p

er ro
u
n

d
.

Temp



. S
tasis




 (C
T

 1
; R

 1
0
 ft; D

 perm
; S

V
 none; S

R
 yes; C

om
p V, S

, M
)

P
u
ts su

bject in
to

 su
sp

en
d
ed

 an
im

atio
n
.

Time
 Sto

p (C
T 1; R

 see text; D
 1d4+1 rds; SV

 none; SR
 see text; C

om
p V

)

T
h
e caster sto

p
s tim

e an
d
 acts freely fo

r 1
d
4

+
1
 ro

u
n

d
s.

W
ish

 (C
T tim

e it takes to w
ord w

ish; R
 n/a; D

 n/a; SV
 see text; SR

 yes; C
om

p V
)

A
lters reality w

ith
 as d

esired
, bu

t w
ith

 risk.

Character
Spells Available by Level

0 1 2 3 4 5 6 7 8 9
Underline all spells known. Non-capitalized spell titles are reversed. Check 
spells prepared and mark off when cast.


