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Introduction 
 
Greetings once again.  
This is, once again, a compilation that I made for my home campaign.  Like my other compilations, this one includes all relevant information from 
Dragon Magazine #274 to the version number, including the various annuals.   
 
As anyone who has ever done scanning knows, OCR scanners are not entirely accurate, and neither are editors.  So if you find any errors, 
please email me at tatsuki@shaw.ca. 
 
I also do not include side bars, such as For  Your Campaign and For Your Character unless I feel that they are essential to the spell or add 
something special to the compilation.  I still encourage you to buy these magazines as they do contain a vast array of other indispensable 
articles, and only by supporting Paizo Publishing and Wizards of the Coast will they continue to produce such fine publications. 
 
Again, I include all the spells, regardless of their usefulness, or “canon”.  I do, however, separate Epic spells from the others because not all 
games include epic spells or even epic characters.  I also place Psionics in their own section for the same reasons. 
 
Enjoy. 
 

Tatsuki 
 

Errata and Such 
305 – I added a number of spells that were forgotten from the Wyrms of the North articles on the Wizards web site, and also attempted to correct 
alphabetization of the lists.  Altered the lists by class and level to encompass their own pages for ease of hands outs to players. 
 
Please let me know what you think of the changes and what you would like to see in future releases. 
 



- 4 - 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

This page is left intentionally blank 



- 5 - 

Spell List by Class and Level 

Bard 
0-level 
Flag Create an illusory flag over target’s head 
Footpad’s Grace Gain a +3 to Move Silently checks 
Foraging Charm Find location of nearest vegetable food source 
Glittering Razors Grant any weapon a +1 to it’s next damage roll 
Heat Water Heats up 2 pints of water to boiling 
Master’s Touch Become proficient with a single specified object, such as a particular sword or suit of armor 
Mirror Create a one way mirror 
Perfect Pitch Gain +2 to your next musical perform check and learn the notes to any song by hearing it 
Phantasmal Whisperer  Sends message to recipient that only he can hear 
Stench Create a terrible smell that fouls the scent ability 
Thunderhead Create a small thunder cloud that follows around the target hitting him with 1 point lightning bolts 
Understand Object Determines the non-magical functions of an object or technological item 
Yell Grant all within earshot +10 to listen checks to hear your voice 
Zap Trap Creates a 3 inch rune that does 1 point of electrical damage 
 
 
1st-level 
Ray of Light Emit either a cone of light from caster’s hand to provide illumination or a beam from the caster’s eyes that blinds 

opponent for 1d4 rounds 
Targeting Ray Ray provides a +1 bonus/3 levels to all ranged attacks against the target 
 
 
2nd-level 
Bladesong Cause your sword to inflict dazing attacks 
Distracting Ray Disrupts spells as they are being cast 
Rapid Strikes  Increases the recipient's attack actions in battle.  
Eagles Splendor Temporarily increase recipient’s charisma by 1d4+1 
Mindless Rage Affected creature attempts to kill the caster at the exclusion of all else 
Mirror Move Reproduce any general feat that you have observed in use in the last 10 rounds 
Water Glyph Create column of water that does 1d6 damage per round and extinguishes fires 
Weapon Shift  Temporarily transforms one type of weapon into another.  
 
 
3rd-level 
Battle Hymn  Creates a martial song that inspires the caster's allies.  
Minor Reflection Automatically reflects ranged touch attacks back at the caster 
Ray of Depletion Psionic entities lose power points when struck by the ray 
Sting Ray Staggers target and inhibits his ability to concentrate 
 
 
4th-level 
Diamondsteel  Temporarily hardens one suit of armor.  
Dolorous  Blow Increases the power of one weapon's critical hits.  
Hindsight See into the past and use spells to learn from past experiences 
Theller’s Argauneau Drain the life from a red dragon egg to use for healing, ability boost or refreshing spells 
 
 
5th-level 
Guardian Trumpet As alarm, except it triggers both a mental and audible alarm 
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Cleric 
0-level 
Flag Create an illusory flag over target’s head 
Forager's Blessing +2 to Wilderness Lore checks to find food. 
Foraging Charm Find location of nearest vegetable food source 
Glittering Razors Grant any weapon a +1 to it’s next damage roll 
Heat Water Heats up 2 pints of water to boiling 
Mirror Create a one way mirror 
Resize Alters one piece of nonmagical clothing or armor to fat a different creature 
Yell Grant all within earshot +10 to listen checks to hear your voice 
Zap Trap Creates a 3 inch rune that does 1 point of electrical damage 
 
 
1st-level 
Womb of the Earth Cultivates patch of land in 24 hours. 
 
 
2nd-level 
Durability Object gains hardness 10, Non metal armors gain +1 armor bonus but increase armor check penalty by 1 and 

arcane spell failure by 5% 
Guidance of the Avatar Gain +20 to one skill check 
Mass Stablize Heal 1 hit point in the radius of the spell 
 
 
3rd-level 
Bolster Damage reduction Increase your damage reduction by 5. 
Contagion Ward your contagion becomes very difficult to dispel 
Lesser Energized Shield Shield becomes infused with an energy type granting resistance 5 and inflicting 1d6 damage with a successful 

bash attack 
Planar Familiar Your familiar, animal companion etc, gains the celestial, fiendish, anarchistic or axiomatic template 
Venomous Vapor Create a cloud of glowing mist that causes 2d6 acid damage per round to the target and anyone who enters the 

victim’s square 
 
 
4th-level 
Bane Weapon Selected weapon gains the “Bane” weapon quality for the duration of the spell 
Blood Drinker Grant subject blood draining attack that causes +1d4 con drain. 
Divine Interdiction Interfere with a divine spellcaster’s connection to their divine source 
Energized Shield Shield becomes infused with an energy type granting resistance 10 and inflicting 2d6 damage with a successful 

bash attack. 
Nature’s Rampart You shape a natural setting into a formidable defensive position. 
Primal Lightning Create 1 bolt/3 levels of positive energy delivering 1d6 damage (up to 10d6) to undead 
Recitation By reciting a sacred passage or declaration from your holy writings, you bring special favor upon yourself and 

your allies while bringing disfavor to your foes 
 
 
5th-level 
Breath of Contagion Exhale a cone of disease 
Channel the Void Call upon the Negative energy plane to bolster your energy draining powers 
Dirge of Discord Create a dirge in the target’s head that causes confusion and insanity 
Disanimate Destroy target undead or construct 
Hasten Recovery Increase recovery time of subdual damage to 1 hp/level per round 
Spit Poison Spit a 30 ft. spray of poison 
Summon Blood Elemental Summon a blood elemental to attack your enemies 
 
 
 
6th-level 
Awaken from Afar Use a spell trigger item at medium range 
Aura of Power Increases your natural armor, natural attacks and supernatural abilities 
Corpsebond Bond with a corpse to give caster spell resistance and damage reduction 
Greater Spell Resistance Increase target’s natural spell resistance by your caster level 
 
 
7th-level 
Call Upon Celestial Heritage Increase your tie to your celestial ancestry 
Mass Harm As harm but affects an area.  Has no effect on living entities. 
 
 
8th-level 
Call Upon Fiendish Heritage Increase your tie to your fiendish ancestry 
 
 
9th-level 
Planar Pocket Create conditions of your home plane in a 5-foot-radius emanation around yourself 
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Air Domain 
2nd-level 
Torture Air  Living creatures take +1d6 damage from contact with air. 
 
4th-level 
Infuse with Element Target gains extra elemental powers 
 

Earth Domain 
2nd-level 
Rot Earth Living creatures take +1d6 damage from contact with earth. 
 
4th-level 
Infuse With Element Target gains extra elemental powers 
 

Fire Domain 
2nd-level 
Blight Fire Living creatures take +1d6 damage from contact with fire. 
 
4th-level 
Infuse With Element Target gains extra elemental powers 
 

Force Domain 
3rd-level 
Blast of Force Direct an invisible blast of force at a target for 1d6 damage/2 levels (max 5d6) and bulrush him. 
 
9th-level 
Annihilation Create a temporary sphere of annihilation 
 

Madness Domain 
2nd-level 
Tharizdun's Touch Cloud victims mind so that he takes no actions 
 
3rd-level 
Rage Recipient enters a screaming frenzy gaining +4 to Str and Con and +2 to Will saves 
5th-level 
Bolts of Bedevilment Call 3 bolts (one per round) that daze opponents for 1d3 rounds 
 
8th-level 
Tharizdun's Maddening Scream Target screams and races about in an uncontrolled mad frenzy 
 

Trade Domain 
3rd-level 
Eagles Splendor Temporarily increase recipient’s charisma by 1d4+1 
 

Water Domain 
2nd-level 
Befoul Water Living creatures take +1d6 damage from contact with water. 
 
4th-level 
Infuse with Element Target gains extra elemental powers 
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Corruption 
6th-level 
Vileblade Create a blade of unholy power from your soul that has the power to charm people you attack 
 
 
7th-level 
Curse of Pain Eternal Prevent target from healing either naturally or magically 
 
 
8th-level 
Searing Seed Cause a fiendish duplicate of the target while causing 1d6 subdual damage per level (maximum 25d6) and 2d6 Con 

damage (male targets take 4d6 con damage) 
 
 
9th-level 
Putrefaction Age target to death then animate the target’s body as a zombie while simultaneously raising his spirit as a ghost 
Writhing Ruin Causes vermin to appear in the bodies of the targets that cause con damage. 
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Druid 
0-level 
Footpad’s Grace Gain a +3 to Move Silently checks 
Foraging Charm Find location of nearest vegetable food source 
Resize Alters one piece of nonmagical clothing or armor to fat a different creature 
Stench Create a terrible smell that fouls the scent ability 
Thunderhead Create a small thunder cloud that follows around the target hitting him with 1 point lightning bolts 
Yell Grant all within earshot +10 to listen checks to hear your voice 
 
2nd-level 
Force Talons As spiritual weapon, except creates a translucent line razor-sharp nails instead of a weapon and damage is only 1d6 

points per hit. 
Geyser A small geyser erupts damaging target (3d6 +1/level) and extinguishing normal fires 
Obliterate Tracks Removes all signs of passage from an area 
 
3rd-level 
Bite of the Wererat Take on many aspects of a wererat 
Bolster Damage reduction Increase your damage reduction by 5. 
Contagion Ward your contagion becomes very difficult to dispel 
Fiery Aura Surround yourself with an aura of blistering heat like a magmin. 
Flame Sands Vomit forth nearly molten sand attacking one target per round for 1d6 damage per level (max 10d6).  Also affects 

creature’s equipment 
Nature’s Rampart You shape a natural setting into a formidable defensive position. 
Spiritjaws Ghostly jaws grapple the target, causing ad6 damage. 
Thunderous Roar Deafening roars fill the area of effect, causing 1d6 sonic damage/a levels, and creatures in the area might fall prone 

or be deafened. 
Trackless Domain Creates an area where no creature can be tracked 
Venomous Vaper Create a cloud of glowing mist that causes 2d6 acid damage per round to the target and anyone who enters the 

victim’s square 
4th-level 
Bite of the Werewolf Take on many aspects of a werewolf 
Enhance Wiidshape Your wildshape ability improves in one of several possible ways. 
Essence of the Raptor Your speed increases to 60 feet, and you gain the scent ability and a +8 bonus to Hide, Jump, Listen, Spot, and 

Wilderness Lore checks,  
Greater Trackless Domain As trackless domain except larger area and caster can choose who is affected 
Poison Claws Grant your ability to inflict poison to another creature 
Spit Poison Spit a 30 ft. spray of poison 
Starvation Target living creature suffers 1d6 subdual damage/level and becomes fatigued. 
 
5th-level 
Breath of Contagion Exhale a cone of disease 
Dire Hunger Target creature grows dinosaur jaws and, maddened by hunger, attacks the nearest creature. 
Empower Venom Increase the damage caused by your natural venom by 1/2 
Energize Magic Fang As magic fang but also adds +1d6 of selected energy damage 
Heal Animal Companion As Heal spell but works only on your animal companions 
Share Symbiosis Cause a creature to share a similar symbiosis as that of a symbiotic creature (such as a dryad) 
Summon Wurm I Summon 1 wurmling 
 
6th-level 
Awaken from Afar Use a spell trigger item at medium range 
Bite of the Wereboar Take on many aspects of a wereboar 
Heighten Venom Increase the DC to save versus your natural venom 
Hungry Gizzard Large gizzard swallows Medium sized or smaller target, dealing 2d8+8 damage plus 1d8 acid damage. 
 
7th-level  
Awaken Beast As Awaken but affects beasts of 3 intelligence or less 
Bite of the Weretiger Take on many aspects of a weretiger 
Dinosaur Stampede Summons a swarm of spectral dinosaurs to stampede about, causing 1d8+1/level damage for 1 round/level. 
Lava Spikes Spikes of red hot stone cage creatures and delivers 13d6 (10d6 fire + 3d6 impact) damage 
Maximize Venom Your natural venom does maximum damage 
Sacralize Magic Fang As magic fang but also adds +2d6 of selected holy/unholy/lawful/chaotic damage 
Shifting Paths Hides a path while misleading others on an illusory road 
Summon Wurm II Summon 1 adult wurm or 1d4+1 wurmslings 
 
8th-level  
Bite of the Werebear Take on many aspects of a werebear 
 
9th-level  
Awaken Magical Beast As Awaken but affects magical beasts of 3 intelligence or less 
Transmute Rock to Lava Transforms one 10-ft, cube to lava. 
Summon Wurm III Summon 1 greater wurm, 1d4+1 adult wurms, or 4d4 wurmlings 
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Paladin 
1st-level 
Clear Mind Gain a +4 bonus against mind-affecting spells and effects. 
Find Temple Sense the direction of the nearest temple to your god, or a god your alignment 
One Mind I Gain empathic link with mount and gain +2 to Spot and Listen and scent feat for the duration. 
Sense Heretic Holy symbol glows when evil divine spell casters are within 100 feet. 
Second Wind Temporarily grants the effects of the Endurance feat. 
Sticky Saddle It becomes very difficult to dismount you 
Word of Binding Binds an enemy with exceptional quality manacles. 
 
 
2nd-level 
Lesser Energized Shield Shield becomes infused with an energy type granting resistance 5 and inflicting 1d6 damage with a successful 

bash attack 
Mass Stablize Heal 1 hit point in the radius of the spell 
Moment of Clarity Grant recipient a second save versus mind affecting spell. 
Tiny Mount Mount becomes diminutive in size. 
 
 
3rd-level 
Energized Shield Shield becomes infused with an energy type granting resistance 10 and inflicting 2d6 damage with a successful 

bash attack. 
Holy Mount Mount gains celestial template and +2 to attack and damage. 
One Mind II Gain a +4 flanking bonus (instead of +2) with your mount when you flank the same opponent 
 
 
4th-level 
Call Upon Celestial Heritage Increase your tie to your celestial ancestry 
One Mind III Grant your mount +1 to attack rolls for every 3 paladin levels.  Mount may use a smite (adding your level) against 

one opponent, discharging the spell. 
Sacred Haven Recipient gains a +2 bonus to AC, and does not loose Dex bonus to AC when flat-footed.  You are always aware 

of the creature’s health and do not need to touch it to lay on hands. 
Spiritual Chariot Creates a ghostly chariot or force for the duration 
Winged Mount Mount can fly at 60 feet with good maneuverability 
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Ranger 
1st-level 
Exacting Shot Critical threats are automatically successful against your favored enemies with specified weapon 
Forager's Blessing +2 to Wilderness Lore checks to find food 
Obliterate Tracks Removes all signs of passage from an area 
Servant’s Guise Alter your clothing, weapons and equipment to make them less worthy of notice 
 
 
2nd-level 
Trackless Domain Creates an area where no creature can be tracked 
 
 
3rd-level 
Geyser A small geyser erupts damaging target (3d6 +1/level) and extinguishing normal fires 
Greater Trackless Domain As trackless domain except larger area and caster can choose who is affected 
Heal Animal Companion As Heal spell but works only on your animal companions 
 
 
4th-level 
Foebane Imbue your weapon with bane powers against your favored enemies and increase your saves against them 
Poison Claws Grant your ability to inflict poison to another creature 
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Sorcerer/Wizard 
0-level 
Conj Zap Trap Creates a 3 inch rune that does 1 point of electrical damage 
 
Div Deftness Gain +2 to your next skill check 
Div Foraging Charm Find location of nearest vegetable food source 
Div Perfect Pitch Gain +2 to your next musical perform check and learn the notes to any song by hearing it 
 
Ench Attract Eyes Compel target to look at you 
Ench Gasp Causes target to inhale sharply 
 
Evoc Thunderhead Create a small thunder cloud that follows around the target hitting him with 1 point lightning bolts 
 
Illus Coin of the Realm Create an illusory gold coin from a pebble 
Illus Flag Create an illusory flag over target’s head 
Illus Mirror Create a one way mirror 
Illus Phantasmal Whisperer  Sends message to recipient that only he can hear 
Illus Servant’s Guise Alter your clothing, weapons and equipment to make them less worthy of notice 
Illus Stench Create a terrible smell that fouls the scent ability 
 
Trans Footpad’s Grace Gain a +3 to Move Silently checks 
Trans Glittering Razors Grant any weapon a +1 to it’s next damage roll 
Trans Heat Water Heats up 2 pints of water to boiling 
Trans Resize Alters one piece of nonmagical clothing or armor to fat a different creature 
Trans Yell Grant all within earshot +10 to listen checks to hear your voice 
 
 
1st-level 
Conj Stun Ray Ray of electricity stuns target for 1d4 rounds 
 
Div Master’s Touch Become proficient with a single specified object, such as a particular sword or suit of armor 
Div Targeting Ray Ray provides a +1 bonus/3 levels to all ranged attacks against the target 
 
Evoc Arcane Bolt Create 1 missile per 2 caster levels (max 5 missiles) that do 1d6+1 damage (reflex save for ½) 
Evoc Blast of Air Targets are blinded for 1 round from wind and dust 
Evoc Ray of Flame Ray delivers 1d6 +1/level (max +5) fire damage and may set target alight 
Evoc Ray of Light Emit either a cone of light from caster’s hand to provide illumination or a beam from the caster’s 

eyes that blinds opponent for 1d4 rounds 
Evoc Stone Missiles 1d4 targets takes 1d4 bludgeoning damage per caster level (max 5d4) 
Evoc Water Burst Target takes 1d6 bludgeoning damage per caster level (max 5d6) 
 
Trans Blood Blister Causes blood blisters to appear on the target’s face, causing -4 penalty to cha checks and -1 to will 

saves 
Trans Ray of Clumsiness Subject suffers -1d6 penalty to dex with an additional -1/2 caster levels (max -5) 
Trans  Shieldbearer  Animates a shield to hover near and protect one creature.  
Trans  Weapon Shift  Temporarily transforms one type of weapon into another.  
 
 
2nd-level 
Abjur Arcane Mark Ward A sophisticated and long-lasting version of the alarm spell. 
Abjur Distracting Ray Disrupts spells as they are being cast 
Abjur  Lesser Spell Immunity  Protects recipient from one spell.  
Abjur Mirror Eyes Target gains +10 to resist gaze attacks 
 
Conj Familiar’s Touch Use your familiar as a conduit for touch spells. 
 
Div Familiar’s Sense Perceive what your familiar does. 
Div Understand Object Determines the non-magical functions of an object or technological item 
 
Ench Invasive Telepathy Invade target’s mind with alien thoughts causing wisdom damage to the target 
Ench Mindless Rage Affected creature attempts to kill the caster at the exclusion of all else 
Ench Ray of Dizziness Causes target to experience vertigo, effectively staggering him 
Ench Ray of Stupidity suffers -1d4 penalty to int with an additional -1/2 caster levels (max -5) 
 
Evoc Lesser Fireball As Fireball but damage is only 1d4 per level and smaller area 
Evoc Ray of Ice Beam of cold inflicts 1d6/2 caster levels (max 5d6) 
 
Illus Phantasmal Assailants Create nightmarish assailants to attack enemy’s mind 
 
Nec Ray of Depletion Psionic entities lose power points when struck by the ray 
Nec Ray of Sickness Nauseates target making him unable to attack, cast spells, etc 
Nec Share Life Transfer your hit points to your familiar to heal it. 
Nec Toughness of Death Subject gains +2 hp per hit die (temporary) and +2 to Fortitude saves 
 
Trans Bladesong Cause your sword to inflict dazing attacks 
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Trans Bone Soften Grants DR 5/- versus bludgeoning and +20 to escape Artist checks but is addictive 
Trans  Bristle  Causes one suit of armor to grow spikes.  
Trans Eagles Splendor Temporarily increase recipient’s charisma by 1d4+1 
Trans Fearsome Grapple Grow two additional arms to aid in grappling 
Trans  Hurl  Grants a weapon the power to return once thrown.  
Trans Icemelt Vaporize normal ice 
Trans Mirror Move Reproduce any general feat that you have observed in use in the last 10 rounds 
Trans  Rapid Strikes  Increases the recipient's attack actions in battle.  
Trans Steely Focus Use concentration checks to resist magical distractions 
 
 
3rd-level 
Abjur Bolster Damage reduction Increase your damage reduction by 5. 
Abjur Contagion Ward your contagion becomes very difficult to dispel 
Abjur Minor Reflection Automatically reflects ranged touch attacks back at the caster 
 
Conj Greater Mount As mount, though mount summoned is Huge in size 
Conj Water Glyph Create column of water that does 1d6 damage per round and extinguishes fires 
 
Div Magic Memory Absorb all sensory input and later play it back to a recipient 
 
Ench Sting Ray Staggers target and inhibits his ability to concentrate 
Ench Wingbind Paralyze subject’s wings 
 
Evoc Energize Projectiles Causes enchanted projectiles to inflict 2d6 energy damage (type chosen at casting) 
Evoc Scalespurs Create handles of force from your scales to assist riders 
Evoc Scattergloom Create up to 6 medium sized areas of magical darkness that move about and give creatures 

concealment 
Evoc Sonic Blast Create a beam of sonic energy 5 feet wide to close range doing 1d6 damage per caster level (max 

10d6) 
 
Illus Shadow Binding Bind opponent with shadowy ribbons 
 
Nec Blood Siphon Cause str damage to target while gaining str from the target 
Nec Familiar’s Form Possess your familiar. 
Nec Greater Disrupt Undead Causes 1d6 damage per caster level (max 10d6) to undead 
Nec Theller’s Argauneau Drain the life from a red dragon egg to use for healing, ability boost or refreshing spells 
 
Trans Call Familiar Summon your familiar within 1 mile. 
Trans  Diamondsteel  Temporarily hardens one suit of armor.  
Trans Durability Object gains hardness 10, Non metal armors gain +1 armor bonus but increase armor check 

penalty by 1 and arcane spell failure by 5% 
Trans Elemental Familiar Your familiar becomes an elemental 
Trans Full Manifestation Manifest fully in the material plane if you are an incorporeal or ethereal creature 
Trans Gullet of Teeth Your gullet sprouts teeth delivering additional damage to swallowed creatures 
Trans Rust Ray Rusts nonmagical metal delivering 2d6 +1/2 caster levels (max +10) damage and corrodes armor 

for 1d4 armor class loss 
Trans Transparency Makes a volume of material transparent 
 
 
4th-level 
Abjur Ray of Deanimation Causes 1d6 damage per caster level (max 10d6) to constructs 
 
Ench  Battle Hymn  Creates a martial song that inspires the caster's allies.  
 
Evoc Fiery Aura Surround yourself with an aura of blistering heat like a magmin. 
Evoc Flame Sands Vomit forth nearly molten sand attacking one target per round for 1d6 damage per level (max 

15d6).  Also affects creature’s equipment 
Evoc Gullet of Fire Causes flames to burn in your gullet causing additional fire damage to swallowed creatures 
Evoc Mordenkainen’s Force Missiles Create a powerful missile of force (+1 missile per 5 levels) that delivers 2d6 damage and then 

bursts in a 5-foot radius for ½ damage. 
Evoc Steelsting Create a maelstrom of darts that do 1d6 force damage per level (max 10d6) to all within the area 
 
Illus Shadow Radiance  Creates an intensifying illusion of bright light  
 
Nec Blood Drinker Grant subject blood draining attack that causes +1d4 con drain. 
Nec Ray of Weakness Delivers 2d6 + 1/2 caster levels (max +10) strength damage 
 
Trans Bane Weapon Selected weapon gains the “Bane” weapon quality for the duration of the spell 
Trans Bite of the Wererat Take on many aspects of a wererat 
Trans  Burning Sword  Transforms one weapon into a flaming burst weapon.  
Trans Control Blood Thicken or thin the target’s blood to cause different effects 
Trans  Dolorous  Blow Increases the power of one weapon's critical hits.  
Trans  Heroics  Grants a fighter temporary use of an additional heroic feat.  
Trans Far Gaze Affect a creature that is out side of your normal gaze range with your gaze attack 
Trans Master Shape Gain Improved Control Shape feat for the duration of the spell 
Trans Mind of a Beast Transform the recipient’s mind into that of an animal’s 
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Trans Polymorph Other (Errata) See Players Handbook 
Trans Strength of the Beast Gain many of the abilities of your alternate form in your humanoid form 
Trans Talonsnatch draw a single creature weighing up to 25 lb/level towards you as either an instant mounting or 

instant snatch 
 
 
5th-level 
Abjur Guardian Trumpet As alarm, except it triggers both a mental and audible alarm 
Abjur Lesser Ironguard Creature touched becomes immune to nonmagical metal 
Abjur  Indomitability  Allows the recipient to delay the effect of one incapacitating blow.  
 
Conj Leomund’s hidden Lodge This spell is similar to Leomund's Secure Shelter, except that the conjured structure is perfectly 

camouflaged 
 
 
Evoc Awaken from Afar Use a spell trigger item at medium range 
Evoc Choking Claw Create a large magical hand to attack your enemies 
Evoc Sonic Wave Extend a wave of sonic energy from your fingertips doing 1d6 damage per caster level (up to 15d6) 
 
Illus Illusory Feast Subjects stop to eat illusionary food 
 
Nec Animate Dead Familiar You may animate your deceased familiar 
Nec Atrophy 1d8 Dex and Con damage while withering victim’s limbs 
Nec Bone Spurs Bones grow from the targets body causing 4d6 damage and 2 dex damage to target.  Also causes 

disease like effects and causes 1d6 vile damage to all creatures within 5 ft. of the target. 
Nec Channel the Void Call upon the Negative energy plane to bolster your energy draining powers 
Nec Corpsebond Bond with a corpse to give caster spell resistance and damage reduction 
Nec Disanimate Destroy target undead or construct 
Nec Greater Spectral Hand As spectral hand but works on 6th level and lower spells as well as supernatural touch attacks 
Nec Ray of Entropy Weakens target causing -4 to Strength, Constitution and Dexterity 
 
Trans Alaunghaer’s Triptych Activate up to 3 carried items as a quickened spell (uses up your quickened spell action) but is not 

entirely reliable 
Trans Bite of the Werewolf Take on many aspects of a werewolf 
Trans Extra Ability Use one of your innate spell-like abilities of 4th level or lower an additional time per day  
Trans Frost Vortex Create a vortex of frost that does 1d4 damage per caster level (Max 10d4) to creatures in the area 
Trans Gentle Breath Create a cone of breath that slows and featherfalls all within 
Trans Poison Weapon Grant your natural venom ability to an imbued weapon 
Trans Snatchport As teleport but at a range and with limited range 
Trans Swarm Form Turns you into a swarm of insects like that in the Summon Swarm spell 
 
 
6th-level 
Abjur Greater Spell Resistance Increase target’s natural spell resistance by your caster level 
 
Conj Wall of Maggots Creates a wall of maggots that causes 1d4/2 caster levels of damage to all who attempt to pass 

though 
 
Illus Illusory Pit Creatures believe they are falling 
 
Nec Breath of Contagion Exhale a cone of disease 
Nec Graft Flesh Use corpse flesh to regenerate your own undead body 
 
Trans Call Upon Draconic Heritage Increase your tie to your draconic ancestry 
Trans Empower Venom Increase the damage caused by your natural venom by 1/2 
Trans Frame Teleport As teleport but links 2 frames 
Trans  Mass Strength  Greatly increases the Strength of several creatures for a short time. 
Trans Sirellyn’s Superior Magnetism Affected metal object attracts other metal objects within 30 feet 
 
 
7th-level 
Conj Lava Spikes Spikes of red hot stone cage creatures and delivers 13d6 (10d6 fire + 3d6 impact) damage 
 
Illus Project Alternate Image As project image but any image may be projected 
 
Nec Bonemelt Turn target’s bones to jelly 
Nec Semblance of Life Sacrifice some of your undead qualities to protect yourself against your undead vulnerabilities. 
Nec Vile Rebellion Causes the target’s limbs to detach from his body and animate as zombies under the control of the 

caster 
Nec Whirlwind of Bones Targets take 1d6 + 1 pt per level (up to +10) negative energy/bludgeoning damage from whirling 

bones 
 
Trans Bite of the Wereboar Take on many aspects of a wereboar 
Trans Call Upon Celestial Heritage Increase your tie to your celestial ancestry 
Trans Heighten Venom Increase the DC to save versus your natural venom 
Trans Mind of Another Transforms the subject's mentality into that of an aberration, animal, beast, fey, giant, humanoid, 

magical beast, monstrous humanoid, or vermin. 
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8th-level 
Ench Tharizdun's Maddening Scream Target screams and races about in an uncontrolled mad frenzy 
 
Illus Project Multiple Images As project image but create 1d3+1 images 
Illus Shifting Paths Hides a path while misleading others on an illusory road 
 
Nec Negative Energy Aura Surround yourself with negative energy, causing you 5 damage per round (if alive) or healing you 

that amount (if undead) while causing 1d6+1 per level damage to anyone attacking you without a 
reach weapon. 

 
Trans Awaken Ooze Grant sentience to an ooze 
Trans Bite of the Weretiger Take on many aspects of a weretiger 
Trans Call Upon Fiendish Heritage Increase your tie to your fiendish ancestry 
Trans Greater Extra Ability As extra ability but up to 7th level 
Trans Icy Claw Create a medium sized claws that attacks doing slashing and cold damage 
Trans Maximize Venom Your natural venom does maximum damage 
 
 
9th-level 
Div Hindsight See into the past and use spells to learn from past experiences 
 
Evoc Binding Chain of Fate Huge chain binds target delivering damage and other effects 
Evoc Force Burn Create a bolt of force that does 1d6 damage per 2 caster levels (max 25d6) and burns 1d4 

prepared spells or spell slots from target.  Phaerimm get no resistance and take 1d6 per level (max 
25d6) 

 
Illus Stalking Spell Completely conceals recipient from sight, hearing and smell 
 
Trans Bite of the Werebear Take on many aspects of a werebear 
Trans Planar Pocket Create conditions of your home plane in a 5-foot-radius emanation around yourself 
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Harper 
2nd-level 
Eagles Splendor Temporarily increase recipient’s charisma by 1d4+1 

Herald 
0-level 
Distract Distracts target for a full round giving it a -10 to spot and listen checks. 
 
1st-level 
Glib Tongue Target gains +4 to diplomacy and bluff, +2 for every 2 levels past 1st 
 
2nd-level 
Lord’s Charisma Transmuted creature gains 1d4+1 to charisma 
 
3rd-level 
Eagle Eyes Target gains +20 to search and spot checks for the duration of the spell 
 
4th-level 
Sudden Mastery You gain a +20 competence bonus to the skill of your choice for the duration 
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Epic Spells 
Abjur Oath of Binding Target gains +5 to 3 ability scores of choice and damage reduction of 5/- but is under a geas/quest 
 
Conj  Golem Seed Summon an Enhanced Iron Golem 
 
Evoc Nimbus Cause your body to emit a nimbus of energy causing 20d6 damage (20d10 to undead) to all within the 

area that you choose 
 
Trans Dracomorph Temporarily turns recipient into a Brass Dragon 
Trans Shadar's Primal Devastation Delivers 40d12 energy damage to all within the area and summons a primal elemental for 20 rounds 
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Psion 
0-level 
Clair Chrono Sense A mental hourglass helps you to keep track of the passage of time. 
Clair Intuition You call upon your memories to help with a single attack roll, saving throw, or skill check. 
Clair Xenoscope You assess the health of a single target. 
 
MCreat Acid Splash You deal 1d3 points of acid damage to one foe. 
MCreat Astral Spider Creates an astral spider to fetch items for you.  
MCreat Chilling Mist You deal 1d3 points of cold damage to creatures or objects in a 5-foot area. 
MCreat Deafening Burst You deal 1 point of sonic damage to one foe. 
MCreat Ectoplasmic Repair You mend small tears or breaks in objects. 
MCreat Ectoplasmic Strand You create a ropelike strand of ectoplasm. 
MCreat Electric Jolt You do 1d3 points of electricity damage to one target 
 
PKin Bind/Loosen You make it easier or harder to loosen ropes, open doors, and so on. 
PKin Open/Close You can open or close some objects, such as doors or containers, from a distance. 
 
PMet Dermal Alteration You change the color of your skin, length of your hair, and so on. 
PMet Facial Alteration You manipulate your facial muscles.  
PMet Third Eye You create a third eye that assists with ranged attacks and powers. 
PMet Webbing Webbing appears between your fingers, granting you +8 bonus on the Swim checks. 
 
PPort Hover Field Small crystal objects such as your psicrystal hover within 3 feet of you. 
PPort Volitation You float 2 inches above the ground. 
 
Tele Alter Smell/Taste You alter the taste or smell of one target momentarily. 
 
 
1st-level 
MCreat Lesser Metapsionic Body As metaphysical body, except the bonus is +1. 
 
PMet Glorytongue stretch your tongue and use it as an additional limb 
 
Tele Distraction Creatures attacking affected target get +2 to attack and automatically do sneak attacks (if possible). 
Tele Narrow Thoughts Target must concentrate on one opponent losing dex and shield bonuses to all others. 
 
 
2nd-level 
Clair Discover Truth Target accurately recalls a previous event. 
 
Tele Invasive Telepathy Invade target’s mind with alien thoughts causing wisdom damage to the target 
 
 
3rd-level 
MCreat Metapsionic Body Psion’s body becomes a +3 weapon 
 
Tele Fairy Tale Make target believe that an object is imaginary. 
 
 
4th-level 
PMet Poison Claws Grant your ability to inflict poison to another creature 
 
 
5th-level 
MCreat Greater Metapsionic Body As metaphysical body, except the bonus is +5. 
 
PMet Empower Venom Increase the damage caused by your natural venom by 1/2 
PMet Poison Weapon Grant your natural venom ability to an imbued weapon 
PMet Spit Poison Spit a 30 ft. spray of poison 
 
 
6th-level 
PMet Heighten Venom Increase the DC to save versus your natural venom 
 
 
 
7th-level 
PMet Maximize Venom Your natural venom does maximum damage 
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Psychic Warrior 
0-level 
Bind/Loosen You make it easier or harder to loosen ropes, open doors, and so on. 
Ectoplasmic Repair You mend small tears or breaks in objects.  
Ectoplasmic Strand You create a ropelike strand of ectoplasm. 
Intuition You call upon your memories to help with a single attack roll, saving throw, or skill check. 
Open/Close You can open or close some objects, such as doors or containers, from a distance. 
Third Eye You create a third eye that assists with ranged attacks and powers. 
Volitation You float 2 inches above the ground. 
Webbing Webbing appears between your fingers, granting you +8 bonus on the Swim checks. 
 
 
1st-level 
Lesser Metapsionic Body As metaphysical body, except the bonus is +1. 
 
 
2nd-level 
Find the Heart Caster gains +2d6 sneak attack 
 
 
3rd-level 
Metapsionic Body Psychic warrior’s body becomes a +3 weapon 
 
 
4th-level 
Brittle Psyche Target gains increasing penalties in combat 
Poison Claws Grant your ability to inflict poison to another creature 
 
 
5th-level 
Empower Venom Increase the damage caused by your natural venom by 1/2 
Greater Metapsionic Body As metaphysical body, except the bonus is +5. 
Poison Weapon Grant your natural venom ability to an imbued weapon 
Spit Poison Spit a 30 ft. spray of poison 
 
 
6th-level 
Heighten Venom Increase the DC to save versus your natural venom 
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Truth Seeker 
2nd-level 
Discover Truth Target accurately recalls a previous event. 
Fairy Tale Make target believe that an object is imaginary. 
Find the Heart Caster gains +2d6 sneak attack 
 
3rd-level 
Brittle Psyche Target gains increasing penalties in combat. 
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Spells 

Alaunghaer's Triptych 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 5 
Components: V 
Casting Time: 1 action 
Range: Touch 
Targets: Up to three magic items 
Duration: Instantaneous 
Saving Throw: Special 
Spell Resistance: No (object)  
You activate up to three items you are wearing or carrying, which 
together count as a quickened spell (whether you activate one, 
two, or three items, it counts as a quickened spell for that round, 
preventing you from casting another quickened spell that round). 
These activations occur in any order you choose. Only one ability 
of any particular item can be activated by a particular use of this 
spell, and the ability must be a spell trigger- or command word-
activated ability. The items must be items that you could otherwise 
activate (for example, you have to know the command word for the 
item, a character with no cleric levels could not use this spell to 
activate a wand of cure light wounds, and so on), and must be 
used properly (items that use magic item slots such as bracers and 
rings must be worn in the appropriate location, a wand must be 
held in hand, and so on). The items function normally (you choose 
the target or area, are subject to any limitation of the items, and so 
on) and do not suffer any penalties due to being activated quickly 
by the spell. You may aim the items at the same target or different 
targets. If more than one item generates a touch effect (such as 
ghoul touch and shocking grasp), only the last-activated item's 
touch effect functions, with the other or others having dispersed as 
if you had cast a spell while holding the charge on a touch spell (in 
short, activating multiple touch effects is a wasted use of the 
potential of this spell). 
A triptych is not completely reliable. Each time the spell is cast, roll 
d% for each item; a result of 5% or less means the spell fails to 
activate the item. If the item were the first or second item activated 
by the triptych, you can attempt to activate it again with your 
remaining one or two activations from the spell. 

Annihilation 
Dragon #294 
Evocation [Force]  
Level: Force 9  
Components: V, S  
Casting Time: 1 action  
Range: Medium (100 ft. + 10 ft./level) 
Effect: 2-foot globe of nothingness 
Duration: 1 round/level  
Saving Throw: None  
Spell Resistance: Yes 
Using a blast of incredible force, you tear a temporary hole in the 
fabric of reality. This hole takes on the form of a sphere of 
annihilation. You control the sphere as if you possessed a talisman 
of the sphere. At the end of the duration, the hole seals itself and 
the sphere disappears, leaving a path of destruction in its wake. 

Animate Dead Familiar 
http://www.wizards.com/dnd/ 
Necromancy [Evil] 
Level: Sor/Wiz 5  
Components: V, S, XP 
Casting Time: 1 round  
Range: Touch 
Target: Corpse touched 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 
In order to cast this spell, you must have a familiar, and that 

creature must be dead. You animate the dead familiar as a 
zombielike undead, restoring some measure of the bond you had 
with it while it lived.  
You do not regain the experience points you lost when the familiar 
died. You also lose the special benefits you gained based on the 
familiar's animal type (such as the +2 bonus to Move Silently 
checks bestowed by a cat familiar). Being undead, the creature 
has no Constitution score, which affects its Fortitude saves but not 
its hit points. It retains its natural armor and its preternatural 
Intelligence, as well as all of the special abilities it had based on 
your level except for the ability to speak with animals of its type. It 
still has effective Hit Dice equal to your level and hit points equal to 
half your total hit points.  
The undead familiar resembles a zombie, but is not slow like a 
zombie. Its type changes to Undead. As an undead creature, it is 
immune to mind-influencing effects, poison, sleep, paralysis, 
stunning, and disease. It is not subject to critical hits, subdual 
damage, ability damage, energy drain, or death from massive 
damage. If you are within range of the familiar's empathic link with 
you (one mile), it cannot be turned or rebuked. Beyond that range, 
it is subject to turning and rebuking (as well as commanding and 
destroying) as an undead of its effective Hit Dice. 
In addition, the familiar gains a special attack delivered by a melee 
attack. The nature of this attack depends on your caster level at 
the time you cast this spell; it does not improve as your level 
increases. You may choose a lower-level ability than your level 
indicates. 
 

Caster 
Level Special Attack 
9-10 Paralysis: Those hit by the undead familiar's 

attack must succeed at a Fortitude save (DC 14) 
or be paralyzed for 1d6+2 minutes. Elves are 
immune to this paralysis. 

11-14 Strength damage: The undead familiar's attack 
deals 1d6 points of temporary Strength damage 
in addition to the normal damage. 

15-18 Energy Drain: Living creatures hit by the undead 
familiar's attack receive one negative level. The 
Fortitude save to remove the negative level has 
a DC of 16. 

19-20 Constitution Drain: Living creatures hit by the 
undead familiar's attack must succeed at a 
Fortitude save (DC 18) or suffer 1d6 points of 
permanent Constitution drain. 

 
If the undead familiar is destroyed, you lose experience points as if 
you had lost a living familiar (again). The corpse is utterly 
destroyed in this case, and cannot be animated via this spell again, 
nor can it be restored to life with a raise dead spell (resurrection 
will work, however). 
You cannot cast this spell on another character's familiar.  
XP Cost: 100 XP. 

Arcane Bolt 
http://www.wizards.com/dnd/ 
Evocation [Force] 
Level: Sor/Wiz 1 
Components: V, S 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Targets: Up to five creatures, no two of which can be more than 
15 ft. apart 
Duration: Instantaneous 
Saving Throw: Reflex half 
Spell Resistance: Yes 
A bolt of magical energy shoots forth from your fingertips at its 
target, dealing 1d6+1 points of damage. 
For every two levels of experience past 1st, you gain an additional 
bolt, which you fire at the same time. You have two at 3rd level, 
three at 5th level, four at 7th level, and the maximum of five bolts 
at 9th level or higher. If you shoot multiple bolts, you can have 
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them strike a single creature or several creatures. A single bolt can 
strike only one creature. You must designate targets before you 
roll for SR or roll damage. 
This spell counts as magic missile for spell, items, or special 
qualities that protect a target from magic missile, such as a brooch 
of shielding and shield. 

Arcane Mark Ward 
Dragon #289 
Abjuration  
Level: Sor/Wiz 2  
Components: V, S, M 
Casting Time: 10 minutes 
Range: Close (25 ft. + 5 ft./level) 
Area: 25-ft. radius emanation centered on a point in space 
Duration: 1 day /level 
Saving Throw: None 
Spell Resistance: No 
A sophisticated and long-lasting version of the alarm spell, arcane 
mark ward responds only to objects or creatures bearing the 
caster's arcane mark. 
As long as he remains within one mile of the warded area, the 
caster is alerted each time a creature or object bearing his arcane 
mark enters or leaves the area. In all other respects, this alert 
functions exactly like the mental alarm version of the alarm spell. 
Marked Ethereal or Astral creatures and objects do not trigger the 
arcane mark ward unless they become material while in the 
warded area. 

Atrophy 
Dragon #300 
Necromancy [Evil]  
Level: Sor/Wiz 5  
Components: V, S, M  
Casting Time: 1 round  
Range: Short (25 ft. + 5 ft./2 levels)  
Target: One living creature  
Duration: Instantaneous  
Saving Throw: Fortitude partial  
Spell Resistance: Yes 
This spell has two linked effects. A victim of atrophy immediately 
suffers 1d8 points of Dexterity damage and 1d8 points of 
Constitution damage. In addition, the victim's arms and legs wither 
and become nearly useless. A victim of an atrophy spell suffers a 
25% failure chance each time he attempts an action that requires 
the use of his arms; this includes attacking with weapons or 
casting spells with somatic components. Additionally, the victim's 
base speed is cut in half, and he cannot run. The victim's 
appendages remain atrophied until nil ability damage caused by 
this spell is heated, either through natural rest or magical 
restoration. A successful Fortitude saving throw halves the ability 
damage and negates the failure chance and speed reduction. 
If the victim of an atrophy spell fails to resist the full effects of the 
spell, a magical link manifests between the victim and the caster. 
This link siphons a portion of the victim's pain and anguish to the 
caster, who receives this energy as a +2 enhancement bonus that 
lasts for a number of minutes equal to the caster's level. This 
enhancement bonus can be applied either to any one ability score, 
skill check, or saving throw, at the caster's choice. Since this is an 
enhancement bonus, it does not stack with itself or with 
enhancement bonuses granted by other effects. 
Material Component: A patch of dried skin taken from a dead body. 

Attract Eyes 
Dragon #304 
Enchantment (Compulsion) [Mind-Affecting]  
Level: Sor/Wiz 0  
Components: V  
Casting Time: 1 action  
Range: 30 ft.  
Target: One creature  
Duration: Instantaneous  
Saving Throw: Will negates  
Spell Resistance: Yes 
With an abrupt shout, you momentarily compel the target to look at 
your face. A creature that fails its saving throw looks directly at you 
and must immediately make a saving throw against your gaze 
attack, if you have one. Temporary gaze attacks granted by spells, 
magic items, and the like count for the purposes of this spell. 

Aura of Power 
Dragon #304 
Evocation  
Level: Clr 6  
Components: V, DF  
Casting Time: 1 action  
Range: Personal  
Target: You  
Duration: 1 round/level 
A shimmering field of divine power surrounds you, granting you the 
following benefits: 

• Your natural armor, if you already have some, toughens 
to increase your natural armor bonus by +4. If you do 

• not have a natural armor bonus already (including one 
provided by an amulet of natural armor or a barkskin 
spell), this 

• spell does not grant you one.  
• Your natural attack forms, if you have any, become 

heavier and sharper, dealing 2 extra points of damage 
with 

• each successful attack. This does not improve unarmed 
strikes, only natural attacks such as claws, bites, and 
slams. 

• The saving throw DCs for your supernatural abilities, if 
you have any, increase by +2. Spells you cast, spell-like 
abilities you possess, and extraordinary abilities are 
unaffected, 

Awaken Beast 
Dragon #304 
Transmutation 
Level: Drd 7 
Target: Beast touched 
As awaken, but you awaken a beast with an Intelligence score no 
higher than 3, such as a dinosaur or bulette, rather than an animal 
or tree. Like an awakened animal, the beast gets 2d6 Intelligence, 
+1d3 Charisma, and +2 HD. 
XP Cost: 350 XP. 

Awaken from Afar 
http://www.wizards.com/dnd/ 
Evocation 
Level: Sor/Wiz 5, Clr 6, Drd 6 
Components: V 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Target: One spell trigger activation item 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 
An awaken from afar spell allows you to use a spell trigger item 
without actually touching the item. The item to be activated must 
be within the range of the awaken from afar spell, and it functions 
as though you yourself were triggering it from its current position. 
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All other conditions, such as the requirement that you have the 
spell on your spell list or if the item’s enchantment restricts its use 
to a particular race or individual, still apply. Both you and the item 
to be activated have to be on the same plane. The item cannot be 
in the possession of another creature at the time of activation, and 
it must be an item that you have previously triggered normally (in 
other words, without the aid of an awaken from afar spell. 

Awaken Magical Beast 
Dragon #304 
Transmutation  
Level: Drd 9 
Target: Magical beast touched 
As awaken, but you awaken a magical beast with an Intelligence 
score no higher than 3, such as a basilisk or frost worm. Like an' a 
wakened animal, the magical beast gets 3d6 Intelligence, +1d3 
Charisma, and +2 HD.  
XP Cost: 500 XP. 

Awaken Ooze 
Dragon #304 
Transmutation  
Level: Sor/Wiz 8  
Components: V, S, XP  
Casting Time: One hour  
Range: Touch  
Target: Ooze touched  
Duration: Instantaneous  
Saving Throw: Will negates  
Spell Resistance: Yes 
Similar to the awaken spell, awaken ooze grants humanlike 
sentience to an ooze. For the spell to succeed, you must make a 
Will save (DC 10 + the target's HD). The awakened ooze is 
indifferent toward you, feeling no particular debt of gratitude for its 
condition. You can command it, however, forcing it to perform a 
certain task if you win an opposed Charisma check. If you win the 
check, the ooze obeys your instructions for 1 minute, then reverts 
to its indifferent attitude. 
An awakened ooze gains the aberration type but keeps all of the 
characteristics of the ooze type except immunity to mind-
influencing effects. (Since it now has a mind, it is no longer 
immune to such effects.) It gains new Intelligence, Wisdom, and 
Charisma  scores of 3d6. If gains skills and feats according to its 
new type: skill points equal to 2 x its new Intelligence score +2 per 
Extra Hit Die, and a number of feats equal to its Intelligence bonus 
+1 per 4 Extra Hit Dice. (Use the variant skill and feat calculations 
in Savage Species if you are using the other rules in that book.) 
An awakened ooze can speak one language that you know, plus 
one additional language that you know per point of Intelligence 
bonus (if any). 
XP Cost: 500 XP. 

Bane Weapon 
Dragon #279 
Transmutation 
Level: Clr 4, Sor/Wiz 4 
Components: V, S 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One weapon or 50 projectiles, all of which must be in 
contact with each other at the time of casting. 
Duration: 10 minutes/level 
Saving Throw: Will negates (harmless, object) 
Spell Resistance: Yes (harmless, object) 
This spell makes a weapon more potent against a particular type of 
creature. At the time of casting, a creature type must be chosen 
from the list below: 

• Aberrations 
• Animals 
• Beasts 
• Constructs 
• Dragons 
• Elemental 

• Fey 
• Giants 
• Humanoids (must choose subtype) 
• Magical beasts 
• Monstrous humanoids 
• Oozes 
• Outsiders, chaotic 
• Outsiders, evil 
• Outsiders, good 
• Outsiders, lawful 
• Plants 
• Shapechangers 
• Undead 
• Vermin 

 
Against its designated foe, the weapon's effective enhancement 
bonus is +2 better than its normal enhancement bonus (so a +1 
longsword is a +3 longsword against its foe). Further, it deals +2d6 
points of bonus damage against the foe. 

Battle Hymn 
Dragon #275 
Enchantment (Charm) [Mind-Affecting] 
Level: Brd 3, Sor/Wiz 4 
Components: V, S 
Casting Time: 1 action 
Range: 30 ft. 
Target: All allies within 30 ft, 
Duration: 1 round/level 
Saving Throw: Will negates (Harmless) 
Spell Resistance: Yes (Harmless) 
This spell brings forth a stirring martial tune that inspires all 
creatures within the area who are friendly to the caster. These 
creatures gain a +z morale bonus to all Will saving Throws for the 
duration of the spell. The caster gains no bonus from his own 
battle hymn, even if he is within the area of effect. 

Befoul Water 
Dragon #285 
Necromancy [Evil]  
Level: Water 2  
Components: V, S 
Casting Time: 1 action  
Range: Medium (100 ft. + 10 ft./level)  
Area: 10-ft. radius of water  
Duration: 1 minute/level (D)  
Saving Throw: None  
Spell Resistance: No  
All water within the radius takes on a particularly vile quality, so 
that any movement of that water inflicts damage upon living 
creatures it touches. Any significant movement of water (attacks by 
water elementals, a control water spell, a splash of more than a 
gallon of water, or a natural current of more than 5 mph) within the 
radius inflicts 1d6 points of negative energy damage per round. 
Undead are not affected by this spell. 

Binding Chain of Fate 
http://www.wizards.com/dnd/ 
Evocation 
Level: Sor/Wiz 9 
Components: V, S, M 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Whirling chain of force 
Duration: 1 round/level 
Saving Throw: Will negates 
Spell Resistance: Yes 
You create a chain of force links that whirl into a loop above a 
single creature of your choice, making a metallic rattling sound as 
it does so. The chain is 10 feet high, 10 feet thick, and forms a loop 
large enough to completely contain the target. If the creature fails 
its saving throw, the chain encircles it. The chain has several 
effects, some of which are redundant. 
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No magic functions within the chain, as if the chain defined the 
area of an antimagic field. This means that the target cannot use 
any magic, and no magic from outside the chain affects the 
creature. Any creature within the area defined by the chain is 
subject to this negation of magic. 
The target creature cannot leave the area defined by the chain. 
Other creatures can enter or leave the area (although they 
normally must go over or under the chain, since the chain itself is a 
force barrier similar to a barred cage form of the forcecage spell). If 
the target was in midair (flying, levitating, and so on) when the 
chain took effect, the chain suspends the target in midair safely as 
if it had a solid floor. 
The chain prevents the target from changing form, including 
lycanthropic form changes, vampiric transformations, or polymorph 
or similar effects. 
The chain acts as a dimensional anchor upon the target. 
The chain deals 1d6 points of force damage per round to the 
target. 
The chain cannot be dispelled, but it can be destroyed by more 
powerful magic such as disintegrate, miracle, Mordenkainen's 
disjunction, wish, or a rod of cancellation. 
There is a specific but little-known counterspell that prevents a 
protected target from being enchained. Certain writings in 
Candlekeep also speak of at least two methods of magically 
shattering a chain, each employing a different trio of specific 9th-
level spells that must be cast at or on the chain (obviously by 
someone outside of the chain's area) within 3 consecutive rounds. 
Material Component: The hair of a creature with at least three 
spell-like abilities and any magic potion. 

Bite of the Werebear 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 9, Drd 8 
Components: V, S, M 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 round/level 
You take on certain qualities of a brown bear, almost as though 
you were a werebear in hybrid form (if werebears had hybrid 
forms). You gain a +16 enhancement bonus to your Strength 
score, a +2 enhancement bonus to your Dexterity score, and a +8 
enhancement bonus to your Constitution score. Your face 
becomes that of a bear and your hands become massive paws 
with sharp claws. These paws burden you with a 25% spell failure 
chance when you cast any spell with a somatic component (even a 
divine spell).  
You can attack with both claws at your full base attack bonus and 
your bite at only 2 from your full attack bonus (as if you had the 
Multiattack feat). The claws deal 1d8 points of damage each (1d6 if 
you are Small), and the bite deals 2d8 (2d6 if you are Small). You 
gain the benefits of the Blind-Fight and Power Attack feats as well, 
and a +7 natural armor bonus. 
Material Component: Hair from a werebear. 

Bite of the Wereboar 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 7, Drd 6 
Components: V, S, M 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 round/level 
You take on certain qualities of a boar, almost as though you were 
a wereboar in hybrid form (if wereboars had hybrid forms). You 
gain a +4 enhancement bonus to your Strength score and a +6 
enhancement bonus to your Constitution score. Your face 
becomes that of a boar, and you can attack with your tusks if you 
choose, dealing 1d8 points of damage (or 1d6 points if you are 
Small) on a hit. You gain the benefits of the Blind-Fight feat as 
well, and a +8 natural armor bonus. 
Material Component: Hair from a wereboar. 

Bite of the Wererat 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 4, Drd 3 
Components: V, S, M/DF 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 round/level 
You take on certain qualities of a dire rat, almost as though you 
were a wererat in hybrid form. You gain a +6 enhancement bonus 
to your Dexterity score and a +2 enhancement bonus to your 
Constitution score. You gain a +3 natural armor bonus as your 
hide thickens and sprouts extra hair. Your face lengthens into a 
ratlike snout, and you can attack with your bite as a natural 
weapon without provoking an attack of opportunity. The bite deals 
1d4 points of damage, or 1d3 points if you are Small. You also 
gain the benefits of the Weapon Finesse feat with your bite attack. 
Arcane Material Component: Hair from a wererat. 

Bite of the Weretiger 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 8, Drd 7 
Components: V, S, M 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 round/level 
You take on certain qualities of a tiger, almost as though you were 
a weretiger in hybrid form. You gain a +12 enhancement bonus to 
your Strength score, a +4 enhancement bonus to your Dexterity 
score, and a +6 enhancement bonus to your Constitution score. 
Your face lengthens into a tigerlike muzzle and your fingernails 
grow into sharp claws. You can attack with both claws at your full 
base attack bonus and your bite at only 2 from your full attack 
bonus (as if you had the Multiattack feat). The claws deal 1d8 
points of damage each (1d6 if you are Small), and the bite deals 
2d6 (2d4 if you are Small). You gain the benefits of the Blind-Fight 
and Power Attack feats as well, and a +5 natural armor bonus. 
Material Component: Hair from a weretiger. 

Bite of the Werewolf 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 5, Drd 4 
Components: V, S, M 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 round/level 
You take on certain qualities of a wolf, almost as though you were 
a werewolf in hybrid form. You gain a +2 enhancement bonus to 
your Strength score, a +4 enhancement bonus to your Dexterity 
score, and a +4 enhancement bonus to your Constitution score. 
Your face lengthens into a wolflike muzzle, and you can attack with 
your bite if you choose, dealing 1d6 points of damage (or 1d4 
points if you are Small) on a hit. You gain the benefits of the Blind-
Fight feat as well, and a +4 natural armor bonus.  
Material Component: Hair from a werewolf. 
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Bladesong 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Brd 2, Sor/Wiz 2 
Components: V, S, F 
Casting Time: 1 action 
Range: Touch 
Target: Weapon touched 
Duration: 1 round/level 
Saving Throw: Will negates (harmless, object) 
Spell Resistance: Yes (harmless, object) 
Bladesong makes a bladed weapon emit magical music in combat. 
Any round that the weapon is used in melee combat, this spell 
allows the wielder to make a single, additional touch attack with the 
sword as a free action. The attack uses the wielder's normal attack 
bonus with that weapon but inflicts no damage. Instead, anyone 
successfully touched by the weapon in this way is dazed for one 
round. Dazed characters cannot take actions but can defend 
themselves normally. 
Focus: The weapon. 

Blast of Air 
Dragon #285 
Evocation 
Level: Sor/Wiz 1 
Components: V, S 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Cone of air 
Duration: Instantaneous 
Saving Throw: Reflex negates 
Spell Resistance: Yes 
A cone of air whirls away from your outstretched hand. Those 
failing their saves are blinded for 1 round by dirt and dust. 
Sightless creatures are immune to the blinding effect but can still 
take damage. The winds are not strong enough to extinguish 
flames larger than candles. 

Blast of Force 
Dragon #294 
Evocation [Force] 
Level: Force 3 
Components: V, S 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Target: One creature or object 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: Yes 
You direct a single, invisible blast of force at a chosen target. This 
is a ranged touch attack that inflicts 1d6 points of damage for every 
two levels, to a maximum of 5d6. In addition, a successful hit 
forces the target to make a fortitude save or be knocked prone 
(size and stability modifiers apply to the saving throw as if this 
were a bull rush.) 

Blight Fire 
Dragon #285 
Necromancy [Evil]  
Level: Fire 2  
Components: V, S  
Casting Time: 1 action  
Range: Medium (100 Ft. + 10 ft./level)  
Area: 10-ft. radius of fire  
Duration: 1 minute/level (D)  
Saving Throw: None  
Spell Resistance: No  
All fire within the radius takes on a particularly vile quality, inflicting 
additional damage upon living creatures That it touches. Any 
damage inflicted by fire (whether normal, magical, or the essence 
of an elemental) within the radius is increased by +1d6 points of 

negative energy damage per round. This additional damage is not 
fire damage. Undead are not affected by this spell. 

Blood Siphon 
Dragon #300 
Necromancy [Evil]  
Level: Sor/Wiz 3  
Components: V, S  
Casting Time: 1 action  
Range: Short (25 ft. + 5 ft./2 levels)  
Target: One bleeding creature  
Duration: 1 round/level  
Saving Throw: Fortitude negates  
Spell Resistance: Yes 
This spell can only be cast on a living creature that is bleeding 
(either damaged by a piercing or slashing weapon in the last 
round, unconscious and dying, or suffering from a wounding 
effect). If the victim fails to resist the spell, her blood suddenly 
leaps into an unholy life, slithering out of her wounds and onto the 
surface of her body. 
Once the blood animates, it forms writhing liquid tendrils that 
rapidly seek out the caster. The victim of the spell suffers 1 point of 
Strength damage per round as the blood continues to writhe out of 
her wounds. The blood tendrils slither through the air at a speed of 
20 ft., seeking to attach to the caster. Solid barriers prevent the 
tendrils from reaching the caster, but they can slither around 
objects and creatures, and through tiny gaps (such as under 
closed doors). Once the blood reaches the caster, it automatically 
attaches and transfers the victim's life essence into the caster. 
Each round the connection persists, the caster gains a +1 
enhancement bonus to Strength for each point of Strength the 
target loses. When the spell ends, any bonus to the caster's 
Strength score ends as well. Strength lost by the victim must be 
regained through magic or rest. 
The animated blood vanishes (along with any Strength bonus the 
caster has gained from the spell) if the victim receives any amount 
of magical healing. However, if the victim is wounded with a 
slashing or piercing weapon after being healed and while the blood 
siphon is still in effect, the blood from the new wound animates and 
begins to seek out the caster as detailed above. 

Blood Blister 
Dragon #300 
Transmutation  
Level: Sor/Wiz 1  
Components: V, S, F  
Casting Time: 1 action  
Range: Short (25 feet + 5 feet/2 levels) 
Target: One living creature  
Duration: 1 hour/level  
Saving Throw: Fortitude negates  
Spell Resistance: Yes 
When this spell is cast, the caster makes a twisting motion in the 
air with a pair of tongs. If the victim fails to resist the spell, several 
foul-smelling, disgusting blood blisters arise on the victim's face. 
These blisters burst and weep infected blood over the course of a 
minute before fading away. As long as the blisters are present, the 
victim suffers a -4 circumstance penalty to all Charisma-based skill 
checks, as well as a -1 penalty to all Will saving throws due to a 
terrible depression they bring on. 
Although the blisters persist for only a minute, the spell itself 
persists for one hour per caster level. During this lime, if the victim 
attempts any Charisma-based skill check, the blood blisters 
immediately resurface on his face for another minute, imparting the 
-4 circumstance penalty to that check and any other Charisma-
based checks made for the remainder of that minute. 
Focus: A pair of iron tongs. 
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Blood Drinker 
Dragon #304 
Necromancy [Evil]  
Level: Clr 4, Sor/Wiz 4  
Components: S, F/DF  
Casting Time: 1 action  
Range: Touch  
Target: Creature touched  
Duration: 1 round/level  
Saving Throw: Fortitude negates (harmless)  
Spell Resistance: Yes (harmless) 
The target's teeth elongate into fangs, and it gains the ability to 
suck blood with its bite, as a vampire does. As an attack action, the 
creature can make a successful grapple check against a pinned 
target. If successful, it inflicts 1d4 points of permanent Constitution 
drain. 
If the target already has a blood drain attack (such as that of a dire 
weasel, gibbering mouther, rast, or stirge), it deals an additional 
1d4 points of permanent Constitution drain. Also, if its blood drain 
attack deals temporary Constitution damage, it instead deals 
permanent Constitution drain for the duration of the spell.  
Arcane Focus: The tooth of a vampire. 

Bolster Damage Reduction 
Dragon #304 
Abjuration 
Level: Clr 3, Drd 3, Sor/Wiz 3  
Components: V, S, M  
Casting Time: 1 action  
Range: Touch 
Target: Creature touched  
Duration: 1 minute/level (D)  
Saving Throw: Will negates (harmless)  
Spell Resistance: Yes (harmless) 
The target creature's damage reduction improves, increasing the 
amount of damage ignored by 5 points. The type of weapon that 
overcomes the creature's DR does not change. Thus, if you cast 
this spell on a grick with DR 15/+1, its damage reduction would 
become 20/+1. This spell has no effect on a creature that does not 
already have DR, and it does not improve damage reduction (such 
as a barbarian's) that cannot be overcome. Multiple castings of this 
spell do not stack, nor does it stack with damage reduction from 
spells.  
Material Component: A small rod of iron. 

Bolts of Bedevilment 
Dragon #294 
Enchantment [Mind-affecting] 
Level: Madness 5 
Components: V, S 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Target: Up to three creatures 
Duration: 2 rounds/level 
Saving Throw: Will negates 
Spell Resistance: Yes 
This spell empowers you with the ability to cast three Bolts, one 
per round during a period of one round per level. Attacking with the 
ray attack is a standard action. The ray affects one living creature, 
clouding the mind so that he takes no actions for 1d3 rounds. The 
affected creature is dazed (not stunned), so attackers get no 
special advantage against him, but he can't move, cast spells, use 
mental abilities and so on. 

Bonemelt 
http://www.wizards.com/dnd/ 
Necromancy 
Level: Sor/Wiz 7 
Components: V 
Range: Medium (100 ft. + 10 ft./level) 
Effect: Special 
Duration: 1 day/level (D) 
Saving Throw: Fortitude partial 
Spell Resistance: Yes 
You transform the bones of a living, vertebrate creature to jelly. 
This spell has no effect on constructs, undead, plants, oozes, 
vermin, elemental, or aberrations. 
If the target makes a successful Fortitude save, only one limb is 
affected (determine randomly, not including the head or tail, if any). 
The limb becomes a dangling, jelly-like mass lacking the strength 
to hold or carry things. If the limb is used for locomotion (for 
example, a leg), the target's speed drops by three-quarters and 
Dexterity suffers a -8 circumstance penalty. If the limb is used for 
manipulation (for example, an arm), the target's Dexterity suffers a 
-8 circumstance penalty and all spellcasting requires a 
Concentration check (minimum DC 15). Held items are dropped, 
but worn items are not dropped. 
If the target fails his Fortitude save, the victim collapses (at the end 
of his next action) into a helpless, amoeba-like slithering blob. 
Breathing and movement by creeping (speed 10 feet) is possible, 
but climbing, flying, wielding items, and the like becomes 
impossible. Death won't directly occur from this alteration but it 
often results from the lack of swift mobility the spell causes.  
After failing his initial saving throw, the target of this spell can make 
an additional Fortitude save every 24 hours. If he succeeds, his 
form changes to the same state as if he had saved against the 
spell originally. 

Bone Soften 
Dragon #300 
Transmutation  
Level: Sor/Wiz 2  
Components: V  
Casting Time: 1 action  
Range: Touch 
Target: Vertebrate creature touched  
Duration: 1 minute/level  
Saving Throw: Fortitude negates  
Spell Resistance: Yes 
This spell softens the bone structures of the recipient. The spell 
does not dramatically change the target's overall shape, as the 
bones are still strong enough to maintain if, but the bones become 
flexible and resistant to bludgeoning damage. A character under 
the effects of this spell gains damage reduction 5/- against 
bludgeoning attacks. Unfortunately, this softening of the bones 
terribly weakens the target as well. For the duration of the spell, 
the victim suffers a -4 circumstance penalty to Strength and 
Constitution; this penalty cannot reduce either ability below 1. 
A character under the effects of a bone soften spell can easily 
escape bonds and chains, and gains a +20 bonus to Escape Artist 
checks. This spell does not soften bones enough to allow someone 
to slip under a door crack or any opening narrower than 6 inches. 
The physical sensations of a bone soften spell can be strangely 
addictive. This spell has an addiction rating of Low; rules for 
addiction can be found in the Book of Vile Darkness or Lords of 
Darkness. If you do not have access to one of these books, ignore 
this side effect, add a Somatic component to the spell, and 
increase its casting time to 1 round. 
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Bone Spurs 
Dragon #300 
Necromancy [Evil]  
Level: Sor/Wiz 5 
Components: V, S 
Casting Time: 1 action  
Range: Close (25 feet + 5 feet/2 levels) 
Target: One living creature  
Duration: 1 round/4 levels  
Saving Throw: Fortitude partial  
Spell Resistance: Yes 
Those who successfully resist this spell suffer a flash of pain and 
take 2d6 points of damage. A victim who fails her save falls prone, 
dazed by pain as jagged bone spurs grow out of her body. These 
spurs cut skin and tissue to ribbons. Each round the spell persists, 
it causes 4d6 points of damage and 2 points of Dexterity damage 
to the victim. This damage also applies to any armor or clothing 
worn by the victim. While the bone spurs grow, slithering bands of 
energy lance out of the victim's body, inflicting 1d6 points of vile 
damage to all living creatures within 5 feet of the victim each 
round. (Unlike regular damage, vile damage can only be healed by 
magic cast within the area of a consecrate or hallow spell.) 
Once the spell's duration ends, new bone spur growth is halted, 
but the magical disease continues to course through the victim's 
body. The victim may make a new Fortitude saving throw once a 
day to recover from the disease; each failed saving throw results in 
1 point of Charisma damage as the bone spurs continue to grow 
into fantastic shapes much like antlers. A successful saving throw 
indicates that the victim has recovered from the disease. Once the 
victim recovers from the disease, the exposed bone spurs die and 
fall off, leaving the victim's body badly scarred and deformed. A 
wish, miracle, limited wish, regeneration, or heal spell cures the 
bone spurs and any lingering deformity. Casting any of these 
spells or a remove disease spell on an afflicted victim during the 
duration of the spell ends the spell and cures the victim. 

Breath of Contagion 
Dragon #304 
Necromancy  
Level: Clr 5, Drd 5, Sor/Wiz 6 
Components: S, DF  
Casting Time: 1 action 
Range: 30 ft.  
Area: 30-ft. cone  
Duration: Instantaneous 
Saving Throw: Fortitude negates  
Spell Resistance: Yes 
You exhale a cone of putrid breath that can infect creatures with 
disease. If you are currently suffering from a disease, creatures 
within the cone who fail their saving throws are infected with the 
same disease. If you have a natural attack that causes disease 
(such as mummy rot or demon fever), subjects are infected with 
that disease. Alternatively, if you previously cast contagion and 
have not discharged that spell, subjects are infected with the dis-
ease you choose, as per contagion, (Normally, if you cast another 
spell when you are holding the charge on a previously-cast spell, 
the first spell dissipates. The contagion spell does dissipate when 
you cast breath of contagion, but its magic is transferred into your 
noxious breath.) If none of these conditions apply, the spell has no 
effect. If you are suffering from more than one disease, or if you 
are infected with one disease and can transmit another, creatures 
within the cone must attempt one saving throw for each possible 
disease. 

Bristle 
Dragon #275 
Transmutation  
Level: Sor/Wiz 2  
Components: V, S  
Casting Time: 1 action  
Range: Touch 
Target: Suit of armor touched  
Duration: 1 minute/level (D)  
Saving Throw: None  
Spell Resistance: No 
The bristle spell temporarily enchants one suit of armor, causing it 
to grow long hard spikes that stick out in all directions. This spell 
does not work on clothing other than armor, but it does function 
with armor that already has spikes built in. The spikes are flexible 
enough not to hamper the creature wearing the armor. Each round, 
the first time the armor wearer attacks a target in melee 1d4 spikes 
strike out as well (as a melee attack), growing in length and 
hardness. The spikes have a total attack bonus equal to the 
spellcasting level of the caster (no other bonuses apply). Each 
spike does 1d4 points of damage. The spikes never score a critical 
hit. 

Burning Sword 
Dragon #275 
Evocation  
Level: Sor/Wiz 4  
Components: V, S  
Casting Time: 1 action  
Range: Touch  
Target: Weapon touched  
Duration: a minutes/level (D)  
Saving Throw: None  
Spell Resistance: No 
A weapon enchanted with a burning sword spell is engulfed in 
flickering blue flames that shed azure light out to 30 feet. These 
flames do not harm the weapon or its wielder, but for the duration 
of the spell it delivers fire damage in addition to its normal damage. 
The enchanted weapon deals +1d6 points of fire damage on a 
successful hit. Also, on a critical hit, the weapon inflicts additional 
fire damage based on the weapon's critical hit multiplier: 
 
 Critical Hit Additional Fire 
 Multiplier Damage 
 x2 +1d10 
 x3 +2d10 
 x4 +3d10 
 
This spell may be cast on arrows and crossbow bolts. Upon a 
successful hit, the arrow or bolt inflicts its fire damage as 
appropriate, then loses its enchantment. 

Call Familiar 
Dragon #280 
Transmutation [Teleportation] 
Level: Sor/Wiz 3 
Range: 1 mile 
Components: V, S 
Duration: Instantaneous 
Casting Time: 1 action 
Target: Caster's familiar 
Saving Throw: None 
Spell Resistance: Yes (harmless)  
This spell summons your familiar into your presence from up to 1 
mile away {within the range of your empathic link). The familiar 
appears immediately, anywhere within arm's reach of you. 
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Call Upon Celestial Heritage 
Dragon #304 
Transmutation 
Level: Clr 7, Pal 4, Sor/Wiz 7 
Components: V, S, F/DF 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 minute/level (D) 
You can only cast this spell if you have celestial ancestry - if you 
are an aasimar, a celestial creature, or a half-celestial. When you 
cast call upon celestial heritage, you magically enhance the 
celestial blood in your veins to gain the qualities of a full-blooded 
celestial. You gain the following special qualities: 

• Immunity to electricity and petrification attacks 
• A +4 sacred bonus on saving throws against poison 
• Darkvision with a range of 60 feet and low-light vision 
• The ability to speak with any creature that has a 

language, as though using a Tongues spell 
• Damage reduction 10/+1 
• Arcane Focus: A silver holy symbol. 

Call Upon Draconic Heritage 
Dragon #304 
Transmutation  
Level: Sor/Wiz 6 
As call upon celestial heritage, but you can only cast this spell if 
you are a half-dragon, a draconic creature (see dragon #301), or a 
sorcerer. You gain the following special qualities: 

• Immunity to sleep and paralysis effects 
• Darkvision with a range of 120 feet and low-light vision 
• Spell resistance equal to 10 + your caster level 

Focus: A scale from a dragon. 

Call Upon Fiendish Heritage 
Dragon #304 
Transmutation 
Level: Clr 8, Sor/Wiz 8 
As call upon celestial heritage, but you can only cast this spell if 
you have fiendish ancestry - if you are a tiefling, a fiendish 
creature, or a half-fiend. You gain the following special qualities:  

• Acid, cold, and fire resistance 20 
• Immunity to poison 
• Darkvision with a range of 60 feet 
• The ability to communicate telepathically with any 

creature within 60 feet that has a language 
• Damage reduction 10/+1 

Arcane Focus: A silver unholy symbol. 

Choking Claw 
http://www.wizards.com/dnd/ 
Evocation 
Level: Sor/Wiz 5 
Components: V, S, F 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Effect: 10-ft. hand 
Duration: 1 round/level (D) 
Saving Throw: None 
Spell Resistance: Yes 
Choking claw creates a Large magic hand in the form of a black, 
taloned claw that moves and attacks as directed by you. (You 
direct it as a free action). The floating hand can move up to 60 feet 
and can attack in the same round. Since this hand is directed by 
you, its ability to notice or attack invisible or concealed creatures is 
no better than yours. The hand attacks once per round, and its 
attack bonus equals your level + your Intelligence or Charisma 
modifier (for a wizard or sorcerer, respectively), +7 for the hand's 
Strength score (25), -1 for being Large. The hand's damage is 
1d8+7. The hand cannot stun, grapple, or bull rush. 

This floating, disembodied claw is 10 feet long and about that wide 
with its fingers outstretched. It has as many hit points as you when 
undamaged and its AC is 20 (-1 size, +11 natural). It takes 
damage as a normal creature, but most magical effects that don't 
cause damage do not affect it. The hand cannot push through a 
wall of force or enter an antimagic field. It suffers the full effects of 
a prismatic wall or prismatic sphere. The hand makes saving 
throws as its caster. Disintegrate or a successful dispel magic 
destroys the hand. 
By concentrating (as a standard action), you can designate a new 
opponent for the hand. 
Focus: The taloned claw of some beast. 

Channel the Void 
Dragon #304 
Necromancy  
Level: Clr 5, Sor/Wiz 5  
Components: V, S, M/DF  
Casting Time: 1 action  
Range: Personal  
Target: You  
Duration: 1 round/level 
Opening yourself up to the debilitating power of the Negative 
Energy Plane, you empower your energy-draining attacks. If you 
have an attack that bestows negative levels, the number of 
negative levels bestowed is increased by 1. If you have an attack 
that drains (not merely damages) ability scores, the number of 
points drained is increased by one-half the normal amount. If you 
use a spell to duplicate these effects, the results are the same. For 
example, a wight who has cast channel the void bestows two 
negative levels with a successful slam attack, a wraith with this 
spell in effect deals 1d6 x 1.5 points of permanent Constitution 
drain with a successful incorporeal touch attack, and a wizard who 
casts enervation while using this spell bestows 1d4+1 negative 
levels. 
Arcane Material Component: A piece of flesh taken from an 
energy-draining undead creature (such as a wight or a vampire). 

Clear Mind 
Dragon #299 
Abjuration 
Level: Pal 1 
Components: V, S, DF 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 10 minutes/level 
You gain a +4 sacred bonus to saving throws against mind-
affecting spells and effects. 

Coin of the Realm  
Dragon #302 
Illusion (Glamer)  
Level: Sor/Wiz 0  
Components: V, S  
Casting Time: 1 action  
Range: Touch  
Target: 1 pebble  
Duration: 1 hour/level  
Saving Throw: Yes (see text)  
Spell Resistance: No 
When Twiral the Charming stumbled upon this cantrip in the library 
of the academy where he was studying, he thought it was the 
answer to his prayers. Soon Twiral was living the high life. At first, 
the apprentice was careful not to draw attention to himself and only 
spent the coin in busy taverns where it would go unnoticed. Later, 
Twiral became sloppy and ran up debts that he couldn't pay off 
with a single coin. The debt collectors went to the young 
apprentice's masters, and the whole truth came out. Twiral spent 
the next 6 months finding out what the life of a stable boy was like. 
This spell cloaks a pebble in an illusion, making it seem to be a 
gold coin of whatever design the caster chooses. 
Note: Creatures touching the coin or studying it are allowed Will 
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saves to recognize the glamer as an illusion. 

Contagion Ward 
Dragon #304 
Abjuration 
Level: Clr 3, Drd 3, Sor/Wiz 3  
Components: V, S  
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: Creature infected with disease 
Duration: Permanent  
Saving Throw: None  
Spell Resistance: No 
When you cast this spell on a creature infected with a disease 
during the disease's incubation period, you grant the disease itself 
a resistance to healing magic (such as remove disease or heal). A 
character trying to cure the disease must make a caster level 
check against a DC of 11 + your caster level. If this check 
succeeds, the healing spell works normally; otherwise the disease 
is unaffected by the spell. 
Monsters that infect their opponents with disease enjoy using this 
spell as assurance that their victims might find a cure harder to 
come by. Contagion ward also protects a xill's egg or a red slaad's 
pellet from being destroyed by remove disease and also wards 
parasites infesting a creature's body in the same manner. 

Control Blood 
Dragon #300 
Transmutation  
Level: Sor/Wiz 4  
Components: V, S, M, Drug  
Casting Time: 1 action  
Range: Medium (100 ft. + 10 ft./level)  
Target: One living creature  
Duration: 1 round/level (D)  
Saving Throw: Fortitude half  
Spell Resistance: Yes 
This spell causes the target's blood to form dangerous clots or )o 
become thin and watery. The exact effects of the spell vary, 
depending on which effect (he caster chooses to manifest. 
Blood Clotting: The target's blood becomes thick and syrupy, 
forming dangerous and painful clots along the joints. Each round 
the spell persists, the victim must make a Fortitude saving throw to 
resist suffering 1 point of Constitution damage, the victim suffers a 
-2 circumstance penalty to attack rolls and skill checks regardless 
of the saving throw result for the spell's duration. While under the 
effects of this spell, the victim is immune to wounding effects 
caused by blood loss, and if reduced to less than o hit points, has 
a 50% chance to stabilize each round. This spell counters and 
dispels the blood-thinning version of the control blood spell. 
Blood Thinning: The target's blood becomes thin and watery. Each 
time the victim suffers a wound, the wound bleeds for an additional 
1 point of damage each round while the spell persists. Multiple 
wounds result in cumulative blood loss. A successful Heal check 
(DC 15) or the application of any cure wounds spells or a heat 
spell stops the bleeding. A victim reduced to less than o hit points 
cannot stabilize naturally and quickly bleeds to death. This spell 
counters and dispels the blood-clotting version of the control blood 
spell. 
Material Component: A pinch of calcium and a drop of water. 
Drug Component: The caster of this spell must be under the 
effects of agony. The effects of taking agony are detailed in the 
Book of Vile Darkness. If you do not have access to this book, treat 
this drug component as a material component with a cost of 200 
gp. 

Corpsebond 
Dragon #300 
Necromancy [Evil]  
Level: Clr 6, Sor/Wiz 5  
Components: V, S, M, Drug  
Casting Time: 1 minute  
Range: 0  
Target: Personal  
Duration: 1 hour/level  
Saving Throw: None  
Spell Resistance: No 
This spell transfers flesh and bone from a corpse onto the caster's 
body, providing a sickly second skin that transfers damage done to 
her to the corpse. Only the most depraved spellcasters make use 
of this spell, as it requires the caster to engage in necrophilia. 
During the casting of this spell, the caster must copulate with a 
corpse of any size or shape. As the spell is cast, strips of tissue 
and shards of bone peel off the carcass to merge with the caster's 
body. The caster's skin thickens and develops scales and ridges of 
horn and bone that become infused with dark purple and brown 
energies. These vile energies provide excellent protection against 
negative energy. Against Necromancy spells, the caster gains a 
spell resistance of 10 + his caster level. In addition, all physical 
damage done to the caster while this spell is in effect is equally 
split between the caster and the bonded corpse. For the purposes 
of this spell, the corpse has 5 hit points per caster level. Damage 
done directly to the corpse is not transferred to the caster; the 
corpse takes all such damage. If the corpse is reduced to 0 hit 
points, made undead, or otherwise destroyed, the spell's effect 
ends. Inflict wounds spells can repair damage done to the corpse 
as if it were an undead creature: likewise, healing magic can 
damage the corpse as if it were an undead creature. Magical 
healing applied to the caster is not split between the two, but inflict 
wounds damage is. The distance between the caster and the 
corpse does not matter, as long as both are on the same plane. 
Wearing the strands of flesh, entrails, and bone does not incur an 
armor check penalty, reduction in speed, or arcane spell failure. 
When the spell's duration ends, the bone plates, extra flesh, and 
viscera tear away and drop off the caster's body. This process 
causes 3d6 points of subdual damage to the caster. 
Material Component: A corpse to bond with. 
Drug Component: The caster of this spell must be under the 
effects of the drug vodare, otherwise the spell effects end on the 
round it is cast. This causes the bone plates that form to tear away, 
causing 3d6 points of subdual damage. The effects of taking 
vodare are detailed in the Book of Vile Darkness, ff you do not 
have access to this book, treat this drug component as a material 
component with a cost of 40 gp. 

Curse of Pain Eternal 
Dragon #300 
Enchantment [Evil] 
Level: Corrupt 7  
Components: V, S, Corrupt  
Casting Time: 1 action  
Range: Short (25 feet + 5 feet/2 levels) 
Target: One living creature  
Duration: 10 minutes/level  
Saving Throw: Fortitude negates (see text)  
Spell Resistance: Yes 
This is a terrible and powerful spell that strips the ability to heal 
damage. To enact this potent magic, the caster simply points at the 
intended victim and utters a short invocation. The victim may not 
make a saving throw to avoid this spell if she already has the 
masochism or self-mutilation fetish. 
Once cursed, the victim can no longer heal wounds, either 
naturally or by magical methods; the wounds simply never close. 
Wounds do not continue to bleed, become infected, or cause 
additional damage over time. 
Poison, disease, infection from other wounds, ability damage, 
negative levels, and drug addiction can be cured normally. 
Removing this curse is possible with a break enchantment, wish, 
limited wish, or miracle spell. A remove curse spell cast by a 
spellcaster of equal or higher level than the original caster grants a 



- 30 - 

second saving throw to the victim to throw off the curse. If the 
victim's second save fails, all further attempts to remove the curse 
with remove curse fail as well. 
When the spell ends, the victim gains the masochism fetish. This 
grants the victim a +4 circumstance bonus to saving throws 
against pain effects, and if she ever takes damage equal to or 
greater than her character level in a round, she gains a +1 
circumstance bonus on attack and damage rolls, skill checks, and 
saving throws for the following round. This fetish remains even if 
the curse of pain eternals removed before the duration ends. An 
atonement, greater restoration, miracle, or wish spell can remove 
the Fetish, otherwise the Fetish is permanent. 
Corruption Cost: 1d6 points of Charisma damage. 

Deftness 
Dragon #302 
Divination 
Level: Sor/Wiz 0 
Components: V, S 
Casting Time: 1 action 
Range: Touch 
Target: Creature touched 
Duration: 1 minute or until discharged 
Saving Throw: None 
Spell Resistance: Yes 
Deftness adds a +2 insight bonus to the next skill check the target 
makes. 

Diamondsteel 
Dragon #275 
Transmutation 
Level: Brd 4, Sor/Wiz 3 
Components: V, S, M 
Casting Time: 10 minutes 
Range: Touch 
Target: Suit of metal armor touched 
Duration: 1 hour/level 
Saving Throw: None 
Spell Resistance: No 
Diamondsteel enhances the strength of one suit of metal armor. 
This adds a +1 hardness bonus to the AC of light and medium 
metal armors (such as a chain shirt, scale mail, chainmail, or a 
breastplate), as well as increasing the armor's own hardness value 
by 2. See the section on attacking objects in the combat chapter of 
the Player's Handbook (page 135). All heavy metal armors (such 
as splint mail, banded mail, half-plate, and full plate) gain a +2 
hardness bonus to AC and have their own hardness values 
increased by 3. 
Material component: diamond dust worth at least 100 gp. 

Dinosaur Stampede 
Dragon #292 
Evocation (Force)  
Level: Drd 7  
Components: V, S, M  
Casting Time: 1 action  
Range: Medium (100 ft. + 10 ft./level)  
Area: 20-ft.-radius spread  
Duration: 1 round/level (D)  
Saving Throw: Reflex half  
Spell Resistance: Yes 
You call upon potent natural forces and energies and manifest 
them in the form of a swath of intangible, spectral stampeding 
dinosaurs. Creatures in the area take id8 points of damage +1 
point per caster level (up to +20). Creatures more than 10 feet 
above the ground are not affected by dinosaur stampede. 
With a simple gesture (a free action), you can make the dinosaur 
stampede move along the ground up to 60 feet per round (moving 
its effective point of origin). If part of the area of a dinosaur 
stampede extends outside the maximum range, that portion 
vanishes and has no effect outside the range. Creatures cannot be 
damaged more than once per round by dinosaur stampede. 
Material Component: A fossil. 

Dire Hunger 
Dragon #292 
Transmutation  
Level: Drd 5  
Components: V, S  
Casting Time: 1 action  
Range: Short (25 ft. + 5 ft./2 levels)  
Target: One living creature  
Duration: 1 round/level  
Saving Throw: Fortitude negates  
Spell Resistance: Yes 
The target creature's face elongates into a Toothy, dinosaur-like 
snout filled with serrated teeth, and the victim becomes maddened 
by Terrible pangs of hunger, viewing ail creatures as food sources. 
The target creature gains a new bite attack that does damage 
according to the target creature's size: 
 
Fine 1 
Diminutive 1d2 
Tiny 1d3 
Small 1d4 
Medium 1d6 
Large 1d8 
Huge 2d6 
Gargantuan 2d8 
Colossal 4d6 
 
Add one and a half times the target creature's Strength bonus to 
this damage. If the creature already has a bite attack that does 
more damage, that damage rating is used instead. 
The target creature eschews all other attacks or actions save for its 
new bite attack, but it defends itself normally. It moves to attack the 
nearest living creature it can get to and attacks this creature until it 
is dead or until another living creature is closer. The target creature 
attacks whatever living creature is nearest, regardless of former 
allegiance or personal connection. If moving toward the nearest 
living creature would move the creature into a dangerous area 
{precarious footing, a huge fire, or a deadly trap is in the way) the 
target creature moves around the hazard if it can or moves to 
attack another creature if moving around the hazard isn't possible, 
if such movement brings the target creature closer to another living 
creature, it attacks that creature instead. If The target of The spell 
cannot detect or get to a living creature nearby, it goes looking for 
one to attack. 

Dirge of Discord 
http://www.wizards.com/dnd/ 
Enchantment (Compulsion) [Chaos, Sonic] 
Level: Clr 5 
Components: V, S, F 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Area: 30-ft.-radius spread 
Duration: 2d4 rounds + 1 round/level 
Saving Throw: Will negates 
Spell Resistance: Yes 
This spell creates an unholy, chaotic dirge that fills the subject's 
head with the screams of the dying, the wailing of the damned, and 
the howling of the mad. Affected creatures suffer a -4 profane 
penalty to attack rolls and Concentration checks, a -8 
enhancement penalty to effective Dexterity (with Reflex saves 
reduced accordingly for the spell's duration), and halved 
movement due to the subject's equilibrium being thrown off by the 
dirge. 
Focus: A tiny urn containing some ashes of a destrachan. 
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Disanimate 
Dragon #304 
Necromancy 
Level: Clr 5, Sor/Wiz 5 
Components: V, S 
Casting Time: 1 action 
Range: Touch 
Target: Undead or construct touched 
Duration: Instantaneous 
Saving Throw: Will partial 
Spell Resistance: Yes 
You can sever the connection between an animating force or spirit 
and the body if animates, destroying the target undead or 
construct. If the target makes a successful Will saving throw, it 
instead takes 3d6 points of damage +1 point per caster level. 

Distract 
Dragon Annual #5 
Enchantment [Compulsion] 
Level: Hrd 0 
Components: S 
Casting Time: 1 action 
Range: Close (25 ft + 5 ft/2 levels) 
Target: One creature 
Duration: One round 
Saving Throw: Will negates 
Spell Resistance: Yes  
This spell distracts its target for a full round, giving it a -10 penalty 
to any Spot or Listen checks during that time. The spell is 
commonly used to give the caster the ability to dart across an open 
hallway guarded by a sentry or to perform a move-equivalent 
action without being detected. If the creature is currently being 
threatened or attacked by you or your allies, however, it receives a 
+5 circumstance bonus on its saving throw. Any act that threatens 
the distracted creature breaks the spell, as does any attack made 
against it. 

Distracting Ray  
Dragon Annual #5 
Abjuration 
Level: Brd 2, Sor/Wiz 2 
Components: V, S 
Casting Time: One action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No  
This ray attempts to undo magic as it is being cast. Used in the 
same manner as a counterspell (as a readied action), the ray 
interferes with the manipulation of divine or arcane magic by 
dazzling the target with bizarre swirling and flashing lights. If the 
ray successfully strikes a spellcaster (ranged touch attack roll 
required), and that spellcaster is in the process of casting a spell, 
then the target spellcaster must make a Concentration check to 
avoid losing his spell. The DC of the Concentration check is equal 
to the save DC of the distracting ray (12 + caster's relevant ability 
modifier) + spell level of the spell the target is casting + 1/level of 
the caster. Thus, if a 3rd-level wizard with an Intelligence of 16 
attempts to cast a distracting ray on a sorcerer casting a fireball 
spell, the sorcerer would need to make a Concentration check with 
a DC of 21 (15 [distracting ray's save DC] + 3 (fireball's spell level] 
+ 3 [wizard's level]). 

Divine Interdiction 
http://www.wizards.com/dnd/ 
Abjuration 
Level: Clr 4 
Components: V, S, DF 
Casting Time: 1 action 
Range: Close (25ft. +5ft./2 levels) 
Area: 10-ft.-radius emanation, centered on a creature, object, or 
point in space 
Duration: 1 round/level 
Saving Throw: Will negates or none (object) 
Spell Resistance: Yes 
Divine interdiction interferes with a cleric's connection to his or her 
divine source of power, resulting in a temporary loss of the ability 
to turn or rebuke undead. Paladins, blackguards, and other classes 
capable of rebuking, turning, or otherwise commanding the undead 
can also suffer a temporary loss of this ability through divine 
interdiction. 
This spell creates a beam of invisible disruptive energy that streaks 
out from the caster’s pointed finger to strike the target(s) 
automatically. As usual, a target benefits only from his or her size 
modifier, Dexterity modifier, and deflection bonus (if any); armor 
bonuses, shield bonuses, or natural armor bonus do not apply.  
The spell can be cast on a point in space, but the effect is 
stationary unless cast on a mobile object. The spell can be 
centered on a creature, and the effect then radiates from the 
creature and moves as it moves. An unwilling creature can attempt 
a Will save to negate the spell and can use SR, if any. Should the 
save fail, the target’s turning abilities are immediately negated for 
the spell’s duration. 
While under the influence of divine interdiction, the target is treated 
as though he or she has no ability to turn, rebuke, or command 
undead. Note that the spell does not prevent positive or negative 
energy from affecting undead within the area (it merely becomes a 
barrier to activating such powers). 
Spell Option A 
At your DM’s discretion, the effects of divine interdiction can 
include other turning-like abilities -- for example, it may also apply 
to a clerical (or other class) ability to command, rebuke, or turn 
elementals, outsiders, lycanthropes, or other types of creatures. 
Spell Option B 
Your DM also may choose to have divine interdiction temporarily 
negate any extraordinary, spell-like, or supernatural granted 
powers due to access to a spell domain. In this circumstance, 
special powers from domain access (such as increased caster 
levels, death touch, or smiting, among others) are lost for the 
duration of the spell. Domain benefits that result in skill proficiency 
(such as Trickery’s allowance of Bluff, Disguise, and Hide as class 
skills) are unaffected, as the skill is already learned and committed 
to memory, not powered daily by divine force. 

Dolorous Blow 
Dragon #275 
Transmutation  
Level: Brd 4, Sor/Wiz 4  
Components: V, S  
Casting Time: 1 action  
Range: Touch  
Target: Weapon touched  
Duration: 1 minute/level  
Saving Throw: None  
Spell Resistance: No . 
A weapon affected by dolorous blow glows with a dull red aura. For 
the duration of the spell, the weapon's threat range is doubled, and 
its critical hits automatically succeed (no confirmation roll is 
required). 
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Durability 
Transmutation 
Dragon #305 
Level: Clr 2, Sor/Wiz 3 
Components: V, S 
Casting Time: 1 action 
Range: Touch 
Target: One object of up to 10 cu. ft. per level 
Duration: 1 minute/level 
Saving Throw: Fortitude negates (object) 
Spell Resistance: Yes 
A single object gains a hardness of 10 for the duration of the spell, 
without changing any of its other properties. The armor bonus of 
nonmetallic armor affected by this spell increases by +1, but its 
armor check penalty worsens by 1 and its arcane spell failure 
chance increases by 5%. 
Durability may be made permanent by a caster of at least 11th 
level at a cost of 1,500 XP. 

Eagle Eyes  
Dragon Annual #5 
Transmutation  
Level: Hrd 3  
Components: V, S, M  
Casting Time: 1 action  
Range: Touch  
Target: Creature touched  
Duration: so minutes/level  
Saving Throw: None 
Spell Resistance: Yes (harmless)  
The target of this spell gains extraordinary visual acuity. This 
grants a +20 bonus to Search and Spot checks for the duration of 
the spell. 
Material Component: A pinch of diamond dust (worth 10 gp) 
sprinkled over the target's eyes. 

Eagle's Splendor 
Dragon #282 
Transmutation 
Level: Brd 2, Hrp 2, Sor/Wiz 2, Trade 3 
Components:  V, S, M/DF 
Casting Time: 1 action 
Range: Touch 
Target: Creature touched 
Duration: 1 hour/level 
Saving Throw: None 
Spell Resistance:   Yes 
The transmuted creature becomes more poised, articulate, and 
personally forceful. The spell grants an enhancement bonus to 
Charisma of 1d4+1 points, adding the usual benefits to Charisma-
based skills. Sorcerers and bards who receive eagle's splendor do 
not gain extra spells, but the save DCs for their spells increase. 
Arcane Material Component: A drop of honey or henna. 

Elemental Familiar 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 3 
Components: V, S, M, XP 
Casting Time: 10 minutes 
Range: Touch 
Target: Living creature touched 
Duration: Instantaneous 
Saving Throw: Fortitude negates (harmless) 
Spell Resistance: Yes (harmless) 
In order to cast this spell, you must have a familiar. When you cast 
the spell, the target creature becomes a Tiny air, earth, fire, or 

water elemental, as detailed below. You choose what type of 
elemental the creature becomes. The creature retains its basic 
shape, but it is in every way an elemental, not an element creature 
(as described in Manual of the Planes). 
You lose any special ability the familiar previously granted to you 
(such as the +2 bonus to Move Silently checks bestowed by a cat 
familiar). However, you gain a replacement special ability, 
depending on the type of elemental your familiar becomes: 
• Air -- Master gains a +2 bonus to Initiative checks (stacks with 

Improved Initiative). 
• Earth -- Master gains +1 natural armor. 
• Fire -- Master gains a +3 resistance bonus to saving throws 

against fire attacks. 
• Water -- Master gains a +1 resistance bonus to Fortitude 

saving throws. 
Only a limited wish, miracle, or wish or similar magic can restore a 
transmuted familiar to its original state. Otherwise, the familiar 
remains an elemental forevermore. You cannot cast this spell on 
another character's familiar. Most creatures consider the 
transformation harmless and beneficial, but if the creature decides 
to resist, a successful Fortitude save negates the spell. 
Material Component: A small quantity of air, earth, fire, or water, 
depending on the elemental type the creature is to become. 
XP Cost: 500 XP. 

Empower Venom 
Dragon #304 
Transmutation  
Level: Drd 5, Sor/Wiz 6  
Components: S, M/DF  
Casting Time: 1 action  
Range: Touch 
Target: Venomous creature touched 
Duration: 1 round/level 
Saving Throw: Fortitude negates (harmless) 
Spell Resistance: Yes (harmless) 
You imbue the subject creature's venom with greater virulence. 
The ability damage or drain (both initial and secondary) dealt by 
the poison is increased by one-half. 
This spell has no effect if you cast it on a creature without a natural 
poison or if the creature's poison does not cause ability damage or 
drain. 
Arcane Material Component: A single dose of poison, of any 
variety, worth at least 90 gp. 

Energize Magic Fang 
Dragon #304 
Transmutation [see text]  
Level: Drd 5  
Components: V, S, DF  
Casting Time: 1 action 
Range: Touch 
Target: Living creature touched 
Duration: 1 hour/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 
As greater magic fang, but you also suffuse the chosen natural 
weapon with your choice of energy: acid, cold, electricity, or fire. 
The natural weapon gains the same enhancement bonus as it 
would with greater magic fang(+1 per 3 caster levels), and deals 
an additional +1d6 points of the selected energy damage on each 
hit. The energy does not harm the creature the natural weapon 
belongs to. 
If the creature has the improved grab special quality and uses the 
natural weapon to grapple, a held foe takes 1d6 points of the 
selected energy damage each round the creature maintains the 
hold. 
Energize magic fang is an acid, cold, electricity, or fire spell, 
depending on which energy type you choose. 
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 Tiny Air Elemental Tiny Fire Elemental Tiny Earth Elemental Tiny Water Elemental 
 Tiny Elemental (Air)  Tiny Elemental (Fire)  Tiny Elemental (Earth)  Tiny Elemental (Water)  
Hit Dice:  1d8 (4 hp)  1d8 (4 hp)  1d8+1 (5 hp)  1d8+1 (5 hp)  
Initiative:  +6 +5 +1 +0 
Speed:  Fly 100 ft. (perfect)  50 ft.  20 ft.  20 ft., swim 90 ft.  
AC:  16 (+2 size, +2 Dex, +2 

natural)  
15 (+2 size, +1 Dex, +2 
natural)  

16 (+2 size, 1 Dex, +5 natural)  16 (+2 size, +4 natural)  

Attacks:  Slam +4 melee  Slam +3 melee  Slam +4 melee  Slam +3 melee  
Damage:  Slam 1d3-1  Slam 1d3-1 and 1d3 fire  Slam 1d3+3  Slam 1d3+1  
Face/Reach:  2 1/2 ft. by 2 1/2 ft./0 ft.  2 1/2 ft. by 2 1/2 ft./0 ft.  2 1/2 ft. by 2 1/2 ft./0 ft.  2 1/2 ft. by 2 1/2 ft./0 ft.  
Special Attacks:  Whirlwind  Burn  Push  Water mastery, drench, vortex 
Special Qualities:  Air mastery, elemental traits  Elemental traits, fire subtype  Earth mastery, elemental 

traits  
Elemental traits  

Saves:  Fort +0, Ref +4, Will +0  Fort +0, Ref +3, Will +0  Fort +3, Ref 1, Will +0  Fort +3, Ref +0, Will +0  
Abilities:  Str 8, Dex 15, Con 10, Int 4, 

Wis 11, Cha 11  
Str 8, Dex 13, Con 10, Int 4, 
Wis 11, Cha 11  

Str 15, Dex 8, Con 13, Int 4, 
Wis 11, Cha 11  

Str 12, Dex 10, Con 13, Int 4, 
Wis 11, Cha 11  

Skills:  Hide +10, Listen +4, Spot +4  Hide, +9, Listen +4, Spot +4  Hide +7, Listen +4, Spot +4  Hide +8, Listen +4, Spot +4  
Feats:  Flyby Attack, Improved 

Initiative, Weapon Finesse 
(slam)  

Improved Initiative, Weapon 
Finesse (slam)  

Power Attack  Power Attack  

Climate/Terrain: Any land and underground Any land and underground Any land and underground Any land and underground 
Organization: Solitary Solitary Solitary Solitary 
Challenge Rating:  1/2 1/2 37623 37623 
Treasure:  None None None None 
Alignment:  Usually neutral Usually neutral Usually neutral Usually neutral 

 
A Tiny air elemental is 2 feet tall and weighs 1/4 pound. A Tiny earth elemental is 2 feet tall and weighs 20 pounds. A Tiny fire elemental is 2 feet 
tall and weighs 1/4 pound. A Tiny water elemental is 2 feet tall and weighs 8 pounds. 
Elemental Traits: Immune to poison, sleep, paralysis, and stunning; not subject to critical hits or flanking; darkvision 60 ft.; cannot be raised or 
resurrected (though a wish or miracle spell can restore life). 
The special attacks of Tiny elementals conform to the information given for elementals of their subtype in the Monster Manual, except as 
specified. The save DC against the Tiny air elemental's whirlwind is 9, the damage is 1d3, and the whirlwind's height is 10 feet. The save DC 
against the Tiny fire elemental's burn is 10. The save DC against the Tiny water elemental's vortex is 11, the damage is 1d3, and the vortex's 
height is 10 feet.

Energize Projectiles 
Dragon #304 
Evocation [see text] 
Level: Sor/Wiz 3  
Components: V  
Casting Time: 1 action  
Range: Touch 
Target: Up to 1 projectile/level  
Duration: 1 round/level  
Saving Throw: None  
Spell Resistance: No 
You transfer elemental energy from your own substance to a 
projectile, such as an arrow, crossbow bolt, spear, or thrown rock. 
For the duration of the spell or until used, the projectile deals an 
additional 2d6 points of energy damage on a successful hit. The 
energy type depends on your subtype: it is cold, electricity, or fire 
damage, depending on what subtype you have. If you do not have 
the cold, fire, or electricity subtype, this spell has no effect. 
You do not have to throw or launch the affected projectile, but 
other creatures are not protected from the energy if they pick up an 
electrically charged javelin, for example. An unprotected character 
takes 1d6 points of damage from simply touching a charged 
projectile, but this does not discharge the spell. 

Energized Shield 
Dragon #299 
Abjuration  
Level: Clr 4, Pal 3  
Components: V, S, DF  
Casting Time: 1 action  
Range: Touch  
Target: Shield touched  
Duration: 1 round/level  
Saving Throw: None  
Spell Resistance: No 
As lesser energized shield except that the energy resistance is 10 
and damage dealt is 2d6 

Enhance Wildshape 
Dragon #292 
Transmutation  
Level: Drd 4  
Components: V, S  
Casting Time: 1 minute  
Range: Personal  
Target: You  
Duration: 1 hour/level  
Saving Throw: None  
Spell Resistance: No 
This spell infuses your wildshape ability with magical energy, 
magnifying and enhancing its power. The type of enhancement 
must be chosen at the time the spell is cast and cannot be 
changed once the spell is in effect. The next time you activate your 
wildshape ability (during the duration of enhance wildshape), 
This spell enhances your new form in the way you selected. The 
enhancement to your wildshape remains as long as you stay in 
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that form but does nor apply to your next wildshape form. If you do 
not activate your wildshape ability during the duration of enhance 
wildshape. The spell has no effect. 
You may select one of the following enhancements when you cast 
this spell: 

• You may assume the form of a beast with your next 
wiidshape. 

• You may assume the form of a plant with your next 
wildshape. 

• You gain The extraordinary abilities of The new form. 
• The new form assumed is stronger than normal and gains 

a +4 bonus to Strength. 
• The new form assumed is more agile than normal and 

gains a +4 bonus to Dexterity. 
• The new form assumed is healthier than normal and gains 

a +4 bonus to Constitution. 
A druid can be affected by more than one enhance wildshape spell 
at a Time, but a different wildshape enhancement must be chosen 
each Time. 

Essence of the Raptor 
Dragon #292 
Transmutation  
Level: Drd 4  
Components: V, S  
Casting Time: 1 action  
Range: Personal  
Target: You 
Duration: 10 minutes/level (D)  
Saving Throw: None  
Spell Resistance: No 
You infuse yourself with the essence of a prehistoric raptor. Your 
physical appearance does not change. Your speed increases to 60 
feet (if it is already 60 feet or faster, it does not change), and you 
gain a +8 bonus to Hide, Jump, Listen, Spot, and Wilderness Lore 
checks. 
You also gain the scent ability. You can detect opponents by sense 
of smell within 30 feet. If the opponent is upwind, the range is 60 
feet. If it is downwind the range is 15 feet. You can detect the 
creature’s presence but not its specific location. Noting the 
direction of the scent is a partial action. If you move within 5 feet of 
the scents source, you can pinpoint that source. 
You can identify familiar scents just as a human can identify a 
familiar sight. You can follow tracks by smell, making a Wisdom or 
Wilderness Lore check to find or follow a track. The DC increases 
or decreases depending on how strong the quarry's odor is, the 
number of creatures, and the age of the trail. For each hour that 
the trail is cold, the DC increases by +2. Creatures tracking by 
scent ignore the effects of surface conditions and poor visibility. 
Water ruins the trail, and other false or powerful odors can easily 
mask a scent; the presence of such an odor spoils the ability to 
properly detect or identify creatures, and the base Wilderness Lore 
DC to track becomes 20 rather than to. 

Exacting Shot 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Rgr 1 
Components: V, S 
Casting Time: 1 action 
Range: Touch 
Target: Ranged weapon touched 
Duration: 1 minute/level 
Saving Throw: None 
Spell Resistance: No 
This transmutation makes a ranged (projectile) weapon strike true 
against the caster's favored enemies. All critical rolls against 
favored enemies automatically succeed, so every threat is a critical 
hit. The affected weapon also negates any miss chance due to 
concealment whenever the caster fires at a favored enemy (unless 
it has total concealment, in which case the normal miss chance 
applies). If the ranged weapon or the projectile fired has any 
magical effect or property related to critical hits, this spell has no 
effect. 

Extra Ability 
Dragon #304 
Transmutation  
Level: Sor/Wiz 5  
Components: V, S, M  
Casting Time: See text  
Range: Personal  
Target: You  
Duration: Instantaneous 
Choose one of your spell-like abilities that duplicates a spell of 4th 
level or lower and that you have already used the maximum 
number of times during this day. You can immediately use that 
ability one additional time, in the same round that you cast extra 
ability. Casting this spell is a free action, like casting a quickened 
spell, and it counts toward the normal limit of one quickened spell 
per round. 
Material Component: A pinch of sand. 

Familiar's Form  
Dragon #280 
Necromancy 
Level: Sor/Wiz 3 
Range: Medium (100 ft. + 10 ft./level) 
Components: V, S 
Duration: Until the caster returns to his body 
Casting Time: 1 full round 
Effect: Caster's familiar 
Saving Throw: None 
Spell Resistance: No  
With a round of concentration, you can transfer your mind and 
spirit into your familiar's body as if you were using a magic jar spell 
(see the Player's Handbook for details). Your familiar's spirit is 
harmlessly suppressed while you inhabit its body, while your body 
falls into a death-like trance. You can use your familiar's body as if 
it were your own. If your familiar is normally capable of speech, 
you can cast spells with verbal components. If your body is killed 
while you are in your familiar's form, you become trapped there. If 
your familiar dies while you are possessing it, you are 
automatically returned to your own body and suffer the normal 
effects of your familiar's demise. 
You cannot return to your own body unless your familiar is within 
the range of the spell. 

Familiar's Sense 
Dragon #280 
Divination 
Level: Sor/Wiz 2 
Range: See text 
Components: V, S 
Duration: 1 minute/level 
Casting Time: 1 action 
Target: Caster's familiar 
Saving Throw: None 
Spell Resistance: Yes (harmless)  
Familiar's sense allows you to perceive some of what your familiar 
does, regardless of the distance between you. As a partial action 
each round for the duration of the spell, you can replace one of 
your senses with one of your familiar's senses. For example, the 
round the spell is cast, you can choose sight and see only through 
your familiar's eyes. The following round, you can choose hearing 
and hear only what your familiar hears, but regain your own sight. 
The familiar doesn't lose any of its senses while you borrow them. 
The spell does not grant you the ability to communicate with your 
familiar if it is outside the range of the empathic link. You use your 
normal Listen and Spot skills to notice things, modified by the 
familiar's Alertness feat. Lead or magical protections block the 
spell. 
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Familiar's Touch 
Dragon #280 
Conjuration 
Level: Sor/Wiz 2 
Range: Medium (100 ft, + 10 ft./level) 
Components: V, S 
Duration: 1 minute/level 
Casting Time: 1 action 
Target: Caster's familiar 
Saving Throw: None 
Spell Resistance: No  
After casting this spell, you can cast any spells with a range of 
Touch through your familiar (your familiar touches the intended 
target to deliver the spell's effect). Unlike the normal familiar touch 
ability (see the Player's Handbook, page 51), you and your familiar 
do not need to be in physical contact when the spell is cast. The 
familiar must still make a touch attack against the target to deliver 
the spell. 

Far Gaze 
Dragon #304 
Transmutation 
Level: Sor/Wiz 4 
Components: V, S 
Casting Time: 1 full round 
Range: Medium (100 ft. + 10 ft./level) 
Target: One creature 
Duration: Instantaneous 
Saving Throw: Will negates 
Spell Resistance: Yes 
You expose one creature to your gaze attack, even if that creature 
is out of the normal range of your gaze or averting its eyes from 
your gaze. The target receives a Will saving throw against the spell 
and receives a normal saving throw against your gaze attack. This 
spell, does not give you any special ability to affect blind creatures 
with your gaze. 

Fearsome Grapple 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 2 
Components: V 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 round/level 
This spell causes two additional arms to grow from your sides and 
coordinate their efforts to help you grapple another creature. These 
extra arms give you a +4 circumstance bonus to grapple checks 
you make while the spell is in effect. The arms are not coordinated 
enough to wield weapons, manipulate tools, or perform any action 
other than grappling. 
If your caster level is at least 9th, you grow four additional arms, 
and the circumstance bonus increases to +8. 
Note: If you use this spell in your game, all creatures with more 
than two arms should gain a circumstance bonus to grapple 
checks, as suggested in Sword & Fist. This bonus is +4 per extra 
pair of arms, and is the same bonus granted by the spell (not an 
additional bonus). 

Fiery Aura 
Dragon #304 
Evocation [Fire] 
Level: Drd 3, Sor/Wiz 4 
Components: V, S, M 
Casting Time: 1 action 
Range: 15 ft. 
Area: 15-ft. emanation centered on you 
Duration: 1 round/level 
Saving Throw: Fortitude negates 
Spell Resistance: Yes 

An aura of blistering heat surrounds you, similar to the aura of a 
magmin. Anyone within 15 feet of you must succeed at a Fortitude 
save or suffer 1d4 points of fire damage from the intense heat. 
Creatures must make a saving throw each round they are within 
the area of the spell. Creatures can take damage from this spell 
only once per round. 
If you have the fire subtype, the range and area of the spell are 
doubled (range 30 feet, area 30-foot emanation) and the damage 
per round is 1d6. If you are a magmin, your fiery aura deals double 
damage for the duration of the spell. 

Find Temple 
Dragon #299 
Divination  
Level: Pal 1 
Components: V, S, DF  
Casting Time: 1 action  
Area: Circle, centered on you, with a radius of 5 miles+1/level  
Duration: 10 minutes/level  
Saving Throw: None  
Spell Resistance: No 
With this spell, a paladin can easily find a place to worship and 
possible aid or shelter from the priests within. When the spell is 
cast, you sense the direction of the nearest temple to your god. If 
there is none within the spell's area, the spell instead shows you 
the direction of the nearest temple dedicated to a god of the same 
alignment as yours. You can also specify a particular temple to 
search for, but you must have visited the temple personally at 
some point in the past (seeing the temple through a divination 
does not count), 

Flag 
Dragon #302 
Illusion (Figment) 
Level: Brd 0, Clr 0, Sor/Wiz 0 
Components: V, S 
Casting Time: 1 action 
Range: Touch 
Target: Creature touched 
Duration: 1 round/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes 
Flag causes an illusory flag 2 feet by 3 feet to appear over the 
target's head. The flag can be 1-20 feet up in the air and has a 
design of the caster's choice. The spell is useful as a signal, to 
rally troops, or, as it was originally used, to mark which team you're 
on in a pick-up game of Thalft. 

Flame Sands 
http://www.wizards.com/dnd/ 
Evocation [Fire] 
Level: Drd 3, Sor/Wiz 4 
Components: V 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Target: One creature (or area of water) per round 
Duration: 1 round level 
Saving Throw: Fortitude half (see text) 
Spell Resistance: No 
You vomit forth nearly molten sand in a thin, forceful stream, 
attacking one target per round. Striking a target requires a ranged 
touch attack. The stream deals 1d6 points of fire damage per level 
(to a maximum of 15d6 for sorcerers and wizards, 10d6 for druids). 
If the target fails its saving throw, its exposed equipment is also 
affected; all glass items break, reflective surfaces (such as mirrors) 
are dulled, and all gems and crystals become coated with sand 
(requiring 1 hour of work and a Craft (gemsmithing) check [DC 15] 
to remove without damaging the gem). A successful saving throw 
halves the hit point damage and negates any of the spell's effects 
against equipment. 
If fired at an area of water (excluding creatures made of water), the 
water boils into a momentary cloud of steam. The creature 
standing in the area of the targeted water must save as normal and 
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all creatures within 5 feet of the target location must save for half 
damage, as well. If used in this way, the spell does not damage 
equipment. The boiling does not significantly reduce the volume of 
water. 

Foebane 
http://www.wizards.com/dnd/ 
Evocation 
Level: Rgr 4 
Components: V, S 
Casting Time: 1 action 
Range: Touch 
Target: Weapon touched 
Duration: 1 round/level 
Saving Throw: None 
Spell Resistance: No 
This spell imbues one of the caster's weapons with great killing 
power against a single favored enemy type. Against creatures of 
that type, the weapon acts as a +5 magic weapon and deals +2d6 
points of bonus damage. Furthermore, while the caster wields the 
weapon, he or she gains a +4 resistance bonus to saving throws 
against effects created by creatures of that type. 
The spell is automatically canceled 1 round after the weapon 
leaves the caster's hand for any reason. The caster cannot have 
more than one foebane weapon at a time. 
If this spell is cast on a magic weapon, the powers of the spell 
supersede any that the weapon normally has, rendering the normal 
enhancement bonus and powers of the weapon inoperative for the 
duration of the spell. This spell is not cumulative with exacting shot 
or any other spell that might modify the weapon in any way. This 
spell does not work on artifacts. 
Note: A masterwork weapon's bonus to attack does not stack with 
an enhancement bonus to attack. 

Footpad's Grace 
Dragon #302 
Transmutation 
Level: Brd 0, Drd 0, Sor/Wiz 0 
Components: S, M 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: Concentration 
This spell was the work of Belem Shadelighter, an apprentice who, 
despite a great aptitude for the art, chose to pursue a more 
lucrative career as a thief. Belem used his magic to become one of 
the most infamous thieves in history. No record exists of Belem's 
fate. Some say he fell prey to a fiendish trap or that the god of 
thieves called him as his personal servant. Others claim that 
Belem exists to this day as a lich, surrounded in an almost 
impregnable fortress with layers of traps and the treasure of ten 
kingdoms at his feet. 
The spell mutes all sound that the caster makes, bestowing a +3 
bonus to his Move Silently checks. 
Material Component: A tiny pillow that is used up in casting the 
spell. 

Forager's Blessing 
Dragon #279 
Divination 
Level: Clr 0, Rgr 1 
Components: V, S, DF 
Casting Time: One action 
Range: Touch 
Target: One elf per level 
Duration: 1 hour per level (D) 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 
This spell is cast on a group of foragers before they head off into 
the wilderness to look for edible plants and small game animals. 
The cleric places his hands on the shoulders of each target as he 
blesses each in turn. For The spell's duration, recipients enjoy a +2 
bonus to Wilderness Lore checks when attempting to find food. 

If the DM decides that what happens during the foraging attempt is 
of secondary importance to the adventure, he can, in place of 
Wilderness Lore checks, simply announce that the foragers return 
from their efforts with an especially pleasing array of nuts, berries, 
mushrooms, and game birds. 

Foraging Charm 
Dragon #302 
Divination 
Level: Brd 0, Drd 0, Clr 0, Sor/Wiz 0 
Components: V, S 
Casting Time: 1 action 
Range: Personal 
Area: 25-ft.-radius emanation from the caster 
Duration: Concentration 
Saving Throw: None 
Spell Resistance: Yes 
An apprentice to the wizard Chardrix created this spell following a 
very lean trek across the desert. Chardrix liked the spell so much 
that he created similar divinations to search for small game and 
water. Chardrix is a good salesman and has sold this spell to 
dozens of traveling magicians over the last few years. The 
apprentice who created the spell has fallen into obscurity and is 
not even credited for his most popular work. The caster of this spell 
knows the location of the nearest vegetable food source within the 
range of the spell. As long as concentration is maintained, the spell 
stays in existence allowing the caster to forage for food all day in 
sparsely vegetated areas. 

Force Burn 
http://www.wizards.com/dnd/ 
Evocation [Force] 
Level: Sor/Wiz 9 
Components: V 
Casting Time: 1 action 
Range: Long (400 ft. + 40 ft./level) 
Target: One creature within a path 5 ft. long to the extent of the 
range 
Duration: Instantaneous 
Saving Throw: Will partial (see text) 
Spell Resistance: Yes (see text) 
You create a glowing cylindrical bolt of force 5 feet wide and 10 
feet long. You must make a ranged touch attack to hit with the bolt, 
but if you miss, you can attempt to strike successive creatures in 
the spell's path until you finally hit one. 
A creature struck by the bolt suffers 1d6 points of force damage 
per two caster levels (maximum 25d6) and must succeed at a Will 
saving throw or lose 1d4 prepared spells or spell slots (each 
determined randomly). Spells or spell slots lost in this manner are 
available again after a normal period of rest. If a creature has 
fewer spells or spell slots remaining than the number rolled, this 
spell targets as many spells as it can and the extras are wasted. 
Only spells or spell slots belonging to the target can be lost this 
way; spells stored in items (including spell storing items or spell 
potential within a rod of absorption) are unaffected (note that 
Presper's spell matrix from Magic of Faerûn says that its spells are 
treated as prepared spells, so this spell can affect spells stored in 
a matrix). 
For example, a cleric with a lesser planar ally, two prayer, and two 
sanctuary spells prepared fails his save against force burn. The 
dungeon master rolls a d4 and gets a 2, so the cleric will lose two 
spells. The DM then rolls a d4 twice to find the spell level of each 
spell, getting a 1 and a 4, so the cleric loses a sanctuary (level 1) 
and lesser planar ally (level 4). If the cleric had prepared different 
spells at level 1 instead of multiples of the same spell, the DM 
would have determined randomly which 1st-level spell would be 
lost. Bards, sorcerers, and other casters that do not prepare spells 
lose available spell slots in the manner described above. 
This spell was created specifically to affect phaerimms. A 
phaerimm struck by the bolt takes 1d6 points of force damage per 
caster level (maximum 25d6) and gets no spell resistance against 
this spell. 
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Force Talons 
http://www.wizards.com/dnd/ 
Evocation [Force] 
Level: Drd 2 
Components: V 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Effect: Force talons 
Duration: 1 round/level (D) 
Saving Throw: None 
Spell Resistance: Yes 
As spiritual weapon, except it creates a translucent line of four 
black foot-long, razor-sharp nails instead of a weapon of force and 
the damage is only 1d6 points per hit. In addition, the target cannot 
be changed and the weapon stays with the target until the target 
flees beyond the spell's range. The force talons dissipate the 
moment the target moves out of range. 

Frame Teleport 
http://www.wizards.com/dnd/ 
Transmutation (Teleportation) 
Level: Sor/Wiz 6 
Components: V, F 
Duration: Instantaneous or up to 1 round/2 levels 
As teleport, except as noted above, and with a frame teleport spell, 
you link two wooden frames (such as picture frames, mirrors, 
windows, and so on), so you can pass through one frame and exit 
through the other, ending the spell. Alternatively, you can stop 
partway through the link with at least one-quarter of your body on 
one side and the remainder on the other; this holds the magical 
link open for up to 1 round/2 levels, during which you can act 
appropriately on either side as if the two frames were the end 
points of a normal doorway. This second use allows you to 
converse, pass objects back and forth, or make attacks at 
creatures on either side. Other beings cannot pass through the 
frame doorway, but they can push or pull you (such as with a bull 
rush). If you are ever forced fully onto one side or the other of the 
frame, the spell ends immediately. 
If the spell ends while you are still partway through the doorway, 
you are forced completely through to the destination side and 
suffer 1d10 points of damage from being "scrambled" by the 
teleport. 
Aiming the link to the destination frame requires a teleport check; if 
the result is "off target" and no suitable frame is at that location, the 
spell fails. 
The spell functions regardless of the material contained within the 
two frames, and it does not harm that material, so you can use a 
mirror's frame without breaking the mirror, a painting's frame 
without damaging the canvas, and so on. 
Focus: The origin frame. 

Frost Vortex 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 5 
Components: V 
Casting Time: 1 action 
Range: Medium (100 ft. plus 10 ft./level) 
Effect: One tiny dustflake (see below) 
Duration: Permanent until discharged 
Saving Throw: Reflex (half) and Fortitude (see text) 
Spell Resistance: Yes 
You create a tiny dustflake that either races towards a target 
creature or hangs motionless in a chosen spot, as you choose. In 
the former case, you must succeed at a ranged touch attack to hit 
your target, but if you fail, it hangs motionless near your target. 
This spell is triggered whenever any living creature passes within 5 
feet of the dustflake. 
When this occurs, the spell takes effect. The air in a 20-foot radius 
sphere around the dustflake whirls violently about with a harsh 
hissing noise, then grows very cold, coating all solid objects within 
it with thick frost. The frost inflicts 1d4 points of cold damage per 
caster level (maximum 10d4) to all creatures within the area. 
Unattended objects also take this damage. Creatures that fail their 

Reflex save also suffer from the effects of a slow spell for 1d4 
rounds. Once activated, the frost vortex is gone within the round, 
leaving no moisture, ice, nor rushing of air behind. 

Full Manifestation 
Dragon #304 
Transmutation 
Level: Sor/Wiz 3 
Components: V, S, M 
Casting Time: 1 full round 
Range: Personal 
Target: You 
Duration: 1 minute/level 
This spell works only if you are ethereal or incorporeal. You and all 
your equipment become fully material, able to affect creatures and 
objects on the Material Plane normally and subject to Material-
Plane attacks and effects normally. At the end of the spell's 
duration, you return to your previous state, even if it was the result 
of a spell such as ethereal jaunt (unless that spell's duration has 
since expired). 
Material Component: A piece of glass. 

Gasp 
Dragon #304 
Enchantment (Compulsion) [Mind-Affecting] 
Level: Brd 0, Sor/Wiz 0 
Components: S 
Casting Time:1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One living creature 
Duration: Instantaneous 
Saving Throw: Will negates 
Spell Resistance: Yes 
The subject of the spell inhales deeply, as if short of breath. If the 
subject creature is holding its breath, it must start making 
Constitution checks to continue holding its breath or drown, as 
though it had already been holding its breath for a number of 
rounds equal to its Constitution score (see the information on "The 
Drowning Rule" in the dungeon master's Guide). 
Aquatic spellcasters, including merfolk and sahuagin, enjoy casting 
this spell on surface-dwellers who try to fight them without the 
benefit of water breathing. 

Gentle Breath 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 5 
Components: V 
Range: Medium (100 ft. + 10 ft./level) 
Area: Cone 
Duration: 2 rounds/level (D) 
Saving Throw: Will negates 
Spell Resistance: Yes 
Gentle breath creates a cone-shaped cloud of pale, odorless, 
cloying vapors. Although the cone dissipates quickly, objects and 
creatures caught in its area suffer the effects for the duration of the 
spell. 
The spell’s first effect is similar to that of the feather fall spell and 
affects only free-falling objects and free-falling creatures. The rate 
of falling is instantly changed to 60 feet a round (equivalent to the 
end of a fall from a few feet), with no damage incurred upon 
landing while the spell remains in effect. However, when the spell 
duration ceases, a normal rate of fall resumes. 
The spell’s second effect is identical to that of the slow spell and 
affects only creatures (including flying and free-falling creatures). 
Slowed creatures can take only a partial action each turn. 
Additionally, they suffer -2 penalties to AC, melee attack rolls, 
melee damage rolls, and Reflex saves. Slowed creatures jump and 
pounce half as far as normal. 
Haste counters the slow effect, but not the feather fall effect. 
Free-falling creatures are the only targets susceptible to both the 
feather fall and slow effects. A free-falling creature cannot choose 
to resist one of the spell’s effects and not the other; one successful 
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Will save negates both of the spell’s effects.  

Geyser 
Dragon #300 
Evocation 
Level: Drd 2, Ranger 3 
Components: V, S, M 
Casting Time: 1 round 
Range: Short (25 ft. + 5 ft./2 levels} 
Target: One Creature 
Duration: 1 round 
Saving Throw: Reflex negates 
Spell Resistance: Yes 
A small geyser erupts from the ground and slams into the target, 
inflicting 3d6 + 1/level points of impact damage. The target must 
be standing on a solid surf ace-flying creatures cannot be affected 
by geyser. A successful Reflex saving throw allows creatures in 
(he spell's area to avoid the effects provided that they can and do 
immediately move out of the affected area. In addition to its 
damaging effect, the geyser extinguishes all non-magical fires 
within 5 feet; it has no effect on magical fires. 
Material Component: A splash of water collected from a flowing 
stream. 

Glib Tongue  
Dragon Annual #5 
Transmutation  
Level: Hrd 1  
Components: V, S  
Casting Time: i action  
Range: Touch  
Target: Creature touched  
Duration: 10 minutes/level  
Saving Throw: None 
Spell Resistance: Yes (harmless)  
You grant the target of the spell a +4 competence bonus to 
Diplomacy and Bluff skill checks. This bonus increases by +2 for 
every two levels of the caster beyond 1st (+6 at 3rd, +8 at 5th, and 
so on) to a maximum of +12 at 9th level. 

Glittering Razors 
Dragon #302 
Transmutation 
Level: Brd 0, Clr 0, Sor/Wiz 0 
Components: V, S, M 
Casting Time: 1 round 
Range: Touch 
Target: 1 metal object/caster level 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: Yes 
The apprentice Ogrim Stonebinder created this spell in order to 
make enough money to pay for tutelage from the Archmage 
Ulteaha the Dragonslayer. Ogrim intended to spend a year 
charging to cast the spell on adventurer's weapons, but instead, 
the King's court wizard, upon seeing the spell's potential, offered to 
pay for Orgrim's tutoring in exchange for use of the spell. Ogrim 
lives in luxury today, specializing in the creation of new spells that 
others might find useful. 
This spell polishes to a perfect shine any metal object touched by 
the caster. In addition to this effect, bladed weapons enchanted 
thus gain a +1 to damage for their next strike only. The spell effect 
is instantaneous and does not prevent further soiling of the object 
due to normal tarnishing and wear. 
Material Component: A pinch of polish and a piece of rag. 

Graft Flesh 
Dragon #304 
Necromancy 
Level: Sor/Wiz 6 
Components: V, S, F 
Casting Time: 3 full rounds 
Range: Touch 
Target: Undead creature touched 
Duration: Instantaneous 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 
Using flesh from a corpse, you replace one or more severed body 
members (fingers, toes, hands, feet, arms, legs, tails, heads) or 
broken bones of the target undead creature. The regeneration 
takes place during the casting of the spell and is complete when 
the casting is complete. Graft flesh also cures 1d8 points of 
damage + 1 point per caster level (maximum +20), using negative 
energy. 
Graft flesh has no effect if cast on a living creature. 
Focus: A fresh or preserved corpse. The corpse loses the 
members that must be replaced on the spell's subject, but 
otherwise remains intact. 

Greater Disrupt Undead 
Dragon Annual #5 
Necromancy 
Level: Sor/Wiz 3 
Components: V, S 
Casting Time: One action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: Yes  
This spell works as the cantrip disrupt undead, except that this ray 
causes 1d6 points of damage per caster level to any undead, to a 
maximum of 10d6. If part of the damage is sufficient to destroy the 
first undead, then the ray continues through that target to strike at 
any undead behind. This process continues until all damage is 
dealt. The caster must succeed at a separate ranged touch attack 
for each target. For example, a 5th-level wizard casting greater 
disrupt undead at a group of zombies succeeds at his ranged 
touch attack and deals 18 points of damage. The first zombie has 
only 16 hit points, so the zombie behind it takes the last 2 points of 
damage if the caster succeeds at another ranged touch attack. 

Greater Extra Ability 
Dragon #304 
Transmutation  
Level: Sor/Wiz 8 
As extra ability, but you can choose one of your spell-like abilities 
that duplicates a spell of 7th level or lower. 

Greater Mount 
Dragon #304 
Conjuration (Summoning)  
Level: Sor/Wiz 3 
As mount, but you summon a Huge light horse to serve as your 
mount. The giant horse is suitable for riding by Large characters 
(such as ogres and minotaurs) and has the following statistics: 
 
Huge Riding Horse: CR 3; Huge animal; HD 6d8+24; hp 51; Init 
+0; Spd 60 ft.; AC 14 (touch 8, flat-footed 14); Atk +7 melee 
(1d6+5, 2 hooves); Face/Reach 10 ft. by 20 ft./10 ft; SQ Scent; AL 
N; SV Fort +9, Ref +5, Will +3; Str 21, Dex 11, Con 19, Int 2, Wis 
12, Cha 6. 
Skills: Listen +6, Spot +6. 
A light load for a Huge riding horse is up to 918 pounds; a medium 
load, 919-1836 pounds; a heavy load, 1837-2760 pounds. A Huge 
light horse can drag 13,800 pounds. 
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Greater Spectral Hand 
Dragon #304 
Necromancy  
Level: Sor/Wiz 5 
As spectral hand, but the hand can deliver any touch range spell of 
6th level or lower. In addition, if you have a supernatural effect tied 
to your touch (such as a lich's paralyzing touch), the hand can 
deliver that effect as well. On casting the spell, you lose 3d4 hit 
points, and the result is the hand's hit point total. 

Greater Spell Resistance 
Dragon #304 
Abjuration 
Level: Clr 6, Sor/Wiz 6  
Components: V, S, M/DF  
Casting Time: 1 action  
Range: Touch  
Target: Creature touched  
Duration: 1 minute/level  
Saving Throw: Will negates (harmless)  
Spell Resistance: Yes (harmless) 
You add your caster level to the target's existing, extraordinary 
spell resistance. The spell has no effect if cast on a creature 
without natural spell resistance. It does not enhance the spell 
resistance bestowed by the spell resistance spell, any magic items, 
or any supernatural effect. 
Arcane Material Component: Hair from a drow. 

Greater Trackless Domain 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Drd 4, Rgr 3 
Components: V, S, DF 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Area: 200-ft.-radius spread 
Duration: 24 hours 
Saving Throw: None 
Spell Resistance: No 
This spell, an improved version of trackless domain, affects a 
larger area and allows the caster to select which beings leave 
tracks in the domain, and which do not. The caster can select one 
creature, or one subtype of creature (for example, bears as a 
subtype of animals), per caster level. The selected creatures do 
not leave any trace in the trackless domain, and all other creatures 
leave normal signs of their passage. Thus, the caster can set up a 
trackless domain that allows him to track certain creatures, and not 
others. For example, if a caster was investigating an area where a 
lot of one type of animal, say wolves, lived, but wanted to find the 
elf bounty hunter hiding among them, the caster could set the area 
so that the elf's tracks remain, and other normal tracks for the area 
are excluded. It is also useful for hiding the passage of selected 
people, say a group of adventurers, while not eradicating all tracks 
in the area. 

Guardian Trumpet 
http://www.wizards.com/dnd/ 
Abjuration 
Level: Brd 5, Sor/Wiz 5 
Area: 25-ft.-radius emanation centered on a point in space (S) 
Duration: Permanent until discharged 
As alarm, except it triggers both a mental and audible alarm. The 
audible alarm sounds like a trumpet, not a hand bell. The mental 
alarm can be heard anywhere on the same plane. You can 
deactivate or activate the guardian trumpet an unlimited number of 
times from within the protected area by uttering a secret word while 
within its confines. 
A creature that triggers a guardian trumpet is bathed in faerie fire 
(as the 1st-level spell). Moreover, you can mentally sense the 
creature's exact location for as long as the faerie fire effect lasts, 
as the spell locate creature. 
Arcane Focus: A tiny trumpet and a piece of very fine silver wire. 

Guidance of the Avatar 
http://www.wizards.com/dnd/ 
Divination 
Level: Clr 2 
Components: V, S 
Casting Time: 1 action 
Range: Touch 
Target: Creature touched 
Duration: 1 minute or until discharged 
Saving Throw: None 
Spell Resistance: Yes 
Your deity's chosen avatar imbues the subject with divine power. 
The creature gets a +20 competence bonus on a single skill check 
and must choose to use the bonus before making the roll to which 
it applies. 

Gullet of Fire 
Dragon #304 
Evocation [Fire] 
Level: Sor/Wiz 4 
Components: V, M 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 minute/level (D) 
Flames burn within your digestive tract, not harming you, but 
searing any creature or object that you have swallowed. In addition 
to any bludgeoning and acid damage you normally deal to 
creatures you have swallowed, you also deal an additional +1d6 
points of fire damage per size category you are above Medium-
size (+1d6 if you are Large, +2d6 if you are Huge, and so on). The 
spell has no effect if you are smaller than Large, nor does it 
enhance any fire damage you already deal to swallowed creatures 
(such as that of a remorhaz). 
As a standard action at any point during the duration of the spell, 
you can spit out a burst of flaming goo much like alchemist's fire in 
its composition, and identical in its effects. This ends the spell. 
Material Component: A hot chili pepper. 

Gullet of Teeth 
Dragon #304 
Transmutation 
Level: Sor/Wiz 3 
Components: V, M 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 minute/level (D) 
The lining of your digestive tract sprouts razor-sharp teeth that 
slice and shred any creature or object that you have swallowed. In 
addition to any bludgeoning and acid damage you normally deal to 
creatures you have swallowed, you also deal piercing damage 
equal to your normal bite attack damage (with no adjustment for 
your Strength). For example, if you were a behir under the effect of 
this spell, you would deal your normal 2d8+8 points of crushing 
damage and 8 points of acid damage, plus an additional 2d4 points 
of piercing damage. If you have no bite attack, this spell has no 
effect. 
Material Component: A purple worm's tooth. 

Hasten Recovery 
Dragon #304 
Conjuration (Healing)  
Level: Clr 5  
Components: V, S, DF  
Casting Time: 1 action  
Range: Touch 
Target: Up to one creature/level  
Duration: 1 minute/level  
Saving Throw: Fortitude negates (harmless)  
Spell Resistance: Yes 
The subjects of this spell recover subdual damage at a much faster 
rate than normal: 1 point per Hit Die per round, rather than that 



- 40 - 

rate per hour. This spell does not hasten recovery from other types 
of damage, including hit point damage and ability damage. Its 
applicability to subdual damage, however, makes it tremendously 
useful for creatures with regeneration. 

Heat Water 
Dragon #302 
Transmutation 
Level: Brd 0, Drd 0, Clr 0, Sor/Wiz 0 
Components: V, S 
Casting Time: 1 action 
Range: 5 ft. 
Target: 2 pints of liquid 
Duration: Concentration, up to 1 minute/level 
Saving Throw: Fortitude negates (object) 
Spell Resistance: Yes 
An unknown halfling apprentice created this spell. Hailed as one of 
the most useful spells ever created, heat water was originally 
intended as a cooking tool for those times when no fire was 
available (such as while traveling through dangerous lands). The 
cantrip has been used in many tasks, from alchemy to cleaning to 
food preparation. Heat water is even said to have saved its 
creator's life when she threw boiling water into the face of a goblin 
attacker. 
This spell causes up to 2 pints of liquid in a container to heat up. 
The spell takes 1 minute to bring water from cold to boiling point. 
The water can be kept at any temperature the caster wishes 
(above or at room temperature) as long as she concentrates. If 
further water is added to the container, the spell ends. 
 

Heal Animal Companion 
http://www.wizards.com/dnd/ 
Conjuration (Healing) 
Level: Drd 5, Rgr 3 
Components: V, S 
Casting Time: 1 action 
Range: Touch 
Target: Caster's animal companion touched 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: Yes (harmless) 
Heal animal companion enables the caster to wipe away disease 
and injury in one of his or her own animal companions (gained via 
class feature or the animal friendship spell). It completely cures all 
diseases, blindness, or deafness of the animal companion, cures 
all points of damage suffered due to wounds or injury, and repairs 
temporary ability damage. It cures mental disorders caused by 
spells or injury to the brain. 
Heal animal companion does not remove negative levels, restore 
drained levels, or restore drained ability scores. 

Heighten Venom 
Dragon #304 
Transmutation 
Level: Drd 6, Sor/Wiz 7 
As empower venom, but you increase the saving throw DC of the 
venom by +2 instead of increasing the damage it deals. The DC 
increase rises to +3 at 16th level and to +4 at 20th level. This 
increase stacks with the increase granted by the Virulent Poison 
feat (described in Savage Species). 

Heroics 
Dragon #275 
Transmutation  
Level: Sor/Wiz 4  
Components: V, S, M  
Casting Time: One action  
Range: Touch  
Target: Creature touched  
Duration: 10 minutes/level  
Saving Throw: None  
Spell Resistance: Yes 
The heroics spell temporarily grants a fighter a feat from the 
fighter's bonus feat list. For the duration of the heroics spell, the 
fighter can use the feat as if it were one of those she had selected. 
Only a character with at least one fighter class level can be the 
recipient of this spell. All prerequisites for the feat must be met by 
the target of this spell. 
A fighter can be the target of only one heroics spell at a time. 
Material component: a bit of a weapon or armor that has been 
used in combat by a fighter of at least i5th level. 

Hindsight 
http://www.wizards.com/dnd/ 
Divination 
Level: Brd 6, Sor/Wiz 9 
Components: V, S, F 
Casting Time: 1 hour 
Area: 60 ft. radius 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 
You can see and hear into the past of your current location. The 
level of detail you see and hear via this spell depends on the span 
of time you wish to observe; concentrating on a span of days 
during the past renders a more detailed perspective than, say, a 
span of centuries. Chose a span of time from the options below: 
• Days: You clearly see the events of one day per caster level. 

You gain detailed knowledge of the people, conversations, 
and events that transpired. 

• Weeks: You gain a detailed summary of the events of one 
week per caster level. Exact wording and details are lost, but 
you know all of the participants and the highlights of the 
conversations and events. 

• Years: You gain a general idea of the events of one year per 
caster level. You notice only noteworthy events such as 
deaths, battles, scenes of great emotion, important 
discoveries, and significant happenings. 

• Centuries: You gain the general idea of the events of one 
century plus an additional century for every four levels of 
experience past 1st level. For instance, a 16th-level caster 
would gain insight into four centuries, and a 17th-level caster 
would see five centuries. You notice only the most 
remarkable of events: coronations, deaths of important 
personages, major battles, and other truly awesome 
happenings.  

The following spells can be used in conjunction with a hindsight 
spell: darkvision, detect magic, detect chaos, detect evil, detect 
good, detect law, read magic, see invisibility, tongues, and true 
seeing. 
Focus: An hourglass-shaped diamond worth at least 5,000 gp. 

Holy Mount 
Dragon #299 
Transmutation  
Level: Pal 3  
Components: V, S  
Casting Time: 1 action  
Range: Touch 
Target: Your special mount  
Duration: 1 round/level  
Saving Throw: None 
Spell Resistance: Yes (harmless) 
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When you cast this spell, your special mount gains the celestial 
template for the duration of the spell (see page 211 of the Monster 
Manual for details on the celestial template). In addition, the 
affected mount gains a +2 sacred bonus to attack and damage 
rolls with its natural weapons. 

Hungry Gizzard 
Dragon #292 
Conjuration (Creation)  
Level: Drd 6  
Components: V, 3, M  
Casting Time: 1 action  
Range: Medium (100 ft. + 10 ft./level)  
Target: One Medium-size or smaller creature 
Duration: 1 round/level (D)  
Saving Throw: Reflex negates  
Spell Resistance: Yes 
A Large bulbous, fleshy mass seethes into being around a single 
Medium-sized or smaller target within range. The target can make 
a Reflex save to avoid becoming engulfed by the hungry gizzard, 
otherwise it is entombed within the disembodied digestive organ. 
Each round a creature remains trapped inside a hungry gizzard 
(starting on the round the spell is cast), the target creature is 
considered grappled and takes 2d8+8 points of crushing damage 
per round plus id8 points of acid damage. 
While engulfed, the target creature can cast a spell only if the spell 
has no somatic component, the material components are in hand, 
and a Concentration check (DC 20 + spell level) is made. An 
engulfed creature can cut its way out by using claws or a light 
slashing weapon to deal 25 points of damage to the gizzard (AC 
20). Once the creature exits, the gizzard immediately melts into a 
pool of blood and meaty chunks. 
There is no immediate physical exit; the only way for those trapped 
inside to escape is to cut their way Tree, to dispel the spell, or to 
have allies outside destroy the gizzard. The gizzard is fairly easy to 
strike in combat from a vantage point outside of its interior, due to 
its size (AC 4). A newly formed hungry gizzard has 5 hit points per 
level of the caster. The gizzard is treated like an unattended object 
for the purposes of saving throws. A hungry gizzard reduced to o 
hit points is immediately destroyed. Material Component: A dried 
gizzard. 

Hurl 
Dragon #275 
Transmutation  
Level: Sor/Wiz 2  
Components: V, S, M (F)  
Casting Time: 1 action  
Range: Touch  
Target: Weapon touched  
Duration: 1 minute/level  
Saving Throw: None  
Spell Resistance: No 
The hurl spell enchants one melee weapon so that it will return to 
the thrower after being thrown. For the duration of the spell, when 
thrown, the weapon returns to its wielder at the beginning of his 
next action. The weapon returns whether it hit or missed its target. 
On its return, the thrown weapon hovers for 1 round next to the 
wielder and can then be seized and thrown again. After 1 round, 
the weapon falls to the ground. The weapon only returns to its 
wielder if thrown; it doesn't automatically fly back if dropped or 
seized by another creature. (An improvised weapon or a weapon 
not designed for throwing has a range increment of 10 feet.) Only 
weapons of up to Large size can be targeted by this spell. Thus, a 
greatsword could be enchanted by hurl, but the spell has no effect 
on a ballista bolt or a huge boulder. 
Material component: a bit of wood or leather from a throwing axe 
or spear. 

Icemelt 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 2  
Components: V 
Casting Time: 1 action  
Range: Medium (100 ft. plus 10 ft./level) 
Area: 10-ft. square/level (see text) 
Duration: Instantaneous/2d4 hours 
Saving Throw: None 
Spell Resistance: No 
This spell causes solid, nonmagical ice to vaporize, dissipating into 
the surrounding atmosphere without fog, water runoff, or heat. You 
affect a 10-foot-square area to a depth of 1 to 4 feet; you can 
orient it vertically to ablate a wall-like structure. Natural and 
magical ice cannot form in the affected area for 2d4 hours 
thereafter. Ice within an organic mass (such as a frozen body) is 
unaffected by this spell. 

Icy Claw 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 8 
Components: V, S, M 
Casting Time: 1 full round 
Range: Medium (100 ft. + 10 ft./level) 
Area: 30-ft. radius spread 
Duration: 1 round/level 
Saving Throw: Reflex half (see text) 
Spell Resistance: Yes 
You create a wraithlike, faintly glowing cloud of white vapors. The 
vapors coalesce into a visible, white, four-taloned claw of Medium-
size whenever an intruder enters the spell’s area. Multiple intruders 
generate multiple claws, one for each intruder. An "intruder" is any 
creature of one of three races or species chosen by you at the time 
of casting. You can choose one or two specific individuals of the 
selected races or species to be unaffected by the spell, but they 
must be present and touched by you during the casting of the 
spell.  
An icy claw attacks once per round, and its attack bonus equals 
your level + your Intelligence or Charisma modifier (for a wizard or 
sorcerer, respectively) +10 for the hand's Strength score (31). The 
icy claw deals 1d6+15 points of slashing damage plus 3d6 points 
of cold damage.  
Arcane Focus: A glove fashioned from the hide of an ice toad. 

Illusory Feast 
Dragon #291 
Illusion (Pattern) [Mind-Affecting]  
Level: Sor/Wiz 5  
Components: V, S, M  
Casting Time: 1 action  
Range: Long (400 ft, + 40 ft./level)  
Area: 40-ft.-radius spread  
Duration: Concentration + 1 round/level  
Saving Throw: Will negates  
Spell Resistance: Yes 
Tantalizing food and drink appears, causing creatures in the area 
to stop what they are doing and eat. A creature in the area that 
fails its save stops its current activities, drops held or carried items, 
and begins consuming the illusory food and drink. The food looks, 
feels, smells, tastes, and even sounds real to the affected creature, 
and it appears to be whatever kind of food the creature prefers. 
The creature is considered dazed and takes no actions (but 
defends itself normally). Thus, a fighter affected by this spell 
cannot run away or attack but suffers no penalties when attacked. 
An attack on an affected creature frees it from the spell 
immediately, but it must make another Will saving throw each 
round that it remains within the spell's area. Sightless creatures 
are affected by this spell due to its affect on all the senses. 
Creatures that do not eat are unaffected by this spell. 
Material Component: A pinch of trail rations. 
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Illusory Pit 
Dragon #291 
Illusion (Phantasm) [Fear, Mind-Affecting]  
Level: Sor/Wiz 6  
Components: V, S  
Casting Time: 1 round  
Range: Medium (100 ft. + 10 ft./ caster level)  
Area: lo-ft. cube/level  
Duration: Concentration + 1 round/level  
Saving Throw: Will partial (see text)  
Spell Resistance: Yes 
Creatures entering or within the area must make a Will save or 
believe the floor on which they stand has become the wall of a 
bottomless pit. Those who succeed in their saving throw suffer a 
mild case of vertigo and are stunned for 1 round. Those who fail 
their saving throw fall prone and take no other action but clawing 
desperately at the floor, trying to stop their "fall." An attack on an 
affected creature frees it from the belief it is falling, but leaves it 
stunned for 1 round. When the duration ends, creatures that 
believed they were falling are stunned for 1 round. Flying creatures 
who make their Will saving throw are unaffected by this spell, and 
those that fail are stunned for 1 round. 

Indomitability 
Dragon #275 
Abjuration 
Level: Sor/Wiz 5 
Components: V, S 
Casting Time: 1 action 
Range: Touch 
Target: Creature touched 
Duration: 1 minute/level 
Saving Throw: None 
Spell Resistance: Yes (Harmless) 
The indomitability spell protects its recipient from the first 
incapacitating attack he suffers during the spell's duration. An 
incapacitating attack is one that would reduce the recipient to less 
than 1 hp. The attack must be one that deals damage; the staying 
spell offers no protection from non-damaging effects or arracks 
that kill or destroy without dealing any damage, such as the 
disintegrate or stay living spell.  Regardless of how much damage 
the attack deals, the recipient of the indomitability spell takes only 
enough damage to be reduced to 1 hp. The remaining damage 
from the arrack is delayed until the end of the spell's duration. The 
recipient can be healed before the spell ends, but nothing short of 
a wish or miracle spell can prevent the delayed damage from being 
dealt when the indomitability spell expires. 

Infuse With Element 
Dragon #285 
Transmutation [Evil] 
Level: Earth 4, Air 4, Fire 4, Water 4 
Components: V, S, M 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft/level) 
Target: Living creature touched 
Duration: 10 minutes/level (D) 
Saving Throw: Fortitude negates (Harmless) 
Spell Resistance: Yes 
You infuse elemental power into a target creature, making it more 
powerful. The powers gained by the infusion depend on the type of 
element used. 

• If cast as a fire spell, the target gains a +2 enhancement 
bonus to Dexterity, +10 enhancement bonus to Speed, 
and fire resistance 20. 

• If cast as an air spell, the target can fly (as the fly spell) 
and lightning resistance 20. 

• If cast as a water spell, the target can breathe water, 
gains a +2 enhancement bonus to Constitution, and cold 
resistance 20. 

• If cast as an earth spell, the target gains a +2 
enhancement bonus to Strength, damage reduction of 
10/+1, and acid resistance 20, 

If a creature is infused with the power of more than one element at 
a time, the elements cancel themselves out, no abilities are 
gained, and all infuse with element spells concerned end. 

Invasive Telepathy 
Dragon #304 
Enchantment (Compulsion) [Mind-Affecting] 
Level: Sor/Wiz 2 
Components: S 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./a levels) 
Target: One living creature 
Duration: Instantaneous 
Saving Throw: Will negates  
Spell Resistance: Yes 
As you cast invasive telepathy, you force your mind into the 
target's, filling it with alien thoughts and overwhelming its capacity 
for sanity. If you are undead, an aberration, or an evil outsider, you 
deal 1d4 points of temporary Wisdom damage to the target. 
Otherwise, you deal 1 point of temporary Wisdom damage. 

Lava Spikes 
Dragon #294 
Conjuration (Creation)  
Level: Drd 7, Sor/Wiz 8  
Components: V, S  
Casting Time: 1 action  
Range: Close (25 ft. + 5 ft./2 levels)  
Target: One creature/3 levels; all of whom must be in contact with 
the ground, no two of whom can be more than 60 ft. apart  
Duration: 1 round/3 levels  
Saving Throw: Reflex negates  
Spell Resistance: Yes 
With the casting of this spell, spikes of red hot stone leap up from 
the earth to cage creatures within 10 feet of the ground's surface. 
The cages deal 13d6 points of damage; 3d6 is impact damage, the 
remaining 10d6 is fire damage. The stones then immediately cool 
and hold the creature in place. Creatures held by the stones are 
considered pinned but benefit from three-quarters cover. The 
stones hold the creature until the end of the spell's duration, after 
which they become brittle and crumble away to nothing. Creatures 
held by the stones can break free with a successful Strength check 
(DC 35) or wriggle out with a successful Escape Artist check (DC 
30). Should other creatures attempt to free a trapped creature, 
treat the stone spikes as foot-thick masonry wall. Creatures that 
make successful Reflex saving throws avoid the spell entirely. 

Leomund's Hidden Lodge 
http://www.wizards.com/dnd/ 
Conjuration (Creation) 
Level: Sor/Wiz 5 
Components: V, S, M, F 
Casting Time: 10 minutes 
Range: Close (25 ft. + 5 ft./2 levels) 
Targets: 20-ft. square structure 
Duration: 2 hours/level (D) 
Saving Throw: None 
Spell Resistance: No 
This spell is similar to Leomund's Secure Shelter, except that the 
conjured structure is perfectly camouflaged to blend in with 
whatever terrain or surroundings are appropriate. It may appear as 
a house-sized boulder in mountainous or rocky areas, a sand 
dune, a deadfall, a small grassy knoll, or even a mighty tree. The 
spell also conceals all telltale signs of habitation, including any 
smoke, light, or sound coming from within the lodge. Creatures 
examining the lodge or studying its immediate vicinity note the 
presence and extent of the shelter with a successful Wilderness 
Lore check (DC 30). If the lodge's occupants are seen entering or 
leaving the lodge, the DC for this check drops to 10. 
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Lesser Energized Shield 
Dragon #299 
Abjuration  
Level: Clr 3, Pal 2  
Components: V, S, DF  
Casting Time: 1 action  
Range: Touch  
Target: Shield touched  
Duration: 1 round/level  
Saving Throw: None  
Spell Resistance: No 
When this spell is cast, the shield touched appears to be made 
entirely out of one type of energy (fire, cold, electricity, acid, or 
sonic). Whoever bears the shield gains a resistance of 5 against 
the chosen energy type. Additionally, if the wielder successfully 
hits someone with the shield with a shield bash attack, the victim 
takes 1d6 points of the appropriate energy damage in addition to 
the normal shield bash damage. The energy type must be chosen 
when the spell is cast and cannot be changed during the duration 
of the spell. The energy resistance overlaps (and does not stack) 
with endure elements and resist elements. A given shield cannot 
be the target of more than one lesser energized shield or 
energized shield spell at a time. 

Lesser Fireball 
http://www.wizards.com/dnd/ 
Evocation 
Level: Sor/Wiz 2 
Components: V 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Area: 5-ft.-radius spread 
Duration: Instantaneous 
Saving Throw: Reflex half 
Spell Resistance: Yes 
As fireball, except that the burst of flame deals 1d4 points of fire 
damage per caster level (maximum 10d4). 

Lesser Ironguard 
Dragon Annual #5 
Abjuration 
Level: Sor/Wiz 5 
Components: V, S, M 
Casting Time: 1 action 
Range: Touch 
Target: Creature touched 
Duration: 1 round/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 
The caster or a creature touched becomes immune to nonmagical 
metal. Nonmagical metal items (including metal weapons) simply 
pass through the affected creature, and the target of the spell can 
walk through nonmagical metal barriers such as iron bars. Attacks 
delivered by metal items (such as poison on a dagger) affect the 
creature normally. If the spell expires while metal is inside an 
affected creature, the metal object is shunted out of its body (or the 
body away from the metal, if the metal is an immovable object like 
a set of iron bars). The affected creature and the object take 1d6 
points of damage as a result (ignoring the object's hardness rating 
for determining damage to it). 
Because the target of the spell passes through metal, it can ignore 
armor and hardness bonuses on opponents it attacks with 
unarmed attacks.  
Components: a tiny shield made of wood, glass, or crystal. 

Lesser Spell Immunity 
Dragon #275 
Range: Touch 
Target: Creature touched 
Duration: 10 minutes/level 
Saving Throw: Will negates (Harmless) 
Spell Resistance: Yes (Harmless} 
A weaker version of spell immunity, this spell protects one creature 
from a single 1st- or 2nd- level spell. The creature effectively has 
unbeatable Spell Resistance regarding the chosen spell. Lesser 
spell immunity can't protect a creature from a spell to which Spell 
Resistance doesn't apply. This spell works against other spells, 
spell-like effects, and innate spell-like abilities. It does not protect 
against supernatural or extraordinary abilities, such as breath 
weapons or gaze attacks. Only a particular spell can be protected 
against, not a sphere of spells or a group of spells with similar 
effects; thus, a creature given immunity to magic missile is still 
vulnerable to Melf’s acid arrow. 
A creature can have only one lesser spell immunity or spell 
immunity in effect at a time. 

Lord's Charisma 
Dragon Annual #5 
Transmutation  
Level: Hrd 2  
Components: V, S  
Casting Time: t action  
Range: Touch  
Target: Creature touched  
Duration: 1 hour/level  
Saving Throw: None  
Spell Resistance: Yes (harmless)  
The transmuted creature becomes more personable, charming, 
and socially graceful. The spell grants an enhancement bonus to 
Charisma of 1d4+1 points, adding the usual benefits to all uses of 
the Charisma score modifier. No additional bonus spells are 
granted by the increased ability score. 

Magic Memory 
http://www.wizards.com/dnd/ 
Divination [Mind-Affecting] 
Level: Sor/Wiz 3 
Components: S, M 
Casting Time: 1 action 
Range: Personal 
Target: You and one other living creature 
Duration: Special 
Saving Throw: Will negates 
Spell Resistance: No 
You absorb the sights, smells, sounds, tastes, and/or textures of 
your immediate environment and magically record them in your 
memory for as long as you concentrate (up to 1 round/level). 
Anything that causes you to break your concentration ends the 
record. You can later share your experience with another willing 
living creature simply by maintaining direct physical contact and 
letting the memory replay. For as long as contact is maintained, 
that creature's senses perceive the earlier recorded environment. 
Once the memory is replayed, the spell ends, and the memory 
becomes a normal memory for both you and the target. 
Arcane Focus: A mind flayer tentacle. 
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Master’s Touch 
http://www.wizards.com/dnd/ 
Divination 
Level: Brd 1, Sor/Wiz 1 
Components: V, F 
Casting Time: 1 action 
Range: Self 
Targets: Self 
Duration: 1 minute per level 
Saving Throw: None 
Spell Resistance: No 
Master’s touch is a spell often found in the repertoire of the 
adventurers that specialize in casting arcane spells. It grants 
casters the knowledge and experience to claim proficiency in 
whatever single weapon or shield they hold in their hands when 
the spell is cast. The lack of a somatic component means the spell 
may be cast in the midst of a fight while keeping ready whatever 
items stand between the caster and danger. 
Proficiency is granted for only a single, specific item, although 
multiple castings allow for multiple proficiencies. For example, a 
sorcerer holding a short sword and rapier, with a buckler strapped 
to his off hand, could cast the spell three times, once for each 
weapon and shield.  
Note that this spell does not grant proficiency for a class of item, 
but only for the one specific item held in the hand at the time the 
spell is cast. Should the caster set that item down or otherwise 
lose his or her grip on it, proficiency does not fade away; the 
proficiency is due to knowledge gained, not due to any 
transmutation of the caster or the item. The caster may therefore 
recover that specific item and continue to use it with proficiency 
until the spell’s effect runs out.  
Master’s touch does not convey any information about a magic 
item to the caster. The caster may not even be aware that an item 
is magical at all.  
Arcane Focus: The item in whose use the caster wishes to be 
proficient.  

Minor Reflection   
Dragon Annual #5 
Abjuration 
Level: Brd 3, Sor/Wiz 3 
Components: V, S, F 
Casting Time: One action 
Range: Personal 
Duration: 1 minute/level 
Saving Throw: None 
Spell Resistance: No 
As the spell is cast, a brief shimmering appears around the caster. 
For the duration of the spell, the caster is protected against ranged 
touch attacks, including ray spells and creature ray attacks. Any 
ranged touch attack directed at the caster is automatically reflected 
back at the original caster. 
Focus: a glass prism. 

Mass Harm 
Dragon #304 
Necromancy  
Level: Clr 7 
Range: Close (25 ft. + 5 ft./2 levels)  
Target: One or more undead creatures, no two of which can be 
more than 30 ft. apart  
Saving Throw: None  
Spell Resistance: Yes (harmless) 
As harm, except as noted above. Mass harm has no effect on 
living creatures; its only use is to heal multiple undead creatures. 

Mass Stablize 
Dragon #299 
Conjuration (Healing)  
Level: Pal 2, Clr 2  
Components: V, S, DF  
Casting Time: 1 action  
Area: 10-ft./level radius burst, centered on caster  
Duration: Instantaneous  
Saving Throw: Fortitude negates (harmless)  
Spell Resistance: Yes (harmless) 
This spell, designed to work on the battlefield, allows you to 
stabilize the dying all around you. A burst of positive energy 
spreads out from you, healing 1 point of damage to all living 
creatures in the area of effect, whether allied or not. This spell 
does damage to undead creatures. 

Mass Strength 
Dragon #275 
Transmutation 
Level: Sor/Wiz 6 
Components: V, S, M 
Casting Time:1t action 
Range: Close (25 ft. + 5 ft./level) 
Target or Target: Up to one creature per 2 levels, all within a 30 
foot radius 
Duration: 10 minutes/level 
Saving Throw: Fortitude negates (Harmless) 
Spell Resistance: Yes (Harmless) 
This spell grants additional Strength to one creature per 2 levels of 
the caster. The affected creatures gain 1d4+1 points of Strength, 
adding the usual benefits to melee attack rolls, melee damage 
rolls, Strength-related skill checks, and so on, 
Material component: A few hairs from any kind of giant. 

Master Shape 
Dragon #304 
Transmutation  
Level: Sor/Wiz 4  
Components: V, S  
Casting Time: 1 full round  
Range: Personal  
Target: You  
Duration: 1 hour/level 
For the duration of the spell, you gain the benefit of the Improved 
Control Shape feat, granting you full control over your lycanthropic 
shapeshifting abilities. This spell has no effect if you are not an 
afflicted lycanthrope. (Remember that Improved Control Shape is 
described in a sidebar in The Monster Manual that accompanies 
the description of the lycanthrope Template. The feat is usually 
available only to natural lycanthropes, giving them complete 
control over their shapeshifting abilities.) 

Maximize Venom 
Dragon #304 
Transmutation 
Level: Drd 7, Sor/Wiz 8 
As empower venom, but the poison deals the maximum possible 
damage, both initial and secondary. 
Arcane Material Component: A single dose of a particularly 
dangerous poison, such as deathblade, worth at least 700 gp. 



- 45 - 

Mind of Another 
http://www.wizards.com/dnd/ 
Transmutation [Mind-Affecting] 
Level: Sor/Wiz 7 
Components: V, S, M 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Target: One creature 
Duration: 1 hour/level 
Saving Throw: Will negates 
Spell Resistance: Yes 
An improved version of the mind of a beast spell, mind of another 
transforms the subject's mentality into that of an aberration, 
animal, beast, fey, giant, humanoid, magical beast, monstrous 
humanoid, or vermin, and there is no maximum Intelligence limit. 
The caster chooses a creature (for example, "stone giant" or 
"nymph") upon casting the spell. Making this spell permanent 
requires a 16th-level caster and the expenditure of 3,500 XP. 
Otherwise, the spell works exactly the same as the mind of a beast 
spell. 
Material Component: A small bit of brain matter is required, but it 
can be from any creature of the types listed for this spell. 

Mind of a Beast 
http://www.wizards.com/dnd/ 
Transmutation [Mind-Affecting] 
Level: Sor/Wiz 4 
Components: V, S, M 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Target: One creature 
Duration: 1 minute/level 
Saving Throw: Will negates 
Spell Resistance: Yes 
Mind of a beast transforms the mentality of the subject into that of 
an animal or beast. The spell suppresses the target's own 
personality, mental awareness, and memories, and it puts in their 
place the average mental abilities and knowledge of a creature of 
type animal or beast whose Intelligence is 2 or lower. The caster 
selects the animal or beast type (bird, bear, owlbear, and so on) 
when the spell is cast. The target then acts as a normal creature of 
that type for the duration of the spell. For example, a target 
succumbing to "mind of a wolf" might fight to defend young wolves, 
but might run if a threat presented itself. 
Unless another spell is already affecting the subject that changes 
these traits, it retains its type (for example, "humanoid"), physical 
traits (Strength, Dexterity, Constitution), body shape, natural 
attacks and damage, base saves, and speed, and gains the 
average Intelligence, Wisdom, and Charisma of the creature type. 
It gains the skills of an average creature of its type (modified by the 
target's physical abilities rather than the animal's), and it cannot 
use the skills of the original mentality. The spell does not grant any 
supernatural, spell-like, or extraordinary abilities of the creature 
type, and though the target retains its extraordinary abilities, it 
does not know how to use them if the animal or beast type does 
not also possess them. The target can use any feats of the original 
mentality that the creature mentality also possesses. The 
supernatural and spell-like abilities of the target's original mentality 
are not available to the animal consciousness, nor are any of the 
target's memories. 
The animal mentality is not surprised or disoriented by its sudden 
existence, and it does not question that its body does not match 
the usual for its type. The animal mentality assumes that it belongs 
in the body it occupies and does the best it can. Thus, a target 
suffering from mind of a deer would run on two legs instead of 
trying to run on all fours, and a target suffering from mind of a 
snake would not try to slither. The animal mentality also does not 
question how it got into the situation it is in when the spell effect 
begins. It does have all the racial knowledge of an adult of its type, 
so it knows how to attack, run, what constitute threats, what it 
should be eating, and so forth. During the spell duration, others 
can speak to the mentality using the speak with animals spell if the 
new mentality is an animal type. 
This spell can be made permanent by use of the permanency 

spell, but the caster must be at least 13th level and spend 2,000 
XP in the endeavor. The spell cannot be used on targets that have 
no Intelligence. 
Material Component: A small bit of brain matter from an animal or 
beast that has been dead no more than one hour. The brain matter 
may be carefully preserved for later use. The brain matter need not 
be from the creature type chosen in casting the spell, but it must 
be from a creature of the animal or beast type. 

Mindless Rage 
http://www.wizards.com/dnd/ 
Enchantment (Compulsion) [ Mind-Affecting]  
Level: Brd 2, Sor/Wiz 2 
Components: V, S, F 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft/2 levels) 
Targets: One person or creature 
Duration: 1 round/level 
Saving Throw: Will negates 
Spell Resistance: Yes 
Creatures affected by the spell mindless rage become so filled with 
rage that they can do nothing but focus on engaging the caster in 
personal physical combat. The affected creature cannot use any 
spells, spell-like or supernatural abilities, or ranged weapons while 
attacking the caster. The subject's only thoughts are of killing the 
caster -- if not with bare hands, then with a hand-held melee 
weapon at best. 
It's worth noting that the recipient of this spell, though overcome 
with rage, is by no means rendered an idiot or suicidal. For 
example, an affected creature will not charge off a cliff in an 
attempt to reach the target. 
While under the effect of a mindless rage spell, the subject can 
make use of all normal melee combat skills, abilities, and feats -- 
either offensive or defensive. However, the affected creature 
cannot use any ability that requires activation or concentration. 
An interesting side effect of mindless rage occurs when the spell is 
cast upon any character capable of the rage ability (such as a 
barbarian). In these cases, the mindless rage episode counts as 
one of the character's uses of rage for that day. 
Mindless rage is a fairly uncommon spell. It’s believed to have 
been developed by dwarven fighter/wizards who preferred to face 
their opponents in melee combat over magical conflicts. Of course, 
many of the stories tracing this spell's origins to the battle-mages 
also note that this dwarven method of ensuring melee combat 
against spellcasters backfired when the group ran afoul of a band 
of sorcerer/barbarians. 
Arcane Focus: Successful casting of mindless rage requires the 
caster to utilize a scarlet handkerchief or similar piece of cloth, 
which is waved in the target's direction while the caster vocalizes 
the verbal component. 

Mirror 
Dragon #302 
Illusion (Figment) 
Level: Brd 0, Clr 0, Sor/Wiz 0 
Components: V, S 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: One illusory surface up to 1 sq. ft. in area 
Duration: 1 round/level 
Saving Throw: Will Negates 
Spell Resistance: No 
Mirror creates a one-square-foot mirrored surface that can be 
shaped and positioned as the caster desires. The mirror is 
insubstantial, and objects pass through it without problem. The 
mirrored area is also transparent from the other side, so the spell 
can be used for a one-way mirror effect if placed over a window or 
similar opening. As a move-equivalent action, the caster can 
concentrate and cause the mirror to move anywhere within range. 
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Mirror Eyes 
Abjuration 
Dragon #305 
Level: Sor/Wiz 2 
Components: V, S, M 
Casting Time: 1 action 
Range: Touch 
Target: Creature touched 
Duration: 1 minute/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 
When this spell is cast, the subject's eyes appear reflective and the 
subject gains the ability to resist harmful visual effects. For the 
duration of the spell, the subject has a +10 resistance bonus on 
saving throws against the gaze attacks of monsters such as 
basilisks and cockatrices, as well as the gaze effects of spells and 
spell-like abilities such as eyebite. The same bonus applies to 
saves against spells that affect vision, such as glitterdust and 
blindness. The subject is also immune to being dazzled by any 
visual effect. 
Arcane Material Component: A fragment of mother-of-pearl. 

Mirror Move  
http://www.wizards.com/dnd/ 
Transmutation 
Level: Brd 2, Sor/Wiz 2 
Components: V, S, M 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 minute/level 
Mirror move allows you to reproduce any general feat with an 
obvious physical effect that you observed another perform within 
the past 10 rounds, providing you meet the prerequisites for that 
feat. 
For example, Mialee is proficient with the shortbow but does not 
possess the Point Blank Shot feat. However, she can watch 
Soveliss perform the feat, then, using mirror move, she can mimic 
his Point Blank Shot feat to better attack an orc advancing on her. 
When the spell dissipates, Mialee can no longer access this feat 
(unless she later acquires it herself or recasts mirror move for the 
same effect). 
With a single casting, you may mirror move a number of feats 
equal to your Intelligence bonus, but always at least one. That is, a 
caster with an Intelligence of 10 can mirror one feat, while a caster 
with 18 Intelligence can mirror up to four feats with a single use of 
the spell. The effects of multiple castings of mirror move do not 
stack. Each new casting wipes out the previous one. 
You can mirror move the following feats: 
• Ambidexterity 
• Combat Casting 
• Combat Reflexes  
• Dodge  

• Mobility  
• Spring Attack  

• Exotic Weapon Proficiency  
• Expertise  

• Improved Disarm  
• Improved Trip  
• Whirlwind Attack  

• Improved Critical  
• Improved Initiative 
• Improved Unarmed Strike  

• Deflect Arrows  
• Stunning Fist  

• Lightning Reflexes  
• Martial Weapon Proficiency  

• Mounted Combat  
• Mounted Archery  
• Trample  
• Ride-By Attack  
• Spirited Charge  

• Point Blank Shot  
• Far Shot  
• Precise Shot  
• Rapid Shot  
• Shot on the Run 

• Power Attack  
• Cleave  
• Improved Bull Rush  
• Sunder  
• Great Cleave  

• Quick Draw  
• Run  
• Shield Proficiency  
• Simple Weapon Proficiency  
• Two-Weapon Fighting  

• Improved Two-Weapon Fighting  
• Weapon Finesse  
• Weapon Focus 
 
The DM may allow mirroring of feats from sources other than the 
Player's Handbook, as long as they are feats with observable 
physical effects. 
Spellcasters who do not meet the prerequisite(s) for the feat they 
wish to mirror can sometimes find clever ways around this 
limitation. For example, Mialee has the Improved Unarmed Strike 
feat but a Dexterity of only 11. She casts cat's grace on herself, 
receiving 2 additional Dexterity points for a 13 Dexterity. She then 
casts mirror move, adopting Ember's Deflect Arrows feat. When 
mirror move dissipates, Mialee retains her heightened Dexterity 
until her cat's grace spell ends but she loses access to Deflect 
Arrows. If she somehow lost the effects of cat's grace before the 
end of mirror move’s duration, she would lose access to the 
Deflect Arrows feat. 
One interesting note about mirror move is that the spell conveys all 
the nuances of the mirrored character's style. Using the previous 
example, Mialee not only gains the ability to Deflect Arrows but the 
arcane power results in her deflecting arrows exactly as Ember 
would do it. Although Ember may not be with Mialee when she cast 
the mirror move spell, anyone familiar with Ember's style (for 
instance, a lifelong enemy or former trainer) may recognize that 
Mialee's arrow deflection is actually borrowed from Ember. Anyone 
familiar with Ember's defensive style should be allowed a Spot 
check (DC 15) to recognize the similarities. 
It's worth noting that Item Creation Feats and Special Feats can 
not be duplicated by mirror move. Likewise, Metamagic Feats are 
too subtle and/or complex to be mirrored. 
Material Component: Any reflective surface, including highly 
polished shields or armor and even surfaces of water, can be used 
for this spell. Many spellcasters carry small mirrors with them for 
material components.  

Moment of Clarity 
Dragon #299 
Abjuration  
Level: Pal 2  
Components: V, S, DF  
Casting Time: 1 action  
Range: Touch  
Target: Creature touched  
Duration: Instantaneous  
Saving Throw: None  
Spell Resistance: No 
When you cast this spell and touch a creature that is under the 
influence of a mind-affecting spell or effect, that creature 
immediately receives another saving throw against the effect's 
original DC to break free of the effect. If the spell or effect did not 
originally permit a saving throw, this spell has no effect. 
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Mordenkainen's Force Missiles 
http://www.wizards.com/dnd/ 
Evocation [Force] 
Level: Sor/Wiz 4 
Components: V, S 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Targets: Up to four creatures, no two of which can be more than 
20 ft. apart 
Duration: Instantaneous 
Saving Throw: None or Reflex half (see text) 
Spell Resistance: Yes 
You create a powerful missile of magical force, which darts from 
your fingertips and unerringly strikes its target, dealing 2d6 points 
of damage. The missile then bursts in a 5-foot blast of force that 
inflicts half this amount of damage to any creatures in the area 
(other than the primary target). The primary target is not entitled to 
a saving throw against the burst, but creatures affected by the 
burst may attempt a Reflex save for half damage. 
If the missiles' burst areas overlap, secondary targets make only 
one saving throw attempt (and only one SR check, if applicable). A 
character can be struck by one missile (or more) and also be 
caught in the burst of another missile. In such a case, the 
character may attempt a Reflex save to halve the burst damage, 
and SR might apply. 
The missile strikes unerringly, even if the target is in melee or has 
anything less than total cover or concealment. A caster cannot 
single out specific parts of a creature. The spell can target and 
damage unattended objects.  
For every five caster levels, the caster gains one missile. A caster 
has two missiles at 9th level or lower, three missiles from 10th to 
14th level, and four missiles at 15th level or higher. A caster can 
make more than one missile strike a single target, if desired. 
However, the caster must designate targets before rolling for SR or 
damage. 

Nature's Rampart 
http://www.wizards.com/dnd/ 
Conjuration (Creation) 
Level: Clr 4, Drd 3 
Components: V, S, M, DF 
Casting Time: 10 minutes 
Range: Medium (100 ft. + 10 ft./level) 
Area: Structure up to 40 ft. square 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 
You shape a natural setting into a formidable defensive position. 
Usually this is used to prepare an open outdoor area such as a 
hillside or a forest, but a large natural cavern could be shaped into 
a divine rampart. Artificial structures or features are not affected, 
although a divine rampart could be positioned to fill a gap between 
two buildings or barricade an unpaved road. The effects of the 
spell depend on the terrain: 
Open Outdoor Site: A rampart or dike of earth 5 feet high and 5 
feet thick at its base rises immediately behind a shallow ditch 5 
feet wide and 5 feet deep along the perimeter of the site. Creatures 
behind the dike receive 75% cover. Attackers approaching on foot 
must scramble down into the ditch and then 10 feet up the dike 
(Climb DC 10). 
Rough Outdoor Site or Cavern: Loose stones and boulders, 
deadwood, and patches of dense briars are arranged to form a 
defensible wall 5 feet high and 2 feet thick at the base around the 
perimeter of the site. Creatures behind the wall receive 75% cover. 
Marshy or Low-Lying Site: In areas such as marsh, bog, swamp, or 
tundra, divine rampart cannot raise a wall, but instead creates a 
water-filled ditch 10 feet wide and 5 feet deep. Creatures forced to 
wade the ditch are reduced to one-eighth their normal movement 
(minimum 5 feet) and cannot charge or run. 
Material Components: A small quartz gem engraved with the 
image of an exquisite tiny castle, worth at least 100 gp. 

Negative Energy Aura 
Dragon #304 
Necromancy [Evil]  
Level: Sor/Wiz 8  
Components: V, S, M  
Casting Time: 1 action  
Range: Personal  
Target: You  
Duration: 1 round/level (D) 
A crackling nimbus of negative energy surrounds you. If you are 
alive, rather than undead, you take 5 points of negative energy 
damage each round on your turn, starting the round you cast this 
spell. If you are undead, you regain 5 hit points per round from the 
negative energy. 
Any creature striking you with its body or a handheld weapon that 
is not a reach weapon deals normal damage, but at the same time, 
the attacker takes 1d6 points of negative energy damage +1 point 
per caster level. If a creature has spell resistance, it applies to this 
damage. 
Material Component: A bone from a creature that was once 
undead. 

Obliterate Tracks 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Drd 2, Rgr 1 
Components: V, S 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Area: 100-ft.-radius spread 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 
This spell obliterates all tracks and signs of passage in the area of 
effect. Scents vanish, broken twigs are repaired, and the area 
looks as if no one has passed through it in at least a month. The 
effect is instantaneous, and subsequent signs of passage remain. 
The spell cannot eliminate the tracks of Huge or larger creatures. 
Further, it cannot repair anything more than tiny branches on 
plants; it is not a plant healing spell and does not cure wounds (hit 
points) suffered by plants. 

One Mind I 
Dragon #299 
Divination  
Level: Pal 1 
Components: V, S, DF  
Casting Time: 1 action  
Range: Close (25 Ft. + 5 ft./level)  
Target: Your special mount  
Duration: 10 minutes/level  
Saving Throw: None  
Spell Resistance: No 
You temporarily strengthen the mental bond with your special 
mount when you cast this spell. If you do not already share an 
empathic link with your mount, you gain one for the duration of this 
spell. Additionally, the link with your mount sharpens your senses, 
giving you a +2 insight bonus to Spot and Listen checks and the 
scent special quality for the duration of the spell as long as your 
mount stays within range of the spell. The scent special qualify is 
described on page 10 of the Monster Manual. 

One Mind II 
Dragon #299 
Divination  
Level: Pal 3  
Components: V, S, DF 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./level) 
Target: Your special mount 
Duration: 1 round/level 
Saving Throw: None 
Spell Resistance: No 
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You temporarily strengthen the mental bond with your mount when 
you cast this spell, allowing you and your special mount to predict 
each other's movements, giving you a significant edge in combat. 
You and your mount gain a +4 flanking bonus to hit instead of +2 
when the two of you are flanking the same opponent. 

One Mind III 
Dragon #299 
Divination  
Level: Pal 4  
Components: V, S, DF  
Casting Time: 1 action  
Range: Close (25 ft. + 5 ft./level)  
Target: Special mount  
Duration: 1 round/level (D) or until discharged (see text)  
Saving Throw: None  
Spell Resistance: No 
You temporarily strengthen the mental bond you share with your 
mount when you cast this spell. This allows you to share your 
combat expertise with your mount when this spell is cast. Your 
special mount gains a +1 competence bonus to attack rolls for 
every three paladin levels you possess (maximum +5) for the 
duration of the spell as long as it remains within range of the spell. 
You may instead indicate (via the mental bond) one enemy within 
the spell's range. Your special mount can then make a single 
attack against that enemy. If the attack hits, the mount does extra 
damage equal to your paladin level. Using the spell this way 
instantly discharges it. The mental bond is in all other ways 
identical to the empathic link that paladins share with their special 
mounts (see page 43 of the Player's Handbook for information on 
the empathic link). 

Perfect Pitch 
Dragon #302 
Divination 
Level: Brd 0, Sor/Wiz 0 
Components: S, F 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 minute/level or until discharged 
Saving Throw: Fortitude negates (harmless) 
Spell Resistance: No 
This cantrip gives the caster perfect pitch. The caster can figure 
out the notes to any song just by hearing it and gains a +2 insight 
bonus to his next musical Perform check.  
Arcane Focus: A tuning fork. 

Phantasmal Assailants 
Dragon #291 
Illusion (Phantasm) [Fear, Mind-Affecting]  
Level: Sor/Wiz 2  
Components: V, S  
Casting Time: i action  
Range: Close (25 ft. +• 5 ft./z levels)  
Target: One living creature  
Duration: Instantaneous  
Saving Throw: Will disbelief, then Fortitude half  
Spell Resistance: Yes 
You create phantasmal images of fearsome creatures from the 
subject's nightmares. Only the spell's subject can see the 
phantasmal assailants; you see only shadowy shapes. The subject 
first gets a Will saving throw to recognize that the images are 
unreal. Success indicates that the spell fails. If the subject fails the 
saving throw, the phantasms touch him, and he must succeed at a 
Fortitude save or take 1d6+1 points of Wisdom damage. A 
successful Fortitude save halves the damage. Regardless of the 
success of the Fortitude save, the target is also shaken, suffering a 
-2 morale penalty on all attack rolls, weapon damage rolls, and 
saving throws, for 1 round per caster level. 
If the subject of a phantasmal assailants spell succeeds in 
disbelieving and he is wearing a helm of telepathy, the spell can be 
turned upon you. You must then disbelieve or suffer their fearsome 

attack. 

Phantasmal Whisperer  
Dragon #291 
Illusion (Phantasm) [Language Dependent]  
Level: Brd 0, Sor/Wiz 0  
Components: V, S  
Casting Time: Minimum 1 action (see text) 
Range: Close (25 ft. + 5 ft./2 levels)  
Target: One allied creature  
Duration: Instantaneous  
Saving Throw: Will negates (see text)  
Spell Resistance: Yes 
A message of a length you set races to your intended recipient. 
You can send any length message, but the longer your message 
the longer your casting time. You need not mouth the words or 
whisper, so there is no chance for spies to read lips. Provided your 
recipient understands your language, she hears it clearly on spell 
completion, regardless of the noise in the room. No one else 
understands or even hears the message. Magical silence, 1 foot of 
stone, 1 inch of common metal (or a thin sheet of lead), or 3 feet of 
wood or dirt blocks the spell. The message, however, does not 
have to travel in a straight line, it can circumvent a barrier if there is 
an open path between you and the subject, and if the path's entire 
length lies within the spell's range, 

Planar Familiar 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Clr 3 
Components: V, S, DF, XP 
Casting Time: 10 minutes 
Range: Touch 
Target: Living creature touched  
Duration: Instantaneous 
Saving Throw: Fortitude negates (harmless) 
Spell Resistance: Yes (harmless) 
In order to cast this spell, you must have a familiar, special mount, 
animal companion, or other companion acquired as a class ability. 
The spell does not function on outsiders or undead. When you cast 
the spell, the target creature undergoes a transformation into a 
celestial, fiendish, axiomatic, or anarchic creature, depending on 
the alignment of your patron deity (or your alignment, if you have 
no patron deity). If your patron deity is good, the creature becomes 
celestial. If your patron deity is evil, the creature becomes fiendish. 
If your patron deity is lawful neutral, the creature becomes 
axiomatic, and if your patron deity is chaotic neutral, the creature 
becomes anarchic. The axiomatic and anarchic creature templates 
are detailed in Manual of the Planes.  
If the target creature is your familiar, it gains energy resistance, 
fast healing, damage reduction, and additional damage for its 
smite attack as though its Hit Dice were equal to your character 
level. Otherwise, use its actual Hit Dice to determine these 
qualities. If the target creature becomes axiomatic, its linked minds 
ability applies to you (and only to you).  
You cannot cast this spell on another character’s companion 
creature. Most creatures consider the transformation harmless and 
beneficial, but if the creature resists, a successful Fortitude save 
negates the spell. 
XP Cost: 500 XP. 

Planar Pocket 
Dragon #304 
Transmutation 
Level: Clr 9, Sor/Wiz 9 
Components: V, S, M/DF 
Casting Time: 1 minute 
Range: 0 ft. 
Area: 5-ft.-radius emanation, centered on you 
Duration: 1 hour/level 
Saving Throw: None 
Spell Resistance: No 
Cast on a plane other than your home plane, this spell creates a 
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small area around yourself.  That is, to all intents and purposes, 
your home plane. Within the area of the spell, you are not con-
sidered extraplanar and are thus not subject to banishment, 
dismissal, holy word, or similar spells. In addition, any elemental, 
energy, alignment, and magic traits of your home plane (see 
Manual of the Planes) apply within the spell's area of effect as well. 
The same traits of the plane you are currently on do not apply 
within the spell's area. 
For example, an avoral guardinal who casts this spell while on The 
Material Plane would create a planar pocket of Elysium. Elysium 
has the minor positive-dominant trait, so any creature within the 
area of the spell would gain fast healing 2. Elysium is also strongly 
good-aligned, which means that nongood characters within the 
spell's area would suffer a -2 penalty on all Wisdom-, Intelligence-, 
and Charisma-based checks. If a salamander cast planar pocket 
on The Material Plane, the effects would be worse still. The 
Elemental Plane of Fire is fire-dominant, so unprotected flammable 
materials within the spell's area would catch fire, while creatures 
would take 3d10 points of fire damage each round they remained 
in the area. Fire spells would be maximized and enlarged within 
the spell's area (but not outside of it, rendering the enlarged quality 
practically useless), while water-based spells could only be used if 
the caster made a successful Spellcraft check (DC 15 + spell 
level). 
Spells that protect characters from planar traits, such as avoid 
planar effects (detailed in Manual of the Planes), also protect 
against the effects of this spell. 
Planar pocket has no effect if you cast it on your home plane. 
Arcane Material Component: A handful of earth from your home 
plane (or whatever passes for earth on that plane). 

Poison Claws 
Dragon #304 
Transmutation 
Level: Drd 4, Rgr 4 
Components: S, F 
Casting Time: 1 action 
Range: Touch 
Target: Natural weapon touched 
Duration: 1 round/level 
Saving Throw: None 
Spell Resistance: No 
By touching the target natural weapon to the poison-secreting 
natural attack form of a willing creature, you imbue the natural 
weapon with the same poison. For example, a yuan-ti abomination 
spellcaster could touch its fang to the claw of an undead minion 
and thereafter the undead creature would deal poison with its claw 
attack. Each successful attack with the natural weapon during the 
duration of the spell delivers the poison to the creature hit. The 
characteristics of the poison (save DC, initial and secondary 
damage) remain unchanged. Only injury poisons can be 
transferred to a natural weapon by means of this spell. 
Focus: The poison of a willing, living creature. 

Poison Weapon  
Dragon #304 
Transmutation  
Level: Sor/Wiz 5  
Components: S, F  
Casting Time: 1 action  
Range: Touch  
Target: Weapon touched  
Duration: 1 round/level  
Saving Throw: None  
Spell Resistance: No 
By touching the target weapon to the poison-secreting natural 
attack form of a willing creature, you imbue the weapon with the 
same poison. For example, a drider caster could touch its short 
sword to its mouth and thereafter deliver its poison by way of its 
sword as well as its bite. Each successful attack with the weapon 
during the duration of the spell delivers the poison to the creature 
hit. The characteristics of the poison (save DC, initial and 
secondary damage) remain unchanged. Only injury and contact 
poisons can be transferred to a weapon by means of this spell. 
Focus: The poison of a willing, living creature. 

Polymorph Other 
<Official errata from the Sage.> 
Dragon #280 
Transmutation 
Level: Sor/Wiz 4 
Components: V, S, M 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Target: One creature 
Duration: Permanent 
Saving Throw: Fortitude negates 
Spell Resistance: Yes 
Polymorph other changes the subject info another form of creature. 
The new form can range in size from Diminutive to one size larger 
than the subject's normal form, and can have no more hit dice than 
you have, or that the subject has, (whichever is greater), and in 
any case the assumed form cannot have more than 15 hit dice. 
You cannot change a subject into a construct, elemental, outsider, 
or undead unless it is already that type. 
Upon changing, the subject regains lost hit points as if it rested for 
a day (though this healing does not restore temporary ability 
damage or provide other benefits of resting for a day; and 
changing back does not heal the creature further). If slain, the 
polymorphed creature reverts to its original form, though it remains 
dead. 
The polymorphed creature acquires the physical and natural 
abilities of the creature it has been polymorphed into while retain-
ing its own mind. Physical abilities include natural size and 
Strength, Dexterity, and Constitution scores. Natural abilities 
include natural armor, natural weapons (such as claws, bite, 
swoop and rake, and constriction; but not petrification, breath 
weapons, energy drain, energy effect, etc.), and similar gross 
physical qualities (presence or absence of wings, number of 
extremities, etc.). A body with extra limbs does not allow a 
character to make more attacks {or more advantageous two-
weapon attacks) than normal. Natural abilities also include 
mundane movement capabilities, such as walking, swimming, and 
flight with wings, but not magical flight and other magical forms of 
travel, such as blink, dimension door, phase door, plane shift, 
teleport, and teleport without error. Extremely high speeds for 
certain creatures are the result of extraordinary or magical ability, 
so they are not granted by this spell. (In general, non-flying speeds 
greater than 60 and flying speeds greater that 120.) Other 
nonmagical abilities (such as an owl's low-light vision) are 
considered natural abilities and are retained. 
Any part of the body or piece of equipment that is separated from 
the whole reverts to its original form. 
The creature's new scores and faculties are average ones for the 
race or species into which it has been transformed. You cannot, for 
example, turn someone into a mighty weight lifter to give the 
subject great Strength. Likewise, you cannot change the subject 
into a bigger or more powerful version of a creature (or a smaller 
weaker version). Nor can you turn the subject into a variant form of 
the creature. For example, you can turn the subject into an ogre, 
but not a half-dragon ogre. 
The subject retains its Intelligence, Wisdom, and Charisma scores, 
level and class, hit points (despite any change in its Constitution 
score), alignment, base attack bonus, and base saves. (New 
Strength, Dexterity, and Constitution scores might affect final 
attack and save bonuses.) The subject retains its own type (for 
example, "humanoid"), extraordinary abilities, spells, and spell-like 
abilities, but not its supernatural abilities. 
The subject does not gain the supernatural abilities (such as 
breath weapons and gaze attacks) or the extraordinary abilities of 
the new creature. 
The subject can cast spells for which it has components. It needs a 
humanlike voice for verbal components and humanlike hands for 
somatic components. The subject does not gain the spell-like 
abilities of its new form. 
When the polymorph occurs, the creature's equipment, if any, 
transforms to match the new form. If the new form is a creature 
who does not use equipment (aberration, animal, beast, magical 
beast, construct, dragon, elemental, ooze, some outsiders, plant, 
some undead creatures, some shapechangers, or vermin), the 
equipment melds into the new form and becomes nonfunctional. 
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Material components and focuses melded in this way cannot be 
used to cast spells. If the new form uses equipment (fey, giant, 
humanoid, some outsiders, many shapechangers, many undead 
creatures), the subject's equipment changes to match the new 
form and retains its properties. 
You can freely designate the new form's minor physical qualities 
(such as hair color, hair texture, and skin color) within the normal 
ranges for a creature of that type. The new form's significant 
physical qualities (such as height, weight, and gender) are also 
under your control, but must fall within the norms for the new 
form's species. The subject can be changed into a member of its 
own species or even into itself. (If changed into itself, it does not 
suffer the abovementioned penalties from the disorientation of a 
new form.) 
The subject is effectively disguised as an average member of the 
new form's race. If you use this spell to create a disguise, you get 
a +10 bonus on your Disguise check. 
Incorporeal or gaseous forms cannot be assumed, and incorporeal 
or gaseous creatures are immune to being polymorphed. A natural 
shapeshifter (a lycanthrope, doppelganger, experienced druid, 
etc.) can take its natural form as a standard action. 
Material Component: An empty cocoon. 

Primal Lightning 
Dragon #294 
Evocation  
Level: Clr 4  
Components: V, S  
Casting Time: 1 action 
Range: Medium (100 ft. +• 10 ft./level) 
Target: One undead creature/3 levels, no two of which can be 
more than 30 ft. apart 
Duration: Instantaneous 
Saving Throw: Reflex half (see text) 
Spell Resistance: Yes 
When this spell is cast, bolts of positive energy leap from the air 
near the caster to strike designated undead. The caster can 
generate a maximum of one bolt for every three levels. However, 
no more than one bolt can affect a given undead creature per 
casting of the spell. 
Undead affected by a bolt take 1d6 points of damage per level of 
the caster (to a maximum of 10d6) due to positive energy and are 
knocked prone. A successful Reflex save halves the damage and 
allows the undead creature to retain its footing. 

Project Alternate Image 
http://www.wizards.com/dnd/ 
Illusion (Shadow) 
Level: Sor/Wiz 7 
Components: V 
Casting Time: 1 action 
Range: Long (400 ft. + 40 ft./level) 
Effect: One shadow image 
Duration: 1 hour/level (D) 
Saving Throw: Will disbelief (if interacted with) 
Spell Resistance: No 
As project image, except the shadow image can have the form of 
any creature, including your own, as visualized by you while 
casting. 

Project Multiple Images 
http://www.wizards.com/dnd/ 
Illusion (Shadow) 
Level: Sor/Wiz 8 
Effect: 1d3+1 shadows 
As project image, except you can create 1d3+1 images, each 
image can act differently, and each image need not resemble you. 
You do not need to maintain a line of effect to each shadow, and 
you can cause each shadow to appear, disappear, or alter form as 
a free action. 

Putrefaction 
Dragon #300 
Necromancy (Evil)  
Level: Corrupt 9  
Components: V, S, Corrupt  
Casting Time: 1 round  
Range: Touch 
Target: One living creature  
Duration: See text  
Saving Throw: None  
Spell Resistance: Yes 
This powerful spell causes the victim to begin aging rapidly. Each 
round, the victim's age category increases by one: from adulthood 
to middle age, middle age to old age, old age to venerable age, 
and venerable age to death. While this rapid aging persists, the 
victim is wracked with pain and is stunned.  As soon as the victim's 
age goes beyond venerable, his body dies and the accelerated 
aging stops. This spell has no effect on dragons or other creatures 
that do not age in the standard fashion. 
When the victim dies, his body immediately animates as a zombie 
under the control of the caster. Additionally, the victim's soul 
transforms into a ghost that cannot move more than 30 feet from 
the caster. This ghost gains all the powers as listed in the ghost's 
description in the Monster Manual, but the vile energies of the spell 
cause the ghost to become evil. The caster of the spell can control 
the ghost and zombie as if she had used negative energy to 
command undead, although minions created by this spell do not 
count against the total undead that can be controlled if the caster 
has the ability to command undead by channeling negative energy. 
The caster can control a number of ghosts created by this spell 
equal to her Charisma bonus, with a minimum of one.  Additional 
ghosts created by this spell are free-willed but are favorably 
disposed toward the caster. 
The effects of this spell are extremely difficult to reverse. As long 
as the aging is still in process, a dispel evil spell followed by a 
successful break enchantment spell halts the aging. A second 
break enchantment spell can then restore the victim's proper age. 
Temporal stasis stops the advance of the spell, but it continues on 
its course if the stasis is ever lifted. Once the body dies, only a 
carefully worded wish or miracle spell can reverse the effects. 
Corruption Cost: 1d6 points of Constitution damage. 

Rage 
Dragon #294 
Enchantment (Compulsion) [Mind-affecting] 
Level: Madness 3 
Components: V, S 
Casting Time: One action 
Range: Touch 
Target: Creature touched 
Duration: 1 round/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 
This spell puts a creature into a screaming blood frenzy. In this 
rage, the target gains a +4 morale bonus to Strength and 
Constitution and a +2 morale bonus on Will saves. (Unlike 
barbarians, no penalty to AC is suffered, and no Fatigue period 
comes after the rage is over.) 

Rapid Strikes 
Dragon #275 
Transmutation  
Level: Brd 2, Sor/Wiz 2  
Components: V, S  
Casting Time: One action  
Range: Touch  
Target: Creature touched  
Duration: 1 round/level  
Saving Throw: Fortitude negates (Harmless)  
Spell Resistance: Yes (Harmless) 
A creature targeted by rapid strikes performs more quickly in 
combat. This gives the target one extra partial action each round 
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that can only be used to perform a single melee attack at the 
attacker's best attack bonus. Unlike the spell haste, the extra 
action can be used only to attack; there is no increase in speed, 
AC, or additional non-attack actions. 

Ray of Clumsiness 
Dragon Annual #5 
Transmutation 
Level: Sor/Wiz 1 
Components: V, S 
Casting Time: One action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Duration: 1 minute/level 
Saving Throw: Fortitude negates 
Spell Resistance: Yes  
A crackling ray leaps from the caster's outstretched hand, requiring 
a successful ranged touch attack to hit. The energy of the ray 
stiffens the target's muscles and joints, making it more difficult for 
the target to move. The subject suffers a -1d6 enhancement 
penalty to Dexterity, with an additional -1 per two caster levels 
(maximum additional penalty of -5). This subject's Dexterity score 
cannot drop below 1. 

Ray of Deanimation  
Dragon Annual #5 
Abjuration 
Level: Sor/Wiz 4 
Components: V, S 
Casting Time: One action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Target: One construct 
Duration: Instantaneous 
Saving Throw: Will half 
Spell Resistance: Yes  
This ray interferes with magical animation, degenerating the magic 
bound within constructs and effectively causing damage. With a 
successful ranged touch attack, the ray causes 1d6 points of 
damage per caster level to constructs, to a maximum of 10d6. 

Ray of Depletion 
http://www.wizards.com/dnd/ 
Necromancy 
Level: Sor/Wiz 2, Brd 3 
Components: V, S 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Duration: Instantaneous 
Saving Throw: Fortitude negates 
Spell Resistance: Yes 
A shimmering ray springs from your hand to disrupt the mental 
fabric of psionically empowered beings, causing them a loss of 
power points. You must succeed at a ranged touch attack to strike 
a target. 
The ray of depletion affects only targets possessing psionic power 
points. Non-psionic beings hit by a ray register some momentary 
unpleasant sensory awareness, but not so much as to disrupt an 
action or concentration. 
Affected targets suffer a temporary loss of a number of psionic 
power points equal to 1+ half the attacker's caster level (round 
down). Thus a 10th-level caster would deplete 6 points. The 
victim's available psionic power point total can never drop below 0. 
Lost psionic power points are regained through normal means. 

Ray of Dizziness 
Dragon Annual #5 
Enchantment (Compulsion) [Mind-Affecting] 
Level: Brd 2, Sor/Wiz 2 
Components: V, S, F 
Casting Time: One action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Duration: 1 round/level 
Saving Throw: Will negates 
Spell Resistance: Yes  
The ray from this spell shoots toward the target in a spiraling 
corkscrew. If the ranged touch attack is successful and the saving 
throw is failed, then the target experiences strong feelings of 
vertigo and is considered to be staggered. Staggered characters 
can only take partial actions when they could normally take 
standard actions. In addition, affected characters suffer a -2 
penalty to AC, melee attack rolls, melee damage rolls, and Reflex 
saves, 
Focus: a small top. 

Ray of Entropy 
Dragon Annual #5 
Necromancy 
Level: Sor/Wiz 5 
Components: V, S 
Casting Time: One action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Duration: 1 minute/level 
Saving Throw: Fortitude half (see text) 
Spell Resistance: Yes  
With a successful ranged touch attack, a ray of negative energy 
consumes the life energy of the target, making the target weaker, 
slower, and less healthy. The target must make a Fortitude saving 
throw if the caster succeeds at a ranged touch attack. If the saving 
throw fails, the target suffers a -4 effective decrease to Strength, 
Constitution, and Dexterity for the duration of the spell. 

Ray of Flame 
Dragon Annual #5 
Evocation [Flame] 
Level: Sor/Wiz 1 
Components: V, S, F 
Casting Time: One action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Duration: Instantaneous 
Saving Throw: None (see text) 
Spell Resistance: Yes  
A burning ray shoots out at the target; with a successful ranged 
touch attack, it deals 1d6 points of fire damage, plus 1 point per 
caster level (up to +5). If the target or its equipment is flammable, 
the target must also make a Reflex save or catch fire, taking 1d6 
points of fire damage the following round. 
Focus: A small, polished glass lens. 

Ray of Ice  
Dragon Annual #5 
Evocation [Cold]  
Level: Sor/Wiz 2  
Components: V, S, M  
Casting Time: One action  
Range: Close (25 ft. + 5 ft./2 levels)  
Effect: Ray  
Duration: Instantaneous 
Saving Throw: See text 
Spell Resistance: Yes  
A cyan ray beams from the caster's fingertips and, with a 
successful ranged touch attack, hits the target. If used as a simple 
attack, the ray inflicts 1d6 points of cold damage for every 2 levels 
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of the caster, to a maximum of 5d6 at 10th level. A Fortitude save 
halves the damage. 
Alternatively, the ray can be used to encase objects or targets in 
ice. A sword could be frozen in its scabbard, feet frozen to the 
Moor, and so on. Freezing an item or a creature still requires a 
successful ranged touch attack, and creatures are allowed a 
Reflex saving throw to avoid being trapped. Freeing encased items 
(including feet) is a standard action and requires a Strength check 
with a DC equal to the spell's save DC. A creature whose feel are 
frozen to the floor receives no Dexterity bonus to AC and incurs a -
2 penalty to attack rolls. 
If used on a body of water, the spell freezes a circular area with a 
diameter in feet equal to the caster's level (maximum of 10 feet 
diameter), to a thickness of the caster's level in inches (maximum 
10 inches). 
Material Component: snow, ice, or melted snow or ice. 

Ray of Light 
Dragon Annual #5 
Evocation [Light] 
Level: Brd 1, Sor/Wiz 1 
Components: V, S 
Casting Time: One acTion 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Cone of light or ray 
Duration: 10 minutes/level (D) or instantaneous 
Saving Throw: See Text 
Spell Resistance: See text  
A narrow cone of light is emitted from the caster's palm. This light 
provides illumination equivalent in intensity to a torch. 
Instead of the sustained light, the spell can be focused into a short 
ray and directed at the eyes of a target. If the caster succeeds at a 
ranged touch attack, the subject is blinded for 1d4 rounds 
(Fortitude save negates and spell resistance applies), A blind 
character, in addition to the obvious effects, suffers a 50% miss 
chance in combat (all opponents have full concealment), loses any 
Dexterity bonus to AC, grants a +2 bonus to attackers' attack rolls 
(they are effectively invisible), moves at half speed, and suffers a -
4 penalty on most Strength- and Dexterity-based skills. 

Ray of Sickness  
Dragon Annual #5 
Necromancy 
Level: Sor/Wiz 2 
Components: V, S 
Casting Time: One action 
Range: Close (25 ft. +• 5 ft./2 levels) 
Effect: Ray 
Duration: 1 round/level 
Saving Throw: Fortitude negates 
Spell Resistance: Yes  
With a successful ranged touch attack, a sickly green ray strikes 
the target. The ray makes the target temporarily nauseated. 
Nauseated characters are unable to attack, cast or concentrate on 
spells, or do anything else requiring attention. The only action an 
affected character can take is a single move (or a move-equivalent 
action) per round. 

Ray of Stupidity 
Dragon Annual #5 
Enchantment (Compulsion) [Mind-Affecting] 
Level: Sor/Wiz 2 
Components: V, S, M 
Casting Time: One action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Duration: 1 minute/level 
Saving Throw: Will negates 
Spell Resistance: Yes  
With a successful ranged touch attack, a bright yellow beam 
strikes the target. The ray temporarily reduces the subject's 
Intelligence with an enhancement penalty of -1d4, with an 
additional -1 per two caster levels, to a maximum additional 

penalty of -5. The spell cannot reduce Intelligence below 1. If the 
target is a wizard, she might temporarily lose the ability to cast 
some or all of her spells if her Intelligence score drops too low. The 
ability to cast those (prepared) spells returns at the expiration of 
the spell. 
Material Component: a miniature cone-shaped hat. 

Ray of Weakness 
Dragon Annual #5 
Necromancy 
Level: Sor/Wiz 4 
Components: V, S 
Casting Time: One action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Duration: See text 
Saving Throw: Fortitude half 
Spell Resistance: Yes  
A dark ray drains the strength of its target, if a successful ranged 
touch attack is made. The target suffers 2d6 points of Strength 
damage +1 per two caster levels, to a maximum of 2d6 + 10 at 
20th level. If the target succeeds at a Fortitude saving throw, she 
takes only half damage. 

Recitation 
http://www.wizards.com/dnd/ 
Conjuration (Creation) 
Level: Clr 4 
Components: V, S, DF 
Casting Time: 1 action 
Range: 60 ft. 
Area: All allies and foes within a 60-ft. radius burst centered on 
you 
Duration: 1 round/level 
Saving Throw: None 
Spell Resistance: Yes 
By reciting a sacred passage or declaration from your holy 
writings, you bring special favor upon yourself and your allies while 
bringing disfavor to your foes. You and your allies gain a +2 luck 
bonus on attack rolls, weapon damage rolls, saves, and skill 
checks, while foes suffer a -2 penalty on such rolls. 

Resize 
Dragon #302 
Transmutation 
Level: Clr 0, Drd 0, Sor/Wiz 0 
Components: V, S 
Casting Time: 1 action 
Range: Touch 
Target: One article of clothing or armor 
Duration: Permanent 
Saving Throw: Fortitude negates (object) 
Spell Resistance: Yes 
Resize alters one piece of non-magical clothing or armor to fit a 
differently sized creature. The object to be resized can be 
expanded or shrunk to fit a target up to one size larger or smaller 
than it originally fir. If resize is dispelled, the clothing or armor falls 
off its wearer and returns to normal size. 

Rot Earth 
Dragon #285 
Necromancy [Evil]  
Level: Earth 2  
Components: V, S  
Casting Time: 1 action  
Range: Medium (too ft. + 10 Ft./level)  
Area: 10-ft. radius of earth  
Duration: 1 minute/level (D)  
Saving Throw: None  
Spell Resistance: No  
All earth and stone within the radius takes on a particularly vile 
qualify, so that anything standing upon or touching the ground 
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feels pain. Touching earth and stone with bare Flesh inflicts 1d6 
points of negative energy damage per round. Boots and similar 
gear are enough to protect subjects touching the ground. Likewise, 
hurled rocks, landslides, and the like inflict +1d6 points of negative 
energy damage to those in the area. Undead are not affected by 
this spell. 

Rust Ray  
Dragon Annual #5 
Transmutation 
Level: Sor/Wiz 3 
Components: V, S, M 
Casting Time: One action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Target: One non-magical ferrous object or one ferrous creature 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No  
With a successful ranged touch attack, this russet ray corrodes 
metal that it touches, it can effectively destroy any nonmagical iron 
or iron alloy object. Such objects struck by the rust ray take 2d6 
points of damage +1 per two caster levels (maximum +10), 
ignoring hardness. The caster can also target a weapon being 
wielded or metal armor being worn. Metal armor affected by this 
ray takes normal damage from the spell and loses 1d4 points of 
Armor Class through corrosion. If a weapon is reduced to 0 hit 
points, it is destroyed. Ferrous creatures struck by the ray take the 
same damage as objects. 
Magic items can negate the effect with a successful Fortitude 
saving throw. (See page 136 in the PH for details.) 
Material Component: rust dust or a piece of a rust monster. 

Sacralize Magic Fang 
Dragon #304 
Transmutation [see text] 
Level: Drd 7 
Components: V, S, DF 
Casting Time: 1 action 
Range: Touch 
Target: Living creature touched 
Duration: 10 minutes/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 
As greater magic fang, but you also suffuse the chosen natural 
weapon with divine power, either holy, unholy, lawful, or chaotic. 
The natural weapon gains the same enhancement bonus as it 
would with greater magic fang(+1 per 3 caster levels), and also 
deals an additional +2d6 points of the appropriate type of damage 
against creatures of an opposing alignment (a holy weapon deals 
extra damage to evil creatures, and so on). 
If the creature has the improved grab special quality and uses the 
natural weapon to grapple, a held foe of an opposing alignment 
takes 2d6 points of the chosen damage each round the creature 
maintains the hold. 
Sacralize magic fang is a chaotic, evil, good, or lawful spell, 
depending on which type of damage you choose. You cannot 
choose an alignment if either you or the target is opposed to that 
alignment. If you or the target is good, for example, you cannot 
choose unholy damage. 

Sacred Haven 
Dragon #299 
Abjuration 
Level: Pal 4 
Components: V, S, DF 
Casting Time: 1 action 
Range: Touch 
Target: Creature touched 
Duration: 1 minute/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 
You shield one creature in a nimbus of holy energy. The creature 

gains a +2 sacred bonus to Armor Class. In addition, while 
protected by this spell, the creature does not loose its Dexterity 
bonus to Armor Class when flat-footed. 
For the duration of the spelt, you gain awareness of the creature's 
health as with the status spell, and you need not be able to touch 
the affected creature to heal it with your lay on hands ability. Use 
of the ability still requires a Standard action, but it can be done at 
any range. 

Scalespurs 
http://www.wizards.com/dnd/ 
Evocation [Force] 
Level: Sor/Wiz 3 
Components: V 
Casting Time: 1 action 
Range: Personal 
Effect: Up to 32 handles of force on your body 
Duration: 1 hour/level (D) 
You create a number of semicircular handles of force equal to your 
height or length in feet. These handles have a radius of 1 foot and 
emerge from any part of your body you desire. They are attached 
to you as firmly as your own limbs and cause you no discomfort 
(although excess weight or force applied to one of the handles can 
injure you if it that weight or force would harm one of your normal 
limbs). 
Galadaeros developed this spell to help Galadrans riding him to 
stay on even in the middle of combat. Normally riders tether 
themselves to the handles with harnesses and also hold on with 
their hands. A person merely holding onto the bars is treated as if 
on a military saddle (+2 bonus on all Ride checks related to staying 
mounted). A person strapped in cannot fall off the mount unless 
the straps are untied or cut (a move-equivalent action). 
The handles cannot be used to make attacks, even against 
ethereal or incorporeal creatures, nor do they provide you any 
defense. A person lying flat between two handles has up to one-
half cover. 
Grapple checks made against you while the handles are present 
get a +5 circumstance bonus. 
The handles are not subject to dispel magic but are destroyed by 
disintegrate. 
The spell gets its name from an earlier version that actually grew 
spurs from the dragon's scale, but he found that the spurs caused 
more damage to himself than to any foe, so he altered the spell to 
its current version.  

Scattergloom 
http://www.wizards.com/dnd/ 
Evocation [Darkness] 
Level: Sor/Wiz 3 
Components: V 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Area: 100 ft. radius burst 
Duration: 1 round/level 
Saving Throw: Will negates 
Spell Resistance: No 
You create six areas of magical darkness within the area, which 
randomly and rapidly move about, giving concealment to nearby 
creatures. The areas of shadow (called "glooms") are the size of a 
Medium-size creature; they cannot leave the area of the spell. 
The movement of the glooms gives all creatures within the area 
one-half concealment (20% miss chance). This concealment 
applies to attacks made against or by creatures in the area. An 
attacker may ready an action to attack when he has a clear line of 
sight to the target, avoiding the miss chance.  
Two of the glooms are under your limited control. On your turn and 
as a free action while the spell is in effect, you can direct a 
controlled gloom to envelop a particular target and follow it. Each 
gloom can affect a single target of up to Medium-size in this 
manner, enshrouding it in total darkness. The target can attempt a 
Will saving throw to avoid the gloom. Success indicates the gloom 
goes on a random path like the others and does not remain affixed 
to the target, failure means the target is surrounded by magical 
darkness. Once directed at a target, a controlled gloom is out of 
your control. 
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You can shape the controlled glooms to resemble a shadowy 
creature of Medium-size, including an undead shadow. They retain 
their shape even after you send them after a target, so it appears 
that the gloom is some sort of incorporeal creature that has 
enveloped the target. A shaped gloom has no other abilities, it 
cannot be attacked (dispel magic and similar spells affect it 
normally), and it is not susceptible to turning attempts. 
You can see normally through the glooms. This spell is often used 
to enshroud its caster (to conceal identity), with the second 
controlled shadow being "set" across a window or to block out light 
to conceal the presence of the caster. 

Searing Seed 
Dragon #300 
Conjuration (Calling) [Evil]  
Level: Corrupt 8  
Components: V, S, Corrupt  
Casting Time: 1 action  
Range: Close (25 ft, +5 ft./2 levels)  
Target: One living creature  
Duration: See text  
Saving Throw: Fortitude partial (see text)  
Spell Resistance: Yes 
This foul spell calls upon the seed of an unknown evil outsider. The 
seed manifests as a surging beam of black and red fluid that arcs 
out of your fingers to strike the targeted creature: you must 
succeed at a ranged touch attack to strike the target. If the target is 
struck, it must make a Fortitude saving throw. Success indicates 
that it merely takes 1d6 points of subdual damage per level of the 
caster (maximum 25d6) as the searing seed burns through its 
entrails but fails to find purchase. Failure indicates that the victim 
takes no subdual damage, but the seed impregnates it and begins 
to gestate. 
Over the next 1d3 rounds, the victim's abdomen grows huge and 
distended at an alarming rate. Each round of gestation, the victim 
is nauseated. During this time, the spell can be dispelled, but after 
the gestation period ends, the terrible mockery within is "born." and 
it claws its way to the outside. This birthing process causes 2d6 
points of Constitution damage to the victim. In addition, the victim 
also takes 1d6 points of damage per caster level, to a maximum of 
25d6 damage. A successful Fortitude save halves the amount of 
damage done. Male victims of this spell suffer double the 
Constitution damage (4d6 points) and a -6 circumstance penalty to 
their Fortitude saving throw to halve the damage done, since their 
bodies are not normally capable of giving birth. 
The vile, teratic baby is superficially similar to its birthing parent, 
save that it is twisted and evil in shape. While initially the size of an 
infant, it grows to adulthood in a single round. During this round of 
growth, the baby is considered helpless, and it has the same 
statistics as its parent. After the creature is grown, it appears to be 
a fiendish mockery of its parent. It shares the same statistics 
(including any class levels) as its parent victim, save that it has the 
half-fiend template and is evilly aligned. The child-beast possesses 
a terrible hatred for its birth parent and attempts to kill its parent 
immediately. It is otherwise its own beast, under no compulsion to 
follow the orders of the caster. 
Corruption Cost: 1d4 points of Constitution drain. 

Second Wind 
Dragon #299 
Transmutation  
Level: Pal 1 
Components: V, S, DF  
Casting Time: 1 action  
Range: Touch  
Target; Creature touched  
Duration: 1 hour/level  
Saving Throw: Will negates (harmless)  
Spell Resistance: Yes (harmless) 
For the duration of the spell, the affected creature can perform 
long-term strenuous activity as if it had the Endurance feat. 

Semblance of Life 
Dragon #304 
Necromancy 
Level: Sor/Wiz 7 
Components: V, S, M 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 10 minutes/level (D) 
You sacrifice some of your undead qualities in order to protect 
yourself against some undead vulnerabilities. You gain the 
following defenses:  

• You appear living, rather than undead, to all mundane 
and magical inspection (including detect undead). 

• You are no longer vulnerable to turning/rebuking or to 
spells that specifically target undead (such as invisibility to 
undead]. 

 
• You are not harmed by sunlight, nor do you take extra 

damage from spells such as searing light and sunbeam. 
• If you are a vampire, you are no longer repelled by garlic, 

mirrors, or holy symbols, and you can cross running water 
and enter a home without an invitation. 

• You are healed by positive energy and cure spells, and 
wounded by negative energy and inflict spells, though 

• you remain immune to energy drain and ability drain. 
You lose the following qualities: 

• You are subject to mind-affecting spells and vulnerable to 
specific spells (such as charm person) as though you 
were a living creature of your former creature type. 

• You lose any energy drain, ability drain, or ability damage 
attack form you possess. 

• You lose any damage reduction you possess. 
• If you are incorporeal or exist on the Ethereal Plane, you 

become fully solid and material. 
Material Component: A gem worth at least 100 gp, carved into the 
likeness of a human face. The gem shatters at the end of the 
spell's duration, and the spell ends prematurely if the gem leaves 
your person before then. 

Sense Heretic 
Dragon #299 
Divination 
Level: Pal 1 
Components: V, S, DF 
Casting Time: 1 action 
Range: Touch 
Target: Object touched 
Duration: 10 minutes/level (D) 
Saving Throw: None 
Spell Resistance: No 
This spell is usually cast on a weapon or holy symbol. If an evil 
creature with the ability to cast divine spells comes within 100 feet 
of the item, it begins to glow with a faint blue radiance. You cannot 
tell where, or even in which direction, the detected creature is, only 
that such a creature is near. 

Servant's Guise 
http://www.wizards.com/dnd/ 
Illusion (Glamer) 
Level: Rgr 1, Sor/Wiz 0 
Components: S 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 10 minutes/level (D) 
Saving Throw: Will negates (see text) 
Spell Resistance: Yes 
Servant's guise allows you to subtly alter your clothing, weapons, 
and equipment, but not your form, features, or body type, in a 
manner that makes you unworthy of notice. You must choose the 
style of clothing and decide what your weapons and equipment 
look like or whether they appear at all. This spell does not alter the 
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perceived tactile (touch) or audible (sound) properties of you or 
your equipment. A battleaxe made to look like a dagger or a sash 
still functions as a battleaxe. If you use this spell to create a 
disguise, you get a +5 bonus on the Disguise check.  
Note: Creatures get Will saves to recognize the glamer as an 
illusion if they interact with it (such as by touching you and having 
that not match what they see, in the case of this spell.) 

Shadow Binding 
Dragon #291 
Illusion (Shadow)  
Level: Sor/Wiz 3  
Components: V, S, M  
Casting Time: 1 action  
Range: Close (25 ft. + 5 ft./2 levels)  
Area: 10-ft.-radius burst  
Duration: 1 round/level  
Saving Throw: Will partial (see text)  
Spell Resistance: Yes 
You cause a multitude of ribbonlike shadows to instantaneously 
explode outward from the target point. Creatures in the area that 
fail their save fake 2 points of temporary Strength damage, are 
dazed for 1 round, and are entangled. An entangled creature 
suffers a -2 penalty to attack rolls, suffers a -4 penalty to effective 
dexterity, and can’t move.  An entangled character who attempts to 
cast a spell must make a successful Concentration check (DC 15) 
or lose the spell. She can break free and move half her normal 
speed by using a full-round action to make a Strength check or an 
Escape Artist check (DC 20). Creatures that succeed at their Will 
saving throws do not take the Strength damage but are entangled. 
They must make a successful Concentration check to cast spells 
(DC 5 plus the level of the spell), losing the spell if the caster fails 
the check. Similarly, they can break free by using a full-round 
action to make a Strength check or an Escape Artist check (DC 5). 
Once free, such creatures can move normally. 
Material Component: A few links of iron chain. 

Shadow Radiance  
Dragon #291 
Illusion (Shadow) 
Level: Sor/Wiz 4  
Components: V, S, M  
Casting Time: 1 action  
Range: Medium (100 ft. + 10 ft./caster level) 
Area: 25-ft. + 5 ft./level radius burst  
Duration: 1 round/level  
Saving Throw: Will disbelief (if interacted with)  
Spell Resistance: Yes 
This spell creates an intensifying illusion of bright light that affects 
all creatures within the area. Sightless creatures are not affected 
by solar radiance. Those who fail their saving throws see a burst of 
bright light on the first round. The light blinds them for 1 round. On 
the next round and for the rest of the spell's duration, the affected 
creatures see the light increase in intensity. If they suffer penalties 
in bright light, they suffer them for the duration of their exposure to 
this light. Additionally, they are dazzled while in the area of the 
spell.  A dazzled creature suffers a -1 penalty on attack rolls. 
Those who escape the area of solar radiance completely recover 
within one round. Those who make their saves and those outside 
the initial burst see only the equivalent of torchlight emanating from 
the center of the area. Solar radiance cannot move once cast. 
Material Component: A flame at least the size of a torch. 

Share Life 
Dragon #280 
Necromancy 
Level: Sor/Wiz 2 
Range: Touch 
Components: V, S 
Duration: Instantaneous 
Casting Time: 1 full round 
Target: Caster's familiar 
Saving Throw: None 
Spell Resistance: No  
Share life allows you to transfer some of your life-force to your 
familiar. You can transfer a number of hit points equal to your level 
to your familiar by touch, healing any damage it has suffered by 
taking the damage onto yourself. You cannot increase your 
familiar's hit points beyond its normal level; you can only heal 
damage it has suffered. 

Share Symbiosis 
Dragon #304 
Necromancy 
Level: Drd 5 
Components: V, F, DF 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One living creature 
Duration: Permanent 
Saving Throw: Will negates 
Spell Resistance: Yes 
You bestow the same symbiotic relationship upon the target 
creature that the focus creature has. For example, if the focus 
creature is a dryad, the target develops a symbiotic relationship to 
the dryad's tree, sickens and dies if it strays more than 300 yards 
from the tree, and in all other ways has the same link to the tree 
that the dryad possesses. Druids use this spell to discourage 
foresters from destroying the tree homes of dryads and similar 
creatures. 
Focus: A creature, such as a dryad or a bajang (described in 
Oriental Adventures], that has a symbiotic relationship to a natural 
feature such as a tree. You must be touching the focus creature, 
and the focus creature must be willing. 

Shieldbearer 
Dragon #275 
Transmutation  
Level: Sor/Wiz 1  
Components; V, S  
Casting Time: 1 action  
Range: Touch  
Target: Shield touched  
Duration: 2 rounds/level  
Saving Throw: None  
Spell Resistance: No 
The shieldbearer spell allows a spell-caster to enchant one shield 
so that if hovers near and attempts to protect one creature of the 
caster's choice. The spell's recipient is chosen at the time of 
casting and cannot be changed. The enchanted shield remains 
within 1 foot of the creature for the duration of the spell. The 
shield's target is then granted an AC bonus as if she was wearing 
the shield. (Bonuses from multiple shields do not stack.) The spell 
does, however, allow the enchanted shield's target to use a two-
handed weapon or a weapon in each hand. A creature cannot be 
the target of more than one shieldbearer spell at a time 
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Shifting Paths 
Dragon #291 
Illusion (Figment, Glamer)  
Level: Drd 7, Sor/Wiz8  
Components: V, S  
Casting Time: 10 minutes  
Range: Medium (100 ft. + to ft./ caster level) 
Area: 1-mile radius plus 1 mile per caster level 
Duration: 1 hour/level  
Saving Throw: Will negates  
Spell Resistance: Yes 
This spell simultaneously hides a path or road specified by you (as 
improved invisibility, a glamer) while creating an illusory path (a 
figment), much as mislead hides you while providing an illusory 
double. The illusory path starts at a point chosen by the caster, 
provided the point is within the range limitations. The illusory path 
continues to the limit of the spell's area, where it ends abruptly. 
The illusory path avoids obstacles and provides no bridges, stairs, 
ladders, ramps, or other methods of traversing such obstacles. 
There is no way to force the illusory path to lead over a cliff or 
across a river more than 4-feet deep. 
Those who fail their Will saving throws struggle along the illusory 
path. If vegetation or rough terrain slows their progress, they 
believe the path slopes enough to justify the reduced speed. Those 
who make their Will saving throws see both paths, but the illusory 
path is shadowy and obviously unreal. 

Sirellyn's Superior Magnetism 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 6 
Components: V, S, M 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Targets: One metallic creature or object 
Duration: 1 minute/level (D) 
Saving Throw: None 
Spell Resistance: Yes 
You fire a brilliant blue ray at a single creature or object within 
range. If your ranged touch attack succeeds, you charge the target 
with an intensely powerful magical magnetism effect. You can 
affect only objects made of metal, or creatures wearing or carrying 
metal armor, weapons, or gear. You can also choose to target a 
specific attended metal object in a creature's possession, such as 
a sword held in the hand. A metal-armored or metallic creature is 
instantly grappled (see below). 
The magical magnetism generated by Sirellyn's superior 
magnetism creates a zone of attraction with a radius of 30 feet 
around the affected creature or object. Every metallic object 
entering the zone of attraction is pulled toward the target creature 
or object by this attractive force, which has an effective Strength 
score of 10 + the caster's level (maximum 25). Every round in 
which metal creatures or creatures wearing metal armor remain 
within the zone of attraction, they must attempt an opposed 
Strength check against the force. If the attracted creature wins this 
contest, it suffers no ill effects this round. If it fails, it is entangled 
and drawn 10 feet closer to the creature or object at the center of 
the zone, +1 foot for every point by which it failed the opposed 
Strength check. 
Creatures carrying or holding metal objects may choose to release 
them, in which case the items fly to the creature or object at the 
center. If they instead hold onto them, they are treated as metal 
creatures. Unattended metal objects of 50 lb. or less in the zone of 
attraction (including items voluntarily released, as well as metallic 
missiles fired through the zone) fly with great force and strike the 
target, inflicting 1d6 points of damage per 5 lb. of weight 
(maximum 10d6). Objects heavier than 50 lb. are dragged 10 feet 
closer each round. 
Metal creatures or objects that reach the target of Sirellyn's 
superior magnetism become stuck fast to the target. (If the target is 
a metal or metal-armored creature, it is instantly stuck fast to itself 
by the spell.) Creatures stuck together this way are considered to 
be grappled and must first escape the grapple by defeating the 
attractive force in an opposed Strength check before they can try 

to move away or take any actions prohibited in a grapple. Similarly, 
an object stuck to the target must be wrested away with a Strength 
check before it can be used. 
If a creature or object within the zone of attraction is more than 
twice as heavy as the target of Sirellyn's superior magnetism, the 
subject is dragged to it instead of vice-versa. This naturally moves 
the zone of attraction, which may shift other creatures out of the 
magnetism's range of influence. 
Material Components: A small lodestone. 

Snatchport 
http://www.wizards.com/dnd/ 
Transmutation (Teleportation) 
Level: Sor/Wiz 5 
Range: Medium (100 ft. + 10 ft./level) 
Target: Object weighing up to 50 lb./level 
As teleport, except as noted above, and that the object's 
destination must also be within spell range. Normally the spell is 
used to move one large object within range to another location, 
such as a tree stump, treasure chest, wagon, and so on (multiple 
items within a container such as a belt pouch or chest count as 
one object). 
As with teleport, a teleport check is needed to see how well the 
teleport works. 

Sonic Blast  
http://www.wizards.com/dnd/ 
Evocation [Sonic] 
Level: Sor/Wiz 3 
Components: V, S, M 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Area: 5 ft. wide to close range (25 ft. + 5 ft./2 levels) 
Duration: Instantaneous 
Saving Throw: Reflex half 
Spell Resistance: Yes 
You generate a deadly beam of sonic energy from your 
outstretched hand that deals 1d6 points of damage per caster level 
(maximum 10d6) to each creature within its area. 
The sonic blast may shove creatures in the area back along the 
path of the spell. Any creature failing its saving throw must make a 
Strength check (DC equal to damage inflicted by the spell); those 
who fail find themselves bull rushed directly away from the caster 
as if by a Large creature with a Strength score equal to the 
damage the spell inflicted. The spell moves with the target; see the 
bull rush description in Chapter Eight of the Player's Handbook for 
details on attacks of opportunity, stability modifiers, etc. 
If a creature is shoved back into a solid barrier such as a wall or a 
strong door, the creature sustains an additional 1d4 points of 
bludgeoning damage. 
Like a lightning bolt, the sonic blast damages or destroys objects in 
its path. If the damage caused to an interposing barrier such as a 
closed door shatters or breaks through it, the sonic blast may 
continue beyond the barrier if the spell's range permits; otherwise, 
it stops at the barrier. 
Material Components: A tiny glass cone.  

Sonic Wave 
Dragon #304 
Evocation [Sonic] 
Level: Sor/Wiz 5 
Components: V 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./a levels) 
Area: 15-foot-wide wave 
Duration: Instantaneous 
Saving Throw: Reflex half 
Spell Resistance: Yes 
A sonic wave is a wave of sonic energy that erupts from your fin-
gertips and travels in a 15-foot-wide wave in one direction to the 
extent of the spell's range. The wave deals 1d6 points of sonic 
damage per caster level (maximum 15d6). Unattended objects 
also take this damage. As a special property of this spell, if you are 
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a creature with a natural sonic attack (such as a cloaker, a 
destrachan, a frost worm, or an yrthak), your effective caster level 
is your racial Hit Dice plus your actual caster level. This effective 
caster level determines the range and damage of the sonic wave. 

Spiritjaws 
Dragon #292 
Evocation [Force]  
Level: Drd 3  
Components: V, S, M  
Casting Time: 1 action  
Range: Medium (100 ft. + 10 ft./level)  
Effect: Jaws of force  
Duration: 1 round/level (D)  
Saving Throw: None  
Spell Resistance: Yes 
A set of ghostly dinosaur jaws fade into being and attack the 
creature you designate. The jaws attempt to grapple the opponent, 
starting with one attack the round the spell is cast and continuing 
each round thereafter. The set of jaws uses your base attack 
bonus as its attack bonus (possibly allowing it multiple attacks per 
round in subsequent rounds), and it gains a +8 bonus to grapple 
checks. The set of jaws always strikes from your direction. It does 
not get a flanking bonus or help a combatant get one. Your feats 
do not affect the jaws. If the target of the spell goes beyond spell 
range, the jaws vanish. 
With the initial successful grapple check, the jaws inflict 2d6 points 
of damage. The target is considered to be grappling and cannot 
move. The target creature no longer threatens squares and loses 
its Dexterity bonus to AC against opponents not grappling it. 
Attacking the set of jaws has no effect. A magical force effect, the 
jaws cannot be damaged, but disintegrate or a sphere of 
annihilation destroys the effect. 
The target creature can cast a spell only if the spell has no somatic 
component, the material components are in hand, and a 
Concentration check (DC 20 + spell level) is made. A creature 
grappled by the set of jaws can attempt to escape by succeeding 
at a grapple check against the jaws or by making a successful 
Escape Artist check as a standard action opposed by the set of 
jaws' grapple check. 
Each round that the jaws maintain the grapple, make an opposed 
grapple check for the jaws. If the jaws win, you can deal zd6 points 
of damage or you can pin the opponent. A pinned opponent is held 
immobile and must break the pin before it can escape the grapple. 
Creatures other than those grappling the pinned target gain a +4 
bonus on attack rolls to hit it. If the jaws have subsequent attacks 
(granted by your attack bonus) you can use them to cause damage 
to a pinned target or to make more grapple attempts against that 
target. 
Commanding the jaws is a free action (mental command). Should 
you be unable to command the jaws, they vanish. 

Spiritual Chariot 
Dragon #299 
Conjuration (creation) 
Level: Pal 4 
Components: V. S, DF 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: Special mount 
Duration: 1 hour/level 
When this Spell is cast, a ghostly chariot forms behind the 
paladin's special mount. The chariot is large and ornate, and it is 
made of transparent, faintly glowing energy. Usually the holy 
symbol of the paladin's god is emblazoned on the sides of the 
chariot. The mount is correctly harnessed to the chariot. The 
chariot can hold 1 Medium-size creature or 2 Small creatures plus 
the driver (usually the paladin). Any chariot fighting feats the 
paladin might have (such as from Sword and Fist) can be used 
with the spiritual chariot. 
Although the chariot seems large and sturdy, it and its occupants 
have no weight, so the special mount can travel at full speed. If the 
chariot is ever unhitched from the special mount, it disappears. 
The driver of the spiritual chariot gains a +4 sacred bonus to her 
Handle Animal checks. The chariot is made of magical force and is 

immune to damage. It interacts with other spells just like a wall of 
force. Those in the chariot have cover based on their size and the 
position of their attackers. In most situations, Medium-size 
creatures inside the chariot gain half cover (+4 cover bonus to AC, 
+2 cover bonus to Reflex saving throws). See page 133 of the 
Player's Handbook for more information on cover. 
If you use the vehicle rules from dragon Magazine issue #294, use 
the statistics for the double chariot found on page 44, except that it 
has no weight and cannot take damage. 

Spit Poison 
Dragon #304 
Necromancy 
Level: Clr 5, Drd 4 
Components: S, DF 
Casting Time: 1 action 
Range: 30 ft. 
Effect: Spray of poison, up to 30 ft. long 
Duration: Instantaneous (see text) 
Saving Throw: Fortitude negates (see text) 
Spell Resistance: Yes 
You spit a spray of poison toward one target within range. You 
must make a ranged touch attack to hit the target. If you are 
currently poisoned, the target creature is subjected to the same 
poison. If you have a natural attack that transmits poison, the 
target is subjected to that poison. Alternatively, if you previously 
cast poison and have not discharged that spell, the target is 
subjected to the effects of that spell. (Normally, if you cast another 
spell when you are holding the charge on a previously cast spell, 
the first spell dissipates. The poison spell does dissipate when you 
cast spit poison, but its magic is transferred into your spittle.) If 
none of these conditions apply, the spell has no effect. If you are 
suffering from more than one poison, or you are subject to one 
poison and also have a poison attack, creatures within the cone 
must attempt one saving throw for each possible poison. 

Stalking Spell 
Dragon #291 
Illusion (Glamer)  
Level: Sor/Wiz 9  
Components: V, S  
Casting Time: 10 minutes  
Range: Touch 
Target: You or creature touched  
Duration: 1 hour/level (D)  
Saving Throw: Will negates (harmless)  
Spell Resistance: No 
This powerful glamer conceals the subject from all senses except 
touch and taste. Items dropped or put down by an invisible 
creature become visible: items picked up disappear if tucked into 
the clothing or pouches worn by the creature. Light, however, 
never becomes invisible, although a source of light can become so 
(thus, the effect is that of a light with no visible source). Any part of 
an item that the subject carries but that extends more than to feet 
from it becomes visible, such as a trailing rope. The subject 
radiates silence in a 5-foot-diameter emanation centered on the 
subject. Tremorsense cannot detect subjects of this spell. Subjects 
emit no scent. 
Certain other conditions can render the recipient detectable (such 
as stepping in a puddle), but attacking does not end the spell, A 
stalking spell renders the recipient immune to faerie fire, glitterdust 
does not cling, and see invisibility does not allow detection of the 
recipient, but true seeing does. 
See Table 8-8: Attack Roll Modifiers, on page 132 of the Player's 
Handbook, for the effects of invisibility on combat. 



- 58 - 

Starvation 
Dragon #292 
Transmutation 
Level: Drd 4 
Components: V, S, M 
Casting Time: 1 action 
Range: Short (25 ft. + 5 ft./2 levels) 
Target: One living creature 
Duration: Instantaneous 
Saving Throw: Fortitude partial 
Spell Resistance: Yes 
You inflict wracking hunger pangs on the target creature. It must 
make a Fortitude save or suffer 1d6 points of subdual damage per 
level of the caster (maximum 15d6) and become fatigued, A 
creature that makes a successful save takes half damage and is 
not fatigued by the spell. Unlike natural starvation, this damage 
can be healed normally. 
A fatigued creature cannot charge or run and suffers an effective 
penalty of -2 to Strength and Dexterity. After 8 hours of complete 
rest, a fatigued creature is no longer fatigued. A fatigued creature 
becomes exhausted when doing anything mat causes the creature 
to become fatigued (lack of food, dangerous environmental 
temperatures, and ending a barbarian rage). See the dungeon 
master's Guide for descriptions of these conditions. 
A fatigued creature that fails its saving throw against starvation suf-
fers subdual damage as normal and becomes exhausted. An 
exhausted creature moves at half speed and suffers an effective 
penalty of -6 to Strength and Dexterity. After 1 hour of complete 
rest, an exhausted creature becomes fatigued. 
Material Component: A piece of spoiled food. 

Steelsting 
http://www.wizards.com/dnd/ 
Evocation [Force] 
Level: Sor/Wiz 4 
Components: V 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Area: Cylinder 10 ft. wide, 25 ft. long 
Duration: Instantaneous 
Saving Throw: Reflex half 
Spell Resistance: Yes 
You create a brief maelstrom of daggerlike flying darts of force that 
spin, slice, and rebound within the area. All within the area suffer 
1d6 points of force damage per caster level (maximum 10d6). The 
name is a misnomer, for the spell creates neither steel nor a true 
sting. 

Steely Focus 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 2 
Components: V, S 
Casting Time: 1 action 
Range: Touch 
Target: One creature touched 
Duration: 1 hour/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes 
Steely focus allows its target to resist magical distractions more 
easily. In place of a Will saving throw to resist the effects of a 
distracting spell (one that causes the target to lose actions) such 
as Tasha's hideous laughter or daze, the target of this spell can 
substitute a Concentration check. Further, the spell grants a +4 
bonus on Concentration checks, and this bonus stacks with all 
other bonuses. Against mundane distractions requiring a 
Concentration check, this spell grants only the +4 bonus. 

Stench 
Dragon #302 
Illusion (Figment) 
Level: Brd 0, Drd 0, Sor/Wiz 0 
Components: V, S 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Area: 10-ft.-radius emanation 
Duration: 1 minute/level 
Saving Throw: Will negates 
Spell Resistance: No 
Stench creates a terrible smell in a 10-foot radius. It can be any 
smell the caster wishes. Any creature within the area of effect with 
the scent ability must succeed at a Will save or lose use of the 
ability while within the area. 

Sticky Saddle 
Dragon #299 
Transmutation 
Level: Pal 1 
Components: V, S, DF 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 minute/level (D) 
This spell "glues" you to your mount. It becomes impossible for you 
to fall or be thrown off your mount. To pry you from the saddle 
requires a Strength check DC 20, and you gain a +10 on all Ride 
checks related to staying in the saddle. The spell must be cast 
after you are seated on your mount. If you are not seated on your 
mount when the spell is cast, the spell fails. If the spell is cast while 
you are riding bareback, you are "stuck" to the mount's back. 
Otherwise, you are merely stuck to the saddle, but the saddle is 
attached to the mount normally. If you are knocked unconscious 
while this spell is in effect, you automatically remain in the saddle. 
The spell can be dismissed as a free action, and it does not 
impede the rider from making a soft fall if the mount is dropped in 
battle. 

Sting Ray 
Dragon Annual #5 
Enchantment (Compulsion) [Mind-Affecting] 
Level: Brd 3, Sor/Wiz 3  
Components: V, S, M 
Casting Time: One action 
Range: Close (25 Ft. + 5 ft./2 levels) 
Effect: Ray 
Duration: Instantaneous 
Saving Throw: Will negates 
Spell Resistance: Yes  
When this ray successfully strikes, it creates a sensation of many 
tiny insects biting and crawling on the victim's body. The target can 
attempt a Will save each round to shake off the effects. Until the 
spell is shrugged off, the victim is hampered by the unsettling 
feeling of all the stinging and biting and is staggered, able only to 
perform a partial action each round. The victim also suffers a -2 
penalty to AC. if the victim attempts to cast a spell, she must 
succeed at a Concentration check with a DC equal to the sting 
ray's DC + the level of the spell the target is attempting to cast. So, 
if a 6th-level sorcerer with a 16 Charisma casts sting ray on a 
wizard casting a fireball, the Concentration check DC is 19 (16 
[sting ray DC] + 3 [fireball spell level]). 
Material component: four dried stinging insects (bees, spiders, and 
so on). 
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Stone Missiles 
Dragon #285 
Evocation  
Level: Sor/Wiz 1  
Components: V, S  
Casting Time: 1 action  
Range: Medium (100 ft, + 10 ft./level)  
Effect: Missiles of rock  
Duration: Instantaneous  
Saving Throw: None  
Spell Resistance: Yes  
A number of small stones fly toward 1d4 targets. You must suc-
ceed at a ranged touch attack to hit each target. A single creature 
cannot be made a target more than once per casting. The stones 
inflict 1d4 points of damage per level of the caster (maximum 5d4) 
per target. The stones disappear after striking their target or flying 
to the maximum of their range, whichever comes first. 

Strength of the Beast 
Dragon #304 
Transmutation  
Level: Sor/Wiz 4  
Components: V, F  
Casting Time: 1 action  
Range: Personal  
Target: You  
Duration: 1 round/level 
This spell functions only if you are a Lycanthrope, and it benefits 
you only while you are in your humanoid form. You gain certain 
characteristics of your animal form while remaining in humanoid 
form. You gain the same damage reduction you have in animal 
form (normally 15/silver), the scent quality, and the feats you gain 
in animal form. In addition, you gain half the ability score 
adjustments of your animal form, rounded down to the nearest 
multiple of 2. For example, if you are a werebear, you gain Str +8 
(half of +16) and Con +4 (half of +8), but no adjustment to your 
Dexterity (half of +2, rounded down to the nearest multiple of 2, is 
+0). 
If you are called upon to make a Control Shape check while under 
the effects of this spell, you suffer a -4 penalty on your check. 
Focus: A lock of hair from your animal form. 

Stun Ray 
Dragon Annual #5 
Conjuration (Creation) [Electricity] 
Level: Sor/Wiz 1 
Components: V, S, M 
Casting Time: One action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 
Duration: 1 round plus 1d4 rounds 
Saving Throw: Fortitude partial 
Spell Resistance: Yes  
A quick jolt of electricity darts from the caster to the target. This ray 
of electricity requires a successful ranged touch attack to hit. The 
target is stunned by the ensuing shock for one round and an 
additional 1d4 rounds unless a successful Fortitude save is made. 
Material component a coiled copper wire. 

Sudden Mastery  
Dragon Annual #5 
Transmutation  
Level: Hrd 4  
Components: V, S  
Casting Time: i action  
Range: Personal  
Target: You 
Duration: 10 minutes/level  
You gain a +20 competence bonus to a single skill of your choice. 
You can't select a skill that is exclusive to another class. 

Summon Blood Elemental 
http://www.wizards.com/dnd/ 
Conjuration (Summoning) [Evil] 
Level: Clr 5 
Components: V, S, M, DF 
Casting Time: 1 full round 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: One summoned Medium-size blood elemental 
Duration: 1 round/level 
Saving Throw: None 
Spell Resistance: No 
This spell summons a blood elemental to attack your enemies. It 
appears where you designate and acts immediately, on your turn. 
As soon as it arrives, you must designate its target or targets by 
pointing. If there are multiple creatures in the general area where 
you point, it attacks them all. Because of the blood elemental's 
incomprehensible nature (see the Incomprehensible special 
quality, below), it is not possible to communicate with it by any 
means that involves language (including a tongues spell or a 
monk's tongue of the sun and moon ability). Thus, you cannot 
redirect its attacks verbally, command it to take other actions, or 
otherwise control it in any way.  
A blood elemental cannot be dismissed the way other summoned 
creatures can. If there are no enemies present, or if the blood 
elemental destroys all the creatures designated as enemies before 
the duration of the spell ends, it either returns to its home plane 
voluntarily (25% chance) or attacks the nearest creature (75% 
chance), even if that creature is you. If it decides to continue 
attacking and there are multiple potential targets at the same 
distance, it chooses the one that seems weakest. When the spell 
duration expires, the creature disappears at the end of your turn if 
it has not already departed. 
Material Component: A drop of blood from a good creature. 
 
Blood Elemental 
Medium-Size Outsider 

Hit Dice:  5d8+12 (37 hp) 

Initiative:  1 

Speed:  20 ft., swim 90 ft. 

AC: 20 (+1 Dex, +9 natural), touch 11, 
flat-footed 19 

Attacks:  Slam +8 melee 

Damage: Slam 1d8+4 

Face/Reach: 5 ft. by 5 ft./5 ft 

Special Attacks: Bloodbath, cause insanity 

Special Qualities:  DR 5/+1, incomprehensible, 
immunities (critical hits, mind-
affecting effects, stunning), 
outsider traits 

Saves:  Fort +7, Ref +5, Will +4 

Abilities: Str 17, Dex 12, Con 17, Int 10, 
Wis 11, Cha 19 

Skills: Listen +8, Move Silently +9, 
Search +8, Spot +8, Swim +19 

Feats: Cleave, Power Attack 

Climate/Terrain: Any 

Organization:  Solitary 

CR: 6 

Treasure: None 

Alignment: Always neutral evil 

Advancement: 6-10 HD (Large); 11-15 HD 
(Huge) 

 
A blood elemental is a dreadful creature from a remote outer 



- 60 - 

plane. It is extremely alien in both appearance and outlook, and it 
has a bizarre intelligence all its own. In their home plane, blood 
elementals have a civilization of sorts, though its nature is 
incomprehensible to visitors. When summoned to the Material 
Plane (see summon blood elemental spell, above), they are eager 
to lay waste to all about them. 
A blood elemental resembles a water elemental except that its fluid 
body is composed entirely of red, viscous blood. It oozes and 
undulates as it moves, leaving streaks of red on any surface it 
traverses. 
Blood elementals communicate with each other via a language of 
their own that sounds like a series of shuddering gurgles and 
burps. 
 
COMBAT 
Blood elementals are extremely hostile and do not hesitate to fight 
any creature designated as an enemy by their summoners. In 
melee, they prefer to deal damage immediately with their slam 
attacks, then use their bloodbath ability on foes that seem weak 
enough to grapple. Beyond this technique, they exhibit no clear 
strategy. 
Bloodbath (Ex): With a successful grapple check (grapple bonus 
+12, including a +5 racial bonus on grapple checks), a blood 
elemental may engulf a creature of up to its own size category. An 
engulfed creature is subject to drowning (see the Drowning Rule in 
Chapter 3 of the Dungeon Master's Guide). The elemental may 
eject the engulfed creature at any time. A victim that is still alive 
when it emerges from the blood elemental's body (whether by 
escaping the monster's hold or by being ejected) takes 1d6 points 
of Wisdom damage because of the strain on its sanity that the 
sensation of drowning in blood produced. Furthermore, the victim 
creature must make a successful Fortitude save (DC 15) on 
emerging or be nauseated for 2d6 rounds. 
Cause Insanity (Su): Once per day, a blood elemental can 
produce an effect identical to that of the insanity spell (caster level 
13th; save DC 16). 
Immunities(Ex): The blood elemental's alien psychology and 
physiology make it immune to critical hits, mind-affecting effects, 
stunning. 
Incomprehensible (Ex): Because of its alien mentality, a blood 
elemental does not understand verbal communication of any sort, 
nor can its own gurgling language be understood by any creature 
except its own kind. A blood elemental is immune to all language-
dependent spells and effects, and no mundane or magical effect 
that usually allows verbal communication (including a tongues spell 
or a monk's tongue of the sun and moon ability) functions with 
respect to it. 
Outsider Traits: A blood elemental has darkvision (60-foot range). 
It cannot be raised or resurrected. 

Summon Wurm I 
Dragon #296 
Conjuration (Summoning) [See text] 
Level: Drd 5 
Components: V, S, DF 
Casting Time: 1 Full round 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: One summoned wurm 
Duration: 1 round/level (D) 
Saving Throw: None 
Spell Resistance: No 
This spell summons one of the 12 types of wurm. The wurm 
appears where you designate and acts immediately on your turn. It 
attacks your opponents to the best of its ability. If you can 
communicate with the creature, you can direct it not to attack, to 
attack particular enemies, or 10 perform other actions A 
summoned wurm may not cast summoning spells. 
The spell conjures one wurmling that is appropriate to the 
environment where you are located. If more than one type of wurm 
could logically be found in your locale, you may choose from all 
appropriate types. 

Summon Wurm II 
Dragon #296 
Conjurarion (Summoning) [see text] 
Level: Drd 7 
Effect: One or more wurms. no two of which can be more than 30 
ft apart 
As summon wurm I, except that you can summon one adult wurm 
or 1d4+1 wurmlings. All summoned wurms must be of the same 
type, even if more than one type of wurm could be summoned. 

Summon Wurm III 
Dragon #296 
Conjuration (Summoning) [see text] 
Level: Drd 9 
Effect: One or more wurms. no two of which can be more than 30 
ft, apart 
As summon wurm I, except that you can summon one greater 
wurm, 1d4+1 adult wurms, or 4d4 wurmlings. 

Swarm Form 
Dragon #280 
Transmutation 
Level: Sor/Wiz 5 
Components: V 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 hour/level (D) 
The swarm form spell allows you to transform your body and all 
worn and carried possessions into a swarm like that created by the 
summon swarm spell. Casting the spell initially restores lost hit 
points as if you had rested for a full day. 
You can transform yourself into any of the animals or vermin listed 
in the summon swarm spell. You can also choose any other Tiny 
or smaller animal or vermin to compose the swarm instead. The 
swarm must be composed of the same type of creature. Even 
though you inhabit a large number of bodies at the same time, the 
swarm acts as a single entity; you cannot direct different individual 
creatures from the swarm to perform different acts, and you roll 
once for saving throws. As a single entity, the swarm has the same 
hit point total and saving throw modifiers as the caster. The size of 
the swarm is equal to the size of the caster. You have the speed 
and movement type of the creature chosen. 
The swarm must move as a unit (the caster could not have each 
member in the swarm all go in different directions, for example). If 
a portion (up to 49%) of the swarm is separated from the main 
body by some means, the smaller portion of the swarm dies 
(though you do not suffer any hit point loss because of it). If the 
swarm is separated into two equal halves, the DM should 
determine randomly which half of the swarm dies. The remaining 
portion expands to the caster's size no matter how much of the 
swarm was lost. 
You can pour over enemies (enter their square), doing damage as 
per the summon swarm spell. Regardless of what creature you 
chose to compose the swarm, your swarm form deals summon 
swarm damage. Creatures immune to poison do not take damage 
from your swarm form if the creature you chose is poisonous. 
Targets of your swarm form get no save. Spell resistance does not 
apply. The swarm form damage is a spell effect so damage 
reduction does not apply. Spellcasting and concentrating on spells 
is impossible within the swarm. 
While in swarm form, you are subject to magic that affects the 
creature type comprising the swarm. (Thus, as a swarm of bees 
the repel vermin spell would keep you at bay.  Spells that target 
one creature or total Hit Dice less than your character level have 
no effect. (Charm person or animal would fail. Mass charm might 
work.) Note that you cannot be dispersed by a gust of wind or 
stinking cloud as outlined in the spell summon swarm. 
As a swarm, you cannot be fought effectively with weapons, but 
fire and damaging area effect spells cause normal damage. You 
cannot cast spells with verbal, somatic, material, or focus 
components while in swarm form. (Note that this does not rule out 
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certain spells prepared using the metamagic feats Silent Spell and 
Still Spell.) 
At the end of the spell's duration, or when you voluntarily return to 
normal form, the swarm merges back together, reforming your 
body. 

Talonsnatch 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Sor/Wiz 4 
Components: V 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Duration: 2 rounds 
Target: 1 creature 
Saving Throw: Will negates (see text) 
Spell Resistance: Yes 
You draw a single creature of up to 25 pounds per caster level 
toward you by a powerful telekinetic burst. This has one of two 
effects: an instant mounting or an instant snatch. 
Instant Mounting: The target lands on your back safely in a position 
suitable for riding. Movement in this manner provokes attacks of 
opportunity from creatures (other than you) whose threatened area 
the target passes through. If you are a creature that normally can 
function as a mount (such as a horse, pony, riding dog, or dragon), 
you are now the target's mount. Otherwise, the creature you pull 
toward you can immediately attempt to grapple you as an attack of 
opportunity. 
Instant Snatch: The creature is dragged into your open hand (or 
claw, if you have claws instead of hands). The creature stops in 
any square of your choice that is within your threatened range. 
Movement in this manner provokes attacks of opportunity from 
creatures (other than you) whose threatened area the target 
passes through. You deal claw damage to the target and can 
immediately attempt to start a grapple as if you had the Snatch 
feat. 

Targeting Ray  
Dragon Annual #5 
Divination 
Level: Brd 1, Sor/Wiz 1 
Components: V, S, F 
Casting Time: One action 
Range: Medium (100 ft. + 10 ft./level) 
Effect: Ray 
Duration: 1 round/level 
Saving Throw: None 
Spell Resistance: No  
The caster creates a luminous ray that, with a successful ranged 
touch attack, pulsates between the target and the caster. The ray 
acts as a rangefinder for the caster and any allies within 20 feet of 
her. It provides a +1 insight bonus per three caster levels to all 
ranged attacks at the target for the duration of the spell. The 
caster’s allies need not see the caster, but they must be able to 
see the ray. The caster can otherwise act normally for the duration 
of the spell. Allies who can see the target receive the bonus even if 
the caster loses line of sight. 
Focus: a small metal or stone tube. 

Tharizdun's Maddening Scream 
Dragon #294 
Enchantment (Compulsion) [Mind-Affecting]  
Level: Sor/Wiz 8, Madness 8 
Components: V  
Casting Time: 1 action  
Range: Touch  
Target: Living creature touched 
Duration: 1d4+1 rounds  
Saving Throw: None  
Spell Resistance: Yes 
The target cannot keep himself from streaming, gibbering and 
leaping as though completely mad. This spell makes it impossible 
for the victim to do anything other than race about caterwauling. 

The spell also gives the victim a -4 penalty to his AC, makes it 
impossible for him to use a shield effectively, and requires that he 
roll a 20 for Reflex saves succeed. 

Tharizdun's Touch 
Dragon #294 
Enchantment [Mind-affecting]  
Level: Madness 2  
Components: V, S  
Casting Time: One action  
Range: Touch  
Target: Creature touched  
Duration: 1 rounds/level  
Saving Throw: Will negates  
Spell Resistance: Yes 
You can touch one living creature, clouding his mind so that he 
takes no actions for 1 round per caster level. The dazed subject is 
not stunned (so attackers get no special advantage against him), 
but he can't move, cast spells, use mental abilities, and so on, 

Theller's Argauneau 
http://www.wizards.com/dnd/ 
Necromancy 
Level: Brd 4, Sor/Wiz 3 
Components: V, S, M 
Casting Time: 1 full round 
Range: Touch 
Target: One red dragon egg 
Duration: Instantaneous or 1 hour/level (see text) 
Saving Throw: See text 
Spell Resistance: No (object)  
You drain the life energy from a red dragon egg and absorb it into 
yourself, which may be used for several purposes. 
Healing: Heal 5d6 points of damage as if a cure spell were cast on 
you. This has an instantaneous duration. 
Ability Boost: +2 enhancement bonus to Strength, Constitution, 
and Charisma, lasting 1 hour per caster level. 
Refresh Spell: Regain one cast spell or used spell slot of any level 
you can cast, similar to a pearl of power except that bards, 
sorcerers, and similar casters can also benefit from it. This has an 
instantaneous duration. 
A dragon egg is treated as an object, not a creature, and it does 
not get a saving throw against the spell unless it is in the 
possession of a creature (and therefore uses the normal saving 
throw rules for objects in the possession of a creature). If you are 
not a creature of the type "dragon," you must succeed at a 
Fortitude saving throw (DC 14) when you cast this spell; failure 
means you gain no benefit from the spell, take 3d6 points of 
damage, and are nauseated for 1 round from the sudden influx of 
incompatible life energy. 
Material Component: A red dragon egg containing a living red 
dragon embryo, worth 2,000 gp. 

Thunderhead 
Dragon #302 
Evocation [Electricity] 
Level: Brd 0, Drd 0, Sor/Wiz 0 
Components: V, S, M 
Casting Time: 1 action 
Range: Close (25 ft. + 5ft./level) 
Target: One creature 
Duration: 3 rounds 
Saving Throw: Reflex negates (see below) 
Spell Resistance: Yes 
Thunderhead was created by the ill-fated evoker Scira Oakenfire 
during her apprenticeship. The spell was intended to scare 
peasants and annoy spellcasters but has little real power. Scira 
was killed after casting the spell on an "ill-mannered peasant" who 
turned out to be the head of the assassins' guild. 
Thunderhead creates a small thundercloud over the target's head. 
Every round of the spell's duration, a miniature bolt of lightning 
leaps from the thundercloud to strike the target's head. Each bolt 
inflicts 1 point of electricity damage that is negated by a successful 
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Reflex save. 
Material Component: Small piece of copper wire. 

Thunderous Roar 
Dragon #292 
Evocation [Sonic] 
Level: Drd 3 
Components: V, S, DF 
Casting Time: 1 action 
Range: Long (400 ft. + 40 ft./level) 
Area: 20-ft.-radius burst 
Duration: Instantaneous 
Saving Throw: Fortitude partial (see text) 
Spell Resistance: Yes 
This spell causes the targeted area to become filled with the 
enraged roaring of a thousand dinosaurs. The resulting blast of 
sound can be heard for miles, but it only threatens those in its area 
of effect. All creatures in this area suffer id6 points of damage per 
2 caster levels (maximum of 5d6), with a successful Fortitude 
saving throw halving the damage. A creature that fails its save is 
deafened for 1d6 minutes per caster level. Additionally, any 
creature that takes damage from this spell must make a Reflex 
saving throw or be knocked prone from the force of the roar. 
Crystalline creatures suffer 1d6 points of sonic damage per caster 
level (maximum of 10d6). 

Tiny Mount 
Dragon #299 
Transmutation  
Level: Pal 2  
Components: V, S, DF  
Casting Time: 1 action  
Range: Close (25 ft. + 5 ft./2 levels)  
Target: Your special mount  
Duration: 1 hour/level (D)  
Saving Throw: Fortitude negates  
Spell Resistance: Yes 
This spell causes your mount to immediately shrink to the size of a 
toy, becoming a Diminutive creature. The special mount retains its 
hit points, natural armor bonuses, and special abilities, but its 
Strength score drops to 2 and it gains a +3 size bonus to its Armor 
Class and a +3 size bonus to attack rolls. Any barding or other 
equipment worn by the animal is likewise reduced. Thus, you can 
carry your mount into a dungeon, smuggle it into Town, or even 
keep it in your room at the inn instead of in the stable. 
This spell does not give the mount any ability to survive dangerous 
or inhospitable conditions. For example, a Diminutive mount could 
not survive in an air-tight container or pack. 

Torture Air  
Dragon #285 
Necromancy [Evil]  
Level: Air 2  
Components: V, S  
Casting Time: 1 action  
Range: Medium (100 ft. + 10 ft./level)  
Area: 10-ft, radius of air  
Duration: 1 minute/level (D)  
Saving Throw: None  
Spell Resistance: No  
All air within the radius takes on a particularly vile quality, so that 
movement of that air inflicts damage upon living creatures it 
touches. Any significant movement of air (attacks by air ele-
mentals, a gust of wind spell, or a natural wind of more than 20 
mph) within the radius inflicts 1d6 points of negative energy 
damage per round. Undead are not affected by this spell. 

Toughness of Death 
Dragon #304 
Necromancy  
Level: Sor/Wiz 2  
Components: V, S, M  
Casting Time: 1 action  
Range: Touch 
Target: Undead creature touched  
Duration: 1 minute/level  
Saving Throw: Will negates (harmless)  
Spell Resistance: Yes (harmless) 
The subject gains 2 temporary hit points per Hit Die it possesses 
and a +2 resistance bonus on Fortitude saves. 

Trackless Domain 
http://www.wizards.com/dnd/ 
Transmutation 
Level: Drd 3, Rgr 2 
Components: V, S, DF 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Area: 100-ft.-radius spread 
Duration: 24 hours 
Saving Throw: None 
Spell Resistance: No 
This spell creates an area in which no creatures can be tracked. In 
effect, all creatures passing through the area are affected by a 
pass without trace spell. The trackless effect affects beings only 
within the area of effect of the spell; once subjects leave the area 
they can be tracked normally. For example, if a bear passed into 
the trackless domain, it would suddenly cease to leave tracks, 
scent, or any sign of passage. If the bear later left the area at a 
different point, tracks and scent would resume. 

Transmute Rock to Lava 
Dragon #292 
Transmutation  
Level: Drd 9  
Components: V, S  
Casting Time: 1 action  
Range: Medium (100 ft. + 10 ft./level)  
Target: One lo-ft. cube  
Duration: Instantaneous  
Saving Throw: See text  
Spell Resistance: No 
This spell turns natural, uncut, or unworked rock of any sort into an 
equal volume of lava. Magical or enchanted stone is not affected 
by the spell. The depth of the lava created cannot exceed 10 feet. 
All creatures standing in the area of effect are allowed a Reflex 
saving throw to negate the damage, provided that they can and do 
physically leave the area by the shortest route possible. 
Creatures that fail their saving throw sink hip or chest deep into the 
lava and suffer 20d6 points of fire damage each round that they 
remain in the area and suffer 10d6 points of fire damage for the 
1d3 rounds after leaving the area. Creatures immersed in the lava 
have their speed reduced to 5 feet and suffer a -2 penalty to attack 
rolls and AC. 
If transmute rock to lava is cast upon the ceiling of a cavern or 
tunnel, the lava falls to the floor and spreads out in a 15-foot-radius 
pool at a depth of about one and a half feet. The falling lava and 
the ensuing cave-in deal 2d6 points of fire damage and 8d6 points 
of bludgeoning damage to anyone caught directly beneath the 
area, or half damage To those who succeed at Reflex saves. 
Creatures in the area suffer 2d6 points of fire damage each round 
until they leave and 1d6 points of fire damage for 1d3 rounds after 
that. 
While one cannot target castles and stone constructions with this 
spell, casting the spell upon unworked stone below or adjacent to 
the structure can do serious damage to the structure. Even though 
structures and objects suffer half damage from fire, this still means 
that contact with lava does iod6 points of damage per round to the 
structure. Even with hardness, most structures quickly succumb to 



- 63 - 

exposure to lava. 
The lava cools naturally from its surface toward the center, slowly 
reverting to stone. If pooled on the ground after falling from the 
ceiling, the lava could take as long as two days to completely cool. 
If an area of 
ground was converted to lava, the core of lava area could remain 
molten for a month or more. The area of lava should be considered 
dangerous to walk through for at least a day. See the dungeon 
master's Guide for more information on lava hazards. 

Transparency 
Transmutation 
Dragon #305 
Level: Sor/Wiz 3 
Components: V, S, M 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: 10-foot cube of inanimate material per level 
Duration: 1 minute/level 
Saving Throw: Fortitude negates (object) 
Spell Resistance: Yes (object) 
This spell makes a volume of material as transparent as glass. 
This volume must be contiguous but need not constitute a whole 
object—sections of wall, doors, or the like can be affected. The 
transparency effect does not block line of sight, but it does block 
line of effect. 
Transparency can be made permanent via a permanency spell by 
a caster of at least 11th level at a cost of 1,500 XP. 

Understand Object 
http://www.wizards.com/dnd/ 
Divination 
Level: Brd 1, Sor/Wiz 2 
Components: S, M 
Casting Time: 1 minute 
Range: Touch 
Targets: One touched object 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 
Understand object determines the non-magical functions of an 
object or technological item. The caster must handle or touch the 
object throughout the casting time and spell duration to gain any 
knowledge. If the item has more than one function, the spell 
identifies its most general or most likely use. Casters can gather 
further information about the item only through additional uses of 
the spell. Understand object does not reveal magical functions (as 
identify would), only mechanical operations. 
The spell is used most often to help casters understand the nature 
and use of an object from another technological level (such as a 
firearm found in a world where such weapons don't normally exist), 
or to gain some clues to extremely complex gadgets or puzzles. 
If used in the latter manner, however, this spell can prove very, 
very dangerous. Using understand object to figure out how a 
trapped device operates can be disastrous, as the spell does not 
distinguish a harmful nonmagical trap from any other gadget! And, 
since the spell starts with the easiest or most general effect first 
(and traps are often much easier to trigger than non-trap functions 
of an item), understand object may just tell you how to kill yourself. 
For example, a character might cast the spell on three interlocking 
rings found on what appears to be the locking mechanism of a box. 
The first use of the spell tells the caster that the interlocking rings 
are, indeed, a locking mechanism and they have to be turned in a 
certain way to cause a needle to spring out of the box (a trap, 
though the spell doesn't tell the caster that). On a second use of 
the spell, the caster learns that turning the interlocking rings also 
can cause the box to open. Since the interlocking rings have no 
other function, further uses of the spell reveal nothing. If opening 
the box causes a fire trap to go off in the opener's face, that is not 
revealed, since fire trap is a magical effect. 
But when the spell is used in its most basic way, it can be a boon 
to adventurers who encounter technological items and strange 
objects that they have no way of understanding without help. New 
exotic weapons, high-tech gadgets, and the like are the province of 
understand object. 

Venomous Vapor 
Dragon #300 
Evocation 
Level: Drd 3, Clr 3 
Components: V, S, M 
Casting Time: 1 action 
Range: Short (25 ft. + 5 ft./level) 
Target: One creature 
Duration: 1 round + 1 round/3 levels 
Saving Throw: Fortitude half 
Spell Resistance: Yes 
You create a cloud of deadly glowing mist around the target. The 
cloud immediately begins to corrode the target's body upon 
contact, his cells evaporating such that he begins to look like a 
victim of accelerated leprosy. The cloud attaches itself to the victim 
for the duration of the spell, causing 2d6 points of acid damage 
during each round of the spell's duration. Although the vapor 
seems to float through the air, it remains in the same square as the 
victim for the entire duration of the spell. If another creature enters 
the victim's square, it too takes damage. 
Material Component: A small amount of pollen or a crushed, 
decayed mushroom. 

Vileblade 
Dragon #300 
Conjuration (Creation) [Evil] 
Level: Corrupt 6  
Components: V, S, Corrupt  
Casting Time: 1 action  
Range: 0 
Effect: Sword-like beam  
Duration: 1 round/level  
Saving Throw: Will partial (see text)  
Spell Resistance: Yes 
This spell draws out and temporarily crystallizes a sword-shaped 
portion of the caster's soul that springs out from his hand. The 
caster wields this blade-like beam as if it were a +4 unholy 
longsword.  All the relevant feats, such as Weapon Focus 
(longsword), apply. If the caster doesn't have Martial Weapon 
Proficiency (longsword), he may still wield a vileblade without 
penalty. Instead of adding his Strength bonus to attack and 
damage rolls made with the vilebtade, the caster adds his 
Charisma bonus. In addition, all damage caused by the vileblade is 
treated as vile damage. (Unlike regular damage, vile damage can 
only be healed by magic cast within the area of a consecrate or 
hallow spell.) A vileblade deals double damage against creatures 
with the opposite alignment of the caster. If a creature is critically 
struck by a vileblade, a portion of the caster's personality "infects" 
the wounded creature unless it makes a successful Will saving 
throw.  The alignment of a creature infected by a vileblade 
changes to that of the caster for the duration of the spell. The 
infected creature views the caster as a trusted friend and ally, as 
though charmed by the caster. 
Corruption Cost: 1d6 points of Wisdom damage. 

Vile Rebellion 
Dragon #300 
Necromancy [Evil]  
Level: Sor/Wiz 7 
Components: V, S, M 
Casting Time: 1 action  
Range: Close (25 ft. + 5 ft./2 levels)  
Target: One creature  
Duration: See text  
Saving Throw: Fortitude partial (see text)  
Spell Resistance: Yes 
This spell causes a rebellion of the worst kind-a rebellion of the 
body. If the victim resists the spell, she is filled with wracking pains 
and is nauseated for 1d4 rounds. If the victim fails her save, she is 
stunned for 1d4 rounds, after which time her arms, legs, and torso 
separate bloodlessly and go their own ways. Only the victim's head 
remains under her control.  The separate limbs quickly pass from 
life into perpetual undeath, and they are treated thereafter as 
zombies two sizes smaller than the target creature. The caster 
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controls the zombies as though he had used negative energy to 
command undead. The victim's head remains horribly alive, 
sustained by the spell, but suffers 1d3 points of Wisdom drain each 
round until it goes insane as per the insanity spell. The head can 
cast spells that have only verbal components, but it is otherwise 
helpless. 
If the victim's limbs have not yet separated from her body, 
successfully dispelling the spell stops the progression of vile 
rebellion. Once separation occurs, however, reintegration of the 
living victim is possible only by bringing the body parts together 
and casting dispel evil followed by the regeneration spell, 
Material Component: A severed finger. 

Wall of Maggots 
Dragon #300 
Conjuration (Creation) [Evil] 
Level: Sor/Wiz 6  
Components: V, S, M 
Casting Time: 1 action  
Range: Medium (100 ft. + 10 ft./level)  
Effect: Opaque wall of maggots up to one 5-ft. cube/2 levels (S)  
Duration: 10 minutes/level  
Saving Throw: See text  
Spell Resistance: No 
This spell causes a wall of pale white and yellow maggots to boil 
up from the ground. Any creature standing in the area of a wall of 
maggots when it is created may make a Reflex saving throw to 
move to a randomly determined side of the wall before it forms. 
The maggots ravenously eat anything touching them, causing 1d4 
points per two caster levels (maximum 10d4, Reflex save halves) 
of bite damage each round the creature remains in contact with the 
wall; this damage is not magical in nature, but the wall has damage 
reduction 15/+2 (see below), so it damages many creatures with 
damage reduction. Creatures caught in the wall when the spell is 
cast immediately take damage. 
Creatures inside the wall of maggots have total cover and are 
considered entangled. They cannot see or speak; maggots fill their 
vision and flood into their mouths. Casting spells with a verbal 
component is impossible, and a creature attempting to cast a spell 
with a somatic component must make a Concentration check (DC 
20) or lose the spell. 
Anyone may attempt to move through the wall by making a 
Strength check or Escape Artist check, moving 5 feet for each full 
5 points by which the check result exceeds 15. For every round 
spent within the wall, the victim takes damage (half if a successful 
Reflex saving throw is made). Creatures partially contained in the 
wall (such as a 10-foot-tall creature standing in a 5-foot cube of the 
wall of maggots) are considered entangled but they can speak and 
see normally so long as the appropriate parts of the body remain 
free; they otherwise take damage and must make Strength or 
Escape Artist checks to break free as normal. 
A wall of maggots is immune to damage caused by piercing 
weapons. Against all other weapons it has damage reduction 
15/+2. A single 5-foot cube of the wall has 10 hit points per level of 
the caster. It is treated as an immobile object with no hardness. 
See "Attack an Object" in the Player's Handbook. 
Material Component: A maggot drawn from a corpse. 

Water Burst 
Dragon #285 
Evocation  
Level: Sor/Wiz 1  
Components: V, S  
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Stream of water  
Duration: Instantaneous  
Saving Throw: None  
Spell Resistance: Yes  
A high-pressure stream of water shoots from your hand at one 
target. You must succeed at a ranged touch attack to hit your 
target. The water inflicts 1d6 points of damage per level of the 
caster (maximum 5d6). This spell can also be used to extinguish 
one flame of Small size or smaller (such as a campftre). 

Water Glyph 
Dragon #294 
Conjuration (Creation) 
Level: Bard 3, Sor/Wiz 3 
Components: S, M 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: 5-ft-diameter cylinder, 20 ft. high erupting from the ground 
Duration: 1 round/two levels (D) 
Saving Throw: None 
Spell Resistance: Yes 
Sometimes known as Kalisto's Glyph for the wizard who perfected 
it, this spell causes a violent jet of elemental water (5 feet in 
diameter) to erupt from the ground. It rises to a height of 20 feet 
before cascading back down as a heavy downpour. Everything 
within a 10-foot radius of the column of water is drenched by this 
downpour. The downpour extinguishes open flames and has a 
50% chance of extinguishing protected flames (such as those of 
lanterns). Within or through the downpour area, visibility ranges 
are reduced by half, and Listen, Search, and Spot checks, as well 
as ranged attacks smaller than siege weapons or giant's boulders, 
suffer a -4 penalty. 
The jet of water is extremely powerful. Any creature that comes in 
contact with it is buffeted violently for 1d6 points of damage during 
each round of contact. 
Creatures can attempt to force their way into the jet of water with a 
successful Strength check (DC 17), suffering 1d6 points of damage 
as they do so, but it otherwise blocks line of sight and provides 
cover like a solid object of its dimensions. Creatures that fail to 
enter the jet suffer normal contact damage and are knocked prone 
outside the water spout in the square they attempted to enter from. 
A creature standing in the area of the water spout when the spell is 
cast can negate the damage by making a Reflex saving throw, 
provided that the creature can and does move out of the area by 
the shortest possible route. 
Although this spell generates a great volume of water, the 
elemental droplets are volatile and dissipate within 1 round. Thus 
this spell cannot be used to fill receptacles or drown an opponent. 
Material Component: A vial of pure water. 

Weapon Shift 
Dragon #275 
Transmutation 
Level: Brd 2, Sor/Wiz 1 
Components: V, S, M 
Casting Time: 1 action 
Range: Touch  
Target: One weapon  
Duration: 5 minutes/level  
Saving Throw: None  
Spell Resistance: No 
The weapon shift spell allows the caster to temporarily transform 
any one nonmagic melee weapon (of up to Large size) into a 
different melee weapon of the same size or smaller. Thus, a 
greatclub could be transformed into a greatsword, or a light pick 
into a morning star. Magic, ranged, improvised, and Huge or larger 
weapons cannot be targeted or created with this spell. 
Material component: a piece of parchment folded into the Shape of 
the weapon type desired. 

Whirlwind of Bones 
Dragon #284 
Necromancy  
Level: Sor/Wiz 7  
Components: V,S, M  
Casting Time: 1 action  
Range: Long (400 ft + 40 ft./level) 
Effect: 20:ft. radius area of flying bones  
Duration: 1 round/level  
Saving Throw: Reflex half  
Spell Resistance: yes 
A deadly whirlwind of bones appears and flies at the caster's 
behest. 
The whirlwind of bones can fly up to 80 feet per round with perfect 
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maneuverability. If moves as you actively direct it (a move-
equivalent action for you); otherwise it merely stays at rest and 
damages all creatures within the effect. The whirlwind has no 
actual wind, so it does not put out torches and the like. 
When the whirlwind stops, creatures within the effect take 1d6 
points of damage; +1 point per caster level (to a maximum of +10 
(half damage on a successful Reflex save). Half the damage is 
bludgeoning damage, but half results directly from negative 
energy. Undead creatures: suffer only bludgeoning damage from 
the spell. A moving whirlwind of bones causes no damage. 
Material Component: A skeleton of a Medium-size or Large 
creature. The bones can't be part of a living or undead creature, or 
a construct, nor can they be constrained in any way. 

Wingbind 
http://www.wizards.com/dnd/ 
Enchantment (Compulsion) [Mind-Affecting] 
Level: Sor/Wiz 3 
Components: V, S, F 
Casting Time: 1 action 
Range: Medium (100 ft. + 10 ft./level) 
Target: One winged creature 
Duration: 1 round/level (D) 
Saving Throw: Will half 
Spell Resistance: Yes 
The subject's wings become paralyzed. The subject cannot use its 
wings to fly, swim, attack, or anything else requiring movement. If 
the creature is currently flying, it falls and suffers normal falling 
damage. 
If the creature succeeds at its saving throw against this spell, its 
wings are only partially paralyzed. Its fly speed is reduced to one-
half and its fly maneuverability drops by one category. If it uses its 
wings to swim, its swim speed is reduced as well. Attacks with the 
wings have a -2 circumstance penalty. 
Arcane Focus: A pair of iron nails. 

Winged Mount 
Dragon #299 
Transmutation  
Level: Pal 4  
Components: V, S, DF  
Casting Time: 1 action  
Range: Touch 
Target: Your touched mount  
Duration: 10 minutes/level 
This spell causes your mount to sprout giant, feathery white wings. 
This grants the mount a fly speed of 60 ft., with a maneuverability 
of good. The mount is slowed as normal for weight carried, barding 
worn, and environmental factors, 

Womb of the Earth 
Dragon #279 
Transmutation 
Level: Clr 1 
Components: V. S, M 
Casting Time: 15 minutes 
Range: Close (25 ft. + 5 ft. per 2 levels) 
Area: 15 ft. radius burst + 10 ft, per level 
Duration: Instantaneous (D) 
Saving Throw: No 
Spell Resistance: No 
This spell transforms a wilderness area of light vegetation, like a 
natural clearing or the site of a recent forest fire, into a patch of 
ground ready for cultivation that enables food plants to grow to 
harvest maturity in 24 hours. Plants and animals currently 
inhabiting the site are not harmed or destroyed; both simply move 
to the edges of the new field. The spell clears furrows in the 
ground and fertilizes in a manner best suited to the type of seed 
specified by the caster. Farmers must still tend the garden as it 
grows, removing weeds and pests. 
Residual magic fingers in the patch of ground. Within 24 hours 
after the food plants are harvested, the surrounding plants and 
animals retake the land. No sign remains that the ground was ever 

cultivated. 
The spell cannot be cast on densely forested areas, nor on places 
cleared of trees by farmers or others acting on their behalf. 

Word of Binding 
Dragon #299 
Conjuration (Creation)  
Level: Pal 1  
Components: V, DF  
Casting Time: 1 action  
Range: Short (25 ft. + 5 ft./level)  
Target: One humanoid of Medium-size or smaller 
Duration: 1 round/level (D)  
Saving Throw: Reflex negates  
Spell Resistance: Yes 
Occasionally a paladin wishes to restrain an enemy rather than kill 
him, whether to return him to justice or simply interrogate him. 
When you cast this spell and call to the target (generally something 
like, "In the name of my god. I bind thee!"), a pair of shining silver 
manacles appear around the target's wrists and ankles. The target 
does not have to hear you to be affected by the spell, and a 
successful Reflex save allows the target to dodge the forming 
manacles. The manacles are masterwork and made of steel. The 
imprisoned character can slip free with a successful Escape Artist 
check (DC 35) or a Strength check (DC 28). The manacles have a 
hardness of 10 and 10 hit points plus i hit point per caster level. 
The manacles automatically scale to fit any humanoid creature of 
Medium-size or smaller. While imprisoned by the manacles, the 
target cannot take any actions requiring the use of his hands and 
can only move 5 feet per round. The manacles come complete 
with an amazing quality lock. 

Writhing Ruin 
Dragon #300 
Conjuration (Creation) [Evil]  
Level: Corrupt 9.  
Components: V, S, Corrupt  
Casting Time: 1 full round 
Range: Medium (100 ft. + 10 ft./level) 
Target: 1 living creature/level, no two of which can be more than 
40 ft. apart. 
Duration: 1 minute 
Saving Throw: Fortitude partial 
Spell Resistance: Yes 
This spell causes clots of ravenous vermin to appear in the bodies 
of those the caster targets. Creatures affected by the spell must 
make Fortitude saving throws. A creature that succeeds its saving 
throw suffers 1d4 points of Constitution damage and becomes 
nauseated for 1 round as the worms, spiders, leeches, and other 
vermin appear in the victim's body and writhe and roil in death. A 
creature that fails its save falls prone in pain and is dazed while the 
vermin gnaw away at their host's tissues. This gnawing causes 
1d6 points of Constitution drain per round and continues until the 
writhing ruin is dispelled, the victim receives a remove disease 
spell, the caster is killed, or the duration of the spell expires. 
Should a creature die as a result of this spell, the body bursts open 
and a host of hundreds of various kinds of vermin spew Forth in a 
5-foot- radius spread. Any living creature in this area or entering it 
before the writhing ruin's duration expires is affected by writhing 
ruin and must make a Fortitude saving throw to avoid becoming 
infested as well. All vermin created by this spell vanish when the 
spell's duration ends. 
Corruption Cost: 1d4 points of Strength damage, 1d4 points of 
Dexterity damage. 
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Yell 
Dragon #302 
Transmutation 
Level: Brd 0, Drd 0, Clr 0, Sor/Wiz 0 
Components: V 
Casting Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 minute or until discharged 
This cantrip amplifies the caster's voice for one message up to in 
words in length. The amplification gives those within earshot a +10 
to Listen rolls made to hear the message. 

Zap Trap 
Dragon #302 
Conjuration (Creation) [Electricity] 
Level: Brd 0, Clr 0, Sor/Wiz 0 
Components: V, S, M 
Casting Time: ` minute 
Range: Touch 
Effect: One rune about 3 inches in diameter 
Duration: Permanent or until discharged 
Saving Throw: Reflex negates 
Spell Resistance: No 
Zap trap creates a rune 3 inches in diameter that can be traced on 
any surface. The next person to touch the rune gets an electrical 
shock for 1 point of damage. The symbol is faint and silver in color. 
Detecting the faint rune requires a DC 20 Search check. 
Material Component: 1 gp worth of powdered silver. 
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Epic Spells 

Dracomorph 
Dragon #297 
Transmutation  
Spellcraft DC: 107  
Components: V, S 
Casting Time: 10 minutes  
Range: 300 ft. Target:  
One creature  
Duration: 24 hours  
Saving Throw: Fortitude negates (harmless) 
Spell Resistance: Yes (harmless)  
Development: 963,000 gp; 20 days; 38,520 XP, Seed: Transform into 
adult bronze dragon (DC 94), dragon type, huge size, gain breath 
weapon, frightful presence, immunities, damage reduction 5/+1, spell 
resistance, and new form has 21 HD; Seed: Fortify +6 enhancement 
to Strength, Dexterity, natural armor, SR in new form (DC 41); 
mitigating factor: reduce permanent duration to 24 hours (ad hoc -10 
DC); mitigating factor: increase casting time to 10 minutes (-18 DC),  
This spell, now lost to time, represents the height of Shadar's power, 
for it allowed him to transform the other Shadar Sentinels into bronze 
dragons of exceptional strength and power. The magic of this spell 
can only affect Medium-size humanoids; in addition, the target must 
have at least 21 Hit Dice (in other words, the target must be epic 
level). The magic is simply too powerful to be contained by a lesser 
mortal. 
When you cast this spell, both you and the target glow in a 
shimmering bronze light. As the spellcasting continues, the light 
grows brighter and brighter until finally, as the casting completes, the 
target seems to explode in a blast of bronze-colored energy, accom-
panied by the roar of an enraged dragon. The target's body turns 
bronze, flies apart into a million fragments, and then reassembles into 
the new draconic shape all in the span of a few seconds, 
Upon the completion of the casting of dracomorph, the target instantly 
transforms into an adult bronze dragon. This grants the target the 
Strength, Dexterity, and Constitution scores of the dragon (Strength 
27. Dexterity 10. Constitution 21). The target also gains the dragon's 
+20 natural armor bonus, natural size (Huge), new speeds (40 ft., fly 
150 ft. [poor] swim 60 ft.), blindsight, keen senses, scent, water 
breathing, and natural attacks. Additionally, the power of the spell 
allows the target to use the dragon's breath weapons (a line of light-
ning or a cone of repulsion gas); its Frightful presence; its immunity to 
electricity, sleep, and paralysis; its damage reduction 5/+1: and its 
spell resistance of 22. The target does not gain any of the dragon's 
spell-like abilities or spell-casting powers. The target's Intelligence. 
Wisdom, Charisma, alignment, level, class, hit points (despite any 
change in Constitution), base attack bonus, base saves, spells, and 
spell-like abilities remain the same and are still completely usable in 
dragon form, 
The power of a dracomorph spell goes even farther; it infuses the 
target with vitality and power, providing a + 6 enhancement bonus lo 
his new Strength, Dexterity, natural armor, and spell resistance. 

Golem Seed 
Dragon #297 
Conjuration (Summoning)  
Spellcraft DC: 58  
Components: V, S, M, XP,  
Ritual Casting Time: 10 minutes  
Range: Touch 
Effect: One enhanced iron golem  
Duration: 20 rounds  
Saving Throw: None  
Spell Resistance: No  
Development: 522,000 gp; 11 days; 20,880 XP. Seed: Summon an 
iron golem (DC 46); Seed: Armor +10 armor to golem (DC 26); Seed: 
Transport hasted golem (DC 23); Seed: Contact telepathic bond (DC 
23); factor: caster can "pause" the spell (ad hoc +25 DC); mitigating 
factor: unusual material component (ad hoc -2 DC); mitigating factor: 
+9 minutes to cast (-18 DC); mitigating factor: burn 1,000 XP (-10 
DC); mitigating factor: 5 additional casters contributing a 7th-level 

spell slot (-65 DC). 
You can summon a magically enhanced iron golem to do your 
bidding. Casting golem seed requires seven additional casters to aid 
you, each of whom must contribute a 7th-level spell or spell slot to the 
casting. When this spell is cast on a specially crafted iron statuette 
(the "seed"), you have the option of triggering the effect of the spell 
then or pausing the effect. You can later trigger the spell as a 
standard action by hurling the statuette to the ground wherever you 
wish the iron golem to appear. 
When golem seed is activated, the seed emits an ear-piercing 
screech like thousands of sheets of jagged metal scraping together. 
The tiny statuette unfolds from the inside out, growing bigger with 
each unfolding, until finally it reaches its full height and form: that of 
an iron golem. 
This iron golem is hasted and gains a + 10 armor bonus from a 
second skin of pure magical force. Although the golem is mindless, 
you can telepathically control the golem's every action as a free 
action. If the golem finishes its task before the duration of the spell 
expires, you can pause the spell again as a standard action. This 
returns the golem to the place whence it came and restores the golem 
statuette to your possession. When you summon forth the golem 
again, its magical armor and haste effects are re-established (even if 
they were dispelled in a previous summoning), and all damage and 
afflictions on the golem are healed. Only the original caster can 
activate or pause golem seed. When golem seed is inactive, the spell 
is effectively still in effect and can persist in this state indefinitely, 
unless it is dispelled by another source. 
The theory holds that there exists some huge extradimensional 
storage facility wherein countless iron golems for use with this spell 
are stored; Shadar discovered this spell on one of his interplanar 
journeys but never found out where the golems summoned by the 
seeds come from. 
Material Component: The material component for this spell is a small 
articulated iron statuette of the golem that weighs 3 pounds and is 
worth 600 gp due to the lifelike detail and artistry of the work. The 
caster of this spell must create the statuette herself using Craft 
(metalworking) or Craft (sculpture); the DC to create the statuette is 
25. 
XP Cost: 1,000 XP. 

Nimbus 
Dragon #297 
Evocation  
Spellcraft DC: 77  
Components: V, S, XP  
Casting Time: 5 minutes  
Range: Personal  
Target: You  
Duration: 20 hours  
Saving Throw: Reflex half (see text)  
Spell Resistance: Yes (see text)  
Development: 693,000 gp; 14 days; 27,720 XP. Seed: Energy 
emanates fire for 20d6 fire damage (DC 55); Seed: Ward against 
undead (DC 17); mitigating factor: change touch range to personal (-2 
DC); factor: caster can determine who is harmed by fire (ad hoc +10 
DC); mitigating factor: damage die increases by 2 steps vs. undead 
only (ad hoc +10 DC); mitigating factor: 4 additional minutes casting 
time (-8 DC); mitigating factor: burn 500 XP (-5 DC). 
You transform your blood into searing golden light. This light causes 
your circulatory system to shine harmlessly (but dramatically) through 
your skin; your heart appears as a pulsating sun. The light bleeds 
from your eyes, nose, mouth, and even your pores, causing great 
pain and damage to those nearby but leaving you unharmed. 
This light emanates from you to a radius of 10 feet, inflicting 20d6 
points of fire damage per round against unprotected creatures; a 
successful Reflex save reduces this damage by half. You can select 
creatures or objects in the emanation zone to he immune to the 
damage as a free action, but once a creature or object is made 
immune to damage from the spell you cannot change your mind; in 
order to affect them you must cast the spell a second time. You may 
only have one nimbus active at any one time. While it is active, the 
nimbus provides light in a 120 foot radius. 
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The power of the nimbus is especially effective against undead. 
Against undead targets, the damage done increases to 20d10 points 
of fire damage per round of exposure, with a successful Reflex save 
reducing the damage by half. Additionally, nimbus prevents all 
undead from coming into bodily contact with the caster, which causes 
the natural attacks of such creatures to fail. Undead can not vol-
untarily enter the area of nimbus, and if they do take damage they 
must retreat beyond the reach of the nimbus unless the spell fails to 
overcome the creature's SR. This protection ends against a specific 
target only if you make an attack against that target or if you 
purposefully move to within 5 feet of the creature when all escape 
routes are blocked. 
XP Cost: 500 XP. 

Oath of Binding 
Dragon #297 
Abjuration  
Spellcraft DC: 78  
Components: V, S, XP,  
Ritual Casting Time: 10 minutes  
Range: Touch  
Target: Creature touched  
Duration: Permanent (D)  
Saving Throw: Will negates (harmless)  
Spell Resistance: Yes (harmless)  
Development: 702,000 gp; 15 days; 28,080 XP. Seed: Fortify +5 
enhancement bonus to any three statistics (DC 57); Seed: Ward 
bludgeoning/slashing/ piercing resistance 5/- (DC 18); factor: 
permanent duration (DC x5); factor: dismissable by caster (+2 DC); 
mitigating factor: burn 10,000 XP (-100 DC); mitigating factor: 7 
additional minutes of casting time (-18 DC) mitigating factor: 7 
additional casters contributing an epic-level spell slot (-133 DC); 
mitigating factor: target affected by geas/quest to serve the precepts 
of the oath (ad hoc -6 DC). 
The oath of binding is a ritual spell often performed by powerful 
members of the Shadow Shoal to reward Those who have served 
their sinister lord. No less than seven additional casters must aid the 
primary caster of this spell, and each must contribute an epic-level 
spell or spell slot to the casting. 
When successfully cast, the target of the spell must agree to pledge 
his soul and life to Lascer and to further the goals of the Shadow 
Shoal, As the target of this spell accepts the oath, a spectral image of 
Lascer manifests before the target, The spectral Lascer grins 
sardonically just before it runs the victim through with its twin rapiers 
As the target seems to die, the powerful illusion vanishes, leaving the 
individual unharmed except for a pair of tiny discolorations on the 
chest where the spectral rapiers struck. This is Lascer's none-too-
subtle way to warn the subject of the spell to remain true to his evil 

ways. 
The subject is immediately affected by a geas/quest, and if he ever 
goes against the teachings of the Shadow Shoal or betrays another 
member, he suffers the full effects of the geas/quest and the 
beneficial effects of the oath of binding are lost forever. An oath of 
binding can only be cast upon a specific target once; any additional 
castings automatically fail (but still cost the caster1 10,000 XP points). 
As long as the recipient of this spell holds his oath with Lascer, he 
gains a +5 inherent bonus to any three ability scores of his choosing 
and gains damage reduction 5/-. The caster of the spell can dismiss 
the effects of the oath as long as he and the target are on the same 
plane; doing so removes the geas/quest without harm to the recipient. 
XP Cost: 10,000 XP. 

Shadar's Primal Devastation 
Dragon #297 
Transmutation 
Spellcraft DC: 202 
Components: V, S. XP 
Casting Time: t minute 
Range: 12,000 ft. 
Area: 300-ft.-radius spread 
Duration: Instantaneous (see text) 
Saving Throw: fortitude half (see text) 
Spell Resistance: Yes  
Development: 1,818,000 gp; 37 days; 72720 XP, Seed: Destroy ,40d6 
damage (DC 69); Seed: Summon CR 35 monster (DC 66); factor: 
change target to area (+10 DC); factor increase area to 300-ft.-radius 
spread (+62 DC); mitigating factor: 20d6 backlash damage (-20 DC); 
mitigating factor: burn 1,500 XP (-15 DC); mitigating factor: increase 
damage die by 3 steps (+30 DC). 
The legendary Shadar's primal devastation is one of Shadar's 
greatest achievements, rivaled only by dracomorph. Since his death, 
only a few have managed to learn this difficult spell, and it has not 
been cast in living memory. When the Shadar's primal devastation is 
invoked, the targeted area is blasted with pure destructive force. All 
creatures and objects in the area suffer 40d12 points of damage. 
Creatures and objects slain or destroyed by this blast are reduced to 
a fine powder; the typical remains of a region blasted by this spell 
resemble a large dusty crater, 
This is only the beginning of the terror. Following the blast, the 
energies summoned by this spell arc down from above and burst forth 
from the ground below simultaneously in a storm that condenses at 
the center and solidifies into a primal elemental of the caster's choice. 
The primal elemental remains for 20 rounds and is usually quite adept 
at destroying anything that happened to survive the initial blast 
The caster suffers 20d6 backlash damage when this spell is cast. 
XP Cost: 1,500 XP.
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Psionic Powers 

Acid Splash 
Metacreativity (Int) [Acid] 
http://www.wizards.com/dnd/ 
Level: Psion 0 
Display: Vi 
Manifestation Time: 1 action 
Range: Close (25 ft. +5 ft./2 levels) 
Target: One creature or object 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: Yes 
Power Points: 1 
You fire a small glob of acid at the target. You must succeed at a 
ranged touch attack to hit your target. If you miss, there is no splash 
effect. The power deals 1d3 points of acid damage. 

Alter Smell/Taste 
Telepathy (Cha) [Mind-Affecting] 
http://www.wizards.com/dnd/ 
Level: Psion 0 
Display: Me 
Manifestation Time: 1 action 
Range: Close (25 ft. +5 ft./2 levels) 
Target: One creature or object 
Duration: 1 hour 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 1 
You alter how a target smells or tastes. Creatures affected by this 
power perceive something specific to be either more or less favorable. 
The amount of change is minor. For instance you could change the 
smell of an orange to that of a rotten orange, or the taste of a fine 
wine to that of vinegar. If the target succeeds at its save, you cannot 
attempt to alter the target's smell or taste again for an entire day.  

Astral Spider 
Metacreative (Int) 
http://www.wizards.com/dnd/ 
Level: Psion 0 
Display: Ma, Vi 
Manifestation Time: 1 action 
Range: Close (25 ft. + 5 ft./Level) 
Duration: 1 minute/level (D) 
Power Points: 1 
A small 2-inch wide ball of shimmering silver ectoplasm appears 
within range. It has 6 small spiderlike legs and a 6-inch long whiplike 
tail, and it glows with a faint green light. The astral spider can move at 
a speed of 20 feet and can climb walls and ceilings like a spider at a 
speed of 10 feet. The tail may grasp and carry Fine objects up to 1 
pound, such as keys or gemstones. It has an AC of 13 (-5 Dex, +8 
size) and 3 HP. As long as concentration and a line of effect are 
maintained, the spider will follow your commands to the best of its 
ability. The spider can't attack or communicate. At the end of its 
duration the spider dissipates harmlessly. 

Bind/Loosen 
Psychokinesis (Con) 
http://www.wizards.com/dnd/ 
Level: Psion 0/ Psychic Warrior 0 
Display: Au 
Manifestation Time: 1 action 
Range: Touch 
Target: Object touched 
Duration: 1 round/level 
Saving Throw: None 
Power Resistance: No 
Power Points: 1 
You alter the properties of friction affecting an object, causing its 

surfaces to slide or bind against each other. By targeting a door, lock, 
knot, or similar object, you can decrease or increase the DC to break, 
escape, or open it by 4.  

Brittle Psyche 
Dragon #281 
Telepathy (Mind-affecting) 
Level: Psychic Warrior 4, Truth Seeker 3 
Display: Au 
Manifestation Time: 1 action 
Range: Short (25 ft. + 5 ft./level) 
Target: One creature 
Duration: 1 round/level 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 7 
The affected creature suffers a -2 morale penalty on attack rolls, 
weapon damage rolls, and saving throws. Creatures with 10 or more 
Hit Dice avoid this effect with a successful Will save. Creatures with 
less than 10 Hit Dice get no saving throw to reduce the initial effect. 
Creatures who succeed at their first save are immune to the further 
effects of the power. 
Furthermore, when the affected creature takes damage during a 
combat round, the penalties increase. At the end of any round of 
combat during which the creature takes damage, the morale penalty 
increases by an additional -2. The creature can avoid this additional 
penalty with a successful Will save. Successfully making a saving 
throw prevents the penalty from increasing but does nothing to 
prevent the penalty from increasing next round, nor does it rid the 
creature of penalties already accrued. 

Chilling Mist 
Metacreativity (Int) [Cold] 
http://www.wizards.com/dnd/ 
Level: Psion 0 
Display: Vi 
Manifestation Time: 1 action 
Range: Close (25 ft. +5 ft./2 levels) 
Target: 5-ft-radius spread 
Duration: Instantaneous 
Saving Throw: Reflex half 
Power Resistance: Yes 
Power Points: 1 
You draw freezing ectoplasm from the astral plane to create an icy 
mist. All creatures within the area you designate (you must be able to 
see the target area or a portion of it) take 1d3 points of cold damage. 
Unattended objects affected by freezing temperatures also take 
damage.  

Chrono Sense 
Clairsentience (Wis) 
http://www.wizards.com/dnd/ 
Level: Psion 0 
Display: Me 
Manifestation Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 hour/2 levels (D) 
Saving Throw: None 
Power Resistance: No 
Power Points: 1 
You create a mental image of an hourglass; this image allows you to 
determine the passage of time from the moment that you manifested 
this power. Time is relative to your home plane. If trapped in a 
timeless dimension or some place where time does not act the way it 
normally does, you are still aware of passage of time on your home 
plane. (Note: This does not tell you what time it is; it only denotes the 
passage of time in seconds, minutes, hours, and days.) 
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Deafening Burst 
Metacreativity (Int) [Sonic] 
http://www.wizards.com/dnd/ 
Level: Psion 0 
Display: Vi 
Manifestation Time: 1 action 
Range: Close (25 ft. +5 ft./2 levels) 
Target: One creature or object 
Duration: Instantaneous 
Saving Throw: Fortitude partial 
Power Resistance: Yes 
Power Points: 1 
You create a brief but loud noise next to the target. Deafening burst 
strikes unerringly, even if the target is in melee or has anything less 
than total cover or concealment. The target takes 1 point of sonic 
damage and must succeed at a Fortitude save or be deafened for 1 
round. This power has no effect if manifested into the area of a 
silence effect. 

Dermal Alteration 
Psychometabolism (Str) 
http://www.wizards.com/dnd/ 
Level: Psion 0 
Display: Ma 
Manifestation Time: 1 full round 
Range: Personal 
Target: You 
Duration: 10 minutes/level (D) 
Power Points: 1 
You can make temporary minor changes to your skin, fingernails, and 
hair. For example, you could add or remove scars or tattoos, change 
the color of your skin, increase the length of your fingernails, or 
lengthen your natural hair up to 6 inches. You receive a +2 bonus to 
Disguise checks. 

Discover Truth 
Dragon #281 
Clairsentience 
Level: Psion 2, Truth Seeker 2 
Display: Au 
Manifestation Time: 1 action 
Range: Touch 
Target: One creature 
Duration: 5 rounds 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 3 
This subtle power uses the target's memories to uncover hidden 
truths. When activated, the target can visualize a specific 30-second 
period of time that he remembers. The target sees not what he 
remembers but rather what was truly there. In the target's memory, 
invisible creatures and objects can be seen, and illusions have no 
effect. For discover truth to work, the time period recalled must have 
occurred at least 24 hours before the power's activation. 

Distraction 
Dragon #281 
Telepathy (Compulsion, Mind-affecting) 
Level: Psion 1 
Display: Vi 
Manifestation Time: 1 action 
Range: Short (25 ft. + 5 ft./level) 
Target: One creature 
Duration: 1 round/level 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 1 
This power affects the mind of the target, clouding his anticipation of 
attacks and disrupting his ability to focus on an attacker. Any creature 
attacking the Target gains a +2 circumstance bonus to hit and 
characters with the sneak attack ability add their extra damage when 
attacking the creature if it can be affected by sneak attacks. 
Distraction can only affect creatures with an Intelligence score. 

Ectoplasmic Repair 
Metacreativity (Int) 
http://www.wizards.com/dnd/ 
Level: Psion 0/Psychic Warrior 0 
Display: Au, Ma 
Manifestation Time: 1 action 
Range: 10 feet 
Target: One object of up to 1 pound 
Duration: Instantaneous 
Saving Throw: Will negates (harmless, object) 
Power Resistance: Yes (harmless, object) 
Power Points: 1 
Ectoplasmic repair mends small breaks or tears in objects (not 
warps). In metallic objects, it will weld a broken ring, a chain link, a 
medallion, or a slender dagger, providing but one break exists. 
Ceramic or wooden objects with multiple breaks can be rejoined 
invisibly to be as strong as new. A hole in a leather sack or wineskin 
is completely healed over by ectoplasmic repair. The power can repair 
a psionic item, but the item's psionic abilities are not restored. (For 
restoring a broken psionic item's abilities, see the item creation feats). 
The power cannot mend broken magic rods, staffs, wands, 
psicrystals, crystal capacitors, power stones, or dorjes. You can repair 
1 point of damage to a construct with this power. 

Ectoplasmic Strand 
Metacreative (Int) 
http://www.wizards.com/dnd/ 
Level: Psion 0/Psychic Warrior 0 
Display: Ma, Vi 
Manifestation Time: 1 action 
Range: Close (25ft. + 5ft./Level) 
Target: See text 
Duration: 1 minute/level (D) 
Power Points: 1 
A single taut strand of ectoplasm is drawn from the Astral Plane and 
attaches itself to two objects within range. The two objects must have 
a clear line of effect to each other. You must make a ranged touch 
attack if either object is not considered unattended or is a creature. 
One end of the strand can appear attached to one of your hands if 
you choose. The strand can be detached with a successful Strength 
check (DC 22) and tied to another object if so desired. The distance 
between the two objects determines the length of the strand. These 
strands instantly merge with other ectoplasmic strands when in 
contact with each other, allowing you to seamlessly connect the end 
of two strands or combine them to make a stronger strand. A single 
strand has 2 hit points and can be burst with a successful Strength 
check (DC 22). It is supple and adds a +1 circumstance bonus to Use 
Rope checks when it is the rope being used. Two or more strands of 
thickness add 1 hit point and increases the Strength check DC to 
burst the rope by +1. At the end of its duration, the strand dissipates 
harmlessly. 

Electric Jolt 
Metacreativity (Int) [Electricity] 
http://www.wizards.com/dnd/ 
Level: Psion 0 
Display: Vi 
Manifestation Time: 1 action 
Range: Close (25 ft. +5 ft./2 levels) 
Target: One creature or object 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: Yes 
Power Points: 1 
You release a small zap of electrical energy. You must succeed at a 
ranged touch attack to hit your target. The power deals 1d3 points of 
electricity damage. 



- 71 - 

Empower Venom 
Dragon #304 
Psychometabolism (Str)  
Level: Psion 5, Psychic Warrior 5  
Display: Me, Ma  
Manifestation Time: 1 action  
Range: Personal  
Target: You  
Duration: 1 round/level  
Power Points: 9 
You imbue the subject creature's venom with greater virulence. The 
ability damage or drain (both initial and secondary) dealt by the 
poison is increased by one-half. 
This spell has no effect if you cast it on a creature without a natural 
poison or if the creature's poison does not cause ability damage or 
drain. 

Facial Alteration 
Psychometabolism (Str) 
http://www.wizards.com/dnd/ 
Level: Psion 0 
Display: Ma 
Manifestation Time: 1 full round 
Range: Personal 
Area/Target: You 
Duration: 10 minutes/level (D) 
Power Points: 1 
The muscles in your face become elastic and easy to manipulate. You 
can change your face so as not to be easily recognized. You receive 
a +2 bonus to Disguise checks. 

Fairy Tale 
Dragon #281 
Telepathy (Mind-affecting) 
Level: Psion 3, Truth Seeker 2 
Display: Me 
Manifestation Time: 1 action 
Range: Short (25 Ft, + 5 ft ./level) 
Target: One creature 
Duration: Permanent 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 5 
Where illusions create images or sounds that do not exist, fairy tale 
causes its target to believe that something that does or did exist is 
merely imaginary. The caster chooses one object or thing that 
becomes imaginary in the mind of the target. If a living being is 
chosen as the "imaginary" object, that creature can then be con-
sidered invisible to the target. 
Rogue/psion multiclass characters often make use of this power, 
causing the owner of something they've stolen to think the stolen 
object is imaginary. 
Because the mind is very hard to influence in this way, the use of fairy 
tale is difficult. The target can avoid the power's effects with a 
successful Will save. Furthermore, even if the target fails her saving 
throw, each time she is exposed to the ''imaginary" object, she gets 
another saving throw. The DM has the final word on what 
circumstances allow the Target an additional saving throw. Any time 
the target of fairy tale is attacked by the object or creature she 
believes to be imaginary, the effect automatically ends. Also, if the 
target comes in physical contact with the "imaginary" object or 
creature, the effects of fairy tale end. 

Find the Heart 
Dragon #281 
Clairsentience 
Level: Psychic Warrior 2, Truth Seeker 2 
Display: Vi, Ma 
Manifestation Time: 1 action 
Range: Personal 
Target: One creature 
Duration: 1 round/level 
Saving Throw: None 
Power Resistance: No 
Power Points: 3 
Find the heart gives its user an intuitive feel for striking a creature's 
anatomy. Using this insight allows the psychic warrior to make more 
precise, damaging strikes. This power grants the equivalent of +2d6 
sneak attack damage. The extra damage is treated like the rogue's 
ability to sneak attack, except find the heart grants bonus damage 
only to melee attacks. Any time the psychic warrior makes a melee 
attack, she can add +2d6 points of bonus damage if the target would 
be denied a Dexterity bonus to AC or if the target is flanked. 
The extra damage from find the heart applies only against creatures 
susceptible to a rogue's sneak attack damage; it does not work 
against undead, oozes, plants, and incorporeal creatures. Any 
creature that is immune to critical hits is also immune to the extra 
damage from find the heart. Multiclass psychic warriors who already 
have the sneak attack ability still gain the benefit of find the heart; the 
extra damage from this power stacks with regular sneak attack 
damage. 

Invasive Telepathy 
Dragon #304 
Telepathy (Cha) 
Level: Psion 2 
Display: Me, Ma 
Manifestation Time: i action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One living creature 
Duration: Instantaneous 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 7 
As you cast invasive telepathy, you force your mind into the target's, 
filling it with alien thoughts and overwhelming its capacity for sanity. If 
you are undead, an aberration, or an evil outsider, you deal 1d4 
points of temporary Wisdom damage to the target. Otherwise, you 
deal 1 point of temporary Wisdom damage. 

Glorytongue 
http://www.wizards.com/dnd/ 
Psychometabolism (Str) 
Level: Psion 1 
Display: Ma 
Manifestation Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 round/level (D) 
Power Points: 1 
You gain the ability to stretch your tongue great distances and 
manipulate it as if it were a true limb.  
The tongue is treated as a Diminutive construct with 1/2 HD, hit points 
equal to half your maximum hit points, AC 13 (+4 size, -1 Dex), 
Strength 1, Dexterity 8, Con --, Int --, Wis 1, Cha 1. It uses your base 
attack bonus to touch, grab, or attack, but it does not threaten an area 
and deals no damage with its attacks. It is fully under your control and 
can manipulate objects like a tentacle. You can use the glorytongue to 
deliver touch spells. You can cause it grow (up to 100 feet long) or 
shrink (to its normal size) as a free action. It does not interfere with 
spellcasting or speaking. It can be used to make grapple checks, 
although its weak Strength makes it difficult to actually grapple a 
creature. It can wind its way up ropes, walls, and other vertical 
surfaces, and it is strong enough to suspend up to 10 feet of itself free 
of any supporting surface (to cross a pit, for example). 
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The end of the tongue is a primitive sensory organ and can see up to 
5 feet away with normal vision. (It does not have blindsight, 
darkvision, or low-light vision). You perceive everything the tongue 
perceives. Because it is an extension of your tongue, you can use it to 
taste things, although poisons and harmful effects do not transmit to 
you through the glorytongue. 
If destroyed, all but the original length of tongue that existed before 
the glorytongue power was used collapses into dust. 

Greater Metaphysical Body 
Metacreativity (Int) 
Level: Psion 5/Psychic Warrior 5 
Display: Vi (see text) 
Manifestation Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 hour/level (D) 
Power Points: 9 
As metaphysical body, except the bonus is +5. 

Heighten Venom 
Dragon #304 
Psychometabolism (Str)  
Level: Psion 6, Psychic Warrior 6 
Power Points: 11 
As empower venom, but you increase the saving throw DC of the 
venom by +2 instead of increasing the damage it deals. The DC 
increase rises to +3 at 16th level and to +4 at 20th level. This increase 
stacks with the increase granted by the Virulent Poison feat 
(described in Savage Species}. 

Hover Field 
Psychoportation (Dex) 
http://www.wizards.com/dnd/ 
Level: Psion 0 
Display: Vi 
Manifestation Time: 1 action 
Range: See below 
Target: One small crystal object 
Duration: 1 hour/2 levels (D) 
Power Points: 1 
You create a low-powered energy field around yourself. This energy 
field causes a single small crystal (1 lb. or less) placed within 3 feet of 
you to hover. The crystal travels slowly around the field normally; 
however, you can mentally reposition the crystal to any location within 
the area of effect once per round as a free action. A silvery blue wisp 
of smoke trails behind the crystal as it moves. When you move, a 
hovering object moves with you. You can manifest hover field more 
than once. For each manifestation, an additional crystal can be placed 
in the field. However, the duration is not extended for the existing 
hovering items. You cannot move more than one crystal per round. 
The field does not affect crystal weapons in any way. An example of 
some crystal items that can be placed in the field are gemstones, 
power stones, psicrystals, or crystal capacitors. A psicrystal can move 
itself freely in the hover field. Objects floating in a hover field have an 
effective Armor Class of 24, and psicrystals have their Armor Class 
increased to this number as well. Hovering items can be grasped 
easily by you.  

Intuition 
Clairsentience (Wis) 
http://www.wizards.com/dnd/ 
Level: Psion 0/Psychic Warrior 0 
Display: Me 
Manifestation Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 minute, or until applied 
Saving Throw: None 
Power Resistance: No 
Power Points: 1 
You heighten your natural perception briefly to determine what actions 

would bring the most favorable outcome in your current situation. You 
gain a +1 competence bonus on a single attack roll, saving throw, or 
skill check. You must choose to apply this bonus before making the 
roll it applies to. 

Lesser Metaphysical Body 
Metacreativity (Int) 
Level: Psion 1/Psychic Warrior 1 
Display: Vi (see text) 
Manifestation Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 hour/level (D) 
Power Points: 1 
As metaphysical body, except the bonus is +1. 

Maximize Venom 
Psychometabolism (Str)  
Transmutation 
Level: Psion 7 
Power Points: 13 
As empower venom, but the poison deals the maximum possible 
damage, both initial and secondary. 

Metaphysical Body 
Metacreativity (Int) 
Level: Psion 3/Psychic Warrior 3 
Display: Vi (see text) 
Manifestation Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 hour/level (D) 
Power Points: 5 
The psionic character's body becomes a +3 psionic weapon. This 
provides a +3 enhancement bonus on attack and damage rolls made 
with his unarmed strikes. While the power is in effect, the psion's body 
shimmers and arcs with static electricity. 
 
Metaphysical Body Power Chain 

Level Powers 

0 -- 

1 Lesser Metaphysical Body 

2 -- 

3 Metaphysical Body 

4 -- 

5 Greater Metaphysical Body 

6 -- 

7 -- 

8 -- 

9 -- 

Narrow Thoughts 
Dragon #281 
Telepathy (Compulsion, Mind-affecting) 
Level: Psion 1 
Display: Vi, Au 
Manifestation Time: 1 action 
Range: Short (25 ft. + 5 ft./level) 
Target: One creature 
Duration: 1 round/level 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 1 
Like its lesser counterpart distraction, narrow thoughts affects the 
target's ability to concentrate on combat. However, where distraction 
dulls the perceptions and focus of the target, narrow thoughts 
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heightens the target's awareness of a single foe. 
A creature affected by narrow thoughts must choose one visible 
enemy to focus on when the power is manifested. For the duration of 
the power, the affected creature's Dexterity bonus, dodge bonuses, 
and shield bonus to AC apply only when attacked by the chosen 
enemy. Furthermore, the affected creature gains an additional +2 
dodge bonus to AC against the chosen enemy. This means, of 
course, that attackers other than the one the affected creature 
chooses to concentrate on will have a much easier time striking the 
power's target. 

Open/Close 
Psychokinesis (Con) 
http://www.wizards.com/dnd/ 
Level: Psion 0/Psychic Warrior 0 
Display: Vi, Me 
Manifestation Time: 1 action 
Range: Close (25 ft. + 5 ft./2/levels) 
Target: Portal or object that can be opened or closed 
Duration: Instantaneous 
Saving Throw: Will negates (object) 
Power Resistance: Yes (object) 
Power Points: 1 
You can open or close (manifester's choice) a door, chest, box, 
window, bag, pouch, bottle, or other container. If anything resists this 
activity (such as a bar on a door, a lock on a chest, or a snugly tied 
knot on a drawstring), the power fails. In addition, the power can open 
and close only things that are of standard weight (see Table 7-7: 
Goods and Services, and Table 7-8: Containers and Carriers in the 
Player's Handbook). The lid of a big chest or oversized door is beyond 
the power's capability. 

Poison Claws 
Dragon #304 
Psychometabolism (Str) 
Level: Psion 4, Psychic Warrior 4 
Display: Ol, Vi 
Manifestation Time: 1 action 
Range: Touch 
Target: Natural weapon touched 
Duration: 1 round/level 
Power Points: 7 
By touching the target natural weapon to the poison-secreting natural 
attack form of a willing creature, you imbue the natural weapon with 
the same poison. For example, a yuan-ti abomination spellcaster 
could touch its fang to the claw of an undead minion and thereafter 
the undead creature would deal poison with its claw attack. Each suc-
cessful attack with the natural weapon during the duration of the spell 
delivers the poison to the creature hit. The characteristics of the 
poison (save DC, initial and secondary damage) remain unchanged. 
Only injury poisons can be transferred to a natural weapon by means 
of this spell. 

Poison Weapon  
Dragon #304 
Psychometabolism (Str) 
Level: Psion 5, Psychic Warrior 5 
Display: Ol, Vi 
Manifestation Time: 1 action 
Range: Touch 
Target: Weapon touched 
Duration: 1 round/level 
Power Points: 9 
By touching the target weapon to the poison-secreting natural attack 
form of a willing creature, you imbue the weapon with the same 
poison. For example, a drider caster could touch its short sword to its 
mouth and thereafter deliver its poison by way of its sword as well as 
its bite. Each successful attack with the weapon during the duration of 
the spell delivers the poison to the creature hit. The characteristics of 
the poison (save DC, initial and secondary damage) remain 
unchanged. Only injury and contact poisons can be transferred to a 
weapon by means of this spell. 

Spit Poison 
Dragon #304 
Psychometabolism (Str) 
Level: Psion 5, Psychic Warrior 5 
Display: Me, Ol 
Manifestation Time: 1 action 
Range: 30 ft. 
Effect: Spray of poison, up to 30 ft. long 
Duration: Instantaneous (see text) 
Saving Throw: Fortitude negates (see text) 
Spell Resistance: Yes 
Power Points: 9 
You spit a spray of poison toward one target within range. You must 
make a ranged touch attack to hit the target. If you are currently 
poisoned, the target creature is subjected to the same poison. If you 
have a natural attack that transmits poison, the target is subjected to 
that poison. Alternatively, if you previously cast poison and have not 
discharged that spell, the target is subjected to the effects of that 
spell. (Normally, if you cast another spell when you are holding the 
charge on a previously cast spell, the first spell dissipates. The poison 
spell does dissipate when you cast spit poison, but its magic is 
transferred into your spittle.) If none of these conditions apply, the 
spell has no effect. If you are suffering from more than one poison, or 
you are subject to one poison and also have a poison attack, 
creatures within the cone must attempt one saving throw for each 
possible poison. 

Third Eye 
Psychometabolism (Str) 
http://www.wizards.com/dnd/ 
Level: Psion 0/Psychic Warrior 0 
Display: Vi, Ol 
Manifestation Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 minute/level (D) 
Saving Throw: None 
Power Resistance: Yes 
Power Points: 1 
An eye appears in the center of your forehead. You can see normally 
though this eye. You receive a +1 bonus to Spot and Search checks. 
All of the ranged attacks and ranged powers you manifest receive a 
+1 bonus to their attack roll. This third eye occupies the 
headband/helmet magic item slot and will not function if that slot is 
already occupied. This third eye does not affect the functioning of a 
standard third eye item.  

Volitation 
Psychoportation (Dex) 
http://www.wizards.com/dnd/ 
Level: Psion 0/Psychic Warrior 0 
Display: Au, Me 
Manifestation Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 minute/level (D) 
Power Points: 1 
You float 2 inches above the ground, exerting no downward pressure. 
You can float only over solid surfaces and you can't float while 
carrying more than a light load. You can move up to half your base 
speed (no more than 15) this way. This power creates a low-pitched 
buzz that can be heard by creatures up to 25 feet away. This power 
does not protect you from falling damage. However, a creature that 
has been tripped, fallen, or is in some way prone still hovers as 
normal. High winds (including those from spell effects) affect you and 
may cause movement problems.  
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Webbing 
Psychometabolism (Str) 
http://www.wizards.com/dnd/ 
Level: Psion 0/Psychic Warrior 0 
Display: Ma 
Manifestation Time: 1 action 
Range: Personal 
Target: You 
Duration: 1 hour (D) 
Power Points: 1 
A fleshy webbing forms between your fingers and toes, providing a +8 
bonus to Swim checks. This power does not require a Concentration 
check if you try to manifest it while immersed in water (or a similar 
liquid). 

Xenoscope 
Clairsentience (Wis) 
http://www.wizards.com/dnd/ 
Level: Psion 0 
Display: Au 
Manifestation Time: 1 action 
Range: Touch 
Target: One creature 
Duration: Instantaneous 
Saving Throw: Will negates 
Power Resistance: Yes (harmless) 
Power Points: 1 
You detect whether or not a creature has been injured, poisoned, 
and/or is suffering from a disease. You detect only the presence of an 
affliction not the specifics about the affliction.  

 
 
 
 


