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SPELL SAVE 
 
  Spell       Level        Spells       Bonus 
Save DC            Per Day      Spells 
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Spell DC = 10 + abilltiy mod + spell 
level. 
Per Day is refrerenced on pg 52 &55 of 
the Player’s Handbook v.3.5. 
Bonus Spells are referenced on pg  8 of 
the Player’s Handbook v.3.5. 
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Dispel Magic 
Explosive Runes 
Magic Circle against Chaos 
Magic Circle against Good 
Magic Circle against Evil 
Magic Circle against Law 
Nondetection 
Protection from Energy 
Phantom Steed 
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Sleet Storm 
Stinking Cloud 
Summon Monster III 
Arcane Sight 
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Summon Monster V 
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