Abjuration

Range: Touch Components:
Duration: Permanent Casting Time:
Area of Effect: One Person Saving Throw:

4
A

Divination

Range: 0 Components:

Duration: Special Casting Time:
Area of Effect: Special Saving Throw:

4
A

Necromantic (Reversible)

Range: Touch Components: V,S
Duration: Permanent Casting Time: 8 Segments
Area of Effect:  Creature Touched Saving Throw: None

4
A




This spell is used by the cleric to remove the onus of unwilling or unknown deeds from the person who is the subject of
the atonement. The spell will remove the effects of magical alignment change as well. The person for whom atonement is
being made must be either truly repentant or not in command of his or her own will so as to be able to be repentant. Your
referee will judge this spell in this regard, noting any past instances of its use upon the person. Deliberate misdeeds and
acts of knowing and willful nature cannot be atoned for with this spell. The material components of this spell are the
cleric's religious symbol, prayer beads or wheel or book, and burning incense.

By use of a commune spell the cleric is able to contact his or her divinity - or agents thereof - and request information in
the form of questions which can be answered by a simple "yes" or "no". The cleric is allowed one such question for every
level of experience he or she has attained. The answers given will be correct. It is probable that the referee will limit the
use of commune spells to one per adventure, one per week, or even one per month, for the "gods" dislike frequent
interruptions. The material components necessary to a commune spell are the cleric's religious symbol, holy/unholy
water, and incense.

The cure critical wounds spell is a very potent version of the cure light wounds spell (g.v.). The cleric lays his ar her hand
upon a creature and heals from 6 to 27 (3d8+3) hit points of damage from wounds or other damage. The spell does not
affect creatures excluded in the cure light wounds spell explanation. Its reverse, cause serious wounds, operates in the
same fashion as other cause wounds spells, requiring a successful touch to inflict the 6-27 hit points of damage. Caused
wounds heal as do wounds of other sorts.
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