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	C1 Spell Name: Gate
	C1 Magic Type: Conjuration/Summoning
	C1 Range: 3"
	C1 Duration: Special
	C1 Area of Effect: Special
	C1 Casting Time: V,S
	C1 Components: 5 Segments
	C1 Saving Throw: None
	C1 Level: 7
	C2 Spell name: Holy Word
	C2 Magic Type: Conjuration/Summoning
	C2 Range: 0
	C2 Duration: Special
	C2 Area of Effect: 3" Radius
	C2 Casting Time: V
	C2 Components: 1 Segment
	C2 Saving Throw: None
	C2 Level: 7
	C3 Spell Name: Regenerate
	C3 Magic Type: Necromantic (Reversible)
	C3 Range: Touch
	C3 Duration: Permanent
	C3 Area of Effect: Creature Touched
	C3 Casting Time: V,S,M
	C3 Components: 3 Rounds
	C3 Saving Throw: None
	C3 Level: 7
	C1 Description: The casting of a gate spell has two effects: first, it causes an ultra-dimensional connection between the plane of existence
the cleric is on and that plane on which dwells a specific being of great power, the result enabling the being to merely step through the gate, or portal, from its plane to that of the cleric; second, the utterance of the spell attracts the attention of the dweller on the other plane. When casting the spell, the cleric must name the demon, devil, demi-god, god, or similar being he or she desires to make use of the gate and come to the cleric's aid. There is a 100% certainty that something will step through the gate. The actions of the being which comes through will depend on many factors, including the alignment of the cleric, the nature of those in company with him or her, and who or what opposes or threatens the cleric. Your Dungeon Master will have a sure method of dealing with the variables of the situation. The being gated in will either return immediately (very unlikely) or remain to take action.
	C2 Description: Explanation/Description: The utterance of a holy (unholy) word has tremendous power. It drives off evil (good) creatures from other planes, forcing them to return to their own plane(s) of existence. It further affects other creatures of differing alignment as follows:

                  Creatures
                  Hit Dice or
                     Level                 General                        Move      Attack Dice         Spells
                   ---------------------------------------------------------------------------------------------------------
                   less than 4              kills                              -                  -                       -
                   4 to 7+             paralyzes 1-4 turns             -                  -                       -
                   8 to ll+             stuns 2-8 rounds              -50%            -4                       - 
                   12 or more       deafens 1-4 Rounds        -25%            -2           50% chance to fail


Affected creatures must be within the 6" diameter area of effect centering on the cleric casting the spell.
	C3 Description: When a regenerate spell is cast, body members (fingers, toes, hands, feet, arms, legs, tails, or even the heads of
multi-headed creatures), bones, or organs will grow back. The process of regeneration requires but 1 round if the member(s) severed is (are) present and touching the creature, 2-8 turns otherwise. The reverse, wither, causes the member or organ touched to shrivel and cease functioning in 1 round, dropping off into dust in 2-8 turns. As is usual, creatures must be touched in order to have harmful effect occur. The material components of this spell are a prayer device and holy/unholy water.


