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V,S\M
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This spell is the same as the 4th level cleric cure serious wounds spell (g.v.), with the exception of the fact that the spell
requires the use of any sort of mistletoe.

This spell is a more potent version of the cure light wounds spell (g.v.). Upon laying his or her hand upon a creature, the
cleric causes from 3 to 17 (2d8+1) hit points of wound or other injury damage to the creature's body to be healed. This
healing will affect only those creatures listed in the cure light wounds spell explanation. Cause serious wounds, the
reverse of the spell, operates similarly to the cause light wounds spell, the victim having to be touched first, and if the
touch is successful, it will inflict 3 to 17 hit points.

Except as noted above, this spell is the same as the 3rd level cleric dispel magic spell (q.v.).

When a cleric casts this spell, it neutralizes or negates the magic it comes in contact with as follows: A dispel magic will
not affect a specially enchanted item such as a scroll, magic ring, wand, rod, staff, miscellaneous magic item, magic
weapon, magic shield, or magic armor. It will destroy magic potions (they are treated as 12th level for purposes of this
spell), remove spells cast upon persons or obiects, or counter the casting of spells in the area of effect. The base chance
for success of a dispel magic spell is 50%. For every level of experience of the character casting the dispel magic above
that of the creature whose magic is to be dispelled (or above the efficiency level of the object from, which the magic is
issuing), the base chance increases by 5%, so that if there are 10 levels of difference, there is a 100% chance. For every
level below the experience/efficiency level of the creature/object, the base chance is reduced by 2%. Note that this spell
can be very effective when used upon charmed and similarly beguiled creatures. It is automatic in negating the spell
caster's own magic.

By casting this spell the druid causes the appearance of an hallucinatory forest to came into existence. The

illusionary forest appears to be perfectly natural and is indistinguishable from a real forest. Other druids - as well as such
creatures as centaurs, dryads, green dragons, nymphs, satyrs, and treants - will recognize the forest for what it is. All
other creatures will believe it is there, and movement and order of march will be affected accordingly. The hallucinatory
forest will remain until it is magically dispelled by a reverse of the spell or a dispel magic. The area shape is either
rectangular or square, in general, at least 4" deep, and in whatever location the druid costing the spell desires. The forest
can be of less than maximum area if the druid wishes. One of its edges will appear up to 8" away from the druid,
according to the desire of the spell caster.
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requires the use of any sort of mistletoe.
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This spell is a more potent version of the cure light wounds spell (q.v.). Upon laying his or her hand upon a creature, the
cleric causes from 3 to 17 (2d8+1) hit points of wound or other injury damage to the creature's body to be healed. This healing will affect only those creatures listed in the cure light wounds spell explanation. Cause serious wounds, the reverse of the spell, operates similarly to the cause light wounds spell, the victim having to be touched first, and if the touch is successful, it will inflict 3 to 17 hit points.


	C2 Description: Except as noted above, this spell is the same as the 3rd level cleric dispel magic spell (q.v.).
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When a cleric casts this spell, it neutralizes or negates the magic it comes in contact with as follows: A dispel magic will
not affect a specially enchanted item such as a scroll, magic ring, wand, rod, staff, miscellaneous magic item, magic weapon, magic shield, or magic armor. It will destroy magic potions (they are treated as 12th level for purposes of this spell), remove spells cast upon persons or obiects, or counter the casting of spells in the area of effect. The base chance for success of a dispel magic spell is 50%. For every level of experience of the character casting the dispel magic above that of the creature whose magic is to be dispelled (or above the efficiency level of the object from, which the magic is issuing), the base chance increases by 5%, so that if there are 10 levels of difference, there is a 100% chance. For every level below the experience/efficiency level of the creature/object, the base chance is reduced by 2%. Note that this spell can be very effective when used upon charmed and similarly beguiled creatures. It is automatic in negating the spell caster’s own magic.
	C3 Description: By casting this spell the druid causes the appearance of an hallucinatory forest to came into existence. The
illusionary forest appears to be perfectly natural and is indistinguishable from a real forest. Other druids - as well as such creatures as centaurs, dryads, green dragons, nymphs, satyrs, and treants - will recognize the forest for what it is. All other creatures will believe it is there, and movement and order of march will be affected accordingly. The hallucinatory forest will remain until it is magically dispelled by a reverse of the spell or a dispel magic. The area shape is either rectangular or square, in general, at least 4" deep, and in whatever location the druid costing the spell desires. The forest can be of less than maximum area if the druid wishes. One of its edges will appear up to 8" away from the druid, according to the desire of the spell caster.


