Abjuration (Reversible)

Range: Touch Components: V,S,M
Duration: 1 Round / Level Casting Time: 8 Segments
Area of Effect:  Creature Touched Saving Throw: Negates

4
A

Evocation

Range: 6" Components: V,S,M
Duration: 1 Segment Casting Time: 8 Segments
Area of Effect: 1" Diameter, 3" High Saving Throw: 1/2 Damage

4
A

Conjuration/Summoning

Range: 36" Components: V,S,M
Duration: 1 Turn/ Level Casting Time: 1 Turn
Area of Effect: 36" Diamenter, 6" High  Saving Throw:

4
A




The cleric using this spell causes summoned creatures of evil nature, or monsters enchanted and caused to perform evil
deeds, to return to their own plane or place. Examples of such creatures are: aerial servants, demons, devils, djinn, efreet,
elementals, and invisible stalkers. Note that this spell lash for 1 melee round for each level of experience of the caster,
and while the spell is in effect all creatures which could be affected by it attack at a -7 penalty on their "to hit" dice when
engaging the spell caster. The reverse of the spell, dispel good, functions against summoned or enchanted creatures of
good alignment or sent to aid the cause of good. The material components for this spell are the cleric's religious object
and holy/unholy water.

When the cleric calls down a flame strike spell, a column of fire roars downward in the exact location called for by the
caster. If any creature is within the area of effect of a flame strike, it must make a saving throw. Failure to make the save
means the creature has sustained 6-48 (6d8) hit points of damage; otherwise, 3-24 (3d8) hit points of damage are taken.
The material component of this spell is a pinch of sulphur.

When this spell is cast by the cleric, a horde of creeping, hopping, and flying insects swarm in a thick cloud. These insects
obscure vision, limiting it to 3". Creatures within the insect plague sustain 1 hit point of damage for each melee round they
remain in it due to the bites and stings of the insects, regardless of armor class. The referee will cause all creatures with
fewer than five hit dice to check morale. Creatures with two or fewer hit dice will automatically move-at their fastest
possible speed in a straight line in a random direction until they are not less than 24" distant from the cloud of insects.
Creatures with fewer than five hit dice which fail their morale check will behave likewise. Heavy smoke will drive off
insects within its bounds. Fire will also drive insects away; a wall of fire in a ring shape will keep the insect plague outside
its confines, but a fire ball will simply clear insects from its blast area for 1 turn. Lightning and cold/ice act likewise. The
plague lasts for 1 turn for each level of experience of the cleric casting the spell, and thereafter the insects disperse. The
insects swarm in an area which centers around a summoning point determined by the spell caster, which point can be up
to 36" distant from the cleric. The insect plague does not move thereafter for as long as it lasts. Note that the spell can be
countered by casting a dispel magic upon the summoning point. A cube of force (a special magic item) would keep
insects away from a character seeking the center of the swarm, but invisibility would afford no protection. The material
components of this spell are a few grains of sugar, some kernels of grain, and a smear of fat.
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