Sixth-Level Spells








Hammer of Retribution (Invocation)


Sphere:  Vengeance, War


Range:  10 yards per level


Components:  V, S, M


Duration:  Instantaneous


Casting Time:  1 round


Area of Effect:  5-foot radius per level


Saving Throw:  1/2





This powerful spell is invoked primarily against invading armies or in


siege warfare. The spell's primary effect is to destroy troops or


fortifications of creatures who have done unredressed damage to a


priest or his companions. The spell begins with the priest describing the


atrocities an army or band of marauders is guilty of. The priest must


have first-hand knowledge of these crimes, or must have heard


testimony from a witness under the effect of a zone of truth or true


speak spell.


The spell strikes as a great column of force that descends from the sky.


The area of effect is a circle whose radius is 5 feet per level of


priest. All creatures within the area of effect take 1d6 HP per level of


priest in damage. Creatures making a saving throw versus spell take


half damage. Small objects must save versus crushing blow or be


destroyed. Structures suffer damage as if hit by a heavy catapult


(2d12). Any creature unfortunate enough to be flying over the area of


effect takes 1d6 points of damage for every 10 feet above the ground


the creature was flying to a maximum of 10d6 plus the normal damage due


to the crushing blow of the spell.


When cast over water, the spell raises a wave 10 feet high per level of


the priest, travelling 30 feet per minute in a circle that grows outward


from the area of effect. On land, the force of this spell often crushes


trees and rends the earth producing a great cloud of dirt and dust,


obscuring the area for 1d4+1 rounds.


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


war hammer which the priest throws into the air as the spell is cast.


The hammer is destroyed in the casting.








Intelligence Gift (Enchantment/Charm)


Sphere:  Animal


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  2 months


Area of Effect:  Animal touched


Saving Throw:  None





By means of this spell, the caster may increase the Intelligence of any


non-fantastic animal with animal Intelligence to half the normal


Intelligence of the caster (fractions rounded down). This affects the


ability of the animal to understand concepts, situations, and commands,


and allows for the animal to use individual initiative in unforseen


circumstances.


This spell does not grant the animal the power of speech (since few


animals' vocal chords are designed so that they can create human


sounds), but when the spell is completed, an Intelligence check should be


made for the animal to see if it is able to fully understand the language


of the caster. This check is made at double Intelligence (so an animal


with an Intelligence of 5 must roll a 10 or lower on a 1d20 to be able to


comprehend the language). If the check fails, then the animal can


understand a wide variety of commands, but lacks the ability to


understand conversations and dialogues.


DM discretion is allowed here: if the animal is one that would seem to


have the ability to use human speech (eg., a myna bird), then the DM can


rule that the animal is also capable of conversation.


The casting time of this spell is two months: it includes constant


companionship and training, and only one animal at a time can be


affected by the druid or priest. A character with the animal training


non-weapon proficiency can reduce the casting time of this spell in half


(to just one month). The material component is the food the animal is


fed.


Note: The animal must be prepossessed toward the spell caster before


the spell begins. The spell does not affect loyalty, friendship, or


anything of that nature. One may assume, however, that depending upon


the treatment of the animal, there would develop a strong bond over the


time it takes to cast this spell.








Mass Cure (Necromancy)


Reversible


Sphere:  Healing


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  7


Area of Effect:  10-yard per level radius sphere


Saving Throw:  None





When this spell is cast, every creature in the area of effect (including


the priest) up to one creature per level of the priest is cured for 1d8


plus half the level of the priest points of damage. This is as per the


cure light wounds spell (q.v.). The limitations on which creatures can be


thus affected is as per that spell. If more creatures than can be


affected are within the spell radius, preference is given to those


closest to the priest. Also, if a nearby creature cannot be affected by


the spell, it still counts towards the total number of possible


creatures cured.


The reverse of the spell, mass hurt, does the same amount of hit points


of damage to all within the spell radius. The material component for this


spell is a vial of holy or unholy water that must be sprinkled into the


air above the priest's head while the spell is cast.








Pass via Water (Alteration)


Sphere:  Elemental (Water), Travellers


Range:  0


Components:  V, S, M


Duration:  2 rounds per level


Casting Time:  8


Area of Effect:  The caster


Saving Throw:  None


Author:  Ken Arromdee <arromdee@blaze.cs.jhu.edu>





The first effect of this spell is to allow the priest to walk on water, as


per the 3rd-level spell water walk. The spell's major effect, however, is


to allow the priest to transport himself via any moving body of water


with a velocity of up to - mile per level; the priest walks on the water,


takes a step upstream or downstream, and is instantly transported the


desired distance; those along the way can see a fleeting image of the


priest if they happen to be looking at the body of water at the time.


The priest may only transport himself once during the spell duration,


though he may walk on the water surface until it ends. If the current


starts or ends before the specified distance, the priest's travel ends


there. The material component for this spell is a miniature bucket, which


is consumed in the casting.








Polymorph into Tree (Alteration, Enchantment)


Sphere:  Plant


Range:  60 yards


Components:  V, S, M


Duration:  Permanent


Casting Time:  8


Area of Effect:  One creature per 2 levels


Saving Throw:  Negates





This spell is similar to polymorph other except that target creatures


can only be turned into trees (usually oak). All creatures get a saving


throw to avoid the effects of this spell. Those who fail turn into trees


with their minds trapped within. Clothing, possessions, etc., are not


transformed as part of the spell. Those who save feel their limbs turn


wooden and stiff, the effects being as if a slow spell were cast upon


them, with duration 2 rounds per level of the priest.


To cast this spell, the priest needs a sprig of holly and tree sap from


the tree type to which the targets are being polymorphed into. Only a


wish or a higher level priest can reverse the effects of this spell.








Rednog's Elemental Transfer (Alteration)


Sphere:  Elemental (All)


Range:  10 feet per level


Components:  V, S, M


Duration:  5 rounds per level


Casting Time:  5 rounds


Area of Effect:  One person per five levels


Saving Throw:  Negates


Author:  Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de>





This spell is similar to the two spells plant transfer and animal transfer.


It gives the recipients one ability of an elemental of the priest's


choice. This can be the movement type (and speed), the attack type (and


damage), the immunity (and vulnerabilities) of a single elemental, etc.


Thus, it could enable the characters to walk through the earth like an


earth elemental (but does not give them the ability so see, hear or


breathe like an earth elemental), or it could allow the characters to


walk through a fire if they had gained the invulnerability of a fire


elemental (but note that they would take double damage from water or


ice magic for the time), etc. Thus, this spell is a rather mixed blessing.


The spell cannot be ended prematurely except with the use of a dispel


magic spell.


Like the other spells of this kind it is not possible to gain more than


one ability with the use of this spell - even if the spell is repeated.


The material components are the holy symbol of the priest and a little


part of the element that the characters want to get an ability from (a


flame, a drop of water, a breath of air, or a stone). If the abilities of


quasi- or para-elementals are wanted, double the casting time and have


a small piece of the respective quasi- or para-element at hand.








Sunblade of Disruption (Conjuration)


Sphere:  Combat, Sun


Range:  0


Components:  V, M


Duration:  1 round per level


Casting Time:  6


Area of Effect:  Special


Saving Throw:  Special


Author:  Franc‡ois Menneteau <mennetea@acri.fr>





This spell is similar to sunblade, except that the following undead


creatures are utterly destroyed if they fail their saving throw:





   Creature Saving Throw


    Ghouls       20


    Shadows      19


    Wights       16


    Ghasts       14


    Wraiths      12


    Mummies      10


    Spectres      8


    Vampires      6


    Ghosts        4


    Liches        2





Even if these saving throws are effective, the sunblade of disruption


scores triple damage upon opponents of this sort. The material


component is a light source, which is extinguished in the casting.








Transmute Water to Wine (Alteration)


Reversible


Sphere:  Elemental (Water)


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  2


Area of Effect:  One cubic yard per level


Saving Throw:  Special





This spell allows a priest to show his dedication to his deity. When


successfully cast, this spell turns any palatable water into wine of the


highest quality of the priest's choice. Salt water or contamined water


gets a saving throw. Detect magic spells may (50% chance) show it to


have a very dim glow.


Only a truly dedicated priest is allowed to cast this spell, and


frivolous castings may incur the wrath of superior beings. Proper


conditions to be met are:


*the priest's deity will be honoured by this act;


*the casting is used to help recruit influential persons to the deity's


cause;


*more worshippers or believers may be drawn to the deity through this


act (the more, the better!); and


*certain ceremonies may use this to celebrate the divinity of the deity.


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








Vylja's Skywalker (Alteration)


Sphere:  Elemental (Air)


Range:  0


Components:  V, S, M


Duration:  1 hour per level


Casting Time:  9


Area of Effect:  The caster


Saving Throw:  None





By casting this spell, a priest is granted the power to freely move


through the skies in whatever way he sees fit: he can levitate, fly, run,


walk, etc. (running checks for a skywalking creature are somewhat


easier, due to decreased resistance: all Strength and Constitution


checks have a +2 bonus). A priest can instantly change his mode of


movement for as long as the spell lasts.


When levitating, a priest can lift up to 100 pounds per level of


experience into the air. Once the weight is off the ground, he can move


it around by flying or walking to another location. A flying priest has


manoeuvrability class A, and he can fly around at MV 18. As a


consequence, running characters can go a lot faster than those that


fly. When flying, a priest can easily transport his own weight plus 10


pounds for every experience level he has attained. For every 50 pounds


above that amount, his movement rate for that round is decreased by 1


(down to a minimum movement rate of 1, not lower). Note further that a


skywalking priest can never lose his balance in the way a levitating


creature can. Strong winds, however, can cause a skywalking priest to


move with difficulty.


The priest needs his holy symbol to cast this spell.








Vylja's Cloud Walk (Alteration)


Sphere:  Elemental (Air), Weather


Range:  0


Components:  V, S, M


Duration:  1 hour per level


Casting Time:  9


Area of Effect:  One creature touched per 3 levels


Saving Throw:  None


Author:  Ezra van Everbroeck <ezra@anthraciet.arts.kuleuven.ac.be>





After casting this spell the priest can enable 1 creature for every 3


levels he has attained to walk on clouds, thick fog, dense smoke and the


like (if it is visible, it can be walked upon) for 1 hour per level he has.


The creatures can jump on the cloud, dig into it, and even cut pieces


from it.


Cloud walk however does not grant the creatures the capacity to get on


the cloud: if it is high in the air, they will have to use other magic (fly,


air walk, etc.) to reach it; if it is rolling along the surface of the


earth, they can try to climb it. The cloud will always continue moving in


the direction it was already going unless other magic (control winds, for


example) is used. Should the cloud begin to dissipate, the affected


creatures will hear creaking noises from underneath, so that they can


start thinking about getting off the cloud.


The spell can be used to carry creatures into safety, as a cheap means


of transport (just hop onto a fast-moving cloud that is going in the


right direction), or as a way to approach an enemy base without being


noticed.


The priest needs his holy symbol to cast this spell and a handful of


water.








Vylja's Eye of the Cyclone (Alteration)


Sphere:  Protection, Weather


Range:  0


Components:  V, S


Duration:  2 rounds per level


Casting Time:  9


Area of Effect:  40-foot circle


Saving Throw:  Special


Author:  Ezra van Everbroeck <ezra@anthraciet.arts.kuleuven.ac.be>





This defensive spell creates a whirling mass of air around a central


point (the caster) which remains undisturbed: the eye of the cyclone.


The eye is 10 feet in diameter, whereas the barrier which surrounds it


is 15 feet thick at all sides. The wind speed in the barrier is about 6


miles for each level the caster has attained. Any creature trying to


pass through the barrier will suffer 1d4 points of damage per caster


level due to wind blasts and flying debris. No normal movement of air (or


something as weak as a gust of wind) can penetrate the cyclone, nor can


creatures in gaseous form or flying creatures that are medium sized or


smaller. All these creatures will suffer normal damage but have no


chance of actually making it to the centre - they are expelled at the


outside of the cyclone. Large flying creature will also suffer damage


but have the usual chance of reaching the eye: they, as do walking


creatures, have to roll a successful Constitution check. Creatures


that fail this check are driven to the outside again, after they have


suffered damage.


Those creatures that are standing in the eye can see nothing of their


surroundings, but are free to cast spells or move about in the eye. If


they step into the cyclone they suffer normal damage. However, they do


not have to make a Constitution check to get outside the barrier (but


they do if they want to return to the eye).


The caster can make the cyclone end early, but it will still take two


rounds to disappear altogether: during the first round damage drops to


1d3 per level of the caster, and in the second round all creatures


trying to cross the barrier suffer 1 point of damage per caster level. A


dispel magic will cause the cyclone to dissipate in the same way as if


the caster had wished to end the spell early. Control wind can influence


the wind speed in the cyclone and the damage it inflicts.


This spell can be cast both outdoors (the cyclone will attain a height of


60 feet) and indoors (the cyclone will grow to the ceiling, unless that is


higher than 60 feet).








Vylja's Lightning Strike (Alteration)


Sphere:  Weather


Range:  10 yards per level


Components:  V, S


Duration:  Instantaneous


Casting Time:  9


Area of Effect:  Special


Saving Throw:  1/2





By casting this spell, a priest can focus the natural electrical energy


present in his surroundings into a bolt of lightning. The spell has three


different applications.


*It can function as a faster way of casting call lightning. Except for the


shorter duration, it is identical to that spell (it can only be cast


outdoors when a storm is near, for example).


*The second application of Vylja's lightning strike can still only be cast


outdoors, but it needs no real storm to power it. However, it can be


cast in any given site with a 1 mile diameter only once every hour (this


is the time it takes for the natural charges to build up again). This


application delivers 1d4 points of electricity damage to its target or


targets for each level the priest has attained. The area of effect is up


to the caster: it can be a circle with a diameter of 20 feet, or the


priest can choose to let the lightning strike up to three different


creatures within range. In the latter case, the electrical charge must


be divided by the priest over the different targets (for example, a


16th-level priest could hit a giant for 10d4 points of damage, and its


two gnoll servants for 3d4 points each). A saving throw versus spell is


allowed for half damage.


*The third application closely resembles the second one, but it can also


be cast indoors or under the ground. The damage is however decreased


to 1d3 points of damage per caster level. The saving throw for half


damage is of course still applicable.








Vylja's Spiders to Ashes (Alteration)


Sphere:  Sun


Range:  0


Components:  V, S, M


Duration:  1 round


Casting Time:  9


Area of Effect:  One 10-foot cube per level


Saving Throw:  Special





Vylja's spiders to ashes is an improved version of the 3rd-level spell


Vylja's webs to dust. The casting of the spell creates a golden glow that


fills the area of effect for about 10 seconds. This light automatically


destroys all natural and magical webs within its confines: they are


turned into harmless dust. Spiders and objects that were supported by


the webs fall to the surface and suffer normal falling damage.


Moreover, Vylja's spiders to ashes also causes damage to creatures


that are wholly or partly arachnoid (driders and steeders, for example)


and to living webs. All such creatures suffer 1d4 points of damage per


experience level of the caster. They are however allowed a saving throw


versus death magic for half damage.


This spell can also help against a creeping doom, because such a swarm


normally consists at least partly of arachnids. Vylja's spiders to ashes


will destroy between 100 and 500 of the critters (1d5x100).


The material components needed for this spell are the caster's holy


symbol and a precious stone worth at least 50 gp. The stone must have


been enchanted with continual light prior to the casting of this spell. It


disappears during casting.








Vylja's Versatile Healing (Necromancy)


Sphere:  Healing


Range:  0


Components:  V, S


Duration:  Permanent


Casting Time:  9


Area of Effect:  Creature touched


Saving Throw:  None





Upon casting this spell the caster gains the power to heal 1d6 points of


damage for each level he has attained. He is free to divide these dice


over more than one creature as he deems fit (for example, a 10th-level


priest could roll 4d6 to cure his own wounds, 5d6 to cure the wounds of


the part's fighter, and 1d6 to heal some of the damage the party's


illusionist has suffered). A priest can cure up to three creatures in a


single round, as long as he is able to touch them with his two hands.


The caster retains his healing capacity (or what is left of it) as long as


he does not engage into combat (melee or missile weapons) and as long as


he does not cast spells other than those belonging to the healing


sphere (wizard spells are not allowed either for multi-classed


characters). In any case, the spell will end after one day per level of


the caster.








Word of Passage (Alteration)


Sphere:  Travellers


Range:  3 feet


Components:  V, S, M


Duration:  1 round per level


Casting Time:  1


Area of Effect:  10-foot per level long, 5-foot diameter cone


Saving Throw:  None





By use of this spell, the priest causes a passage five feet in diameter


to be bored into any single non-living substance. The passage will


extend ten feet per level of the priest, and may be closed behind the


priest or allowed to exist for the duration of the spell. Note that


stone, metal, water, gas, or even fire are affected, though magical


substances, sanctified areas and magically locked objects cannot be


penetrated. The material component for this spell is an awl, which is


consumed in the casting.








Yemelat's Orgiastic Frenzy (Enchantment)


Sphere:  Charm


Range:  60 feet


Components:  V, M


Duration:  Special


Casting Time:  6 turn


Area of Effect:  20-foot radius circle


Saving Throw:  Special





Yemelat, whose archbishopric is among the most coveted of all the


dioceses of Lord Priapus, is most famous for his orgiastic frenzy spell,


first put to shockingly great effect at a special High Council of the


priests of Helm, Torm, and Tyr. This spell compels those within its range


to engage in sexual activities with wild abandon with anyone else within


the zone. Those within the area of effect may save versus petrification


at -5 to stave off the effects, but must save again if they touch


anyone or anything in the zone, until they escape the zone or until


everyone falls unconscious within the zone. The material component is a


peeled grape.








Youth (Alteration)


Sphere:  Animal


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  Special


Area of Effect:  Creature touched


Saving Throw:  None





The spell will cause oneself or another to gain up to 10 years of youth.


The spell effects depend on how long the spell is studied. If interrupted


during study, the spell will be lost. The spell can also heal old scars or


heal body parts that were lost in the past, such as eyes, ears, etc.


However, the spell must be studied to the maximum to get all results. If


studied for 1 week without any interruptions the caster can even bring


back old limbs. This spell will not heal anyone that was born without


arms, eyes, etc. Youth spell effects:





 Number of hours


 of casting time    Age decrease


        5                 2


       10                 4


       15                 6


       20                 8


       25                10





The component is a 1000 gp worth gem which is consumed in the casting. 








Zone of Tolerance (Abjuration)


Reversible


Sphere:  Protection


Range:  0


Components:  V, S, M


Duration:  24 hours


Casting Time:  1 round


Area of Effect:  One 120-yard radius area


Saving Throw:  Special





This spell is used by a priest to create an area in which alcohol has a


diminished effect on creatures. Any being entering the area must make a


saving throw versus spell to overcome the compulsion not to drink.


Creatures entering the area already intoxicated will have their level


of intoxication reduced by one level (note that this sobers up those


who are slightly intoxicated). Constitution checks made in the area are


unmodified, no matter what is being imbibed, thus making it more difficult


to become drunk (see the Net Alcohol Guide for more information).


The reverse, zone of intoxication, creates an area in which alcohol is


more effective than normal. Any being entering the area must save


versus spell or be compelled to drink. Creatures entering the area will


become one level more intoxicated than they were (not more than greatly


intoxicated, and sober creatures are unaffected by this). Constitution


checks are made at a -3 penalty, cumulative with other penalties, making


it easier to become drunk.


This spell is popular amongst priests who assist temperance


organizations. The reverse is popular amongst business owners who


enjoy the large consumption of alcohol. Of course, they must find


priests willing to help the business. Most priests will cast the spell


for a small contribution to the church.


The material component of the spell is a sea sponge with a serving of


alcohol sucked into it.


