First-Level Spells

Analyze Balance (Divination)

Sphere: Numbers, Divination

Range: 80yards

Components:V,S,M

Duration: 5 rounds+1 round/level

Casting Time: 1 round

Area of Effect: One creature, object, or 10’ square
Saving Throw: None

This spell allows a priest to sense how far a character, creature, object, or
area is from a condition of balance -- in other words, the degree to which its
alignment is removed from true Neutral. The spell gives no indication of the
"direction" in which the alignment is removed from true Neutral except un-
der certain conditions which follow. The spell does, however, indicate along
which axis or axes of alignment the variation lies.

For example, a priest uses this spell to analyze the balance of a Chaotic
Neutral creature. The spell indicates that the creature is removed from Neu-
tral by one grade, and the variation is along the Law/Chaos axis; thus, the
creature must be either Chaotic Neutral or Lawful Neutral. If the creature
were Chaotic Evil, the spell would indicate that it is removed from balance by
two grades, one along each axis; thus, the creature must be Chaotic Evil,
Chaotic Good, Lawful Evil, or Lawful Good.

Apriesthasa5% chance per level of correctly determining the direction of
variation along one randomly chosen axis. This means that a 10th-level
priestevaluating the balance of aChaotic Neutral creature would have a50%
chance of learning that the creature is Chaotic (and hence Chaotic Neutral,
sinceit is only one step away from balance).

Similar tospells such as detectevil, this spell will notyield aresultonahid-
dentrap. If castonacreature with anintelligence level of "animal” or "non-,"
itwill always read true Neutral (i.e., zero steps removed from balance).

The material components are four iron coins which the priest tosses in his
hand while concentrating on the spell. The coins are not consumed in the
casting.

Allergy Field (Alteration)

Sphere: Plant

Range: 10 yards/level
Components: V, S, M

Duration: 3 rounds + 1 round/level
Casting Time: 4

Area of Effect: 5-foot/level cube
Saving Throw: Neg.

This spell causes characters entering the affected area to suffer extreme
allergic reactions. It may be cast on any field, meadow, forest, or other out-
door area with an abundance of plant life, causing the plants to produce
pollen, antigens, or similar allergens. Characters coming in contact with the
affected areawho fail their saving throws vs. spell, experience swelling of the
eyes, fits of sneezing, and dull headaches for the next 2-5 (Jd4+1) turns.
During thattime, they make all attack rolls and ability checks at a -1 penalty.

The spell affects a cubic volume whose sides are 5 feet long per level of the
caster; thus, a 9th-level caster could affect a45'x45'x45' cube. The spell lasts
until the end of the indicated duration, or until the first frost, whichever
comesfirst.

The material component for this spell is a pinch of ragweed.

Animal Friendship (Enchantment/Charm)

Sphere:Animal

Range: 10yds.
Components:V,S,M
Duration: Permanent
Casting Time: 1 hr.
Area of Effect: 1animal
Saving Throw: Neg.

By means of this spell, the caster is able to show any animal of animal in-
telligence to semi-intelligence (i.e., Intelligence 1-4) that he desires friend-
ship. If the animal does not roll a successful saving throw vs. spell immedi-
ately when the spell isbegun, it stands quietly while the caster finishes the
spell. Thereafter, it follows the caster about. The spell functions only if the
caster actually wishes to be the animal's friend. If the caster has ulterior mo-
tives, the animal always senses them (for example, the caster intends to eat
the animal,send it ahead to set off traps, etc.).

The caster can teach the befriended animal three specific tricks or tasks
for each point of Intelligence it possesses. Typical tasks are those taught toa
dog or similar pet (i.e., they cannot be complex). Training for each such trick
must be done over a period of one week, and all must be done within three
months of acquiring the creature. During the three-month period, the ani-
mal will not harm the caster, but if the creature is left alone for more than a
week, itwill revert toits natural state and act accordingly.

The caster can use this spell to attract up to 2 Hit Dice of animal(s) per ex-
perience level he possesses. This is also the maximum total Hit Dice of the
animals that can be attracted and trained at one time: no more than twice
the caster's experience level. Only unaligned animals can be attracted, be-
friended,and trained.

The material components of this spell are the caster's holy symbol and a
piece of food liked by the animal.

Anti-Vermin Barrier (Abjuration)

Sphere: Wards

Range: 30 yards
Components:V,S,M

Duration: L hour/level

Casting Time: 1

Areaof Effect: 10-foot cube/level
Saving Throw: None

With this spell, the caster creates an invisible force field that repels non-
magical insects, rodents, spiders, snakes, worms, and similar vermin of less
than 1 Hit Die. The spell has no effect on giant-sized versions of these crea-
turesunless they are less than 1 Hit Die. The barrier affects summoned crea-
tures,suchas those called by asummon insects spell.

Anyverminwithin the area of effect when the spell is cast are not affected;
however,when these creatures exit the area, they cannot return.

The spell affectsa cubic areawhose sides are 10 feet times the caster's level
(for instance, a 2nd-level priest could affecta20'x 20'x 20' cube.

The material components are the caster's holy symbol and a rodent's
whisker.

Astral Celerity (Alteration)

Sphere: Astral

Range: 0

Duration: 1 hr./level
Area of Effect: The caster
Subtlety: +3

Sensory: None
Components: V, S

Casting Time: 4
Saving Throw: None
Knockdown: None
Critical: None

This spell enhances the caster's movement capabilities in extraplanar set-
tings by attuning him to his new surroundings. While very few 1st-level
priests find themselves in this situation, higher level characters often make
use of this spell. Astral celerity doubles the character's movement rate on the
Astral Plane. normally, characters move at a rate of 30 times their Intelli-
gence score in feet per round, but this spell increases this to 60 feet times
their Intelligence score. As an incidental benefit, the caster also attunes him-
selfto the plane much faster and suffers no penalties for missile fire while as-
tral.

While astral celerity is most often used in the astral plane, italso offersa
small benefit to ethereal characters, too: their movement rates are increased
by 50%, so a character with a movement rate of 12 would enjoy a movement
rate of 18 while this spell was in effect. Of course, time and distance have lit-
tle meaningin the overall scheme of the Astral or Ethereal Planes, but relative
speed could be very important in avoiding an unpleasant encounter or es-
caping from pursuit of some kind.

Battlefate (Alteration)

Sphere: Chaos

Range: 20 yds.
Duration: 2 rds./ level
Area of Effect: 1 creature
Subtlety: +4

Sensory: None
Components: V, S, M
Casting Time: 4
Saving Throw: None
Knockdown: None
Critical: None

This spell alters probability to favor one character or creature locked in
battle. His opponent may stumble at an awkward time, a clumsy parry might
catch the enemy's weapon at just the right angle, or he happens to notice the
foe moving in for a flank attack. The more powerful the priest, the more po-
tent the aid; combat modifiers provided by battlefate equal +1 per three lev-
els, soa 1st-level caster providesa +1 bonus, a 4th-level caster a+2 bonus, a
Tthlevel caster a +3, and so on to a maximum of +5 for a 13thlevel priest.
The exact form of the aid or assistance varies from round to round-roll a d6
to see which aspect of the subject's combat abilities are affected in any given
round.

dé Effect

Nothing happens

Defenses enhanced, apply bonus to subject AC
Luck enhanced, apply bonus to saving throws
Accuracy enhanced, apply bonus to attack rolls
Damage enhanced, apply bonus to damage rolls
Lucky opening! Subject gains one extra attack
with either enhanced accuracy or damage
(subject's choice)

U WN

ifthe character does not make a roll of the specified type in the round, he
gains no benefit for the spell; for example, if the character gains the saving
throw bonus but doesn't have to make any saving throws during the round in
question, battlefate doesn't help him. Of course, in the following round, the
spell may provide him with a different benefit. Note that on a roll of 1, battle-

fate does not help the character the priest intends to aid-such is the nature of
chaos.

The material component for this spell is an electrum coin tossed by the
priest as he casts the spell.

Beastmask (Illusion/ Phantasm)

Sphere: Animal
Range:Touch
Components: V, S, M
Duration: 12 hours
Casting Time: 4

Area of Effect: 1 creature
Saving Throw: Neg.

Beastmask may affect any single person or animal, or characters may cast
iton themselves. It allows the subject to take on the illusory form of a single
animal species-but only that species of animal can perceive the illusion. The
subject may not assume an animal form more than twice or less than one
quarter the character's size.

The almost perfect illusion the spell creates deceives the animal's sight,
hearing, smell, and touch. For instance, once a character casts a "bear" illu-
sion on a subject, bears believe that subject to be a bear, while to humans,
other races, and other creatures, the subject remains the same.

Characters normally use beastmask to travel among or hunt a particular
species. This spell lets a druid assume the guise of a caribou to move among
a herd without causing them to panic. A character also could avoid being at-
tacked by a pack of dire wolves by wearing a wolf's "mask."

Beastmask does not allow communication with the animal species,
though it can be used with animal communication spells.

The material component is a miniature wooden mask carved to look like
the animal.

Bless (Conjuration/Summoning) Reversible

Sphere: All

Range: 60yds.
Components:V,S,M
Duration: 6 rds.

Casting Time: 1rd.
Areaof Effect: 50-ft.cube
Saving Throw: None

Upon uttering the bless spell, the caster raises the morale of friendly crea-
turesand any saving throw rolls they make against fear effects by +1. Fur-
thermore, it raises their attack dice rolls by +1.A blessing, however, affects
only those not already engaged in melee combat. The caster determines at
what range (up to 60 yards) he will cast the spell. At the instant the spell is
completed, it affects all creatures in a 50-foot cube centered on the point se-
lected by the caster (thus, affected creatures leaving the area are still subject
to the spell's effect; those entering the area after the casting is completed are
not).

Asecond use of this spell is to bless asingle item (for example,a crosshow
bolt for use against a rakshasa). The weight of the item is limited to one
pound per caster level and the effect lasts until the item is used or the spell
durationends.

Multiple bless spells are not cumulative. In addition to the verbal and so-
matic gesture components, the bless spell requires holy water.

Thisspell can be reversed by the priest toacurse spell that, when cast upon
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enemy creatures, lowers their morale and attack rolls by -1. The curse re-
quiresthe sprinkling of unholy water.

Blessed Watchfulness (Alteration)

Sphere: Guardian
Range:Touch

Duration: 4 hrs. + Lhr./level
Area of Effect: Creature touched
Subtlety: +3

Sensory: None

Components: V, S

Casting Time: 4

Saving Throw: None
Knockdown: None

Critical: None

By casting this spell, the priest confers exceptional powers of observation
and alertness to one creature for the duration of the spell. While blessed
watchfulness is in effect, the designated sentinel remains alert, awake and
vigilant for the duration of the spell. In fact, it takes a roll of 1 to surprise
someone under this effect. He resists sleep spells and similar magic as if he
were 4 levels or Hit Dice higher than his actual level and gains a +2 bonus to
saving throws against other spells or effects that could lower his guard or
force him to abandon his watch, including charm, beguiling, fear, emotion,
and similar mind-affecting spells. If the effect normally allows no saving
throw, the watcher gains no special benefit.

Call Upon Faith (Invocation)

Sphere: Summoning
Range:0
Components:V,S,M
Duration: 1round
Casting Time: 1

Areaof Effect: The caster
Saving Throw: None

Before attempting a difficult task, the priest may cast call upon faith to aid
hisperformance. If the priest has been true to his faith (as determined by the
DM), the priestgainsa+3 (or +15%) bonus to one die roll (his choice) need-
ed to complete the task. The bonus may be used to affect a saving throw, at-
tack roll, ability check, etc. For example, if a priest were about to cross a nar-
row log high above a chasm, he could cast this spell and gain a +3 bonus to
his Dexterity ability check.

The material component is the priest's holy symbol.

CalmAnimals (Enchantment/Charm)

Sphere: Animal

Range: 60 yds.
Components: V, S
Duration: 1 turn+ 1rd. /level
Casting Time: 4

Area of Effect: Special
Saving Throw: Special
Subtlety: +3
Knockdown: None
Sensory: Moderate audio
Critical: None

This spell soothes and quiets normal animals, which renders them docile
and harmless. Only creatures with Intelligence ratings of 1 to 4 (in other

words, animal- or semiintelligent creatures) can be affected by this spell.
The caster can calm 2d4 Hit Dice of animals, plus 1 Hit Die per level, so a 4th-
level priest could affect 2d4+4 Hit Dice of creatures. The caster can affect
any animals he wishes to within the spell's range, but all the subjects must be
ofthe same species. The subject creatures are notallowed a saving throw un-
less they have magical powers, abilities, or are clearly not entirely natural; a
priest could calm a normal bear, war dog, or wolf with little trouble, but it's
more difficult to affect a winter wolf, hell hound, or owlbear.

While under the influence of this spell, the affected creatures remain
where they are and do not attack or flee, unless they are attacked or con-
fronted by a significant hazard such as a fire or a hungry predator. Once
roused, the spell's magic is broken and the animals are free to act in whatev-
er fashion they normally would. Note that creatures affected by this spell are
not helpless and defend themselves normally if attacked.

Combine (Evocation)

Sphere: All

Range: Touch
Components:V,S

Duration: Special

Casting Time: 1rd.

Area of Effect: Circle of priests
Saving Throw: None

Using this spell, three to five priests combine their abilities so that one of
them casts spells and turns undead at an enhanced level. The highest-level
priest (or one of them, if two or more are tied for highest) stands alone, while
the others join hands in asurrounding circle. The central priest casts the
combine spell. He temporarily gains one level for each priest in the circle,up
toamaximum gain of four levels. The level increase affects turning undead
and spell details that vary with the caster's level. Note that the central priest
gainsnoadditional spellsand that the group is limited to his currently mem-
orized spells.

The encircling priests must concentrate on maintaining the combine ef-
fect. They lose all Armor Class bonuses for shield and Dexterity. If any of
them has his concentration broken, the combine spell ends immediately. If
the combine spell is broken while the central priestis in the act of castinga
spell, that spellis ruined just as if the caster were disturbed. Spells cast in
combination have the full enhanced effect, even if the combine is broken be-
fore the duration of the enhanced spell ends. Note that the combination is
notbroken if only the central caster is disturbed.

Command (Enchantment/Charm)

Sphere: Charm

Range: 30yds.
Component:V
Duration: 1rd.

Casting Time: 1

Areaof Effect: 1 creature
Saving Throw: None

This spell enables the priest to command another creature with asingle
word. The command must be uttered in a language understood by the crea-
ture. The subject will obey to the best of his/its ability only as long as the
command is absolutely clear and unequivocal; thus,a command of "Sui-
cide!" isignored.A command to "Die!" causes the creature tofall ina faint or
cataleptic state for one round, but thereafter the creature revives and is alive
and well. Typical commands are back, halt, flee, run, stop, fall, go, leave, sur-
render, sleep, rest, etc. No command affects a creature for more than one
round; undead are not affected atall. Creatures with Intelligence of 13 (high)
or more, or those with 6 or more Hit Dice (or experience levels) areentitled to

asaving throw vs. spell, adjusted for Wisdom. (Creatures with 13 or higher
Intelligence and 6 Hit Dice/levels get only one saving throw!)

Courage (Enchantment/Charm)

Sphere: War

Range: 240yards

Components:V,S,M

Duration: Special

Casting Time: 1turn

Area of Effect: One unitup to 200 individuals
Saving Throw: None

This spell imbues the target unit with atemporary burst of courage. To
cast this spell, the priest must have an uninterrupted line of sight to the tar-
getunit.

Acourage spell enables a unit to automatically pass its first morale check
following the casting of this spell. When circumstances arise that would ne-
cessitate amorale check, no die roll is made and the unit is assumed to have
passed the check. After this occurs, the spell ends and the unit must make all
future morale checks normally.

Ifaunitunder the influence of a courage spell is not forced to make any
morale checks, the spell expires at the first sunset.

When several different events simultaneously trigger morale checks, the
BATTLESYSTEM™ rules apply penalties to asingle morale check. If this oc-
curstoaunitunder the influence of a courage spell, the player commanding
the unitselects one such eventand its modifier isignored.

No more than one courage spell can affect a unit at one time.Once the spell
hasexpired,a priest can cast the spell again on the same unit.

The material componentisacube of castiron.

Create Water (Alteration) Reversible

Sphere: Elemental (Water)
Range: 30yds.
Components:V,S,M
Duration: Permanent
Casting Time: 1 rd.

Areaof Effect: Upto 27 cu.ft.
Saving Throw: None

When the priest casts a create water spell, up to four gallons of water are
generated for every experience level of the caster (for example,a 2nd-level
priest creates up to 8 gallons of water,a 3rd-level priest up to 12 gallons, etc.).
The water is clean and drinkable (it is just like rain water). The created water
can be dispelled withina round of its creation; otherwise, its magic fades,
leaving normal water that can be used, spilled,evaporated, etc. The reverse of
the spell, destroy water, obliterates without trace (no vapor, mist, fog, or
steam) a like quantity of water. Water can be created or destroyed inan area
as small as will actually contain the liquid, or in an area as large as 27 cubic
feet (1 cubicyard).

Note that water can neither be created nor destroyed within acreature. For
reference purposes, water weighs about 8 1/2 pounds per gallon,and a cubic
foot of water weighs approximately 64 pounds.

The create water spell requires at least a drop of water; the destroy water
spell,atleastapinchof dust.

Cure Light Wounds (Necromancy) Reversible

Sphere: Healing
Range: Touch
Components:V,S
Duration: Permanent
Casting Time:5

Areaof Effect: Creature touched
Saving Throw: None

When casting this spell and laying his hand upon a creature, the priest
causes 1d8 points of wound or other injury damage to the creature's body to
be healed. This healing cannot affect creatures without corporeal bodies, nor
canitcure wounds of creatures not living or of extraplanar origin.

The reverse of the spell, cause light wounds, operates in the same manner,
inflicting 1d8 points of damage. If a creature isavoiding this touch, an attack
roll is needed to determine if the priest's hand strikes the opponent and
causes suchawound.

Curing is permanent only insofar as the creature does not sustain further
damage; caused wounds will heal--or can be cured--just as any normal in-
jury.

Detect Evil (Divination) Reversible

Sphere: All

Range:0

Components:V,S,M
Duration: 1turn +5rds./level
Casting Time: 1rd.

Areaof Effect: 10 ft.x 120 yds.
Saving Throw: None

Thisspell discoversemanations of evil, or of good in the case of the reverse
spell, from any creature, object, or area. Character alignment, however, is re-
vealed only under unusual circumstances: characters who are strongly
aligned, who do not stray from their faith,and who are of at least 9th level
might radiate good or evil if intent upon appropriate actions. Powerful mon-
sters,such as rakshasas or ki-rin,send forth emanations of evil or good,even
if polymorphed.Aligned undead radiate evil, for itis this power and negative
force that enable them to continue existing.An evilly cursed object or unholy
water radiates evil, butahidden trap or an unintelligent viper does not.

The degree of evil (dim, faint, moderate, strong, or overwhelming) and
possibly its general nature (expectant, malignant, gloating, etc.) can be not-
ed. If the evil is overwhelming, the priest has a 10% chance per level of de-
tecting its general bent (lawful, neutral, or chaotic). The duration of a detect
evil (or detect good) spell is one turn plus five rounds per level of the priest.
Thus, a 1st-level priest can cast a spell with a 15-round duration, a 2nd-level
priest can cast a spell with a 20-round duration, etc. The spell has a path of
detection 10 feet wide in the direction the priest is facing. The priest must
concentrate--stop, have quiet,and intently seek to detect the aura--for at
least one round to receive a reading.

The spell requires the use of the priest's holy symbol as its material com-
ponent,with the priest holding it before him.

Detect Magic (Divination)

Sphere: Divination

Range:0
Components:V,S,M
Duration: 1turn

Casting Time: 1 rd.

Areaof Effect: 10 ft.x 30yds.
Saving Throw: None

When the detect magic spell is cast, the priest detects magical radiationsin
apath 10 feet wide and up to 30 yards long, in the direction he is facing. The
intensity of the magic can be detected (dim, faint, moderate, strong, or over-
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whelming). The caster has a 10% chance per level to determine the sphere of
the magic, but unlike the wizard version of the spell, the type of magic (alter-
ation, conjuration, etc.) cannot be divined. The caster can turn,scanning a
60 arc per round. The spell is blocked by solid stone at least 1 foot thick, solid
metal at least 1 inch thick, or solid wood at least 1 yard thick.

The spell requires the use of the priest's holy symbol.

Detect Poison (Divination)

Sphere: Divination

Range: 0
Components:V,S,M
Duration: 1turn+1rd./level
Casting Time: 4

Areaof Effect: Special
Saving Throw: None

This spell enables the priest to determine if an object has been poisoned
or is poisonous. One object, or one 5-foot cubic mass, can be checked per
round. The priest has a 5% chance per level of determining the exact type of
poison.

The material componentisastrip of specially blessed vellum,which turns
blackif poison is present.

Detect Snares & Pits (Divination)

Sphere: Divination
Range: 0
Components:V,S,M
Duration:4rds./level
Casting Time: 4
Areaof Effect: 10x40ft.
Saving Throw: None

Upon casting this spell, the caster is able to detect snares, pits, deadfalls
and similar hazards along a path 10 feet wide and 40 feet long. Such hazards
include simple pits, deadfalls, snares of wilderness creatures (for example,
trapdoor spiders, giant sundews, ant lions, etc.),and primitive traps con-
structed of natural materials (mantraps, missile trips, hunting snares, etc.).
The spellis directional--the caster must face the desired direction to deter-
mine if apitexistsoratrapis laid in that direction. The caster experiences a
feeling of danger from the direction of a detected hazard, which increases as
the danger is approached. The caster learns the general nature of the danger
(pit, snare, or deadfall) but not its exact operation, nor how to disarm it.
Close examination, however, enables the caster to sense what intended ac-
tions might trigger it. The spell detects certain natural hazards--quicksand
(snare),sinkholes (pit), or unsafe walls of natural rock (deadfall). Other haz-
ards, such asa cavern that floods during rain,an unsafe construction, or a
naturally poisonous plant, are not revealed. The spell does not detect magi-
cal traps (save those that operate by pit, deadfall, or snaring; see the 2nd-lev-
el spell trip and the 3rd-level spell snare), nor those that are mechanically
complex, nor those that have been rendered safe or inactive.

The caster must have his holy symbol to complete the spell.

Dispel Fatigue (Necromancy)

Sphere: Necromantic
Range: 30 yds.
Duration: Instantaneous
Area of Effect: 1 creature
Subtlety: +4

Sensory: None
Components: V, S, M

Casting Time: 4
Saving Throw: None
Knockdown: None
Critical: None

This spell removes physical fatigue or exhaustion from the subject by un-
doing the physiological effects of his exertions. The subject is instantly re-
stored to his normal, fully rested level of endurance or vigour. This spell can
be used to negate the penalties of forced marching, long swims, jogging, run-
ning, or sprinting, or even accumulated fatigue points from either the PLAY-
ER'SOPTION: Combat & Tactics rules or the magic fatigue rules in Chapter 6.
Once this spell has been cast, the subject may start to accumulate fatigue or
fatigue-based penalties again, depending on how he continues to exert him-
self. The material component is a sprinkle of fresh, blessed springwater.

Ebony Hand (Evocation, Necromancy)

Sphere: Necromantic
Range: 0

Components: V, S, M
Duration: 3 rounds + 1/level
Casting Time: 4

Area of Effect: Personal
Saving Throw: None

This minor meditation focuses a baneful, necromantic aurain the caster's
chosen hand, enveloping the fingers in a dark, flickering radiance. The aura
of the ebony hand enhances the delivery of harmful, touch-related spells
(such as cause light wounds or cause disease) by providing a +1 bonus on
the priest'sattack roll for every three levels of experience past the first (+2 to
hitat4th level, +3 at 7th level, to a maximum of +4 to hit at 10th level).

Once the ebony hand is cast, the magic of the touch delivered spell is no
longer conducted though physical contact with the caster's fingertips, but
through the flickering aura of the ebony hand.

The companion touch-delivered spell(s) may be cast either before or af-
ter the creation of the ebony hand, which does not expire with a single, suc-
cessful touch and may be used to deliver multiple attacks if the spell duration
permits. Note that the ebony hand does not enhance attacks with weapons or
other ranged spells.

The material component varies from religion to religion, but itis usually a
piece of apparel or jewellery which isworn on the caster's hand to help focus
the meditation (often a black glove or a simple silver or onyx ring). Regard-
less of the actual focus employed, the material component is not consumed
by the spell and may be employed in multiple castings. As the spell descrip-
tion implies, the ebony hand may only be granted by malevolent deities to
their evil priests.

Emotion Read (Divination)

Sphere: Thought

Range: 5yards/level
Components:V,S,M
Duration: Instantaneous
Casting Time:3

Areaof Effect: One creature
Saving Throw: Neg.

Thisspellallows the priest to performan instantaneous reading of asingle
subject's emotional state. It can be used on any subject possessing Intelli-
gence of 3or better. This reading is neither deep nor specific and cannot pick
out mixed emotions or intricate details. For example, it might tell the priest
that the subject is fearful, but the spell cannot reveal what the subject is

afraid of orwhy heisafraid.

Emotion read does not reveal individual thoughts or the subject's motiva-
tion. Thus, the spell might reveal that the subject is coldly unemotional at the
moment, but not the fact that the subject is contemplating the cold-blooded
murder of the priest.

Note that this reading is instantaneous. It reveals only the emotion that is
strongest at the instant the spell is used. While this will usually be related to
the subject's overall emotional state, it is always possible that the subject
might be distracted foramoment or remember and respond to past events.

Thesubjectisallowed anormal saving throwvs.spells to resist this spell. If
the saving throw is successful, the priest receives no reading atall. If the sub-
ject's roll exceeds the necessary number by six or more, the priest perceives
anemotion diametrically opposite to the subject's true emotion.

The material component isasquare of unmarked white wax.

Endure Cold/Endure Heat (Alteration)

Sphere: Protection

Range: Touch

Components:V,S

Duration: 11/2 hrs./level
Casting Time: 1rd.

Area of Effect: Creature touched
Saving Throw: None

The creature receiving this spell is protected from normal extremes of
cold or heat (depending on which application the priest selects at the time of
casting). The creature can stand unprotected in temperaturesaslowas-30 F.
orashighas 130 F. (depending on application) with no ill effect. Tempera-
tures beyond these limits inflict 1 point of damage per hour of exposure for
every degree beyond the limit. The spell isimmediately cancelled if the re-
cipient is affected by any non-normal heat or cold, such as magic, breath
weapons, and so on. The cancellation occurs regardless of the application
and regardless of whether a heat or cold effect hits the character (for exam-
ple,anendure cold spell is cancelled by magical heat or fire as well as by mag-
ical cold). The recipient of the spell does not suffer the first 10 points of dam-
age (after any applicable saving throws) from the heat or cold during the
round inwhich the spell is broken. The spell ends instantly if either resist fire
or resist cold is cast upon the recipient.

Entangle (Alteration)

Sphere:Plant

Range: 80 yds.
Components:V,S,M
Duration: 1turn

Casting Time: 4

Areaof Effect: 40-ft.cube
Saving Throw: 1/2

By means of this spell, the caster is able to cause plants in the area of effect
toentangle creatures within the area. The grasses, weeds, bushes, and even
trees wrap, twist,and entwine about the creatures, holding them fast for the
duration of the spell. Any creature entering the area is subject to this effect. A
creature that rolls a successful saving throw vs. spell can escape the area,
moving at only 10 feet per round until out of the area. Exceptionally large
(gargantuan) or strong creatures may suffer little or no distress from this
spell,at the DM's option, based on the strength of the entangling plants.

The material component is the caster's holy symbol.

FaerieFire (Alteration)

Sphere:Weather

Range: 80yds.
Component:V,M
Duration:4rds./level
Casting Time: 4

Areaof Effect: 10sq. ft/level
Saving Throw: None
within a40-ft.radius

This spell enables the caster to outline one or more objects or creatures
withapale glowing light. The number of subjects outlined depends upon the
number of square feet the caster can affect. Sufficient footage enables several
objects or creatures to be outlined by the faerie fire spell, but one must be ful-
ly outlined before the next is begun,and all must be within the area of effect.
Outlined objects or creatures are visible at 80 yards in the dark and 40 yards
if the viewer is near a bright light source. Outlined creatures are easier to
strike; thus,opponents gaina +2bonus toattack rollsin darkness (including
moonlitnights) and a+1 bonus in twilight or better. Note that outlining can
render otherwise invisible creatures visible. However, it cannot outline non-
corporeal, ethereal, or gaseous creatures. Nor does the light come anywhere
close to sunlight. Therefore, it has no special effect on undead or dark-
dwelling creatures. The faerie fire can be blue, green, or violet according to
theword of the caster at the time of casting. The faerie fire does not cause any
harm to the object or creature thus outlined.

The material component isasmall piece of foxfire.

Firelight (Alteration)

Sphere: Elemental Fire
Range:Touch
Duration: 4 hrs. + 1 hr./2 levels
Area of Effect: 1 object
Subtlety: +4

Sensory: Large visual
Components: V, S, M
Casting Time: 4

Saving Throw: None
Knockdown: None
Critical: None

This variant of the spell log of everburning changes one small fire no larg-
er than a campfire into firelight. The flame ceases to produce smoke and be-
comes much cooler; within 1 turn of the spell's casting, the fire cools enough
to be handled or touched barehanded without causing harm. The firelight s
resistant to gusts of wind or poor burning conditions (pouring rain, lack of
air,and so on), but complete immersion in water, vacuum, or magical dark-
ness extinguishes the flame immediately. Firelight burns brighter and stead-
ierthananormal flame, and a torch enchanted with this spell sheds lightina
30-foot radius instead of the normal 15-foot radius. The fuel source lasts
throughout the duration of the spell. Unlike log of everburning, this spell is
notatall useful for staying warm since firelight produces very little heat.

Firelight inflicts 1d2 points of damage per caster level if cast on creatures
of living or elemental fire, but has no other effect on these monsters. The ma-
terial component is a mix of resins and incense, thrown into the flame to be
affected.
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Invisibility to Animals (Alteration)

Sphere: Animal

Range: Touch
Components:S,M

Duration: 1turn+ 1rd./level
Casting Time: 4

Areaof Effect: 1 creature/level
Saving Throw: None

Whenaninvisibility to animals spell is cast, the creature touched becomes
totally undetectable by normal animals with Intelligences under 6. Normal
animals includes giant-sized varieties, but it excludes any with magical abil-
ities or powers. The enchanted individual is able to walk among such ani-
mals or pass through them as if he did not exist. For example, this individual
could stand before the hungriest of lions or a tyrannosaurus rex and not be
molested or even noticed.

However,anightmare, hell hound, or winter wolf would certainly be aware
of the individual. For every level the caster has achieved, one creature can be
rendered invisible.Any recipient attacking while this spell isin effect ends
the spellimmediately (for himself only).

The material component of this spell is holly rubbed over the recipient.

Invisibility to Undead (Abjuration)

Sphere: Necromantic
Range: Touch
Components:V,S,M
Duration: 6 rds.

Casting Time: 4

Areaof Effect: 1 creature
Saving Throw: Special

This spell causes affected undead to lose track of and ignore the warded
creature for the duration of the spell. Undead of 4 or fewer Hit Dice are auto-
matically affected, but those with more Hit Dice receive a saving throw vs.
spell to avoid the effect. Note that a priest protected by this spell cannot turn
affected undead. The spell endsimmediately if the recipient makes any at-
tack, although casting spells such as cure light wounds, augury, or chant does
notend theward.

The material componentis the priest's holy symbol.

KnowAge (Divination)

Sphere: Time

Range:0

Components:V,S,M

Duration: Instantaneous

Casting Time: 1

Areaof Effect: One object or creature
Saving Throw: None

Thisspell enables the caster toinstantly know the age of any single person,
creature, or object on which he concentrates. The age is accurate to the near-
estyear.

The material componentisacalendar page.

Know Direction (Divination)

Sphere: Travelers
Range:0
Components:V,S,M
Duration: Instantaneous
Casting Time: 1

Areaof Effect: Special
Saving Throw: None

Know direction allows the caster to instantly know the direction of north.
The spell is effective in any environment, whether underwater, under-
ground, or in darkness (including magical darkness).

The material component is a small scrap of a parchment map that is at
least 100 yearsold.

Know Time (Divination)

Sphere: Time

Range: 0
Components:V,S
Duration: Instantaneous
Casting Time: 1

Areaof Effect: The caster
Saving Throw: None

Know time is particularly useful when the caster has been unconscious.

This spell enables the caster to know the precise time of day to the nearest
minute, including the current hour, day, month, and year.

Light (Alteration) Reversible

Sphere: Sun

Range: 120yds.

Components:V,S

Duration: Lhr.+1turn/level
Casting Time: 4

Area of Effect: 20-ft.-radius globe
Saving Throw: Special

This spell causes a luminous glow within 20 feet of the spell's center. The
area of light thus caused is equal in brightness to torchlight. Objects in dark-
ness beyond this sphere can be seen, at best, as vague and shadowy shapes.
The spellis centered ona point selected by the caster,and he must have aline
of sight or unobstructed path to that point when the spell is cast. Light can
spring from air, rock, metal,wood, or almost any similar substance. The ef-
fectisimmobile unlessit s specifically centered on a movable object or mo-
bile creature. If this spell is cast upon a creature, any applicable magic resis-
tance and saving throws must be rolled. Successful resistance negates the
spell,while asuccessful saving throw indicates that the spell is centered im-
mediately behind the creature, rather than upon the creature itself. Alight
spell centered on the visual organs of a creature blinds it, reducing its attack
and saving throw rolls by 4 and worsening its Armor Class by 4. The caster
can extinguish the lightatany time by uttering a single word. Light spells are
notcumulative--multiple castings do not provide a brighter light.

The spellis reversible, causing darkness in the same area and under the
same conditions as the light spell, but with half the duration. Magical dark-
nessis equal to that of an unlitinterior room--pitch darkness.Any normal
light source or magical light source of lesser intensity than full daylight does
not function in magical darkness. A darkness spell cast directly against a
light spell cancels both,and vice versa.

Locate Animals or Plants (Divination)

Sphere: Divination (Animal, Plant)
Range: 100yds. + 20 yds./level
Components:V,S,M

Duration: 1rd./level

Casting Time: 1rd.

Area of Effect: 20 yds./level x 20 ft.
Saving Throw: None

The caster can find the direction and distance of any one type of animal or
plant he desires. The caster, facing in a direction, thinks of the animal or
plant,and then knows if any such animal or plant is within range. If so, the
exact distance and approximate number present is learned. During each
round of the spell's duration, the caster can face in only one direction (i.e.,
only a 20-foot-wide path can be known). The spell lasts one round per level
of experience of the caster, while the length of the path is 100 yards plus 20
yards per level of experience. (At the DM's option, some casters may be able
to locate only those animals [or plants] associated closely with their own
mythos.)

While the exact chance of locating a specific type of animal or plant de-
pends on the details and circumstances of the locale, the general frequency
of the subject can be used as a guideline: common = 50%, uncommon =
30%, rare = 15%,and very rare = 5%. Most herbs grow in temperate regions,
while most spices grow in tropical regions. Most plants sought as spell com-
ponents or for magical research are rare or very rare. The results of this spell
are always determined by the DM.

The material component is the caster's holy symbol.

Log of Everburning (Enchantment)

Sphere: Elemental Fire, Plant
Range: Touch
Components:V,S

Duration: 1 hour/level
Casting Time: 1

Area of Effect: Special
Saving Throw: None

This spell increases the amount of time that awooden object will burn be-
fore being consumed. Wood that is enchanted in this manner burns brightly
without being consumed for the duration of the spell. When the spell ends,
the wooden object crumbles toash.

Thisspell does not cause the wood to catch fire; it must be ignited normal-
ly.While it burns, the wood gives off twice the normal amount of heat; thus,a
single log can make acozy fire.

The affected wood radiates magic. The priest may enchant up to 1 cubic
foot of wood per level of experience. The spell is effective on torches.

Magical Stone (Enchantment)

Sphere: Combat

Range: Touch
Components:V,S,M
Duration: Special
Casting Time: 4

Area of Effect: 3 pebbles
Saving Throw: None

By using this spell, the priest can temporarily enchant up to three small
pebbles, no larger than sling bullets. The magical stones can then be hurled
orslung atan opponent. If hurled, they can be thrown up to 30 yards,and all
three can be thrown in one round. The character using them must roll nor-
mally to hit, although the magic of the stones enables any character to be
proficient with them. The stones are considered +1 weapons for determin-
ing if acreature can be struck (those struck only by magical weapons, for in-
stance),although they do not have an attack or damage bonus. Each stone
that hits inflicts 1d4 points of damage (2d4 points against undead). The
magic in each stone lasts only for half an hour, or until used.

The material components are the priest's holy symbol and three small
pebbles,unworked by tools or magic of any type.

Mistaken Missive (Alteration)

Sphere: Chaos

Range: Touch
Components:V,S,M
Duration: Permanent
Casting Time: 1

Areaof Effect: One page/level
Saving Throw: None

This spell alters the appearance of words written in ink. When the spell is
castuponawritten page, the inkimperceptibly beginsto move. Over the next
few days, the message becomes progressively more llegible. If the page is left
undisturbed for six days, an entirely new message forms on the page. The
new message is completely legible and is recognizable as the handwriting of
the original author, but is contrary in content to the original message.

After the spell is cast, the message will appear different every day. The DM
decides the message that the page will carry after the sixth day has passed.
Following is a sample of the changes that could take place in amessage.

Day One: The words of the letter appear faint, as if the author of the letter
was running out of ink as he wrote.

Day Two: The words have moved slightly from their original positions,asif
the person writing the letter were shaking or ina moving carriage when the
letter was written.

Days Three and Four: The message is gibberish. Although the ink forms
groups of letters arranged in lines with punctuation, nearly all the words are
meaningless. This may appear to be some sort of code, but it means nothing.

Day Five: The ink has formed real words. However, the sentence construc-
tionisstillmeaningless (e.g., Egg west worse green!).

Day Six (and beyond): The message is coherent, but the opposite intent of
the original message has been created. If the original letter read, "Send
troops quickly," the new letter reads, "All is fine. Keep your meninreserve."

If mistaken missive is cast on the pages of a spellbook or a scroll, the ink on
the page reformsinto a new spell of the same level as the original spell. Thus,
a darkness spell might become a maze spell. However, the spell formula will
be wrong.Although it will look like a proper spell, it will not function when
cast.

A coded message that is subjected to mistaken missive will appear as a
coded message on the sixth day but will hold a different meaning than the
original message.

Aglass of preserved words will allow the original message to be read cor-
rectly. Dispel magic will restore the message toits original form.

The material component is three drops of ink.

Morale (Enchantment/Charm)

Sphere: War

Range: Special

Components:V,S,M

Duration: Special

Casting Time: Special

Avrea of Effect: One unit up to 200 individuals
Saving Throw: None

Thisspell can be used in two distinct ways. The first is appropriate for bat-
tlefield use. The priest can cast this spell on any unit within 240 yardsinan
uninterrupted line of sight. The casting time for this use is one turn and the
material componentisagem of at least 100 gp value which is consumed dur-
ing the casting.

At the conclusion of this use of the spell, the target unit's morale is modi-
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fied by 1, either positively or negatively, as the caster desires. This modifica-
tion remainsin effect for 1d4+2turns.

The second and more powerful use of the spell requires lengthy prepara-
tions. Casting must take place inside or within 100 yards of a place of wor-
ship dedicated to the casting priest's deity. Both the priest and the unit to be
affected must be present. The casting time for this use is 5 turns. The materi-
al component s the priest's holy symbol.

At the conclusion of this use of the spell, the unit's morale is raised by 3
(maximum of 19). This morale increase lasts until the next sunset. Only
priests of 10th level or higher can cast this version of the spell.

Orison (Various schools)

Sphere: All

Range: 10yds.
Components: V, S
Duration: Special
Casting Time: 4
Area of Effect: Varies
Saving Throw: None
Subtlety: +3
Knockdown: None
Sensory: Small visual/audio
Critical: None

The most humble of priestly spells is the orison, a brief prayer or invoca-
tion of a minor nature. Typically, priests learn a number of orisons as
acolytes or students in order to hone their spellcasting skills and emphasize
concepts, ideals, or phrases of particular importance to the faith. Because
anorisons is not even on par with other 1st-level magic, a priest memorizesa
number of individual orisons equal to three +1 per level (up to @ maximum
of nine) when he devotes a 1st-level spell slotto orison. In other words, a 1st-
level priest can memorize four orisons for one 1st-level spell slot, a 2nd-lev-
el priest can memorize five, and so on. Unlike cantrip, an orison must have a
specific effect, although the priest need not decide which incantation he will
use until he actually casts the spell. Regardless of the prayer chosen, the ori-
son's duration is never more than one round per level. Known orisons in-
clude the following:

Alleviate: Asingle creature suffering from nausea or pain is relieved of its
discomfort. Magically induced nausea or pain is only alleviated if the
victim passes a saving throw vs. spell with a -2 penalty.

Calm: Asingle creature that has been startled or frightened is soothed.
Victims suffering from magical fear may attempt a save vs. spell witha -2
penalty to calm themselves.

Clarity: For the duration of the orison, the priest's speech is clear and free
of impediment-useful for readings from sacred texts and other such
rites. Magical conditions such as confuse languages cannot be over-
come by this orison.

Courage: The priest gainsa+1 bonus to his nextattack roll, aslongas the
attack is made within the spell's duration.

Guidance: The priestgainsa+1bonustoaWisdom or Intelligence check
to determine the right course of action ina moral dilemma or puzzle.
Healing: By histouch, the priestmay heal a creature of 1 point of damage.
Magic sense: Ifthere is a persistent spell effect or magical item within 10
yards, the priest feels a recognizable tingle or sensation of some kind.
He has no way to determine what item or spell may have caused the re-

action.

Memory: Any item the priest commits to memory during the spell dura-
tion is more completely and permanently learned; he gains a +2 bonus
toany checks to recall the exact appearance, wording, or meaning of an
item, text, or message.

Resistance to magic: The caster gains a +1 bonus to his next saving
throw against magic of any type, as long as it occurs during the orison's
duration.

Resistance to poison: The priest gains a +1 bonus to his next saving
throw vs. poison, as long as it occurs during the orison's duration.

Other orisons of similar power or scope may be permitted by the DM. Gen-
erally, an orison should not affect more than one creature or die roll ata
time, and an orison that can actually cause immediate harm to a creature
should inflict no more than 1 or 2 points of damage. An offensive orison
would be quite rare and most probably associated with an evil or chaotic
priesthood.

PassWithout Trace (Enchantment/Charm)

Sphere: Plant

Range: Touch
Components:V,S,M
Duration: L turn/level
Casting Time: 1rd.
Areaof Effect: 1 creature
Saving Throw: None

When this spellis cast, the recipient can move through any type of terrain-
-mud, snow, dust, etc.--and leave neither footprints nor scent. The area that
ispassed over radiates magic for 1d6 turnsafter the affected creature passes.
Thus, tracking a person or other creature covered by this spell isimpossible
by normal means. Of course, intelligent tracking techniques, such asusing a
spiral search pattern, can result in the trackers picking up the trail ata point
where the spell hasworn off.

The material component of this spellisasprig of pine or evergreen,which
must be burned and the ashes powdered and scattered when the spell is cast.

Personal Reading (Divination)

Sphere: Numbers

Range: 0

Components: V,S,M

Duration: Special

Casting Time: 2turns

Area of Effect: One creature

Saving Throw: None

This spell allows the priest to mathematically analyze personal informa-
tion about one human or demihuman character and learn valuable facts
about that character. To cast this spell, the priest must know the subject's re-
al name (the name the subject was given as a child) or the date and place of
the character's birth. The priest analyzes this information and is able to build
arough picture of the character's life history and personal specifics.

The "historical" information discovered through this spell is generally
vague. For example, the priest might learn that the subject was born in the
woods and moved to the city only after hardship made his life untenable. Spe-
cific information is up to the DM. The DM might provide some or all of the
following information.

= The subject's character class or career

The subject's approximate level (stated in terms such as "novice,"
"highly skilled," "moderately competent,” etc.)

« The subject's standing in the community ("highly respected,"
"mistrusted,” "considered an enigma,” etc.)

= The subject's success or failure in his profession

= The subject's prevailing character traits or mannerisms

If the priest casts the spell based on an alias or incorrect birth informa-

tion, the reading will be inaccurate. The DM should develop a history and
personality at odds with the truth. This might allow the priest to determine
whether the name of the subject is correct--a reading giving information
that conflicts with what the priest already knows should be a clue that the
nameisincorrect.

The subject need not be present during the casting. The priest can cast the
spell without ever having met the subject.

The material component is asmall book of numerological formulae and
notes (different from the book used in telethaumaturgy). The book is not
consumed in the casting.

A DM may rule that this spell can be cast on humanoids or monstrous
creatures. The information available will be similar (considering that words
like "profession” will mean something different when applied to an ogre).
This spell will categorically fail on creatures that have no concept of a per-
sonal name.

Protection from Chaos (Abjuration)

Sphere: Law
Range:Touch
Duration: 3 rds./ level
Area of Effect: 1 creature
Subtlety: +4

Sensory: Small visual
Components: V, S, M
Casting Time: 4
Saving Throw: None
Knockdown: None
Critical: None

Resembling the spell protection from evil, this abjuration wards the crea-
ture touched from the attacks of minions of chaos. Chaotic creatures suffer a
-2 penalty to attack rolls against the spell recipient, and the subject gains a
+2 bonus to saving throws against spells or other attacks employed by chaot-
ic creatures. Attempts to possess, dominate, or exercise other forms of men-
tal control against the recipient are automatically blocked by this spell.

Protection from chaos also wards the recipient against contact with extra-
planar creatures of chaotic origin, including tanar'ri, slaad, and eladrin. Un-
like protection - from evil, this spell does not necessarily guard against sum-
moned or conjured creatures unless the creatures in question are chaotic in
alignment. However, protection from chaos does protect the recipient from
creatures influenced by confusion and chaos spells and effects. The natural
or bodily attacks of such creatures automatically fail, as long as the recipient
does not use the spell's power to trap, pin, or drive back the chaotic crea-
turesinquestion. The spell endsif the recipient makes amelee attack against
creatures that are prevented from attacking him by this spell.

The material component is a small ring of gold or lead tempered by a
chaotic smith. Note that this spell is not reversible.

Protection From Evil (Abjuration) Reversible

Sphere: Protection
Range: Touch
Components:V,S,M
Duration: 3rds./level
Casting Time: 4

Areaof Effect: 1 creature
Saving Throw: None

Whenthisspelliscast, it createsamagical barrier around the recipientata
distance of 1 foot. The barrier moves with the recipient and has three major
effects:

First,all attacks made by evil or evilly enchanted creatures against the pro-

tected creature receive a penalty of -2 to each attack roll, and any saving
throws caused by such attacks are made by the protected creature witha +2
bonus.

Second,any attempt to exercise mental control over the protected creature
(if,for example, it has been charmed by avampire) or to invade and take over
itsmind (as by aghost's magic jar attack) is blocked by this spell. Note that
the protection does not prevent avampire's charm itself, nor end it, but it
does prevent the vampire from exercising mental control through the barri-
er. Likewise, an outside life force is merely kept out, and would not be ex-
pelled if in place before the protection was cast.

Third, the spell prevents bodily contact by creatures of an extraplanar or
conjured nature (suchas aerial servants,elementals,imps, invisible stalkers,
salamanders, water weirds, xorn,and others). This causes the natural (body)
weapon attacks of such creatures to fail and the creature to recoil if such at-
tacks require touching the protected creature. Animals or monsters sum-
moned or conjured by spells or similar magic are likewise hedged from the
character. This protection ends if the protected character makes a melee at-
tack against or tries to force the barrier against the blocked creature.

Tocomplete this spell, the priest uses holy water or burning incense.

Thisspell can be reversed to become protection from good, with the second
and third benefits remaining unchanged.

The material components for the reverse are a circle of unholy water or
smoldering dung.

Puffball (Alteration)

Sphere: Plant

Range:Touch

Components: V, S, M

Duration: 2 rounds/level of caster
Casting Time: 4

Area of Effect: 1 mushroom, etc.
Saving Throw: Special

A character who casts puffball on a normal mushroom, truffle, or toad-
stool (up to 6 inches in diameter) transforms the fungus into a magical puff-
ball, which the character may drop or throw. The DM should decide what
type of roll, if any, is required to hit the target (Strength, Dexterity, etc.) See
the DMG, pgs. 62-63, for rules on grenade-like missiles.

The puffball bursts upon landing, releasing a cloud of spores 10 feetin di-
ameter. Those caught in the spore cloud must save vs. poison or suffer an at-
tack of coughing and choking. Victims can make no attacks and lose all Dex-
terity bonuses to Armor Class and saving throws. The cloud dissipates in
1d3+1 rounds; residual effects still afflict characters one round after they
escape the cloud or it fades.

The spell's effects do not affect undead or similar nonbreathing creatures.
If no one throws (or drops) the missile by the time its duration expires, the
enchantment s lost.

The caster sprinkles the material component-a pinch of ground puffball-
over the fungus to be enchanted.
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Purify Food & Drink (Alteration) Reversible

Sphere: All

Range: 30yds.

Components:V,S

Duration: Permanent

Casting Time: 1rd.

Areaof Effect: 1 cu.ft./level,in10sq.ft.
Saving Throw: None

When cast, this spell makes spoiled, rotten, poisonous, or otherwise cont-
aminated food and water pure and suitable for eating and drinking. Up to 1
cubic foot of food and drink per level can be thus made suitable for con-
sumption. This spell does not prevent subsequent natural decay or spoilage.
Unholy water and similar food and drink of significance is spoiled by purify
food and drink, but the spell has no effect on creatures of any type nor upon
magical potions.

The reverse of the spell is putrefy food and drink. This spoils even holy wa-
ter; however, it likewise has no effect upon creatures or potions.

Recover Trail (Divination)

Sphere: Plant

Range: Special
Components: V, S
Duration: Special
Casting Time: 4 + Special
Area of Effect: Special
Saving Throw: None

A caster who has lost a quarry's trail while using the tracking proficiency
can use this spell to proceed. The spell only works in terrain containing
some type of vegetation (such as trees, grass, or seaweed). The quarry must
have left some potential trail on which the spell can act (the spell cannot
track acreature that has teleported or plane shifted, for example).

If successful, within an hour after casting the spell, the vegetation in a par-
ticular area will begin to flutter, as if being blown by a gentle breeze. If the
wind is already blowing, the vegetation moves up and down, or moves in an-
other unusual way to attract the caster's attention. When examining this area,
the caster will notice a footprint, broken twig, or other sign previously over-
looked, indicating to correct trail. The spell has a success chance of 60% +
2% per level of the caster.

This spell willimmediately negate a pass without trace spell if cast directly
for that purpose, otherwise it will still function normally to allow tracking
along the disguised trail.

Any spellcaster with access to both the plant sphere and the tracking profi-
ciency can use this spell.

Remove Fear (Abjuration) Reversible

Sphere: Charm

Range: 10yds.

Components:V,S

Duration: Special

Casting Time: 1

Areaof Effect: 1 creature/4 levels
Saving Throw: Special

The priest casting this spell instills courage in the spell recipient, raising
the creature's saving throw rolls against magical fear attacks by +4 for one
turn. If the recipient has recently (that day) failed a saving throw against
such an attack, the spellimmediately grants another saving throw, with a +4
bonustothedieroll.Forevery four levels of the caster,one creature can be af-

fected by the spell (one creature at levels 1 through 4, two creatures at levels 5
through 8, etc.).

The reverse of the spell, cause fear, causes one creature to flee in panic at
maximum movement speed away from the caster for 1d4 rounds. A success-
ful saving throw against the reversed effect negates it,and any Wisdom ad-
justment also applies. Of course, cause fear can be automatically countered
by remove fear and vice versa.

Neither spell has any effect on undead of any sort.

Revitalize Animal (Necromancy)

Sphere: Animal
Range:Touch
Components: V, S
Duration: Permanent
Casting Time: 4

Area of Effect: One animal
Saving Throw: None

This spell allows the caster to heal an animal by transferring life force (hit
points) from himself to the animal. If the animal is touched with one hand, it
regains W4 hit points, just as if it had received a cure light wounds spell.
Touching the animal with both hands restores 2d4 hit points. In either case,
the caster temporarily loses the number of hit points that the animal regains.
The caster will recover his lost hit points 1-4 hours later (if he transferred 3
hit points, he recovers 3 hit points in 1-4 hours). The caster's recovery of
these hit points has no effect on the restored animal.

During the 1-4 hours before the caster recovers his transferred hit points,
he feels weak and dizzy. making all attack rolls ata-1 penalty during that
time. Should the ranger die during that 1-4 hour period, the recovery
process stops immediately and no hit points are recovered.

The animal cannot recover hit points beyond the normal allotment. For in-
stance, an animal that normally has 10 hit points, but has been reduced to 6
due an injury, can't receive more than 4 hit points from this spell. Also, the
caster will have at least 1 hit point remaining after using this spell; if the cast-
er has 6 hit points, he won't transfer more than 5 to a damaged animal.

Revitalize animal works on animals only; ithas no effect on humans, demi-
humans, humanoids, magical creatures, etc. The spell is not reversible; that
is, aninjured caster can't receive hit points from ananimal.

Ring of Hands (Abjuration) Reversible

Sphere: Protection
Range:0
Components:V,S
Duration: 2d10 rounds
Casting Time:5
Areaof Effect: Special
Saving Throw: None

Thisisacooperative magic spell. It requiresa minimum of two priestsand
canaccommodate amaximum of ten. Each priest must cast ring of hands on
the same round. At the end of the casting, the priests involved join hands,
thus completing the spell. If any priest breaks the circle, the spell immediate-
ly ceases. The priests may not move from their locations but are free to speak.
They may not cast spells requiring a somatic or material component while
theringis formed.

Thering of hands forms a protective barrier around the priestsand every-
thingwithin their circle. For each priest,assume a five-foot circumference of
the circle; thus, three priests would create a circle of 15-foot circumference.
For easy calculation,assume that for each priest, the circle can accommodate
four persons.

The barrier functions as a protection from evil spell. Attacks by evil crea-

tures suffera -1 penalty for every priest forming the circle. Saving throws
made by the priests or anyone in the circle against attacks from such crea-
turesreceivea+1honus for every priestin the circle.

Attempts at mental control over protected creatures are blocked. Extrapla-
nar and conjured creatures are unable to touch the priests and those within
the circle, although melee attacks against such creatures by those within the
ring break the barrier.

Because the priests casting the spell cannot move and must hold hands,
they do not receive any Dexterity bonuses to Armor Class. Furthermore, op-
ponents gain a +2 bonus on attack rolls against the priests, since there is lit-
tlethey can do to avoid a blow. Creatureswithin the ring are free toact as they
wish. Melee attacks by those within the ring are limited to piercing weapons
and suffer a-1 penalty to attack rolls since the priests intervene.

The reverse of this spell, ring of woe, functions as detailed above except the
effectapplies to good creatures as would a protection from good spell.

Sacred Guardian (Enchantment/Charm)

Sphere: Guardian

Range: Touch
Components:V,S,M

Duration: 1 day/level

Casting Time: 1

Areaof Effect: Creature touched
Saving Throw: None

By use of this spell,a priest becomes instantly aware when the recipient of
thespellisindanger, regardless of the distance between the priestand the re-
cipient. The recipient may be ona different plane of existence than the priest.

When this spell is cast by a priest of at least 3rd level, he receives a mental
image of the endangered person's situation. At no time, however, does the
priestknow the person's location through the use of this spell.

The material componentisarose petal that has been kissed by the spell re-
cipient.

Sanctuary (Abjuration)

Sphere: Protection

Range: Touch
Components:V,S,M
Duration: 2 rds.+ 1 rd./level
Casting Time: 4

Area of Effect: 1 creature
Saving Throw: None

When the priest casts a sanctuary spell,any opponent attempting to strike
or otherwise directly attack the protected creature must roll a saving throw
vs.spell. If the saving throw is successful, the opponent can attack normally
and is unaffected by that casting of the spell. If the saving throw is failed, the
opponent loses track of and totally ignores the warded creature for the dura-
tion of the spell. Those not attempting to attack the subject remain unaffect-
ed. Note that this spell does not prevent the operation of area attacks (fire-
ball,ice storm,etc.). While protected by this spell, the subject cannot take di-
rectoffensive action without breaking the spell, but may use nonattack spells
or otherwise act in any way that does not violate the prohibition against of-
fensive action. This allows awarded priest to heal wounds, for example, or to
bless, perform an augury, chant, cast a light in the area (but not upon an op-
ponent),andsoon.

The components of the spell include the priest's holy symbol and asmall
silver mirror.

Shillelagh (Alteration)

Sphere: Combat, Plant
Range: Touch
Components:V,S,M
Duration:4rds.+1rd./level
Casting Time: 2

Areaof Effect: 1 oak club
Saving Throw: None

This spell enables the caster to change his own oak cudgel or unshod staff
intoamagical weapon that gainsa +1bonus to its attack roll and inflicts 2d4
points of damage on opponents up to man size,and 1d4+1 points of damage
on larger opponents. The spell inflicts no damage to the staff or cudgel. The
caster mustwield the shillelagh, of course.

The material components of this spell are a shamrock leaf and the caster's
holy symbol.

Skeletal Servant (Necromancy)

Sphere: Necromantic

Range: 10yards

Components: V, S, M

Duration: One week

Casting Time: 1turn

Area of Effect: One body or skeleton
Saving Throw: None

This spell temporarily animates the bones of a dead human, demihuman,
or humanoid creature of man-size or less. The resultant skeleton will obey
only simple commands until itis destroyed, turned, or dispelled, or the spell
duration expires. As with the creations of the more powerful animate dead
spell, askeletal servant can be commanded to guard an area, follow the cast-
er, carry heavy objects, and so on. The servant is not well suited to complex
tasks (such as cooking, for instance) and is generally created to serve asa
porter or temporary bodyguard.

Apriest may have only one skeletal servant per level of experience in ser-
vice at once. The material component is a handful of graveyard dirt. As with
the more powerful animate dead spell, the creation of a skeletal servant is
notagood act, and only evil priests use it frequently.

Speak With Astral Traveler (Alteration)

Sphere: Astral

Range: Touch
Components:V,S
Duration: 1 round/level
Casting Time: 1 round
Areaof Effect: One creature
Saving Throw: None

Whena priest casts the 7th-level astral spell, he leaves his physical body in
suspended animation while his astral body travels. By touching the co-
matose body and casting speak with astral traveler, a priest can mentally
communicate with the projected individual. Although communication is
mental, it takes the same amount of time as a normal, verbal dialogue. The
spell ends abruptly when its duration expires.
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Spectral Senses (Divination/Necromancy)

Sphere: Divination, Necromantic
Range: 30 yards/level
Components: V, S, M

Duration: 1 hour/level

Casting Time: 4

Area of Effect: Caster

Saving Throw: None

This spell establishes a sensual link between the priest and an skeleton or
azombie within the spell's range. This link allows the caster to see what the
undead sees as if the priest were looking through the creature’s eyes. The
link also enables the priest to hear any sounds that occur in the vicinity of the
undead being. The priest can hear and see exactly as if he or she were stand-
ing at the same location as the undead creature. The spell also allows the
priest to issue simple commands via this link. The spell ends abruptly if ei-
ther the caster or the undead creature moves out of range or is somehow
moved to another plane.

Alternatively, the spell may be cast upon an (inanimate) corpse. In sucha
case, the spell transmits visual and auditory senses to the priest, but does not
confer any ability to command or animate the body The material compo-
nents are the priest's unholy symbol and a black, hooded cowl which must
be worn over the eyes and ears of the priest to benefit from the spectral sens-
es.

Strength of Stone (Invocation/Evocation)

Sphere: Elemental Earth
Range:Touch

Duration: 3rds.+ 1 rd. /level
Area of Effect: 1 creature
Subtlety: +4

Sensory: None
Components: V, S, M
Casting Time: 4

Saving Throw: None
Knockdown: None
Critical: None

This spell grants supernatural strength to the recipient by raising his
Strength score by 1d4 points or to a minimum of 16, whichever is higher.
Each 10% of exceptional Strength counts as 1 point, so a character with a
Strength of 17 could be raised as high as an 18 / 30, but no higher. Both the
priestand the recipient must be in contact with solid stone or earth when the
spell is cast-standing on the ground will do nicely, but flying or swimming
will not. The spell lasts for 3 rounds plus 1 round per caster level or until the
subject loses contact with the earth. Obviously, this can happen in a number
of ways, including being picked up or grappled by a larger creature, being
knocked through the air by an impact or explosion, or even being magically
moved in some fashion.

The material components are a chip of granite and a hair from a giant.

Sunscorch (Invocation/Evocation)

Sphere: Sun

Range: 40 yds.

Duration: Instantaneous

Area of Effect: 1 creature

Subtlety: +3

Sensory: Moderate visual, moderate tactile
Components: V, S

Casting Time: 4

Saving Throw: Neg.
Knockdown: d6

Critical: Medium (1 hit) fire

This spell creates a brilliant ray of scorching heat that slants down from
the sky to strike one target of the caster's choice. The victim is entitled to a
saving throw vs. spell to avoid the ray-a successful save indicates that it
missed altogether. Any creature struck by the ray sustains 1d6 points of dam-
age, plus 1 point per caster level. Undead creatures and monsters vulnerable
to bright light sustain 1d6 points of damage, plus 2 points per caster level. In
addition to sustaining damage, living victims are also blinded for 1d4 rounds
by the spell.

The sun must be in the sky when sunscorch is cast, or the spell fails entire-
ly. It cannot be cast underground, indoors, or in hours of darkness although
routine overcasts do not hinder the sunscorch.

Thought Capture (Divination)

Sphere: Thought

Range: 0
Components:V,S
Duration: Instantaneous
Casting Time:3

Areaof Effect: 10 yards
Saving Throw: None

One of the more bizarre contentions held by priests of the School of
Thought is generally scoffed at by outsiders. The theory states that once a
thought has occurred in someone's brain, it exists as a "freestanding mental
object.” This "thought object" usually remains inside the brain of the crea-
ture that created it, but sometimes it escapes (this supposedly explains why
people forget things). When this happens, the thought object stays in the ge-
ographical areawhere it was lost. Any receptive brain (usually the brain of
the creature that initially created the thought) can pick it up again simply by
bumping into the invisible, free-floating thought. According to the theory,
thisis the reason that people can regaina lost thought by going back to the lo-
cation where the thought was lost. This supposedly works because the free-
floating thought is recaptured, not because the locale reminds them of the
thought. Unfortunately for philosophers who disagree with this, thought
capture seems to be extremely strong evidence for this theory.

This spell makes the priest's brain something of a magnet that attracts
thought objects in close proximity. The priest can sense strong thoughts and
emotions and can sometimes even see momentary visions of creatures who
died or suffered some powerful emotion in the immediate vicinity. Thought
objects are always attracted to the priest in the order of the strongest (those
attached to powerful emotions or significant events) to the weakest. Thus, if
several thought objects share the same vicinity, the priest will perceive infor-
mation about the most interesting or significant event. The priest might pick
up images of a battle from the point of view of awarrior who died there, or he
might gain information about the victor of the battle.

The DM dictates the information provided to the priest,and thus can use
this spell to provide players with important background information or can
add texture to acampaign world. The information provided might be highly
crypticor symbolic, perhapsin the form of arhyme or riddle.

The priest gains one thought object per casting of the spell. The spell may
be castanumber of timesin the same locale, with the priest gaining a differ-
ent thought object with each casting. A locale contains a finite number of
thoughts, however,and once the priest has gained all of them (per the DM),
the spellwill failinthat locale.

Undead Alacrity (Necromancy)

Sphere: Necromantic
Range:Touch

Components: V, S, M

Duration: 1 turn + 2 rounds/level
Casting Time: 4

Area of Effect: One undead/ level
Saving Throw: None

This spell only affects skeletons and zombies, which temporarily gain the
speed and agility of a living human in a peak, healthy state (a movement rate
0f 12). The undead also gain the same dexterity- initiative, and saving throws
asthe caster (providing, of course, that these attributes are better than those
ofthe undead).

Because of their alacrity, the armor class of the undead is automatically
improved by 1 (and possibly further modified by the defense adjustment of
the caster, if any). The material components are three drops of water, sinew
ofany mammal, and a drop of quicksilver.

Weighty Chest (Alteration)

Sphere: Wards

Range: Touch
Components:V,S,M
Duration: 1 day/level
Casting Time: 1

Areaof Effect: 5-foot cube
Saving Throw: None

Thisspell enables the caster to enchant achest, book, package, or any oth-
ernonliving objectno larger thana5'x5'x5' cube. When the enchanted object
is touched by anyone other than the caster, the apparent weight of the object
increases, becoming 2-5 (1d4+1) times the weight of the person or persons
touchingit.

This condition makes the object extremely difficult to move for anyone
but the caster. The caster can move the object normally throughout the dura-
tion of the spell.

The material componentisalead ball.

Wind Column (Invocation/Evocation)

Sphere: Elemental Air
Range: 0

Duration: 2 rds./ level
Area of Effect: The caster
Subtlety: +1

Sensory: Moderate visual
Components: S

Casting Time: 1

Saving Throw: None
Knockdown: None
Critical: None

A priest with access to this spell need not fear most routine falls, since the
casting of the wind column creates a pillar of strong winds to slow his de-
scent. The spell is most effective in areas or regions where a strong breeze is
available, such as the heights of amountain or the mast of aship at sea. Inar-
eas of dead, calm air, it is much more difficult to muster the windpower nec-
essary to arrest the caster's fall. The caster's rate of descent (and risk of
damage) varies with the strength of the prevailing winds, as shown below.

If the wind is very strong, the caster can even choose to gain altitude in-
stead of falling, although he can rise no higher than 5 feet per level above his

original height before the wind column loses cohesiveness and he starts to
fall again. However, a priest could use this to leap out a castle window and al-
low the winds to bear him to the roof of the tower, if the conditions are right.

Falling Damage
Strength Rate Sustained
Verystrong  *2ft./sec. (120ft./rd.) None
Strong 4ft./sec. (240ft./rd.) None
Moderate 8 ft./sec. (480 1t./rd.) 1per10ft. (*1)
Light 16 ft./see. (960 ft./rd.) 1d2 per 10ft. (*2)
None 32ft./sec. (2000ft./rd.) 1d3 per 10ft. (*3)

(*1) Maximum of 8 points
(*2) Maximum of 10d2
(*3) Maximum of 12d3

Ifyou prefer to use the combat round scale from PLAYERS OPTION: Com-
bat & Tactics, rounds are approximately one tenth as long, and movement
per round is reduced accordingly. For example, in moderate winds, the cast-
er will fall about 48 feet per round in the Combat & Tactics scale.

Whisperward (Alteration)

Sphere: Guardian, Weather
Range:Touch

Components: V, S, M

Duration: Permanent until triggered
Casting Time: 4

Area of Effect: 1 item

Saving Throw: None

Whisperward can be cast on any single item, portal, or closure (suchasa
book, door, or lid). It may ward up to a 30-foot radius.

The character keys the ward to become activated (like a magic mouth
spell) under specific conditions-such as when a certain individual enters the
area or opens the warded closure. When the ward is triggered, a soft whis-
pering breeze blows across the caster's face. The caster must stay within 1
mile per experience level of the ward to receive the warning.

The material component s the priest's holy symbol.
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Second-Level Spells

Aid (Necromancy, Conjuration)

Sphere: Necromantic
Range: Touch
Components:V,S,M
Duration: 1rd.+ 1rd./level
Casting Time:5

Areaof Effect: 1 creature
Saving Throw: None

The recipient of this spell gains the benefit of a bless spell (+1 to attack

rolls and saving throws) and a special bonus of 1d8 additional hit points for
the duration of the spell. The aid spell enables the recipient to actually have
more hit points than his full normal total. The bonus hit points are lost first
when the recipient takes damage; they cannot be regained by curative mag-
ic.
For example,a 1st-level fighter has 8 hit points, suffers 2 points of damage
(8-2=6),and then receives an aid spell that gives 5 additional hit points. The
fighter now has 11 hit points, 5 of which are temporary. If he is then hit for 7
points of damage, 2 normal hit points and all 5 temporary hit points are lost.
He then receives a cure light wounds spell that heals 4 points of damage,
restoring himto his original 8 hit points.

Note that the operation of the spell is unaffected by permanent hit point
losses due to energy drain, Hit Die losses, the loss of a familiar, or the opera-
tion of certain artifacts; the temporary hit pointgain is figured from the new,
lower total.

The material components of this spell are a tiny strip of white cloth witha
sticky substance (such as tree sap) on the ends, plus the priest's holy symbol.

Animal Eyes (Necromancy)

Sphere: Animal

Range: 0

Components: V, S, M

Duration: 3 rounds + 1 rnd/level
Casting Time: 5

Area of Effect: One creature
Saving Throw: None

By using this spell, the caster can temporarily see through the eyes of any
animal. The caster points at any single animal within 100 yards, then closes
his eyes and remains stationary. In his mind's eve, he sees whatever the ani-
mal is seeing. If the subject animal is a squirrel studying the party from atree
branch, the caster sees himself and the party from the perspective of the
squirrel. If the subject animal is a bird soaring overhead, the caster gets a
bird's eve view of the area below.

The spell hasno effect on the subjectanimal, nor can the caster control the
animal's actions in any way. The animal is unaware of the spell and acts as it
normally would. The spell persists until the end of its duration. or the caster
moves or takes another action. The caster may voluntarily negate the spell by
opening his eves. the spell also ends if the animal is killed, or moves more
than 100 yards away from the caster.

The subject animal must be one normally found in nature. It may not be
supernatural, human, dernihuman, nor of extraplanar origin.

The spell requires a glass lens no larger than one inch in diameter as a fo-
cus, which is not consumed in the casting.

Animal Spy (Divination)

Sphere: Animal

Range: 10yards

Components: V, S

Duration: 1 turn/2 levels of caster

Casting Time: 5

Area of Effect: 1 animal

Saving Throw: Wizard familiars may save vs. spell to negate.

Only a normal (real-world) animal or a giant version of anormal animal
species may become an animal spy. This spell enables the caster to share the
animal's senses-see through the animal's eyes, hear with its ears, smell with
its nose, and so on. The animal is completely unaware of the spell's effect,
unlessthe druid warns the beast before casting. Animal spy grants no control
over the creature. However, most casters will use it on a trained animal or
one befriended via the animal friendship spell.

For the duration of the spell, the caster remains in a trance, unable to
move or use human senses. This consequence can prove dangerous; for in-
stance, characters attacked while using the spell cannot feel injuries to their
bodies. However, at the start of any round, the caster may choose to return
the animal's senses to the creature and resume control of the human body.
This decision ends the spell immediately. The spell also ends if the animal
travels more than 100 yards away per level of the caster.

Astral Awareness (Divination)

Sphere: Astral
Range: 0

Duration: 1 hr./level
Area of Effect: The caster
Subtlety: +3
Sensory: None
Components:V, S
Casting Time: 5
Saving Throw: None
Knockdown: None
Critical: None

This divination attunes the caster's perceptions to the silver void of the As-
tral Plane or the misty grayness of the Ethereal Plane. While the spell is in ef-
fect, the caster automatically notes the approach of all kinds of astral or ethe-
real phenomena, including shifting conduits, the psychic wind, ether cy-
clones, demiplanes and debris, color pools, and curtains of vaporous color.
The character has a 90% chance to detect a color pool from its invisible side
and a 5% chance per level to determine which plane a curtain or pool leads
to simply by studying its color.

Inaddition to his awareness of physical phenomena, the caster gainsa +2
bonus to surprise checks against astral or ethereal monsters. He also has a
5% chance per level to detect the threat of creatures whose gaze extends into
the Ethereal (basilisks, for instance) before he enters the range of the mon-
ster's gaze weapon.

Augury (Divination)

Sphere: Divination
Range:0
Components:V,S,M
Duration: Special
Casting Time: 2rds.
Area of Effect: Special
Saving Throw: None

The priest casting an augury spell seeks to divine whether an action in the
immediate future (within one-half hour) will benefit or harm the party. For
example, if a party is considering the destruction of aweird seal that closes a
portal,an augury spell can be used to find if weal or woe will be the immedi-
ate result. If the spell is successful, the DM yields some indication of the
probable outcome: "weal," "woe," or possibly a cryptic puzzle or rhyme. The
base chance for receivinga meaningful reply is 70%, plus 1% for each level of
the priest casting the spell; for example, 71%at 1st level, 72%at 2nd, etc. Your
DM determines any adjustments for the particular conditions of each au-
gury.

For example, if the question is "Will we do well if we venture to the third
level?" and a terrible troll guarding 10,000 sp and ashield +1 lurks near the
entrance to the level (which the DM estimates the party could beat after a
hard fight), the augury might be: “Great risk brings great reward." If the troll
istoostrong for the party, the augury mightbe: "Woe and destruction await!"
Likewise, a party casting several auguries about the same action in quick
succession might receive identical answers, regardless of the dice rolls.

The material component for an augury spell is aset of gem-inlaid sticks,
dragon bones, or similar tokens of at least 1,000 gp value (which are not ex-
pended incasting).

Auraof Comfort (Evocation)

Sphere: Travelers

Range: Touch

Components:V,S

Duration: 1 hour/level

Casting Time: 2

Areaof Effect: Creature touched
Saving Throw: None

When this spellis cast,a faintly shimmering aurasurrounds the recipient.
Theaurainsulates the recipient from the effects of nonmagical heatand cold
inarange of -20 F. to 140 F. Any time a traveler encounters temperatures in
this range, he maintains acomfortable temperature of 70 F,, regardless of
prevailing weather conditions. Additionally, the spell acts as a shield against
rain,snow,and hail,whichare blocked by the aura.

If arecipient encounters a temperature above or below the stated range,
the temperature within the aurais altered by an equal number of degrees.
For example, a recipient who encounters a temperature of 150 will actually
experience atemperature of 80°F.

All physical objects other than rain, snow, and hail can pass through the
aura. The recipient can cast spells normally while the aura of comfort isin ef-
fect. The spell offers no protection against magically generated weather, such
as that caused by weather summoning and ice storm. It does not protect
against fire,nor does it shield against fire- or cold-based attacks.

Barkskin (Alteration)

Sphere: Protection, Plant
Range: Touch
Components:V,S,M
Duration:4rds.+1rd./level
Casting Time:5

Areaof Effect: 1 creature
Saving Throw: None

When a priest casts the barkskin spell upon a creature, its skin becomes as
tough as bark, increasing its base Armor Class to AC 6, plus 1 AC for every
four levels of the priest: Armor Class 5 at 4th level, Armor Class 4 at 8th,and
soon. Thisspell does not functionin combination with normal armor or any
magical protection. Inaddition, saving throw rolls vs. all attack forms except
magic gaina +1bonus. This spell can be placed on the caster or on any other
creature he touches.

Inaddition to his holy symbol, the caster must have a handful of bark from
an oak as the material component for the spell.

Beastspite (Enchantment/ Charm)

Sphere: Animal

Range: 10yards

Components: V, S

Duration: 1 hour/level of caster
Casting Time: 5

Area of Effect: 1 person

Saving Throw: Neg.

Beastspite afflicts a single person with a magical aura that induces one
species of animal to hate and fear the character. The character becomes
loathed by any species of normal (real-world) animal. While this range ex-
cludes monsters, it includes giant animals of the same real-world species.
(For example, if beastspite causes bats to hate the subject, giant bats will re-
actsimilarly.)

When the character comes within 30 yards of an animal from the target
species, the creature will make warning signals (barks, growls, etc.). Its fur-
ther reaction depends on the animal's nature.

* Aggressive animals, including all predators and most trained guard ani-
mals, attack the spell recipient.

* Nonaggressive beasts shun the character, fleeing or attacking if ap-
proached.

* Owners can restrain their domesticated animals, but the beasts show ob-
vious distress and may become very hostile if the character tries to touch
them.

* |f the subject was riding when the spell took effect, the mount tries to
throw off the character. The subject must make a riding proficiency check
each round to stay astride and to avoid a fall if thrown off.

* An animal extremely loyal to the subject, such as a pet dog, a creature in-
fluenced by ananimal friendship spell, awizard's familiar, or a paladin's war
horse does not become utterly hostile to its owner. Instead it notices some-
thing "wrong" about the character and acts unusually nervous.

Calm Chaos (Enchantment/Charm)

Sphere: Law

Range: 20 yards
Components:V,S

Duration: Special

Casting Time: 1

Areaof Effect: 1d6 creatures/level
Saving Throw: Special

This spell temporarily calms a chaotic situation involving a group of peo-
ple. The situation may involve any range of emotions from violence (asina
barroom brawl) to joy and merrymaking (as in a festival or carnival).

Unlike the emotion spell, calm chaos does not cause a change in the emo-
tions of affected creatures--anger, fear, or intense joy remain in each individ-
ual. The emotion is simply restrained rather than released. Thus,an angry
character intent on attacking someone will still feel the desire to do so, but he
will withhold his action as long as the spell remains in effect.

Creatures to be affected are allowed a saving throw vs. spell at a -4 penalty
to avoid the effects. If more creatures are present than can be affected, crea-
tures nearest the caster are affected first.

After casting the spell, the priest makes a Charisma check. If successful, all
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characters affected by the spell are compelled to stop what they are doing.
They are filled with the sensation that something important is about to oc-
cur.Atthistime, the priest or acharacter of his choosing must gain the atten-
tion of the affected creatures by giving a speech, performing for the crowd, or
casting spells with intriguing visual effects (such as dancing lights). The at-
tention of the crowd is then held for as long as the distraction continues. A
character could filibuster and maintain control over the affected characters
for hours or days.

Two conditions will cause the group to resume its original actions. In the
first, the method of entertaining the crowd ceases for one round--the speech
ends or the spell expires. If this action is not replaced with another distrac-
tion within one round, the crowd is freed of the spell.

In the second condition, if an event occurs that is more immediate than
the distraction, the crowd will divert its attention to that event. Thus, if the
spell were used to stop a barroom brawl and the building caught fire or was
attacked, the crowd's attention would be diverted and the individuals could
act freely.

Creatures whose attention is held by the spell cannot be instructed to at-
tack or performany action. Such creatures will ignore suggestions of this na-
ture. Depending on the nature of the request, the DM may deem that the sug-
gestion causes a distraction that ends the spell.

Chant (Conjuration/Summoning)

Sphere: Combat

Range: 0

Components:V,S
Duration: Time of chanting
Casting Time: 2 rds.
Areaof Effect: 30-ft. radius
Saving Throw: None

By means of the chant spell, the priest brings special favor upon himself
and his party,and causes harm to his enemies. When the chant spell is com-
pleted, all attack and damage rolls and saving throws made by those in the
area of effect who are friendly to the priest gain +1 bonuses, while those of
the priest's enemies suffer -1 penalties. This bonus/penalty continues as
long as the caster continues to chant the mystic syllables and is stationary.
However, an interruption (such as an attack that succeeds and causes dam-
age, grappling with the chanter, or a silence spell) breaks the spell. Multiple
chants are not cumulative; however, if the 3rd-level prayer spell is spoken
while a priest of the same religious persuasion (not merely alignment) is
chanting, the effectisincreased to +2and -2.

ChaosWard (Abjuration)

Sphere: Chaos
Range:Touch
Components: V, S, M
Duration: 2 rds./ level
Casting Time: 5

Area of Effect: Creature touched
Saving Throw: None
Subtlety: +4
Knockdown: None
Sensory: Small visual
Critical: None

By using this spell, the priest can create a shimmering aura of whirling
light that surrounds the chosen creature. This protective aura makes the
spell recipient more difficult to hit in hand-to-hand combat by providing a -1
bonus to the subject's Armor Class. Against missile attacks or ranged spells
aimed directly at the recipient, the chaos ward is even more effective since it

provides a -2 bonus to Armor Class and a +2 bonus to any saving throws re-
quired. In addition, there is a chance that missile attacks or directed spells
may be deflected or reflected by the chaotic energy of the shield, as shown
below:

d%(*1) Effect

01-85 No unusual effect, subject gains normal benefits
of chaos ward

86-95 Spell or attack automatically defeated

96-99 Spell or attack ricochets, affecting a random
creature within 30 feet-normal attack roll or
saving throw needs to be rolled for the random
creature to be affected

100+ Spell or attack reflected back at originator, normal

attack roll or saving throw applies
(*1) Add the caster's level to the d% roll.

Inorder to qualify as a spell aimed directly at the recipient, a spell must af-
fect only the subject in question; a spell such as hold person or sleep that
happens to include the subject in its area of effect does not count as a direct-
ed spell and does not trigger the chaos ward. The material component is a
playing card used by a rogue of chaotic alignment.

Charm Person or Mammal (Enchantment/Charm)

Sphere: Animal

Range: 80yds.

Components:V,S

Duration: Special

Casting Time:5

Area of Effect: 1 person or mammal
Saving Throw: Neg.

This spell affects any single person or mammal it is cast upon. The crea-
turethen regards the caster asatrusted friend and ally to be heeded and pro-
tected. The term person includes any bipedal human, demihuman or hu-
manoid of man size or smaller, including brownies, dryads, dwarves, elves,
gnolls,gnomes, goblins, half-elves, halflings, half-orcs, hobgoblins, humans,
kobolds, lizard men, nixies, orcs, pixies, sprites, troglodytes, and others.
Thus,a 10th-level fighter isincluded, while an ogre is not.

The spell does not enable the caster to control the charmed creature asif it
were anautomaton, butany word or action of the caster is viewed in the most
favorable way. Thus,acharmed creature would not obey asuicide command,
but might believe the caster if assured that the only chance to save the cast-
er'slife is for the creature to hold back an onrushing red dragon for “justa
minute or two" and if the charmed creature's view of the situation suggests
that this course of action still allows a reasonable chance of survival.

The subject's attitudes and priorities are changed with respect to the cast-
er,but basic personality and alignment are not. A request that a victim make
itself defenseless, give up a valued item, or even use a charge from avalued
item (especially against former associates or allies) might allow an immedi-
ate saving throw to see if the charm is thrown off. Likewise, a charmed crea-
ture does not necessarily reveal everything it knows or draw maps of entire
areas.Any request may be refused, if such refusal is in character and does not
directly harm the caster. The victim's regard for the caster does not necessar-
ilyextend to the caster'sfriends or allies. The victim does not react well to the
charmer'sallies making suggestions such as, "Ask him this question...," nor
does the charmed creature put up with verbal or physical abuse from the
charmer'sassociates, if thisis out of character.

Note also that the spell does not empower the caster with linguistic capa-
bilities beyond those he normally has. The duration of the spell isa function
of the charmed creature's Intelligence, and it is tied to the saving throw. A
successful saving throw breaks the spell. This saving throw is checked on a

periodic basis according to the creature's Intelligence, even if the caster has
notoverly strained the relationship.

Intelligence Score Period Between Checks

3orless 3months
4-6 2months
7-9 1month
10-12 3weeks
13-14 2weeks
15-16 1week
17 3days

18 2days
190rmore lday

If the caster harms, or attempts to harm, the charmed creature by some
overtaction, or if adispel magic spell is successfully cast upon the charmed
creature, the charm is broken automatically.

If the subject of the charm person/charm mammal spell successfully rolls
itssaving throw vs. the spell, the effect is negated.

Thisspell,if used in conjunction with theanimal friendship spell,can keep
theanimal near the caster'shome base, if the caster must leave for an extend-
ed period.

Create Holy Symbol (Conjuration)

Sphere: Creation

Range: 0

Component:V

Duration: Permanent
Casting Time: 2

Areaof Effect: The caster
Saving Throw: None

When the words of this spell are uttered, a holy symbol appropriate to the
priest'sdeity appears out of thinair. The item appears in the priest's hands. It
may be used asacomponent for spells or for any other purpose for which the
priest would normally use his holy symbol (such as turning undead). He
may also opt to give it to a lower level priest of the same deity. The holy sym-
bol isa permanent object.

Cure Moderate Wounds (Necromancy) Reversible

Sphere: Healing

Range:Touch

Duration: Instantaneous

Area of Effect: Creature touched
Subtlety: +3

Sensory: Moderate visual wounding when reversed
Components: V, S

Casting Time: 5

Saving Throw: None
Knockdown: d8

Critical: Medium (1 hit)

Somewhat less common than the well-known cure light wounds and cure
serious wounds, this healing spell was created by a priest who found that his
heroic companions required his skill at doctoring more than his advice and
wisdom. By laying his hand on the subject's body, the priest can heal 1d10+1
points of damage. Noncorporeal, nonliving, or extraplanar creatures cannot
be healed by this spell. The reverse of this spell, cause moderate wounds, re-
quires the priest to successfully touch the victim and inflicts 1d10+1 points
of damage. (The knockdown and critical strike entries above are for spell's
reverse.)

Detect Charm (Divination) Reversible

Sphere: Divination

Range: 30yds.
Components:V,S

Duration: 1turn

Casting Time: 1rd.

Areaof Effect: 1 creature/rd.
Saving Throw: Neg.

When used by a priest, this spell can detect if a person or monster is under
theinfluence of acharmspell, or similar control such as hypnosis, suggestion,
beguiling, possession, etc. The creature rolls a saving throw vs.spell and, if
successful, the caster learns nothing about that particular creature from the
casting. A caster who learns that a creature is being influenced has a 5%
chance per level to determine the exact type of influence. Up to 10 different
creatures can be checked before the spell wanes. If the creature isunder more
than one such effect, only the information that the charms exist is gained.
The type (since there are conflicting emanations) is impossible to deter-
mine.

The reverse of the spell, undetectable charm, completely masks all charms
onasingle creature for 24 hours.

Dissension's Feast (Enchantment/Charm,Alteration)

Sphere: Chaos

Range: Touch

Components:V,S

Duration: 5turns+2turns/level
Casting Time: 2turns

Areaof Effect: Special

Saving Throw: Neg.

This spell must be cast by a priest during the preparation of food for a
meal. The spell is cast on any one quantity of food; thus, the priest could cast
the spell on the batter of awedding cake, or he could cast the spell ona quan-
tity of onions as they are diced for both asalad and a stew. The spell affects 10
pounds of food per level of the caster. Anyone who eats the affected food
(evenacharacter who eats the salad but not the stew) is subject to the effects
of the spell.

The effects of the spell begin five rounds after the food has been eaten. At
that time, creatures who have eaten the affected food are allowed a saving
throw; success indicates that a creature is not affected.

Affected creatures quickly become agitated. Petty events ranging from
poor table mannersto loud talking bother everyone. After five minutes, tem-
pers flare, characters feel compelled to shout at and insult one another,and
threatsare hurled. Even normally calm characters will feel compelled to vent
their frustrations violently.

Creatures maintain no alliances while under the effect of dissension’s
feast.Akingand hiswife who are normally madly in love will find themselves
bickering with each other in a matter of minutes. Members of a diplomatic
delegation might come to blows with each other within minutes of eating the
food.

At the end of the spell duration, characters undergo the sensation of wak-
ing up.All are free to behave as they wish. Characters at the meal will still be
angry,although they will have noideawhy they became angry.
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Draw Upon Holy Might (Invocation)

Sphere: Summoning
Range: 0
Components:V,S,M
Duration: 1 round/level
Casting Time: 2

Areaof Effect: The caster
Saving Throw: None

When this spell is cast, the priest's body shudders and glows with a shim-
meringauraas it becomes a vessel for the power of his god. As a result, the
caster may choose to increase one ability score (only Strength, Dexterity,
Constitution,and Charismaare eligible) by +1 per three levels of his experi-
ence (+1at3rd level, +2at6th,etc.).

Only oneattribute may be increased. The effect lasts for the duration of the
spell. Attributes may be increased above the normal restrictions due to race
and class, to a maximum of +6. All benefits for exceptional attributes listed
inthe Player's Handbook apply; however, the divine abilities found in the
Legends & Lore book cannot be gained by use of this spell.

For example, an 18th-level priest with Strength 15 could increase his
Strength to 21 for 18 rounds, granting him a +4 attack bonus,a +9 damage
adjustment, etc.

When the spell ends, the energy abruptly leaves the priest's body, leaving
him physically and mentally drained. He is nearly comatose and can do
nothing but rest for the next 4d6 turns. A successful Constitution check (at
the priest's normal attribute score) reduces this time by 50%.

The material components are the priest's holy symbol and a vial of holy
water that has been blessed by the high priest of the character's faith.

Dust Devil (Conjuration/Summoning)

Sphere: Elemental (Air)
Range: 30yds.
Components:V,S
Duration: 2rds./level
Casting Time: 2 rds.
Areaof Effect: 5x4 ft.cone
Saving Throw: None

This spell enables a priest to conjure up a weak air elemental--a dust devil
of AC4,2HD, MV 180 feet per round, one attack for 1d4 points of damage--
which can be hit by normal weapons. The dust devil appears as a small
whirlwind 1 footin diameter atits base, 5 feet tall,and 3to 4 feet across at the
top. It moves as directed by the priest, but dissipates if it is ever separated
from the caster by more than 30 yards. Its winds are sufficient to put out
torches, small campfires, exposed lanterns,and other small, open flames of
nonmagical origin. The dust devil can hold a gas cloud or a creature in
gaseous form at bay or push it away from the caster (though it cannot dam-
age or disperse such a cloud). If skimming along the ground in an area of
loose dust, sand, or ash, the dust devil picks up those particles and disperses
themina 10-foot-diameter cloud centered on itself. The cloud obscures nor-
malvision,and creatures caught within are blinded while inside and for one
round after they emerge. A spellcaster caught in the dust devil or its cloud
while casting must make a saving throw vs. spell to keep his concentration,
or the spellis ruined.Any creature native to the Elemental Plane of Air--even
another dust devil--can disperse adust devil with asingle hit.

Emotion Perception (Divination)

Sphere:War

Range: 300 yards
Components:V,S,M
Duration: Instantaneous

Casting Time: 1turn
Areaof Effect: One unit/five levels
Saving Throw: None

This spellallows the caster to sense the emotional state and the level of de-
termination of one or more military units. The priest must have an uninter-
rupted line of sight to the entire target unit. When this spell is cast, the priest
instantly learns the current morale rating and morale status of the target
unit. The DM describes morale using the appropriate term; for example,
steady,elite, etc.

The material component s the priest's holy symbol.

Enthrall (Enchantment/Charm)

Sphere: Charm

Range: 0

Components:V,S
Duration: Special

Casting Time: 1rd.

Areaof Effect: 90-ft. radius
Saving Throw: Neg.

Apriestusingthisspell can enthrall an audience that can fully understand
his language. Those in the area of effect must successfully save vs.spell or
give the caster their undivided attention, totally ignoring their surround-
ings. Those of arace or religion unfriendly to the caster's have a+4 bonus to
the roll. Any Wisdom adjustment also applies. Creatures with 4 or more lev-
elsor Hit Dice, or withaWisdom of 16 or better, are unaffected.

To cast the spell, the caster must speak without interruption for a full
round. Thereafter, the enchantment lasts as long as the priest speaks, to a
maximum of one hour. Those enthralled take no action while the priest
speaks, and for 1d3 rounds thereafter while they discuss the matter. Those
entering the area of effect must also successfully save vs. spell or become en-
thralled. Those not enthralled are 50% likely every turn to hoot and jeer in
unison. If there is excessive jeering, the rest are allowed a new saving throw.
The speech ends (but the 1d3 round delay still applies) if the priest is suc-
cessfully attacked or performs any action other than speaking.

If theaudience isattacked, the spell ends and the audience reacts immedi-
ately, rollinga reaction check with respect to the source of the interruption, at
apenalty of -10.

Note: When handling a large number of saving throws for similar crea-
tures, the DM can assume an average to save time; for example, a crowd of 20
men with a base saving throw of 16 (25% success chance) will have 15 men
enthralled and five not.

Ethereal Barrier (Abjuration)

Sphere: Astral, Wards
Range: 120yds.
Duration: 1 turn/level
Area of Effect: Two 10-ft. squares/level
Components: V,S,M
Casting Time: 1turn
Saving Throw: None
Subtlety: +6
Knockdown: None
Sensory: None
Critical: None

The ethereal barrier is a defense against the passage of extradimensional
creatures, including characters or monsters that are phased, ethereal, or
travelling via dimension door or shadow walk. The priest creates an imper-
ceptible barrier of 10 square feet per level that may be arranged in any fash-

ion the priest desires. For example, a 3rd-level character can ward six 10-
foot by 10-foot surfaces, which would be sufficient to guard a 10-foot by 10-
foot by 10-foot room (four walls, a ceiling, and a floor need to be protected.)
Note that some monsters may be capable of abandoning their ethereal ap-
proach in order to simply enter the barred area on their own feet-the ethere-
al barrier only bars their passage as long as they are travelling in the Border
Ethereal. Also, while this spell can't be worn down by any form of attack, it
does not bar teleportation, gate,;, or the passage of astral creatures.

Ethereal barrier may be cast as co-operative magic by several priests
working together. As long as all involved characters can cast the spell, the ar-
eas of effect of each priest are added together. Total the levels of all priests in-
volved and multiply by two to find the number of 10-foot by 10-foot squares
that may be warded. For example, four 6th-level casters (24 total levels) can
ward 48 10-foot by 10-foot squares. The duration is determined by the high-
est level priestinvolved, plus 1 turn for each additional priest. In the previous
example, this would be 6 turns plus 3 turns for three additional priests for a
total of 9 turns.

This spell is also suitable for focus magic (see the spell focus in the Tome
of Magic). The material componentis aspecial compound of rare earths and
lead worth at least 10 gp per application. One application is required for
each 10-foot by 10-foot square to be warded.

Find Traps (Divination)

Sphere: Divination

Range: 0

Components:V,S

Duration: 3turns

Casting Time:5

Areaof Effect: 10 ft.x 30yds.
Saving Throw: None

When a priest casts a find traps spell, all traps--concealed normally or
magically--of magical or mechanical nature become apparent to him. Note
that this spell is directional,and the caster must face the desired direction in
ordertodetermineifatrapis laid in that particular direction.

Atrapisany device or magical ward that meets three criteria: it can inflict
asudden or unexpected result, the spellcaster would view the result asunde-
sirable or harmful,and the harmful or undesirable result was specifically in-
tended as such by the creator. Thus, traps include alarms, glyphs,and similar
spellsor devices.

The caster learns the general nature of the trap (magical or mechanical)
but not its exact effect, nor how to disarm it. Close examination will, howev-
er,enable the caster to sense what intended actions might trigger it. Note that
the caster's divination is limited to his knowledge of what might be unex-
pected and harmful. The spell cannot predict actions of creatures (hence, a
concealed murder hole orambush isnotatrap), nor are natural hazards con-
sidered traps (a cavern that floods during a rain, a wall weakened by age,a
naturally poisonous plant, etc.). If the DM is using specific glyphs or sigils to
identify magical wards (see the 3rd-level spell glyph of warding), this spell
shows the form of the glyph or mark. The spell does not detect traps that
have been disarmed or are otherwise inactive.

Fire Trap (Abjuration,Evocation)

Sphere: Elemental (Fire)

Range: Touch

Components:V,S,M

Duration: Permanent until discharged
Casting Time: 1turn

Area of Effect: Object touched

Saving Throw: 1/2

Any closeable item (book, box, bottle, chest, coffer, coffin, door, drawer,
and so forth) can be warded by a fire trap spell. The spell is centered on a
pointselected by the spellcaster. The item so trapped cannot have a second
closure or warding spell placed upon it. A knock spell cannot affect afire trap
in any way--as soon as the offending party opens the item, the trap dis-
charges.As with most magical traps, a thief has only half his normal find
traps score to detect a fire trap. Failure to remove it successfully detonates it
immediately. An unsuccessful dispel magic spell will not detonate the spell.
When the trap is discharged, there will be an explosion of 5-foot radius from
the spell's center. All creatures within this area must roll saving throws vs.
spell. Damage is 1d4 points plus 1 point per level of the caster,and half that
total amount for creatures successfully saving. (Under water, this ward in-
flicts half damage and creates a large cloud of steam.) The item trapped is
not harmed by this explosion.

Thecaster can use the trapped objectwithout discharging it,ascanany in-
dividual to whom the spell was specifically attuned when cast (the method
usually involves akey word).

To place this spell, the caster must trace the outline of the closure with a
stick of charcoal and touch the center of the effect. Attunement toanother in-
dividual requiresahair or similar object from the individual.

The material componentsare holly berries.

Flame Blade (Evocation)

Sphere: Elemental (Fire)
Range:0

Components:V,S,M
Duration:4rds.+1rd./2 levels
Casting Time: 4

Area of Effect: 3-ft.long blade
Saving Throw: None

With this spell, the caster causes a blazing ray of red-hot fire to spring
forth from hishand. This bladelike ray iswielded as if it were ascimitar. If the
caster successfully hits with the flame blade in melee combat, the creature
struck suffers 1d4-+4 points of damage, with adamage bonus of +2 (i.e., 7-
10 points) if the creature is undead or is especially vulnerable to fire. If the
creature is protected from fire, the damage inflicted is reduced by 2 (i.e.,
1d4+2 points). Fire dwellers and those using fire as an innate attack form
suffer no damage from the spell. The flame blade can ignite combustible ma-
terials such as parchment, straw, dry sticks, cloth, etc. However, it is not a
magical weapon in the normal sense of the term, so creatures (other than
undead) struck only by magical weapons are not harmed by it. This spell
does not function under water.

Inaddition to the caster's holy symbol, the spell requires a leaf of sumac as
amaterial component.

Fortifying Stew (Necromancy)

Sphere: Healing

Range:Touch

Components: V, S, M

Duration: Stew retains enchantment 1 turn
Casting Time: 5

Area of Effect: 1 bowl of stew, etc./ level
Saving Throw: None

Any bowl of broth, porridge, or stew the priest has concocted can become
subject to fortifying stew. A character can enchant one bowl of stew (about 8
ounces) per experience level. Someone must consume the enchanted meal
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within one turn of the casting.

Anyone partaking of an entire bowlful reaps magical benefits. First, the
diner gains nourishment for an entire day from the single meal. In addition,
for two hours plus one round per the caster's level, the character receives
1d4+1 temporary hit points. Any damage suffered comes off the extra hit
pointsfirst. The effects of multiple helpings of fortifying stew are not cumula-
tive.

For example, Snapdragon, a 7th-level druid, cooks a meaty broth, casts
fortifying stew on it, and eats the bowlful. A roll of 2 gives her 3 extra hit
points. When the spell's effects wear off just over three hours, she loses these
extra points. If she suffers 5 points of damage in the meantime, she actually
loses only 2 hp of her own, since 3 hp came off the extra hit points.

The material component is a vial of stock made of the first fruit of the har-
vest.

Frisky Chest (Enchantment/Charm)

Sphere: Wards

Range: Touch
Components:V,S,M
Duration: Permanent
Casting Time: 2

Areaof Effect: 10-foot cube
Saving Throw: None

Withthisspell, the caster can enchantachest, book, or any other nonliving
object nolarger than a 10'x10'x10" cube.When any creature other than the
caster comes within three feet of the enchanted object, it instantly sprouts
appendages and moves away from the creature as quickly as possible. The
enchanted object continues to move until itis at least 10 feet away from the
nearestcreaturesinthearea.

After the enchanted object has moved a satisfactory distance from the
nearest creature, the appendages disappear. When a creature again comes
within three feet of the enchanted object, the enchanted object sprouts ap-
pendages and flees. This process continues until the enchantment is negated
(through a dispel magic or similar spell) or the enchanted object is subdued
or destroyed.

The enchanted object can sprout feet (MV 24),wings (FI 24, maneuver-
ability class B), or fins (Sw 24), whichever is most advantageous. Thus, a
book on a shelf might sprout wings and fly away, while a table might gallop
around a room. The enchanted object can freely and instantly trade ap-
pendages as necessary.

Theenchanted objectwill move only through open spaces. ltwill notcrash
through windows, shatter a closed door, or dig through the earth. It cannot
attack or take any actions other than movement. If surrounded or cornered,
the enchanted object movesin random directions until itis restrained or de-
stroyed.

Theenchantmentendsiif the caster voluntarily negatesit, if the enchanted
object is destroyed (the object has the same vulnerabilities as it has in its
normal state), or if the enchanted object is restrained for 2-5 (1d4+1) con-
secutive rounds. Restraint means that the object is prevented from fleeing; if
a creature is able to grapple, lift, or sit on the object, it is considered re-
strained.A creature capable of lifting the object in its normal state is consid-
ered strong enough to restrain it (for instance, a person capable of lifting a
50-pound box is also capable of restraining such a box enchanted by frisky
chest). The object may also be restrained by tossing a net or heavy blanket
over itor by surrounding it with several characters.

The material componentsareadried frog's leg, a feather,and afish scale.

Giftof Speech (Enchantment/Charm)

Sphere: Animal
Range: 10 yards/level of caster

Components: V,S,M

Duration: 1 turn/level of caster
Casting Time: 5

Area of Effect: 1 animal

Saving Throw: None

The gift of speech spell grants a normal animal (or a giant version of anor-
mal animal) the ability to speak any one of the languages the caster knows,
whichever the caster chooses, along with the ability to understand words and
simple concepts expressed in that language. The affected animal's reactions
do not change, nor does its Intelligence increase. The spell has no effect if
cast on a creature with an Intelligence score of less than 1.

The material component of this spell is the priest's holy symbol.

Goodberry (Alteration, Evocation) Reversible

Sphere: Plant

Range: Touch
Components:V,S,M

Duration: 1 day + 1 day/level
Casting Time: 1rd.

Areaof Effect: 2d4 fresh berries
Saving Throw: None

Casting a goodberry spell upon a handful of freshly picked berries makes
2d4 of them magical. The caster (as well asany other caster of the same faith
and 3rd or higher level) canimmediately discern which berries are affected.
Adetect magicspell discovers thisalso.Berrieswith the magiceither enablea
hungry creature of approximately man size to eat one and be as well-nour-
ished asif afull normal meal were eaten, or else cure 1 point of physical dam-
age from wounds or other similar causes, subject to amaximum of 8 points
of such curing inany 24-hour period.

The reverse of the spell, badberry, causes 2d4 rotten berries to appear
wholesome, but each actually delivers 1 point of poison damage (no saving
throw) if ingested.

The material component of the spell is the caster's holy symbol passed
over the freshly picked, edible berries to be enspelled (blueberries, blackber-
ries, raspherries, currants, gooseberries, etc.).

Hear Heartbeat (Divination,Necromancy)

Sphere: Divination, Necromantic
Range: 0

Components: V, S, M

Duration: 1 turn + 2 rounds/level
Casting Time: 1 round

Area of Effect: 10' radius/level
Saving Throw: None

For the duration of this spell, a priest becomes completely deaf to all nor-
mal sounds and may hear only the noise of other creatures’ beating hearts.
The heartbeat of each person, animal, or monster in the area of effect is
clearly distinct and may convey information about the being's proximity, di-
rection, size, emotional distress, general health, and race or species. For in-
stance, the heartbeat of a frail old wizard would be much softer and weaker
than that of the invisible ogre bodyguard, standing behind him. This spell can
provide quite confusing results if cast in the presence of numerous individu-
als (such as on a crowded city street) and is most effective when cast by a
clericinrelative seclusion. A priestnever hears his or her own heartbeat with
this spell. Itis effectively masked out by the power of the hear heartbeat spell.

Obviously, this spell is of little use with creatures without functioning
hearts (such as plants or undead). The spell's range is diminished if more
than a one inch thickness of wood, stone, or metal lies between the caster

and a subject. Each inch of a barrier's thickness should be treated as 10" of
open space.

The material component is beeswax mixed with a tiny drop of the priest's
own blood (to block the sound of his or her own heartbeat). While casting
the spell, the priest places the wax in his ears to blot out normal sound and
trigger the magical effect. Note that the priest is completely oblivious to nor-
mal sounds (such as talking or music) while the spell is in effect.

Heat Metal (Alteration) Reversible

Sphere: Elemental (Fire)
Range: 40yds.
Components:V,S,M
Duration: 7 rds.

Casting Time:5

Area of Effect: Special
Saving Throw: Special

By means of the heat metal spell, the caster is able to make ferrous metal
(iron,iron alloys, steel) extremely hot. Elven chain mail is not affected, and
magical metal armor receives an item saving throw vs. magical fire to avoid
being heated. The material component isa holy symbol.

On the first round of the spell, the metal merely becomes very warm and
uncomfortable to touch (this is also the effect on the last melee round of the
spell's duration). During the second and sixth (next to the last) rounds, heat
causes blisters and damage; in the third, fourth, and fifth rounds, the metal
becomes searing hot, causing damage to exposed flesh, as shown below:

Metal Temperature Damage per Round
verywarm none

hot 1d4 points

searing* 2d4 points

*On thefinal round of searing, the afflicted creature must roll a successful
saving throw vs.spell or suffer one of the following disabilities: hand or foot-
-becomes unusable for 2d4 days; body--becomes disabled for 1d4 days;
head--fall unconscious for 1d4 turns. This effect can be completely removed
by the 6th-level priest spell heal spell or by normal rest.

Note also that materials such aswood, leather, or flammable cloth smolder
and burn if exposed to searing hot metal. Such materials cause searing dam-
age to exposed flesh on the next round. Fire resistance (spell, potion, or ring)
oraprotection fromfire spell totally negates the effects of aheat metal spell, as
doesimmersion inwater or snow, or exposure toacold or ice stormspell. This
version of the spell does not function under water. For every two experience
levels of the caster, the metal of one man-sized creature can be affected (i.e.,
arms and armor, or asingle mass of metal equal to 50 pounds of weight).
Thus,a 3rd-level caster would affect one such creature,a 4th- or 5th-level
caster two, etc.

The reverse of the spell, chill metal, counters aheat metal spell or else caus-
esmetal toactas follows:

Metal Temperature Damage per Round
cold none

icy 1-2 points

freezing* 1d4 points

*On the final round of freezing, the afflicted creature must roll a success-
ful saving throw vs. spell or suffer from the numbing effects of the cold. This
causes the loss of all feeling ina hand (or hands, if the DM rules the saving
throw was failed badly) for 1d4 days. During this time, the character's grip is
extremely weak and he cannot use that hand for fighting or any other activi-
ty requiringafirmgrasp.

The chillmetal spell is countered by a resist cold spell, or by any great heat--
proximity toa blazing fire (nota mere torch),a magical flaming sword, awall
of fire spell, etc. Under water, this version of the spell inflicts no damage, but
ice immediately forms around the affected metal, exerting an upward buoy-
ancy.

Hesitation (Enchantment/Charm)

Sphere: Time

Range: 30yards
Components:V,S,M

Duration: 1 round/level

Casting Time: 2

Areaof Effect: 20-foot-radius circle
Saving Throw: Neg.

Creatures affected by this spell hesitate before executing their intended
actions. This causes them to modify their initiative rolls by +4. The initiative
modifier occurs in the round following the round in which hesitation is cast.

The spell affects 2-8 Hit Dice or levels of creatures, although only one crea-
ture of 4 or more Hit Dice can be affected regardless of the number rolled. All
possible victims are allowed saving throws vs. spells; those failing their sav-
ing throws modify their initiative rolls by +4 for anumber of rounds equal to
the caster's level.

The material componentisafragment of aturtle's shell.

Hold Person (Enchantment/Charm)

Sphere: Charm

Range: 120 yds.

Components:V,S,M

Duration: 2rds./level

Casting Time:5

Areaof Effect: 1d4 personsin 20-ft.cube
Saving Throw: Neg.

Thisspell holds 1d4 humans, demihumans, or humanoid creatures rigid-
ly immobile and in place for a minimum of six rounds (the spell lasts 2
rounds per caster level,and the priest must be of at least 3rd level to cast the
spell).

The hold person spell affects any bipedal human, demihuman, or hu-
manoid of man size or smaller,including brownies, dryads, dwarves, elves,
gnolls,gnomes,goblins, half-elves, halflings, half-orcs, hobgoblins,humans,
kobolds, lizard men, nixies, orcs, pixies, sprites, troglodytes, and others.
Thus,a 10th-level fighter could be held, while an ogre could not.

The effect is centered on a point selected by the caster,and it affects per-
sons selected by the caster within the area of effect. If the spell is cast at three
persons, each gets a normal saving throw; if only two persons are being en-
spelled, each rolls his saving throw with a -1 penalty; if the spell is cast at on-
ly one person, the saving throw die roll suffersa -2 penalty. Saving throws are
adjusted for Wisdom. Those who succeed on their saving throws are totally
unaffected by the spell.Undead creatures cannot be held.

Held creatures cannot move or speak, but they remain aware of events
around them and can use abilities not requiring motion or speech. Being
held does not prevent the worsening of the subjects' condition due to
wounds, disease, or poison. The priest casting the hold person spell can end
the spell with asingle utterance at any time; otherwise, the duration is six
rounds at 3rd level, eight rounds at 4th level, etc.

The spellcaster needsasmall,straight piece of iron as the material compo-
nentof this spell.
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Idea (Divination)

Sphere: Thought

Range: 0
Components:V,S,M
Duration: Instantaneous
Casting Time: 4

Areaof Effect: The caster
Saving Throw: None

Thisspell stimulates the priest's mind to experience a flash of insight. In
game terms, the DM reminds the priest's player of a fact or event that has
been forgotten, overlooked, or discounted. Thus, the DM might remind the
player about an important clue that the priest discovered but the player did
not consider significant.

If there are no forgotten facts, the DM may, at his discretion, tell the player
of newinformation relevant to the condition at hand.

The DM must be careful in adjudicating use of this spell. The reminder or
information should always be relevant and useful but should not be unbal-
ancing to the situation. The reminder can be cryptic,depending on the DM's
campaign.

The material component is agold coin. This spell can be cast only once in
any six hour period.

IronVigil (Alteration)

Sphere: Guardian
Range: 0

Components: V, S
Duration: 1 week + 1 day/level
Casting Time: Lturn
Area of Effect: The caster
Saving Throw: None
Subtlety: +5
Knockdown: None
Sensory: None

Critical: None

This spell allows the priest to ignore hunger, thirst, and extremes of cli-
mate for an extended period of time. While the spell is in effect, the priest re-
quires no food or drink. He is effectively immune to exposure, dehydration,
and heat or cold injury, since no naturally occurring climatic condition will
cause him harm. (Lightning, floods, tornadoes, earthquakes, and other
such hazardous phenomena can still cause physical injury, of course.)

Duringthe ironvigil, the priestis able to ignore the need to sleep by choos-
ing to meditate instead. While meditating, the priest can keep watch on his
surroundings, but he suffersa +1 penalty to any surprise checks. If the char-
acter wishes to memorize spells, he must sleep normally.

Atthe vigil's end, the priest must eat and drink; if no food or water is avail-
able, the character must make a Constitution check once every four hours at
acumulative -1 penalty or fall into acomaand perish within 1d3 days if he re-
ceives noaid.

He also requires at least four hours of rest for each day that he did not eat,
drink, or sleep during his vigil.

KnowAlignment (Divination) Reversible

Sphere: Divination

Range: 10yds.

Components:V,S

Duration: 1turn

Casting Time: 1rd.

Areaof Effect: 1 creature or object

Saving Throw: Neg.

Aknow alignment spell enables the priest to exactly read the aura of a
creature or an aligned object (unaligned objects reveal nothing). The caster
must remain stationary and concentrate on the subject for a full round. If the
creature rolls a successful saving throw vs. spell, the caster learns nothing
about that particular creature from the casting. Certain magical devices
negate the power of the know alignment spell.

The reverse, undetectable alignment, conceals the alignment of an object
or creature for 24 hours.

Lighten Load (Alteration)

Sphere: Travelers

Range: 30 yards
Components:V,S,M
Duration: 1 hour/level
Casting Time: 2

Areaof Effect: 10-foot cube
Saving Throw: None

This spell reduces the weight of equipment, supplies, and other objects by
50%. Weapons, supplies,and even disabled characters can all be made more
portable by use of a lighten load spell.

This spell affects one pile of objects whose volume is equivalent to a 10-
foot cube; after the spell has been cast, the affected objects can be divided
among several characters or mounts. The spell has no effect on magical
items.

Anobject affected by lighten load can be used normally; the spell has no
effect onan object's mass, texture, size, strength, or other physical features.

The material components are a feather and aslip of paper moistened by a
soap bubble.

Locate Animal Follower (Divination) Reversible

Sphere: Animal

Range: 60 yards + 10 yards/level
Components: V, S, M

Duration: 8 hours

Casting Time: 5

Area of Effect: 1 animal follower
Saving Throw: None

Occasionally, a ranger's animal follower may wander away in search of
food or amate. An animal follower may also be abducted or trapped.

The locate animal follower spell helps the ranger find such lost creatures.

The spell takes affect once the ranger fixes in his mind the follower being
sought. The spell locates only that specific follower.

Once the spell is cast, the ranger slowly turns in a circle. If the follower is
within range, the ranger senses when he is facing in the direction of the
sought follower. If the follower isn't within range, the spell doesn't work. If
the follower moves out of the area of effect, the spell isimmediately negated.
As soon as the ranger sees the lost follower, the spell ends. The spell is
blocked by lead.

The spell works only on a natural animal follower (including giant ani-
mals); not a supernatural creature, human, demihuman, humanoid, or oth-
er. Ifthe follower is dead, the spell still seeks it out, providing other condi-
tions of casting are met.

The material component is a hair, feather, scale or other physical remnant
ofthe lost follower.

The reverse of this spell, obscure follower, hides an animal follower from
detection by spells, crystal balls, and similar means for eight hours.

Messenger (Enchantment/Charm)

Sphere:Animal

Range: 20yds./level
Components:V,S
Duration: 1 day/level
Casting Time: 1rd.
Areaof Effect: 1 creature
Saving Throw: Neg.

Thisspell enables the priest to call upon a tiny (size T) creature of at least
animal intelligence to act as his messenger. The spell does not affect giant
animalsand itdoes notwork on creatures of low (i.e.,5) Intelligence or high-
er. If the creature is within range, the priest, using some type of food desir-
able to the animal as a lure, can call the animal to come. The animal is al-
lowed a saving throw vs. spell. If the saving throw is failed, the animal ad-
vances toward the priest and awaits his bidding. The priest can communi-
cate with the animal in a crude fashion, telling it to go to a certain place, but
directions must be simple. The spellcaster can attach some small item or
note to the animal. If so instructed, the animal will then wait at that location
until the duration of the spell expires. (Note that unless the intended recipi-
ent of amessage is expecting a messenger in the form of asmall animal or
bird, the carrier may be ignored.) When the spell's duration expires, the ani-
mal or bird returns to its normal activities. The intended recipient of a mes-
sage gains no communication ability.

Mind Read (Divination)

Sphere: Thought
Range: 5yards/level
Components:V,S
Duration: 1 round/level
Casting Time: 2
Areaof Effect: Special
Saving Throw: None

This spell isasensitive version of the wizard spell ESP. In addition to de-
tecting the surface thoughts of any creatures in range, the priest is able to
probe deeper into the mind of a single creature. Mind read will always reveal
the kind of creature being probed, although this identity may be couched in
the creature's own language or in a (possibly distorted) body image. The
spell has a 20% chance of revealing the character class of an individual.

The details and the usefulness of the creature's thoughts will depend on
the intelligence of the subject. While a priest could read the thoughts of an
animal, he would probably receive only a confused jumble of emotions and
instincts.Reading the mind of a highly intelligent wizard, however,would be
much more illuminating; the priest might be amazed by the crystal clarity
and deep insight of the wizard's mental processes.

If mind read is used as part of an interrogation, an intelligent and wary
subject receives asaving throw at a -2 penalty. If successful, the creature re-
sists the spell's effects and the priest learns no information. If the saving
throw is failed, the priest may learn additional information according to the
DM'sruling.

Moment (Divination)

Sphere: Numbers

Range:0
Components:V,S,M
Duration: 1 round/level
Casting Time: 1 round
Areaof Effect: 50-foot radius
Saving Throw: None

Theoretically, every action has a particular moment at which it will have
its greatest possible effect. Using the arcane mathematics of this spell, the
priest can determine the "ideal moment" for any single action in each round
that the spellis in effect. This action must be performed by a character other
than the priest.

In practice,another character informs the priest of an action he wants to
undertake inaround. The priest concentrates on the action, then informs
the character when the "correct moment" has come. The character then
gainsabonus of 20% (+4 on ad20) to the success of hisaction. The spell can
affectonlyasingle action inagiven round. When used in combat, the priest
canadvise the bestmomenttoinitiate an action (affecting initiative) or what
moment offers the greatest success in striking (affecting the chance to hit).

If the character seeks advice concerning initiative, he gains a-2 modifier
to the initiative roll, but only at the cost of -2 on his chance to hit. Characters
who seek the best attack frequently delay their actions. These characters suf-
fera+1ontheir initiative roll but gain a +4 on their chance to hit. The spell
cannot affect the amount of damage caused, since the act (striking) has al-
ready succeeded at that point.

Characters are not obliged to wait for the moment specified by the priest.
Forexample,afighter might decide that striking firstismore important than
gaining +4 to hit. The character can act normally, based on his or her un-
modified initiative. The character gains no bonus from the moment spell,
and the priest can affect no other action in that round.

Noncombat actions can also benefit from the moment spell. For example,a
thief planning to climb a w