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By means of the astral spell a cleric is able to project his or her astral body into the Astral Plane, leaving his or her
physical body and material possessions behind on the Prime Material Plane, (the plane on which the entire universe and
all of its parallels have existence). Only certain magic items which have multi-planed existence can be brought into the
Astral Plane. As the Astral Plane touches upon all of the first levels of the Outer Planes, the cleric can travel astrally to any
of these Outer Planes as he or she wills. The cleric then leaves the Astral Plane, forming a body on the Plane of existence
he or she .has chosen to enter. It is also possible to travel astrally anywhere in the Prime Material Plane by means of the
astral spell, but a second body cannot be formed on the Prime Material Plane. As a general rule, a person astrally
projected con be seen only by creatures on the Astral Plane. At all times the astral body is connected to the material by a
silvery cord. If the cord is broken, the affected person is killed, astrally and materially, but generally only the psychic wind
can normally cause the cord to break. When a second body is formed on a different plane, the silvery cord remains
invisibly attached to the new body, and the cord simply returns to the latter where it rests on the Prime Material Plane,
reviving it from its state of suspended animation. Although astrally projected persons are able to function on the Astral
Plane, their actions do not affect creatures not existing on the Astral Plane. The spell lasts until the cleric desires to end it,
or until it is terminated by some outside means (dispel magic or destruction of the cleric’s body on the Prime Material
Plane). The cleric can take up to five other creatures with him or her by means of the astral spell, providing the creatures
are linked in a circle with the cleric. These fellow travelers are dependent upon the cleric and can be stranded. Travel in
the Astral Plane con be slow or fast according to the cleric's desire. The ultimate destination arrived at is subject to the
conceptualization of the cleric. (See APPENDIX IV, THE KNOWN PLANES OF EXISTENCE, for further information on the
Astral Plane and astral projection.)
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The control weather spell allows a cleric to change the weather in the area he or she is in at the time the spell is cast. The
spell will affect the weather for from 4 to 48 hours (4d12) in an area of from 4 to 16 square miles (4d4). It requires 1 turn
to cast the spell, and an additional 1 to 4 (d4) turns for the effects of the weather to be felt. The control weather spell will
not radically change the temperature, i.e. from below zero to a 100 degree temperature heat wave. The weather control
possible depends upon the prevailing conditions:

<< See Player's Handbook, Page 52 for Chart >>

All three aspects of the weather (clouds/precipitation, temperature, and wind) can be controlled, but only as shown. For
example, a day which is clear worm, and with light wind can be controlled to become hazy, hot, and calm. Contradictions
are not possible - fog and strong wind, for example. Multiple control weather spells can be used only in succession. The
material components for this spell are the cleric’s religious symbol, incense, and prayer beads or similar prayer objects
Obviously, this spell functions only in areas where there are appropriate climatic conditions.
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When this spell is cast by a cleric, a local tremor of fairly high strength rips the ground. The shock is over in one melee
round. The earthquake affects all terrain, vegetation, structures, and creatures in its locale. The area of effect of the
eorthquoke spell is circular, the diameter being %" for every level of experience of the cleric casting it, is. o 20th level
cleric casts on earthquake spell with a 10” diameter area of effect:

<< See Player's Handbook, Page 52-52 for Effects Chart >>

The material components for this spell are a pinch of dirt, a piece of rock, and a lump of clay.
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