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Introduction
Pockets full of bat guano, incomprehensible speech, and 
twisted hands making bizarre gestures—it sounds crazy, but 
in the Dungeons & Dragons game, these are the earmarks 
of power, for they are the signs of spellcasting. Spells and 
spellcasters form a cornerstone of fantasy, and Spell Compen-
dium builds on that cornerstone by presenting over a thousand 
spells in one place.
 This introduction describes the features of this book and 
how to use them. After reading it, open this book to any page; 
you’ll find something magical on every one.

USING THIS BOOK
This book puts over a thousand spells at your fingertips. That 
fact might be a little intimidating, but Spell Compendium is 
easy to use. It works just like Chapter 11: Spells in the Player’s 
Handbook. When selecting spells for your character, simply 
open and place Spell Compendium next to your Player’s Handbook 
and use both books’ spell lists for your character’s class to 
make your spell selections. Use the same spellcasting rules 
presented in the Player’s Handbook when casting spells from 
Spell Compendium, and look to Chapter 10 of the Player’s Hand-
book for explanations of elements of the spell’s descriptions.
 Spell Compendium presents spells slightly differently from 
the Player’s Handbook format.
 Descriptive Passages: The first thing you’re likely to note 
is a descriptive passage in italics. This serves much the same 
purpose as the italicized descriptions of monsters in the Monster 
Manual: It lets you know what the spell looks like, sounds like, 
or feels like to cast. The text in this section presents the spell 
from the spellcaster’s view and describes what it’s typically like 
to cast the spell. The descriptive passages shouldn’t be consid-
ered to be binding rules. A grand gesture indicated by a spell’s 
descriptive passage is unnecessary if you use the Still Spell feat 
to cast it, and even though a descriptive passage describes you 
casting a spell on another creature, it might be possible to cast 
the spell on yourself, depending on the spell’s target entry and 
the rules for spellcasting in the Player’s Handbook.
 References to Other Books: When Spell Compendium 
mentions a spell, monster, or some other rule element from 
one of the three core rulebooks, that mention is frequently 
accompanied by an abbreviation (PH, DMG, MM) and a page 
number in parentheses, so you can find the necessary infor-
mation quickly. On occasion, a spell in this book mentions 
or makes use of material from a D&D supplement, such as 
Complete Arcane or Planar Handbook. Those mentions are 
accompanied by parenthetical cross-references as well. 
 Deities for Domains: The domains presented in this book 
do not include lists of deities that provide these domains to 

their clerics. You can assign the domains to deities as you see 
fit, or leave the domains as options for generalist clerics who 
don’t devote themselves to a particular deity.

INTRODUCING SPELLS
The simplest way to introduce the spells in this book to your 
character or your campaign is to have a character choose them 
and cast them in play. You can assume that spellcasters always 
possessed the ability to cast the spells but they simply hadn’t 
been cast in the presence of the PCs before. Alternatively, 
spells might be discovered in lost books of lore or newly cre-
ated by a PC or NPC. Wands, scrolls, and other magic items 
also present great ways to introduce the spells you want your 
character to cast or you want to see cast by your players’ PCs. 
Whichever way you choose to introduce Spell Compendium 
spells, don’t hesitate or wait for the perfect moment; the best 
way to get the most from this or any rules supplement is to 
put it into play right away.

OTHER SPELLCASTING CLASSES
Spell Compendium deals exclusively with spells used by the 
classes and prestige classes introduced in the Player’s Handbook 
and Dungeon Master’s Guide, but even if you’re playing a different 
spellcasting class, you can still use this book. The advice below 
should help you decide how to adopt spells for your character. 
If the spellcasting class or prestige class you’re playing isn’t 
mentioned here, find a similar class and follow its advice. Also, 
many new classes and prestige classes reference the spell lists 
of existing classes. If your spellcaster uses the spell list of a 
character class mentioned in Chapter 2, your character gains 
access to all the spells presented for that class.
 When deciding if other classes should have spells added to 
their spell lists, consider the advice below.
 Demonologist (Book of Vile Darkness): The demonologist’s 
spell list is intentionally narrow. Carefully consider the conse-
quences of expanding the list. If you chose to expand the spell 
list, the spells you select should emphasize the demonologist’s 
focus on demons and demonic abilities.
 Disciple of Thrym (Frostburn): The disciple of Thrym’s 
spell list is intentionally narrow. Carefully consider the con-
sequences of expanding the list. If you choose to add spells 
to the disciple of Thrym’s spell list, add cold spells.
 Fatemaker (Planar Handbook): The fatemaker’s spell list is 
intentionally narrow. Carefully consider the consequences 
of expanding the list. If you choose to expand the spell list, 
the spells you add should focus on personal empowerment as 
opposed to defense or smiting foes from afar.
 Healer (Miniatures Handbook): Add spells concerned with 
healing, removing affliction, providing protections, and 
providing for needs. In particular, add higher-level versions 
of spells the healer can already cast, such as mass restoration.
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 Maho-Tsukai (Oriental Adventures): The maho-tsukai’s spell 
list is intentionally narrow. Carefully consider the consequences 
of expanding the list. When adding spells to the maho-tsukai’s 
spell list, add mainly spells with the evil descriptor.
 Mortal Hunter (Book of Vile Darkness): The mortal hunt-
ers’s spell list is intentionally narrow. Carefully consider the 
consequences of expanding the list. Examine the assassin, 
blackguard, and ranger spells in this book for likely additions 
to the mortal hunter’s spell list.
 Prime Underdark Guide (Underdark): The prime Under-
dark guide’s spell list is intentionally narrow. Carefully 
consider the consequences of expanding the list. When 
adding to the spell list, look for spells that emphasize survival 
and exploration.
 Spellthief (Complete Adventurer): The spellthief can learn 
sorcerer/wizard spells from several specific schools. Thus, 
spells in this book from those schools are available to a 
spellthief to learn.
 Shaman (Oriental Adventures): Shamans have a spell list 
that is a blend of druid and cleric, but they should not get all 
the spells clerics and druids do. Examine the spell lists of 
both those classes for good choices. Also, consider using the 
cleric domains presented in this book as shaman domains. 
 Shugenja (Complete Divine): Add spells with strong elemen-
tal or weather themes. The druid spell list is a good place to 
look.
 Sohei (Oriental Adventures): The sohei spell list is inten-
tionally narrow. Carefully consider the consequences of 
expanding the list. If you choose to do so, add spells that deal 
with personal protection and martial ability. 
 Warmage (Miniatures Handbook): Expanding the warmage 
spell list isn’t recommended. The warmage has a limited list 
of spells to balance its power and adding spells might tip that 
balance. If you’d like to add to the list anyway, try replacing 
access to spells rather than simply giving the warmage a wider 
range of spells to choose from. Of course, when a warmage 
gains the advanced learning class feature, the evocation spells 
in this book offer many options.
 Wu Jen (Complete Arcane): Add spells with element (except 
air), wood, and metal themes. 

WHAT YOU NEED TO PLAY
Spell Compendium makes use of the information in the three 
D&D core books—Player’s Handbook, Dungeon Master’s Guide, 

and Monster Manual. Other books might increase your 
enjoyment of this product, most notably Complete Arcane and 
Complete Divine, but they are not strictly necessary.

SWIFT AND IMMEDIATE ACTIONS
Some spells in this book have a casting time of “1 swift action” 
or “1 immediate action.” These action types, not described in 
the core rulebooks, are defined and explained below.
 Swift Action: A swift action consumes a very small 
amount of time, but represents a larger expenditure of effort 
and energy than a free action. You can perform one swift 
action per turn without affecting your ability to perform 
other actions. In that regard, a swift action is like a free 
action. However, you can perform only a single swift action 
per turn, regardless of what other actions you take. You can 
take a swift action any time you would normally be allowed 
to take a free action.
 Casting a quickened spell is a swift action (instead of a free 
action, as stated in the Quicken Spell feat description in the 
Player’s Handbook).
 Casting a spell with a casting time of 1 swift action does 
not provoke attacks of opportunity.
 Immediate Action: Much like a swift action, an imme-
diate action consumes a very small amount of time, but 
represents a larger expenditure of effort and energy than a 
free action. However, unlike a swift action, an immediate 
action can be performed at any time—even if it’s not your 
turn. Casting feather fall is an immediate action (instead of 
a free action, as stated in the spell description in the Player’s 
Handbook), since the spell can be cast at any time.
 Using an immediate action on your turn is the same as 
using a swift action, and counts as your swift action for 
that turn. You cannot use another immediate action or a 
swift action until after your next turn if you have used an 
immediate action when it is not currently your turn. You 
also cannot use an immediate action if you are currently 
flat-footed.
 Magic Items: Activating a spell completion item, activat-
ing a spell trigger item, or drinking a potion is a standard 
action even if the spell from which the scroll, potion, or 
item is made can be cast as a swift action. In other words, it 
takes a standard action to drink a potion of quick march(page 
164), even though casting the spell itself requires only a 
swift action.
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SOURCES
This book includes spells from many sources, including Dragon 
magazine, web articles previously published on the Wizards of 
the Coast website, and supplements such as Complete Arcane 
and Manual of the Planes. Most of the spells are presented 
with little change, but some material has been revised to v.3.5 
based on feedback from thousands of D&D players comparing 
and debating the strengths and weaknesses of spells at gaming 
conventions, on message boards, on email lists, and over the 
counters of their friendly local gaming stores. We hope you like 
the changes we made to some of these spells.
 If you have been playing with a spell we’ve picked up and 
revised for this book, you should strongly consider updating 

your character or campaign to the new version. The simplest 
way to do this is simply offer a “mulligan” to any character who 
needs tweaking. It’s pretty easy to note that a spell has a differ-
ent duration or that another class can now cast the spell.
 Most of the changes we made to previously published 
material we made to create an improved version of that 
material—to help out spells that were formerly suboptimal 
choices, to adjust spells that were simply too good, or take 
whatever steps the D&D 3.5 revision made necessary. Of 
course, if you’re playing with older material and it’s working 
fine in your game, you shouldn’t feel compelled to change. 
It’s your game, after all.

4

IN
TR

O
D

U
C

TI
O

N
 

Sam
ple 

file



5

Illu
s. by D

. M
artin

he spells herein are presented in alphabetical order 
(with the exception of those whose names begin 
with “greater,” “lesser,” “mass,” “superior,” “swift,” 
or “final”; see Order of Presentation, PH 181). For 
explanation of spell terminology, see Chapter 10 of 
the Player’s Handbook.

RENAMED SPELLS
The following spells were renamed before their inclusion in 
this book. If you look for a particular spell in this chapter 
and don’t find it, check this list to see if the spell has a new 
name.

Previous Name Present Name
Aganazzar’s scorcher scorch
air bubble  deep breath
Alamanther’s return replicate casting
analyze opponent know opponent
assay resistance assay spell resistance
Auril’s flowers ice flowers
Azuth’s exalted triad triadspell
Azuth’s spell shield mass spell resistance
Balagarn’s iron horn ironthunder horn
bane bow foebane
Barlen’s crabwalk crabwalk
Bigby’s slapping hand slapping hand
bridge of sound dark way

Caligarde’s claw force claw
chamber ethereal chamber
chameleon camouflage
claws of the beast claws of the bear
climb climb walls
curse of petty failing curse of ill fortune
curse of petty failing, legion’s mass curse of ill fortune
Darsson’s potion quick potion
deafening breath  incorporated into 

breath weapon 
admixture

Dhulark’s glassstrike glass strike
Eilistraee’s grace grace
Elminster’s effulgent epuration effulgent epuration
Elminster’s evasion instant refuge
favor of Ilmater favor of the martyr
force ram battering ram
force whip sonic whip
frost fingers frost breath
fugue of Tvash-Prull fugue
gate seal seal portal
Ghorus Toth’s metal melt metal melt
great shout  incorporated 

into greater shout
green oath plant body
Grimwald’s greymantle graymantle
guided arrow guided shot
hand of Torm hand of the faithful
harmony inspirational boost
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Horizikaul’s boom sonic blast
Horizikaul’s cough sonic snap
Horizikaul’s versatile vibration sonic rumble
Igedrazaar’s miasma malevolent miasma
improved alarm greater alarm
ironguard, greater ironguard
Kaupaer’s skittish nerves nerveskitter
Kelemvor’s grace life’s grace
Khelben’s suspended silence suspended silence
Laeral’s cutting hand cutting hand
Laogzed’s breath nauseating breath
Leomund’s hidden lodge hidden lodge
manifest, mass mass make manifest
Mestil’s acid breath acid breath
Mestil’s acid sheath acid sheath
minor reflection ray deflection
minor servitor awaken construct
monstrous regeneration greater vigor
Mordenkainen’s buzzing bee buzzing bee
Mordenkainen’s force missiles force missiles
Mystra’s miasma magic miasma
Nchaser’s glowing orb glowing orb
Nybor’s gentle reminder rebuke
Nybor’s mild admonishment greater rebuke
Nybor’s stern reproof rebuke, final
Nybor’s wrathful castigation wrathful castigation

Otiluke’s dispelling screen dispelling screen
Otiluke’s greater dispelling screen greater dispelling screen
Presper’s moonbow moonbow
Rary’s interplanar telepathic bond interplanar telepathic bond
recall spirit revenance
remedy moderate wounds vigor
righteous fury  The version of this spell 

from the Minatures 
Handbook has been 
renamed rhino’s rush

rogue wave tidal surge
Shelgarn’s persistent blade persistent blade
Simbul’s skeletal deliquescence corporeal instability
Simbul’s spell sequencer spell matrix
Simbul’s spell trigger greater spell matrix
Simbul’s spell matrix lesser spell matrix
Simbul’s synostodweomer synostodweomer
Snilloc’s snowball swarm snowball swarm
teleport, mass incorporated into teleport
Tenser’s floating disk, greater greater floating disk
Tirumel’s energy spheres energy spheres
Tvash-Prull’s bonefiddle bonefiddle
undeniable gravity earthbind
Vaeraun’s nightshield  nightshield
Zajimarn’s avalanche obedient avalanche
Zajimarn’s ice claw prison ice claw

ABSORB WEAPON
Transmutation
Level: Assassin 2
Components: V, S
Casting Time: 1 standard action
Range: Touch
Effect: One touched weapon not in 

another creature’s possession
Duration: 1 hour/level (D)
Saving Throw: Will negates (object); 

see text
Spell Resistance: Yes (object)

The weapon you hold in your hand begins to 
fade from existence as you complete the spell. 
With the last words of the spell it disappears 
completely. At the same moment, a weapon-
shaped red blotch appears on your arm.

You can harmlessly absorb a weapon 
you are touching (even a poisoned 
one) into your arm, as long as it is not 
in another creature’s possession. The 
weapon must be a light weapon for 
you at the time you cast the spell. The 
absorbed weapon cannot be felt under 
the skin and doesn’t restrict your range 
of motion in any way. An absorbed 
weapon cannot be detected with even 

a careful search, although detect magic 
reveals the presence of a magical aura. 
The only evidence of its presence is 
a faint blotch on your skin shaped 
vaguely like the weapon.
 When you touch the spot (an action 
equivalent to drawing a weapon), or 
when the spell duration expires, the 
weapon appears in your hand and 
the spell ends. If you attack with the 
weapon in the same round that you 
retrieve it from its hiding place, you 
can attempt a Bluff check to feint in 
combat as a free action, and you gain a 
+4 bonus on the Bluff check. An intelli-
gent magic weapon gets a saving throw 
against this spell, but other weapons do 
not.

ABSORPTION
Abjuration
Level: Sorcerer/wizard 9
Components: V, S
Casting Time: 1 standard action
Range: Personal
Target: You
Duration: Until expended or 10 

minutes/level

As you complete the spell’s intricate gestures, 
you detect a slight buzz at the edge of your 
hearing. Your body feels warmer, and a 
feeling of security fills you.

Spells and spell-like effects that target 
you are absorbed, their energy stored 
to power spells of your own. Absorption 
absorbs only ranged spells that have 
you as a target. Touch spells, effect 
spells, and area spells that affect you 
cannot be absorbed.
 Once the spell is cast, you can absorb 
1d4+6 spell levels (rolled secretly by the 
DM). The level of each spell you absorb 
is subtracted from the total. If a spell 
is only partially absorbed (because 
its level exceeds the number of levels 
remaining to be absorbed), divide the 
number of spell levels left unabsorbed 
by the original spell level. For spells 
that deal damage, use the result to 
determine what fraction of the damage 
you take. For spells that create effects, 
use the result as a percentage chance to 
be affected.
 For example, you have three spell 
levels of absorption remaining and 
are struck by dominate person cast as a 

SPELL DESCRIPTIONS

6

C
H

A
PT

ER
 1

SP
EL

L 
 

D
ES

CR
IP

TI
O

N
S

Sam
ple 

file



7

C
H

A
PTER

 1
SPELL 

D
ESCRIPTIO

N
S

5th-level spell. Absorption absorbs three 
levels of the spell, resulting in a 40% 
chance (2/5) that you will be affected 
normally. If affected, any saving throw 
the spell allows you still applies. Like-
wise, if you’re struck by disintegrate cast 
as a 6th-level spell with four levels of 
absorption remaining, two levels of the 
spell remain, and you take only 33% 
(1/3) of the damage you would normally 
take from the spell.
 You can use captured spell energy 
to cast any spell you know or have 
prepared, but spells so cast don’t disap-
pear from your list of prepared spells 
or count against the number of spells 
you can normally cast per day (so you 
so must keep a running total of spell 
levels absorbed and used). The levels 
of spell energy you have stored must 
be equal to or greater than the level of 
the spell you want to cast, and you must 
have at hand (and expend) any material 
components required for the spell.

ABYSSAL ARMY
Conjuration (Summoning) 

[Chaotic, Evil]
Level: Cleric 9, sorcerer/wizard 9
Components: V, S
Casting Time: 10 minutes
Range: Medium (100 ft. + 10 ft./level)
Effect: Two or more summoned 

creatures, no two of which are 
more than 30 ft. apart

Duration: 10 minutes/level (D)
Saving Throw: None
Spell Resistance: No

You complete the spell and a hot fog rises 
from the ground, coiling round you. Step-
ping out of the billowing steam comes a 
handful of squat, blubbery demons. Other, 
greater silhouettes loom behind them, 
answering your call.

This spell summons a pack of demons 
from the Infinite Layers of the Abyss 
to serve you.
 When the spell is complete, 2d4 
dretches (MM 42) appear. Ten minutes 
later, 1d4 babau demons (MM 40) appear. 
Ten minutes after that, one vrock demon 
(MM 48) appears. Each creature has 
maximum hit points per Hit Die. Once 
these creatures appear, they serve you 
for the duration of the spell.
 The demons obey you explicitly and 
never attack you, even if someone else 

manages to gain control over them. 
You do not need to concentrate to 
maintain control over the demons. You 
can dismiss them singly or in groups at 
any time.

ACCELERATED 
MOVEMENT

Transmutation
Level: Bard 1, ranger 1, sorcerer/

wizard 1
Components: S, M
Casting Time: 1 swift action
Range: Personal
Target: You
Duration: 1 round/level (D)

An azure glow surrounds you as you com-
plete the motions that unleash the spell. You 
immediately feel lighter of foot.

While this spell is in effect, you can 
move at your normal speed when using 
Balance, Climb, Hide, Move Silently, 
and Tumble without taking any penalty 
on your check. This spell does not affect 
the penalty for using these skills while 
running or charging.
 Material Component: A dead cock-
roach.

ACID BREATH
Conjuration (Creation) [Acid]
Level: Sorcerer/wizard 3
Components: V, S, M
Casting Time: 1 standard action
Range: 15 ft.
Area: Cone-shaped burst
Duration: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes

You pop the fire ants into your mouth and 
exhale quickly. The ants distill into drops of 
pure acid in midair, spattering against your 
foes and leaving smoking holes.

You breathe forth a cone of acidic 
droplets. The cone deals 1d6 points of 
acid damage per caster level (maximum 
10d6).
 Material Component: A handful of fire 
ants (alive or dead).

ACID SHEATH
Conjuration (Creation) [Acid]
Level: Sorcerer/wizard 5
Components: V, S, M, F

Casting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 round/level (D)

You crush the fire ants between your fingers 
and rub the smashed mixture over your 
exposed flesh. The smashed ants liquefy, 
and the liquid covers your body in a thick, 
translucent sheath.

You enclose yourself in a fluid sheath 
of acid that does not harm you. You can 
breathe normally and cast spells while 
the acid sheath is present. Any creature 
striking you deals normal damage, but 
at the same time the attacker takes 2 
points of acid damage per caster level 
(maximum 30 points). Reach weapons, 
such as longspears, do not endanger 
their users in this way. The acid sheath 
does not protect you against other 
attack forms, such as fire.
 If you are in a grapple, other crea-
tures in the grapple take acid damage 
once per round at the beginning of 
their turns.
 Any spell you cast with the acid de-
scriptor while the sheath surrounds 
you deals an extra 1 point of damage 
per die.
 Material Component: A handful of fire 
ants (alive or dead).
 Focus: A glass sculpture of a human-
oid (worth 50 gp).

ACID STORM
Conjuration (Creation) [Acid]
Level: Sorcerer/wizard 6
Components: V, S, M
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Area: Cylinder (20-ft. radius, 

20 ft. high)
Duration: Instantaneous
Saving Throw: Reflex half
Spell Resistance: No

A dark green cloud whirls into being before 
unleashing a shower of foul-smelling, 
yellow-green rain.

Acid rain deals 1d6 points of acid 
damage per caster level (maximum 
15d6) to each creature in the area.
 Material Component: A flask of acid 
(10 gp).
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AID, MASS
Enchantment (Compulsion) 

[Mind-Affecting]
Level: Cleric 3
Range: Close (25 ft. + 5 ft./2 levels)
Targets: One or more creatures, 

no two of which are more than 
30 ft. apart

You hold your holy symbol aloft and cast the 
spell. A silvery radiance dances from your 
hands, leaping over all the nearby party 
members and strengthening them.

This spell functions like aid (PH 196), 
except that it affects multiple subjects 
at a distance and each subject gains 
temporary hit points equal to 1d8 + 
caster level (to a maximum of 1d8+15).

AIMING AT THE TARGET
Abjuration
Level: Sorcerer/wizard 2
Components: S
Casting Time: 1 immediate action
Range: Personal
Target: You
Duration: Concentration, up to 20 

minutes; see text

As you intone the 
words of power to 
release this spell, 
you feel far more 
focused on the 
spell on which 
you have been 
concentrating.

When you cast this spell, you increase 
your ability to concentrate on a spell 
you have already cast. You can cast this 
spell while maintaining concentration 
on another spell. Aiming at the target 
gives you a +10 circumstance bonus 
on Concentration checks you make to 
maintain concentration on the other 
spell, and its effect lasts as long as you 
concentrate on the other spell (to a 
maximum of 20 minutes).

AIR BREATHING
Transmutation
Level: Cleric 3, druid 3, sorcerer/

wizard 3
Components: S, M/DF
Casting Time: 1 standard action
Range: Touch
Target: Living creatures touched
Duration: 2 hours/level; see text
Saving Throw: Will negates 

(harmless)
Spell Resistance: Yes  (harmless)

Tiny bubbles form on your hands as you 
complete the spell. As you touch each subject, 
its chest heaves and shudders, then begins to 
rhythmically expand and contract.

The transmuted creatures can breathe 
air freely. Divide the duration evenly 
among all the creatures you touch. This 
spell does not make creatures unable to 
breathe water.

Arcane Material Component: A short 
reed or piece of straw.

ALARM, GREATER
Abjuration
Level: Bard 2, sorcerer/wizard 2
Components: V, S, F
Duration: 4 hours/level (D)

Uttering a low chant, you ring a crystal 
bell with the drumming of your fingernails, 
bringing into being an invisible warded 
area.

This spell functions like alarm (PH 
197), and in addition the spell works on 
creatures traveling through the area on 
coterminous or coexistent planes (DMG 
150), such the Ethereal Plane and the 
Plane of Shadow.
 Focus: A bell made of carved crystal, 
worth at least 100 gp.

Nebin surprises the trolls with acid breath
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ALIGN FANG
Transmutation [see text]
Level: Druid 2, ranger 2
Components: V, S, DF
Casting Time: 1 standard action
Range: Touch
Target: Living creature touched
Duration: 1 minute/level
Saving Throw: Will negates 

 (harmless)
Spell Resistance: Yes  (harmless)

You kneel beside your animal companion 
and press a sprig of mistletoe against its 
forehead, calling upon the power of nature.

Align fang makes a creature’s natural 
weapons good-, evil-, lawful-, or chaotic-
aligned, as you choose. A natural 
weapon that is aligned can overcome 
the damage reduction of certain crea-
tures, usually outsiders of the opposite 
alignment. This spell has no effect on a 
natural weapon that is already treated as 
being aligned, such as the claw or bite 
attack of most demons.
 You can’t cast this spell on a manu-
factured weapon, such as a sword.
 When you cast this spell to make a 
natural weapon good-, evil-, lawful-, or 
chaotic-aligned, align fang is a good, 
evil, lawful, or chaotic spell, respec-
tively.

ALIGN FANG, MASS
Transmutation [see text]
Level: Druid 3, ranger 3
Range: Close (25 ft. + 5 ft./2 levels)
Targets: One creature/level, no two 

of which are more than 30 ft. apart

You hold a sprig of mistletoe aloft and 
invoke the powers of nature. Your animal 
allies glow pale blue at their muzzles and 
paws.

This spell functions like align fang, 
except that it affects multiple allies at 
a distance.

ALIGN WEAPON, MASS
Transmutation [see text]
Level: Cleric 3
Range: Close (25 ft. + 5 ft./2 levels)
Targets: One weapon/level, no two 

of which are more than 30 ft. apart

You hold your holy symbol high and speak 
old words of power. Your party’s weapons 
take on a pale blue radiance.

This spell functions like align weapon 
(PH 197), except that it affects multiple 
weapons or projectiles at a distance.

ALLEGRO
Transmutation
Level: Bard 3
Components: V, S, M
Casting Time: 1 swift action
Range: 20 ft.
Area: 20-ft.-radius burst centered on 

you
Duration: 1 minute/level (D)
Saving Throw: Fortitude negates 

 (harmless)
Spell Resistance: Yes  (harmless)

With a quick wiggle of your fingers and a 
few arcane words, you release the feather in 
your hand to complete the spell. Suddenly, 
translucent blue motes burst outward from 
you and collect on yourself and your nearby 
allies before fading away.

Each creature within the spell’s area 
gains a 30-foot enhancement bonus 
to its land speed, up to a maximum 
of double the creature’s land speed. 
Affected creatures retain these effects 
for the duration of the spell, even if they 
leave the original area.
 Material Component: A tail feather 
from a bird of prey.

AMANUENSIS
Transmutation
Level: Cleric 0, sorcerer/wizard 0
Components: V, S
Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: Object or objects with 

writing
Duration: 10 minutes/level
Saving Throw: Will negates (object)
Spell Resistance: Yes (object)

You point at the writing and then move 
your hand as though holding a stylus or 
quill. As you intone the spell, the script 
appears on a sheet of paper close at hand.

You cause writing from one source 
(such as a book) to be copied into a 
book, paper, or parchment. This spell 
copies 250 words per minute and cre-

ates a perfect duplicate of the original. 
The spell copies only nonmagical text, 
not illustrations or magical writings 
(such as the text of a spellbook, a spell 
scroll, or a sepia snake sigil). If the target 
contains normal and magical writing 
(such as a letter with explosive runes), 
only the normal text is copied, leaving 
blank space in the copied text where 
the magical writing would be expected. 
Likewise, if the target contains text and 
illustration, only the text is copied.
 The spell triggers (but does not copy) 
writing-based magic traps in the mate-
rial being copied.
 Blank paper, parchment, or a book 
must be provided for the spell to write 
upon. If the target has multiple pages, 
the spell automatically turns to the next 
blank page whenever necessary. If more 
pages in the target exist than blank 
pages are available, the spell copies the 
original until it runs out of blank pages. 
At any time during the spell’s duration 
you can redirect the magic to copy from 
another target, copy onto a different 
blank source, or resume a duplication 
that was interrupted by a shortfall of 
blank pages.
 The spell does not translate the copied 
writing. If you do not understand the 
original, you have no additional ability 
to understand the copy.

AMORPHOUS FORM
Transmutation
Level: Assassin 3, sorcerer/wizard 3
Components: S, M
Casting Time: 1 standard action
Range: Touch
Target: Willing corporeal creature 

touched
Duration: 1 minute/level (D)
Saving Throw: Will negates 

 (harmless)
Spell Resistance: Yes  (harmless)

You dust your ally with gelatin and silently 
evoke the spell. Immediately her bones begin 
to soften and she and her belongings slump, 
becoming malleable ooze.

The subject and all its gear become 
amorphous and oozelike. This new 
form is boneless and fluid, enabling the 
subject to pass through holes or narrow 
openings as small as 2 inches in diam-
eter. While amorphous, the subject is 
immune to poison, polymorphing, and 
stunning, it cannot be flanked, and it is 
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not subject to extra damage from critical 
hits. It gains a swim speed (if it does not 
have one already) equal to its land speed. 
The subject can remain submerged as 
long as desired without breathing.
 The subject’s armor (including 
natural armor) becomes worthless, 
though its modifiers 
for size, Dexterity, 
and deflection still 
apply to Armor Class, 
as do armor bonuses 
from force effects (for 
example, from the mage 
armor spell). While amor-
phous, the subject can’t 
attack or cast spells that 
require verbal, somatic, mate-
rial, or focus components. (This 
limitation does not rule out the 
casting of any spells that the 
subject might have prepared using 
the metamagic feats Eschew Mate-
rials, Silent Spell, and Still Spell.) The 
subject loses all supernatural abilities 
while in amorphous form, and its magic 
items, aside from those bonuses noted 
above, cease functioning as long as it 
remains amorphous.
 Material Component: A pinch of 
gelatin.

AMPLIFY
Transmutation [Sonic]
Level: Bard 1
Components: S
Casting Time: 1 standard action
Range: Long (400 ft. + 40 ft./level)
Area: 20-ft.-radius emanation 

centered on a creature, object, or 
point in space

Duration: 1 minute/level (D)
Saving Throw: Will negates; see text
Spell Resistance: Yes; see text

You need to hear what’s going on. A hand 
motion or two, and the voices become louder 
to your ears.

You cause an amplification of all sounds 
within the spell’s area. This decreases 
the DC to hear those sounds by 20. 
Those creatures within the spell’s area 
do not notice the increased amplifica-
tion. Thus, anyone whose voice is 
amplified remains unaware of the 
increase in volume.
 The spell can be centered on a crea-
ture, 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 
apply spell resistance, if any. Items 
in a creature’s possession receive the 
benefits of saves and spell resistance, 
but unattended objects and points in 
space do not. Amplify counters and 
dispels silence, and is also countered 
and dispelled by silence.

ANALYZE PORTAL
Divination
Level: Bard 3, Portal 2, sorcerer/

wizard 3
Components: V, S, M
Casting Time: 1 minute
Range: 60 ft.
Area: Cone-shaped emanation from 

you to the extreme of the range
Duration: Concentration, up to 

1 round/level (D)
Saving Throw: See text
Spell Resistance: No

Seeing with a magic eye, you sense the 
portal. Studying it, knowledge about the 
portal comes into your mind as though 
it was a memory you could not recall 
until now.

You can tell whether an area contains 
a magical portal or the effect of a gate 
spell. If you study an area for 1 round, 
you know the sizes and locations of any 
such portals in the area. Once you find 
a portal, you can study it. (If you find 
more than one portal, you can study 
only one at a time.)
 Each round you study a portal, you 
can discover one property of the portal, 
in this order.

to activate the portal.
-

ing the portal’s use (such as specific 
times when it can be activated).

two-way.

portal leads. You can look at the area 
where the portal leads for 1 round; 
the range of your vision is the spell’s 
range. Analyze portal does not allow 
other divination spells or spell-like 
abilities to extend through the 
portal. For example, you cannot 
also use detect magic or detect evil 
to study the area where the portal 
leads while viewing the area with 
analyze portal.

For each property, you make a caster 
level check (1d20 + caster level) against 
DC 17. If fail, you can try again in the 
next round.
 Analyze portal has only a limited 
ability to reveal unusual properties, 
as follows.

only that the portal is random and 
whether it can be activated now. It 
does not reveal when the portal starts 
or stops functioning.

only that the portal is variable. If you 
study the portal’s destination, the 
spell reveals only the destination to 
which the portal is currently set.

reveals this property. If you study 
the portal’s destination, the spell 
reveals where the portal sends 
creatures. If it is the kind of portal 
that sends creatures to one place and 
their equipment to another place, 
the spell does not reveal where the 
equipment goes.

Gaining the benefits of the amorphous form spell 

can be disconcerting
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reveals only that the portal is malfunc-
tioning, not what sort of malfunction 
the portal produces.

 Material Components: A crystal lens 
and a small mirror.

ANARCHIC STORM
Conjuration (Creation) [Chaotic, 

Water]
Level: Cleric 3
Components: V, S, M, DF
Casting Time: 1 standard action
Range: 20 ft.
Area: Cylinder (20-ft. radius, 20 ft. 

high)
Duration: 1 round/level (D)
Saving Throw: None
Spell Resistance: No

You call upon the powers of chaos, and a 
heavy rain begins to fall around you, its 
drops a rainbow of soft radiances. Above 
you, a multicolored lightning bolt flashes.

The downpour created by this spell 
falls in a fixed area once created. The 
storm reduces hearing and visibility, 
resulting in a –4 penalty on Listen, 
Spot, and Search checks. It also applies 
a –4 penalty on ranged attacks made 
into, out of, or through the storm. 
Finally, it automatically extinguishes 
any unprotected flames and has a 50% 
chance to extinguish protected flames 
(such as those of lanterns).
 The rain damages lawful creatures, 
dealing 2d6 points of damage per round 
(lawful outsiders take double damage). 
In addition, each round, a bolt of light-
ning strikes a randomly selected lawful 
outsider within the spell’s area, dealing 
5d6 points of electricity damage. After 
the spell’s duration expires, the water 
disappears.
 Material Component: A flask of anar-
chic water (see the anarchic water spell, 
below).

ANARCHIC WATER
Transmutation [Chaotic]
Level: Cleric 1
Components: V, S, M
Casting Time: 1 minute
Range: Touch
Target: Flask of water touched
Duration: Instantaneous

Saving Throw: Will negates (object)
Spell Resistance: Yes (object)

You speak the ancient, slippery words as 
you pour the iron and silver into the flask. 
Despite the fact that there is more powder 
than room in the bottle, all of it dissolves, 
leaving a flask of water swirling with 
motes of gold.

This transmutation imbues a flask (1 
pint) of water with the energy of chaos, 
turning it into anarchic water. Anar-
chic water damages lawful outsiders 
the way holy water damages undead and 
evil outsiders. A flask of anarchic water 
can be thrown as a splash weapon. 
Treat this attack as a ranged touch 
attack with a range increment of 10 
feet. A flask breaks if thrown against 
the body of a corporeal creature, but to 
use it against an incorporeal creature, 
the bearer must open the flask and 
pour the anarchic water out onto the 
target. Thus, a character can douse an 
incorporeal creature with anarchic 
water only if he is adjacent to it. Doing 
so is a ranged touch attack that does not 
provoke attacks of opportunity.
 A direct hit by a flask of anarchic 
water deals 2d4 points of damage to 
a lawful outsider. Each such creature 
within 5 feet of the point where the 
flask hits takes 1 point of damage from 
the splash.
 Material Component: 5 pounds of 
powdered iron and silver (worth 25 gp).

ANGELSKIN
Abjuration [Good]
Level: Paladin 2
Components: V, S, DF
Casting Time: 1 standard action
Range: Touch
Target: Lawful good creature 

touched
Duration: 1 round/level
Saving Throw: Will negates 

 (harmless)
Spell Resistance: Yes  (harmless)

You touch your ally with the holy symbol 
and invoke the blessed words. An opalescent 
glow spreads across her skin, imbuing it 
with a pearl-like sheen.

The subject gains damage reduction 
5/evil.

ANGER OF THE 
NOONDAY SUN

Evocation [Light]
Level: Druid 6
Components: V, S
Casting Time: 1 standard action
Range: 20 ft.
Area: All sighted creatures within a 

20-ft.-radius burst centered on you
Duration: Instantaneous
Saving Throw: Reflex negates; 

see text
Spell Resistance: Yes

Your body explodes with radiance that 
bathes the area around you in sunlight.

Any creature within the area of the 
spell that can see you must make a 
saving throw or be temporarily blinded. 
The blindness lasts for 1 minute per 
caster level.
 An undead creature caught within 
the spell’s area takes 1d6 points of 
damage per two caster levels (maxi-
mum 10d6), or half damage if a Reflex 
save is successful. In addition, the 
beam results in the destruction of any 
undead creature specifically harmed 
by bright light (such as a vampire) if it 
fails its save.
 The ultraviolet light generated by 
the spell deals damage to fungi, mold, 
oozes, and slimes as if they were undead 
creatures.

ANIMATE BREATH
Transmutation
Level: Sorcerer/wizard 7
Components: S
Casting Time: 1 standard action
Range: Personal
Target: Your breath weapon
Duration: 1 round/level

You exhale a flaming tongue of fire, but 
instead of lashing out against your foes, it 
produces a creature made of flames that 
answers to your bidding.

For this spell to function, you must 
have a breath weapon, either as a 
supernatural ability or as the result 
of casting a spell such as dragon breath 
(page 73). When you successfully cast 
this spell, you imbue the energy of 
your breath weapon with coherence, 
mobility, and a semblance of life. The 
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animated breath then attacks whom-
ever or whatever you designate. The 
spell works only on breath weapons 
that deal energy (acid, cold, electricity, 
fire, or sonic) damage. The animated 
breath uses the statistics of a Huge fire 
elemental (MM 99), with the following 
exceptions.

match the energy damage dealt by 
the breath weapon.

damage of the same type as the 
breath weapon with each successful 
slam attack, instead of 2d8 points of 
fire.

energy type, but no vulnerability to 
another energy type.

ability.

ANIMATE FIRE
Transmutation [Fire]
Level: Druid 1
Components: V, S, M
Casting Time: 1 round
Range: Close (25 ft. + 5 ft./2 levels)
Target: One Small fire
Duration: Concentration, up to 

1 round/level (D)
Saving Throw: None
Spell Resistance: No

By casting the mixture in your hand at the 
fire, you complete the spell. Immediately 
thereafter, a part of the flame coalesces into a 
vaguely humanoid shape more solid looking 
than the rest.

You animate a fire, which must be 
approximately the size of a campfire. 
The animated fire has the statistics of 
a Small fire elemental (MM 98), and 
attacks as you direct. It cannot move 
beyond the range of its source fire (25 ft. 
+ 5 ft./2 levels).

 Material Component: A handful of 
charcoal, sulfur, and soda ash.

ANIMATE SNOW
Transmutation [Cold]
Level: Druid 6
Components: V, S
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Target: Cube of snow up to 20 ft. on 

a side
Duration: 1 round/level
Saving Throw: None
Spell Resistance: No

Nearby snow rapidly draws together with 
an audible crunch, coalescing into a vaguely 
human-shaped form.

You cause snow in the area to become 
1d3+2 Large animated objects, 1d3 
Huge animated objects, or one Gar-
gantuan animated object (MM 14). The 
animated snow attacks as directed by 
your vocal commands.

Animate breath gives a lone dragon a powerful ally
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 Animated snow does not have a 
hardness score. It possesses improved 
speed as if it had legs, granting it a 
speed of 30 feet, as well as the blind 
special ability (MM 13). In addition, 
each animated snow object has the cold 
subtype and deals an extra 1d6 points 
of cold damage on a successful hit.
 Animated snow objects take 1d6 
points of damage per round in a 
place where the temperature is above 
 freezing.

ANIMATE WATER
Transmutation [Water]
Level: Druid 1
Range: Close (25 ft. + 5 ft./2 levels)
Target: Cube of water up to 5 ft. on 

a side

You indicate a patch of water with a 
hand shaking from pent-up divine spell 
power, and the liquid rises into a vaguely 
humanoid shape.

This spell functions like animate fire, 
but you can instead animate a quantity 
of water of at least 4 cubic feet into a 
Small water elemental (MM 100).
 Material Component: A vial of pure 
spring water mixed with cinnabar oil.

ANIMATE WOOD
Transmutation
Level: Druid 1
Components: V, S, M
Casting Time: 1 round
Range: Touch
Target: One Small or smaller wooden 

object
Duration: Concentration, up to 

1 round/level (D)
Saving Throw: None
Spell Resistance: No

By touching a piece of wood you release 
the energy of the spell into it. The wood 
begins to writhe and twist before your eyes 
and then rises to move in the direction you 
indicate.

This spell imbues a Small or smaller 
wooden object with mobility and a 
semblance of life, then causes it to 
immediately attack whomever or what-
ever you initially designate. Statistics 
for the animated wood are as for a Small 
animated object (MM 13). Wooden 

objects animated by this spell have 
hardness 5. The spell cannot animate 
objects carried or worn by a creature.
 Material Component: A mixture of 
powdered cinnabar and ground peach 
pit.

ANTICIPATE 
TELEPORTATION

Abjuration
Level: Sorcerer/wizard 3
Components: V, S, F
Casting Time: 10 minutes
Range: One willing creature touched
Area: 5-ft./level radius emanation 

from touched creature
Duration: 24 hours
Saving Throw: None
Spell Resistance: No

The arcane words that activate this spell 
linger in the air for a moment. As they 
fade from your hearing, you become more 
aware of both your surroundings and the 
possibility of intrusion.

The subject of the spell is surrounded 
with an invisible aura that anticipates 
and delays the teleportation of any 
creature into the spell’s area. Any tele-
portation spell or effect (including all 
spells with the teleportation descriptor) 
can be anticipated, making the spell’s 
recipient instantly aware of the exact 
location where the teleporting creature 
will arrive (subject to the restrictions 
below), the creature’s size, and how 
many other creatures (and their sizes) 
are arriving with the teleporting crea-
ture. The spell also delays the arrival 
of the teleporting creature by 1 round 
(so that it arrives on its initiative count 
immediately before its next turn), 
generally giving the recipient of the 
spell and anyone else made aware of 
the information 1 round to act or ready 
actions. The teleporting creature does 
not perceive this delay.
 Since a teleporting creature doesn’t 
necessarily arrive at the precise loca-
tion it intends, the spell also functions 
against a creature that arrives in range 
even though its intended destination 
was elsewhere. For a creature that 
intends to teleport into range but inad-
vertently arrives outside the spell’s area, 
the spell gives the recipient awareness 
that a creature has attempted to teleport 

into range and delays the creature as 
normal, but doesn’t give any awareness 
as to the actual location of its imminent 
arrival.
 The spell has no effect on creatures 
attempting to teleport away from the 
spell’s area, although if their destina-
tion is within the area, the spell will 
affect their reentry as normal.
 Focus: A tiny hourglass of platinum 
and crystal costing at least 500 gp, which 
must be carried or worn by the spell’s 
recipient while the spell is in effect.

ANTICIPATE 
TELEPORTATION, 
GREATER

Abjuration
Level: Sorcerer/wizard 6

This spell functions like anticipate tele-
portation, except that greater anticipate 
teleportation identifies the type of the 
arriving creature (and any companions 
accompanying it) and creates a delay of 
3 rounds, providing the recipient with 
even more warning and preparation 
time.
 Focus: A tiny hourglass of platinum 
and crystal filled with diamond dust, 
costing at least 1,000 gp. The hourglass 
must be carried or worn by the spell’s 
recipient while the spell is in effect.

ANTICOLD SPHERE
Abjuration [Cold]
Level: Druid 5, sorcerer/wizard 5
Components: V, S
Casting Time: 1 standard action
Range: 10 ft.
Area: 10-ft.-radius emanation 

centered on you
Duration: 10 minutes/level (D)
Saving Throw: None
Spell Resistance: Yes

As a rosy color flickers into being in the 
surrounding air, you feel a sense of warmth 
and well-being.

All creatures within the area of the 
spell gain immunity to cold damage. 
In addition, the emanation prevents the 
entrance of any creature with the cold 
subtype. The effect hedges out such 
creatures in the area when it is cast.
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Note: Forcing an abjuration barrier 
against creatures that the spell keeps 
at bay collapses the barrier (PH 172).

ANTIDRAGON AURA
Abjuration
Level: Cleric 3, sorcerer/

wizard 3
Components: V, S, M, DF
Casting Time: 1 standard 

action
Range: Close (25 ft. + 

5 ft./2 levels)
Targets: One 

creature/2 levels, no two of 
which are more than 30 ft. 
apart

Duration: 1 minute/level
Saving Throw: Will negates 

 (harmless)
Spell Resistance: Yes  (harmless)

You unleash the power of this spell 
and the nugget of platinum vanishes 
from your palm. Your companions are 
bathed in a white aura with a silver 
scale pattern overlaid upon it.

All subjects gain a +2 luck 
bonus to Armor Class and 
on saving throws against 
the attacks, spells, and spe-
cial attacks (extraordinary, 
supernatural, and spell-like) of 
dragons. This bonus increases 
by 1 for every four caster levels 
above 5th (to +3 at 9th, +4 at 
13th, and a maximum of +5 
at 17th).

Material Component: A 
chunk of platinum worth at 
least 25 gp (slightly less than 
1 ounce).

ANTIMAGIC RAY
Abjuration
Level: Sorcerer/wizard 7
Components: V, S, M
Casting Time: 1 standard 

action
Range: Close (25 ft. + 

5 ft./2 levels)
Effect: Ray
Duration: 1 round/level
Saving Throw: Will 

negates (object)
Spell Resistance: Yes

As you cast this spell, an invisible ray 
projects from your fingers. Where it 

strikes your foe, it ripples across his 
body, like water spreading across 
a calm pond.

You must succeed on a ranged 
touch attack with the ray to 
strike a target. The target, 
if struck, functions as if 

it were inside an antimagic 
field (PH 200) if it fails its 
Will save.

If this spell is used against 
a creature, the subject can’t 

cast spells or use super-
natural or spell-like abilities, 

nor do such abilities have 
any effect on the creature. 
However, the creature can 
still use spell completion 
items (such as scrolls) or 

spell trigger items (such as 
wands), even though it can’t 
cast the spells required.

If this spell is used 
against an object, that 
object’s magical powers are 
suppressed—including 
any spells previously cast 
and currently in effect on 
the item, as well as any 
spells or magical effects 

targeted on the object 
during the antimagic ray’s
duration.

The spell doesn’t affect 
any objects other than the 
subject itself, even if those 
objects are worn, carried by, 
or in contact with the sub-

ject. For instance, if a creature 
is the target, the equipment it 

carries remains unaffected.
Material Component: A 

pinch of iron filings mixed 
with ruby dust worth 
100 gp.

ANYSPELL
Transmutation
Level: Spell 3
Co mponents: V, S, DF 

(and possibly M, F, 
and XP)

Ca sting Time: 15 
minutes

Range: Personal
Target: You

Du ration: Instantaneous
The gestures for casting arc of lightning . . .
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