Seventh-Level Spells








Black Storm of Vengeance (Invocation)


Sphere:  Elemental (Air, Water), Vengeance, War, Weather


Range:  400 yards


Components:  V, S


Duration:  1 round per level


Casting Time:  1 round per level


Area of Effect:  120 yard radius circle


Saving Throw:  Special





This powerful spell is invoked primarily against invading armies or in siege warfare. The spell's primary effect is to destroy or prevent the passage of troops who have attacked the priest or his comrades. This spell requires the priest to concentrate for the full duration of the spell. The casting time and duration are simultaneous. In the first round of casting, the priest summons an enormous black


storm cloud over the area of effect. Lightning and crashing claps of thunder rock the area, and creatures within the area of effect must save versus paralysation of be deafened for 1d4 turns. 


On the second round, the priest calls six lightning bolts down from the cloud. Each is directed at a specific target, and each bolt does 8d8 points of damage (A successful saving throw indicates half damage).


On the third round, hail stones pound those in the area of effect for 3d10 points of damage (no saving throw).


On the fourth and fifth rounds, tornadoes sweep through the area of effect toppling 1 creature in 4, and doing 3d6 points of damage to 1 creature in 6.


On the sixth and seventh rounds, acid rains down on the area of effect inflicting 1d4+1 points of damage. No saving throw is allowed.


On the eighth and subsequent rounds, violent rain and wind gusts reduce visibility to five feet and movement is reduced 75%. Missile fire and spell casting from within the area of effect are impossible.


The sequence of effects ceases immediately if the priest is disrupted from spell casting at any time. The priest may opt to cancel the effects at any time.








Cure Vampirism (Alteration, Necromancy)


Sphere:  Healing


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  3 turns


Area of Effect:  Vampire touched


Saving Throw:  None





By means of this spell, a priest is actually able to convert a being who has been changed into a vampire back to his mortal self again. At the same time, it changes the cursed being from an undead status to a living creature again (since a vampire is inherently a dead mortal). The spell must be cast within 5 days after the vampire to be cured has been slain or it will not work.


After casting this spell, the cured vampire must rest for a minimum or 24 hours before engaging in any activity.


Cure vampirism is not as simple as just casting the spell and changing a vampire. The material component of this spell is the heart of the vampire who originally cursed the recipient of the spell with vampirism. In many cases, this will probably send the characters on a quest to destroy the vampire. Only a fragment of the heart is necessary to cast


the spell. Therefore, if several people have been inflicted by the same vampire, the heart can be divided up and used as the material component for all to receive the spell. However, if the vampire is destroyed and there is nothing left (total destruction by sunlight, for example) then


the spell component is lost and the spell cannot be cast. The recipient vampire must make a successful resurrection check or the spell will fail and the victim will not be able to be raised again.


In addition to the original vampire's heart, the spell also requires the priest's holy symbol and a stone altar (on which the body is laid) as material components. The altar must be decorated with gems and precious metals worth 10,000 gp and is fused into a worthless lump of obsidian after casting.








Eyes of the Beholder (Alteration)


Sphere:  Animal, Combat


Range:  0


Components:  V, S, M


Duration:  Special


Casting Time:  Special


Area of Effect:  Creature touched


Saving Throw:  None





This spell enchants the touched creature (possibly the  caster) with abilities similar to those of a beholder with respect to the eyes. By using this spell, the eyes of a creature (or the caster) can be enchanted with one spell like power each. For most demihumans and humanoids this is two. The casting time is one turn for each enchantment cast plus the casting time of the enchantment. To cast this pell, the caster first casts eyes of the beholder and then casts the desired enchantment. The first spell captures the energies of the second spell and those energies, which cannot be dispelled, flow in an eye of the caster's choice. The creature affected can then cast that spell as though it were an innate ability. The DM rolls a 1d6 to determine the


number of days the spell lasts for each eye affected and keeps the result secret. As long as the spell is in effect, eye colour generally changes to represent the effect of the enchantment. For every level of the caster beyond the enchantment cast upon the eye, the spell remains in effect for another day. This spell has the potential to be very


powerful especially if both eyes are enchanted with wish. In this case, DMs are advised to use this spell with caution and possibly reserve it as a psionic enchantment. On the plus side, the material components are difficult to get: one of an actual beholder's eyes is necessary to cast this spell. The DM may also rule that the eye must have the same


enchantment that the caster wishes to bestow.








Final Strike (Invocation)


Sphere:  Vengeance


Range:  0


Components:  V, S


Duration:  Instantaneous


Casting Time:  5


Area of Effect:  5-foot radius per level sphere


Saving Throw:  1/2





Final strike is the ultimate spell cast in a priest's career. The spell is cast when the priest believes that he is facing imminent death. The object of the spell is to allow the priest to terminate his life quickly and to take his would-be killers to their graves as well. At the culmination of the powerful spell, the priest's body explodes with the power of his deity doing 5d10+100 points of damage to all creatures within the area of effect. A saving throw versus spell results in half damage. Further, all creatures within twice the area of effect are stunned for 3d6 rounds. Structures within the area of effect take 10d6 in structural damage. Smaller objects must save versus disintegration or be vaporised. All plant life within the area is destroyed, and water or other liquids within the area of effect are vaporised. Any creatures viewing the


explosion at up to 10 times the area of effect must save versus spell or be permanently blinded. Those making their saving throw are blinded for 2d8 days. The bodies of all those killed by the blast are disintegrated, as are all their possessions (magical devices save versus disintegration). The body of the priest and all his possessions are disintegrated, and the spirit of the priest moves on to its final reward. Neither raise dead, nor resurrection or any magic short of a wish can ever bring the priest back to life. The use of this spell calls the attention of the priest's deity. If the deity looks upon the priest's actions with favour, there is a 5% chance that the god will grant the priest maximum damage for a final strike.


Ever after, the ground in the area of effect is considered sanctified. This spell is the maker of legends. Its use is never trivial or without purpose, and in fact, the spell will fail if the deity does not approve of its use. But no deity ever considers the proper use of this spell with


anything but the utmost respect. Use of this spell in the service of one's comrades is considered the highest form of valour, and use in the service of one's deity is thought of as the highest form of worship and devotion. Exceptional use of this spell has even raised priests to demigod status.








Henley's Digit of Disruption (Invocation)


Sphere:  Combat


Range:  5 yards per level


Components:  V, S


Duration:  Instantaneous


Casting Time:  7


Area of Effect:  One undead


Saving Throw:  Special





This spell is a powerful weapon against undead creatures. When it is cast, a thin ray of about 1cm in diameter springs forth from the priest's pointing finger and strikes the selected target. Any undead creature so struck must save versus spell or take 6d8 points of damage and roll on


percentile dice as if hit with a mace of disruption. If the saving throw is made, the affected creature takes 4d8 points of damage, with the remaining 2d8 striking the priest in a backlash of energy.








Nikadeemous' Plague of Undeath (Necromancy)


Sphere:  Necromantic


Range:  1 mile


Components:  V, S, M


Duration:  1 day per level


Casting Time:  6 turns


Area of Effect:  One square mile


Saving Throw:  None





This spell brings down a terrible curse upon the area under effect. Any creature who dies within the area of effect, and during the duration of the spell, will arise as an undead creature of appropriate strength on the night of the next full moon, provided the duration does not end before the next full moon. The material component is a piece of


moonstone of at least 1 pound weight.








Razorwind (Alteration, Invocation)


Sphere:  Combat, Elemental (Air)


Range:  5 yards per level


Components:  V, S, M


Duration:  Instantaneous


Casting Time:  8


Area of Effect:  One creature


Saving Throw:  Special





By means of this spell, the priest brings about a transformation of the air about himself, compressing large volumes of it into a minute area and sending it at a target. Though this wind has no actual edge, it is highly effective when it strikes its target, causing 1d8 points of damage per level of the priest. In addition, the victim of the  razorwind must make a saving throw versus rod, staff or wand, or an extremity will be severed (as with a blow from a sword of sharpness). This saving throw is modified by +1 for each plus of magical armour the target is wearing (only armour: not shields, rings, bracers, etc.). In addition, persons wearing plate mail or better receive an extra +1 on the saving roll. Because such a large volume of air is needed to create the razorwind, this spell can only be cast outdoors or in a chamber of vast size (at the DM's discretion). If it is cast in a smaller, more confined area (eg.,indoors or underground passage), it will not function and everyone in the area will suffer a momentary loss of air. The material components for this spell are the holy symbol of the priest, a bloodstone, and a small, flat piece of steel.














Stop the Sun (Alteration, Illusion)


Sphere:  Paraelemental (Sun), Sun, Time


Range:  0


Components:  V, S, M


Duration:  1 turn per level


Casting Time:  1 turn


Area of Effect:  Special


Saving Throw:  None





When the priest casts this spell, the sun immediately seems to stop in the sky, over any populated area which the priest can see the major part of. The area actually experiences extra turns of daytime; as far as those outside the area are concerned, the whole period of extra time happened in one instant. The material component for this spell is the


priest's holy symbol.








Sunbow of Disruption (Conjuration)


Sphere:  Combat, Sun


Range:  120 yards


Components:  V, S, M


Duration:  1 round per level


Casting Time:  9


Area of Effect:  Creatures touched


Saving Throw:  Special





This spell is similar to sunbow, except that the following undead creatures are utterly destroyed if they fail their saving throw: 


    Creature      Saving Throw


     Ghouls           None*


     Shadows           20


     Wights            17


     Ghasts            15


     Wraiths           13


     Mummies           11


     Spectres           9


     Vampires           7


     Ghosts             5


     Liches             3


* Automatically disrupted.





Even if these saving throws are effective, the sunbow of disruption scores triple damage upon opponents of this sort. The material component is a light source, which is extinguished in the casting. 








Unlife (Necromancy)


Reversible


Sphere:  Necromantic


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  1 round


Area of Effect:  Special


Saving Throw:  None





This powerful magic enables the caster to create undead from corpses and skeletal remains. Undead take 20 turns (minus the level of the caster) to come to unlife, and upon appearance, will attempt to carry out one task or action stated in he spell-casting (typically, to attack the first creature other than the caster to enter the place where the


spell was cast). The created undead is not otherwise under the control of the caster. The caster has a 7% chance per level over 13 of successfully choosing the type of undead created. Otherwise, roll 1d100 and check in the appropriate column of the following table to determine what sort of undead the carrion is transformed into.





Undead Resulting           Level of the Caster


after Transformation 14-16|17-19|20-22|23-25|26-28|29th+


Skeleton or Zombie   01-12|01-10|01-08|01-06|01-04|01-02


    Ghoul            13-25|11-23|09-21|07-19|05-17|03-15


    Ghast            26-36|24-34|22-32|20-30|18-28|16-26


   Shadow            37-48|35-46|33-44|31-42|29-40|27-38


    Wight            49-57|47-55|45-53|43-51|41-49|39-47


   Wraith            58-64|56-62|54-60|52-58|50-56|48-54


    Mummy            65-71|63-69|61-67|59-65|57-63|55-61


   Spectre           72-83|70-81|68-79|66-77|64-75|62-73


    Ghost            84-87|82-85|80-83|78-81|76-79|74-77


   Vampire           88-93|86-91|84-89|82-89|80-89|78-89


Other (DM's Choice)  94-00|92-00|90-00|90-00|90-00|90-00





Note that the undead created must be of a Hit Dice equal to or less than the level the corpse had while alive. If the table indicates a type higher than this, the remains are animated as the most powerful type of creature they can be, i.e., an undead equal (or as near as possible) to the victim's original level. Normally, only a single undead can be created by this spell. Sometimes (2 in 6 chance) two or three may be inadvertently created if other carrion is within 20 feet of the casting. Types of extra undead cannot be selected by the caster, nor are such extra undead obligated to carry out any task or refrain from attacking


the caster, who may not even be aware of their existence.


The reverse of this spell, go down, causes a single undead to be reduced to lifeless remains (if non-corporeal, it is reduced to dust forever). Such remains (but not dust) could be reanimated by later magic. The material components for both forms of the spell are a pinch of dust, a drop of blood, a drop of water, and a fragment of bone. 


