Priest Spell Spheres
Note:  All orisons (0th level spells) are described on the website, usually with changes form the original source.

All Sphere

Spell


Type/Level
Reversible?
School

Reference

Cure Minor Wounds
C0/D0

No

Nec

Dra108

Emboss

C0

No

Enc/Cha
New

Invoke


C0/D0

No

Inv

New

Magic Sense

C0/D0

No

Div

New

Meditation

C0/D0

No

Enc/Cha
Dra108

Preserve

C0/D0

No

Alt

Dra120

Seal


C0

No

Enc

New

Ceremony

C1/D1

No

Inv

UA

Combine

C1

No

Evo

UA

Purify Food & Water
C1

Yes

Alt

PHB

(Un)Holy Symbol
C2

No

Con/Sum
UA

Dispel Magic

C3/D4

No

Abj

PHB

Remove Curse

C3

Yes

Abj

PHB

Atonement

C5

No

Abj

PHB

Commune

C5

No

Div

PHB

Quest


C5

No

Enc/Cha
PHB

Animal Sphere

Spell


Type/Level
Reversible?
School

Reference
Bird Call

D0

No

Evo

Dra119

Identify Animal
D0

No

Div

New

Insect Repellent
D0

Yes

Div

New

Jolt


C0/D0

No

Alt

New

Pet


D0

No

Enc/Cha
Dra120

Slumber

C0/D0

No

Cha

Dra120, New

Animal Friendship
D1

No

Enc/Cha
PHB

Invisibility to AnimalsD1

No

Alt

PHB

Locate Animal

D1

No

Div

PHB

Speak with Animals
D1/C2

No

Alt

PHB

Spidereyes

C1/D1

No

Alt

FOR2

Charm Person or


Mammal
D2

No

Enc/Cha
PHB

Messenger

C2

No

Enc/Cha
UA

Snake Charm

C2

No

Enc/Cha
PHB

Hold Animal

D3

No

Enc/Cha
PHB

Summon Insects
D3

No

Conj/Sum
PHB

Animal Summoning I
D4

No

Conj/Sum
PHB

Giant Insect

C4

Yes

Alt

UA

Giant Spider

C4

No

Alt

FOR2

Repel Insects

D4

No

Abj/Alt
PHB

Sticks to Snakes
C4/D5

Yes

Alt

PHB

Animal Growth
D5

Yes

Alt

PHB

Animal Summoning IID5

No

Conj/Sum
PHB

Insect Plague

C5/D5

No

Conj/Sum
PHB

Spider Summoning
D5

No

Conj/Sum
MenzoBS

Summon Spider
C5

No

Conj/Sum
FOR2

Animal SummoningIIID6

No

Conj/Sum
PHB

Anti-Animal Shell
D6

No

Abj

PHB

Conjure Animals
C6

No

Conj/Sum
PHB

Creeping Doom
D7

No

Conj/Sum
PHB

Reincarnate

D7

No

Nec

PHB

Astral Sphere

Spell


Type/Level
Reversible?
School

Reference

Speak with Dead
C3

No

Nec

PHB

Plane Shift

C5

No

Alt

PHB

Astral Spell

C7

No

Alt

PHB

Chaos Sphere

Spell


Type/Level
Reversible?
School

Reference

Aspiration

C0

No

Inv

Dra108

Portent


C1

No

Div

UA

Confusion

D7

No

Enc/Cha
PHB

Charm Sphere

Spell


Type/Level
Reversible?
School

Reference

Slumber

C0/D0

No

Cha

Dra120, New

Command

C1

No

Enc/Cha
PHB

Remove Fear

C1

Yes

Abj

PHB

Charm Person

or Mammal
D2

No

Enc/Cha
PHB

Enthrall

C2

No

Enc/Cha
UA

Hold Person

C2

No

Enc/Cha
PHB

Cloak of Fear

C4

Yes

Ill/Pha

PHB

Feeblemind

D6

No

Enc/Cha
PHB

Meld of Lolth

C6

No

Enc/Cha
MenzoBS

Confusion

D7

No

Enc/Cha
PHB

Combat Sphere

Spell


Type/Level
Reversible?
School

Reference

Benediction

C0

Yes

Conj/Sum
Dra108

Empower

C0/D0

No

Enc/Cha
Dra120, New

Bless


C1

Yes

Conj/Sum
PHB

Magic Stone

C1

No

Alt

UA

Shillelagh

D1

No

Alt

PHB

Aid


C2

No

Nec, Conj
UA

Flame Blade

D2

No

Evo

UA

Spiritual Hammer
C2

No

Inv

PHB

Prayer


C3

No

Conj/Sum
PHB

Flame Strike

C5

No

Evo

PHB

Animate Object
C6

No

Alt

PHB

Spider Bite

C6

No

Evo

FOR2

Finger of Death
D7

No

Enc/Cha
PHB

Fire Storm

D7

Yes

Evo

PHB

(Un)Holy Word
C7

No

Conj/Sum
PHB

Creation Sphere

Spell


Type/Level
Reversible?
School

Reference

Polish


C0

No

Alt

UA

Remove Stain

C0

No

Alt

New

Smokepuff

C0

No

Alt

New

Create Water

C1/D2

Yes

Alt

PHB

Create Food & Water
C3

No

Alt

PHB

Spellweb

C3

No

Evo

FOR2

Animate Object
C6

No

Alt

PHB

Blade Barrier

C6

No

Evo

PHB

Heroes’ Feast

C6

No

Evo

UA

Divination Sphere

Spell


Type/Level
Reversible?
School

Reference
Edible Plant

D0

No

Div

Dra119

Identify Animal
D0

No

Div

New

Identify Plant

D0

No

Div

New

Test Soil

D0

No

Div

Dra119

Test Water

D0

No

Div

New

Detect Balance
D1

No

Div

UA

Detect Evil

C1

Yes

Div

PHB

Detect Faerzress


Radiance
C1

No

Div

New

Detect Magic

C1/D1

No

Div

PHB

Detect Poison

D1

No

Div

PHB

Detect Snares & Pits
D1

No

Div

PHB

Dowsing

D1

No

Div

New

Locate Animal

D1

No

Div

PHB

Penetrate Disguise
C1

No

Div

UA

Portent


C1

No

Div

UA

Predict Weather
D1

No

Div

PHB

Speak with Animals
D1/C2

No

Alt

PHB

Augury

C2

No

Div

PHB

Detect Charm

C2

Yes

Div

PHB

Detect Life

C2

No

Div

UA

Find Traps

C2

No

Div

PHB

Know Alignment
C2/D3

Yes/No
Div

PHB/UA
Locate Plants

D2

No

Div

PHB

Mindtouch

C2

No

Div

FOR2

Reflecting Pool
D2

No

Evo, Div
UA

Locate Object

C3

Yes

Div

PHB

Speak with Dead
C3

No

Nec

PHB

Detect Lie

C4

Yes

Div

PHB

Divination

C4

No

Div

PHB

Locate Faerzress

Radiance
C4

No

Div

New

Speak with Plants
C4/D4

No

Alt

PHB

Tongues

C4

Yes

Alt

PHB

Commune with NatureD5

No

Div

PHB

Magic Font

C5

No

Div

UA

True Seeing

C5

Yes

Div

PHB

Find the Path

C6

Yes

Div

PHB

Speak with Monsters
C6

No

Alt

PHB

Stone Tell

C6

No

Div

PHB

Elemental (All) Sphere

Spell


Type/Level
Reversible?
School

Reference
Commune with NatureD5

No

Div

PHB

Elemental (Air) Sphere

Spell


Type/Level
Reversible?
School

Reference

Dust Devil

C2

No

Conj/Sum
UA

Water Breathing
D3

Yes

Alt

PHB

Air Walk

C5

No

Alt

UA

Control Vapors
D5

No

Alt

FR4

Control Winds

D5

No

Alt

PHB

Aerial Servant

C6

No

Conj/Sum
PHB

Wind Walk

C7

No

Alt

PHB

Elemental (Earth) Sphere

Spell


Type/Level
Reversible?
School

Reference
Detect Snares & Pits
D1

No

Div

PHB

Meld into Stone
C3

No

Alt

UA

Stone Shape

D3

No

Alt

PHB

Stone Walk

C4

No

Alt

MenzoBS

Spike Stones

C5/D5

No

Alt, Enc
UA

Transmute Rock to

Mud

D5

Yes

Alt

PHB

Stone Tell

C6

No

Div

PHB

Transmute Water to

Dust

D6

Yes

Alt

UA

Animate Rock

D7

No

Alt

PHB

Conjure Earth

Elemental
D7

Yes

Conj/Sum
PHB

Earthquake

C7

No

Alt

PHB

Transmute Metal to


Wood

D7

No

Alt

PHB

Elemental (Fire) Sphere

Spell


Type/Level
Reversible?
School

Reference
Candle


C0

No

Alt

Dra108

Flamefinger

C0/D0

No

Evo

Dra120

Darkfire

C2

No

Alt

FOR2

Fire Trap

D2

No

Evo

PHB

Flame Blade

D2

No

Evo

UA

Heat Metal

D2

Yes

Alt

PHB

Produce Flame
D2

No

Alt

PHB

Continual Heat
C3

Yes

Alt

New

Pyrotechnics

D3

No

Alt

PHB

Produce Fire

D4

Yes

Alt

PHB

Flame Strike

C5

No

Evo

PHB

Wall of Fire

D5

No

Evo

PHB

Conjure Fire

Elemental
D6

Yes

Conj/Sum
PHB

Fire Seeds

D6

No

Conj

PHB

Chariot of Sustarre
D7

No

Evo

PHB 

Fire Storm

D7

Yes

Evo

PHB

Elemental (Water) Sphere

Spell


Type/Level
Reversible?
School

Reference
Humidity

C0/D0

Yes

Alt

Dra120

Dowsing

D1

No

Div

New

Purify Water

D1

Yes

Alt

PHB

Create Water

C1/D2

Yes

Alt

PHB

Precipitation

C1/D1

No

Alt

UA

Cloudburst

C3/D3

No

Alt

UA

Water Breathing
D3

Yes

Alt

PHB

Water Walk

C3

No

Alt

UA

Lower Water

C4

Yes

Alt

PHB

Transmute Rock to

Mud

D5

Yes

Alt

PHB

Part Water

C6

No

Alt

PHB

Transmute Water to

Dust

D6

Yes

Alt

UA

Guardian Sphere

Spell


Type/Level
Reversible?
School

Reference
Silence 15’ Radius
C2

No

Alt

PHB

Wyvern Watch
C2

No

Evo

UA

Attunement

C4

No

Alt, Nec
FOR2

Golem


C5

No

Enc/Cha
UA

Liveoak

D6

No

Enc

UA

Repulsion

C7

No

Abj

FOR2

Healing Sphere

Spell


Type/Level
Reversible?
School

Reference
Numb


C0/D0

No

Nec

Dra120

Cure Light Wounds
C1/D2

Yes

Nec

PHB

Slow Poison

C2/D2

No

Nec

PHB/UA

Cure Blindness
C3

Yes

Abj

PHB

Cure Disease

C3/D3

Yes

Abj

PHB

Neutralize Poison
D3/C4

Yes

Alt

PHB

Remove Paralysis
C3

Yes

Abj

UA

Cure Serious Wounds
C4/D4

Yes

Nec

PHB

Cure Critical Wounds
C5/D6

Yes

Nec

PHB

Heal


C6

Yes

Nec

PHB

Cloak of Gaer

C7

No

Nec

MenzoBS

Regenerate

C7

Yes

Nec

PHB

Law Sphere

Spell


Type/Level
Reversible?
School

Reference
Necromantic Sphere

Spell


Type/Level
Reversible?
School

Reference

Undead Battlemight
C1

No

Nec

MenzoBS

Aid


C2

No

Nec, Conj
UA

Feign Death

D2/C3

No

Nec

PHB

Animate Dead

C3

No

Nec

PHB

Death’s Door

C3

No

Nec

UA

Speak with Dead
C3

No

Nec

PHB

Animate Dead

Monsters
C5

No

Nec

UA

Raise Dead

C5

Yes

Nec

PHB

Undead Regeneration
C5

Yes

Nec

FOR2

Reincarnate

D7

No

Nec

PHB

Restoration

C7

Yes

Nec

PHB

Resurrection

C7

Yes

Nec

PHB

Numbers Sphere

Spell


Type/Level
Reversible?
School

Reference
Plant Sphere

Spell


Type/Level
Reversible?
School

Reference
Edible Plant

D0

No

Div

Dra119

Identify Plant

D0

No

Div

New

Ripen


D0

No

Alt

Dra108

Sprout


D0

No

Alt

UA

Entangle

D1

No

Alt

PHB

Pass without Trace
D1

No

Enc/Cha
PHB

Shillelagh

D1

No

Alt

PHB 

Goodberry

D2

Yes

Alt, Evo
UA

Locate Plants

D2

No

Div

PHB

Trip


D2

No

Enc/Cha
PHB

Warp Wood

D2

No

Alt

PHB

Plant Growth

D3

No

Alt

PHB

Snare


D3

No

Enc/Cha
PHB

Spike Growth

D3/C4

No

Alt, Enc
UA

Tree


D3

No

Alt

PHB

Hallucinatory Forest
D4

Yes

Ill/Pha

PHB

Hold Plant

D4

No

Enc/Cha
PHB

Plant Door

D4

Yes

Alt

PHB

Speak with Plants
C4/D4

No

Alt

PHB

Sticks to Snakes
C4/D5

Yes

Alt

PHB

Anti-Plant Shell
D5

No

Abj

PHB

Pass Plant

D5

No

Alt

PHB

Fire Seeds

D6

No

Conj

PHB

Liveoak

D6

No

Enc

UA

Transport via Plants
D6

No

Alt

PHB

Turn Wood

D6

No

Alt

PHB

Wall of Thorns
D6

No

Conj/Sum
PHB

Changestaff

D7

No

Evo, Enc
UA

Transmute Metal to


Wood

D7

No

Alt

PHB

Protection Sphere

Spell


Type/Level
Reversible?
School

Reference

Insect Repellent
D0

Yes

Div

New

Protection from

     Magical Creatures
C0

No

Abj

Dra108

Cloak of Dark Power  C1

No

Alt, Evo
MenzoBS

Endure Cold

C1

Yes

Alt

UA

Invisibility to AnimalsD1

No

Alt

PHB

Invisibility to Undead
C1

No

Ill/Pha

UA

Protection from Evil
C1

Yes

Abj

PHB

Resist Cold

C1

No

Alt

PHB

Sanctuary

C1

No

Abj

PHB

Barkskin

D2

No

Alt

PHB



Resist Fire

C2

No

Alt

PHB

Revenance

C2

No

Nec

MenzoBS

Conceal Item

C3

No

Ill/Pha

MenzoBS

Flame Walk

C3

No

Alt

UA

Magical Vestment
C3

No

Conj, Alt
UA

Negative Plane

Protection
C3

No

Abj

UA

Protection from Fire
D3

No

Abj

PHB

Venom Immunity
C3/D3

No

Nec

FOR2

Passweb

C4

No

Abj, Alt
FOR2

Protection from Evil


10’ Radius
C4

Yes

Abj

PHB

Protection from

Lightning
D4

No

Abj

PHB

Repel Insects

D4

No

Abj/Alt
PHB

Spell Immunity
C4

Yes

Abj

UA

Anti-Plant Shell
D5

No

Abj

PHB

Anti-Animal Shell
D6

No

Abj

PHB

Spider Bite

C6

No

Evo

FOR2

Word of Recall
C6

No

Alt

PHB

Cloak of Gaer

C7

No

Nec

MenzoBS

Succor


C7

Yes

Alt, Enc
UA

Summoning Sphere

Spell


Type/Level
Reversible?
School

Reference
Dust Devil

C2

No

Conj/Sum
UA

Summon Insects
D3

No

Conj/Sum
PHB

Abjure


C4

Yes

Abj

Rev:Conj/Sum
UA

Animal Summoning I
D4

No

Conj/Sum
PHB

Call Woodland BeingsD4

No

Conj/Sum
PHB

Exorcise

C4

No

Abj

PHB

Animal Summoning IID5

No

Conj/Sum
PHB

Dispel Evil

C5

Yes

Abj

PHB

Insect Plague

C5/D5

No

Conj/Sum
PHB

Spider Summoning
D5

No

Conj/Sum
MenzoBS

Summon Spider
C5

No

Conj/Sum
FOR2

Aerial Servant

C6

No

Conj/Sum
PHB

Animal SummoningIIID6

No

Conj/Sum
PHB

Conjure Animals
C6

No

Conj/Sum
PHB

Conjure Fire

Elemental
D6

Yes

Conj/Sum
PHB

Conjure Earth

Elemental
D7

Yes

Conj/Sum
PHB

Creeping Doom
D7

No

Conj/Sum
PHB

Exaction

C7

No

Evo, Alt
UA

Gate


C7

No

Conj/Sum
PHB

Succor


C7

Yes

Alt, Enc
UA

Sun Sphere

Spell


Type/Level
Reversible?
School

Reference
Bluelight

C0

No

Conj

UA

Minor Darkness
C0

No

Conj

New

Light


C1

Yes

Alt

PHB

Continual Light
C1

Yes

Alt

PHB

Starshine

D3

No

Evo, Ill

UA

Moonbeam

D5

No

Evo, Alt
UA

Sunray


D7

No

Evo, Alt
UA

Thought Sphere

Spell


Type/Level
Reversible?
School

Reference
Imbue with Spell

 Ability
C4

No

Enc, Alt
UA

Tongues

C4

Yes

Alt

PHB

Imbue Undead with


Spell Ability
C5

No

Nec

MenzoBS

Time Sphere

Spell


Type/Level
Reversible?
School

Reference
Withdraw

C2

No

Alt

UA

Travelers Sphere

Spell


Type/Level
Reversible?
School

Reference
Spiderclimb

C1

No

Alt

FOR2

Control Temperature,

10’ Radius
D4

No

Alt

PHB

Transport via Plants
D6

No

Alt

PHB

War Sphere

Spell


Type/Level
Reversible?
School

Reference
Chant


C2

No



PHB

Wards Sphere

Spell


Type/Level
Reversible?
School

Reference
Fire Trap

D2

No

Evo

PHB

Glyph of Warding
C3

No

Abj, Evo
PHB

Snare


D3

No

Enc/Cha
PHB

Forbiddance

C6

No

Abj

UA

Symbol

C7

No

Conj/Sum
PHB

Weather Sphere

Spell


Type/Level
Reversible?
School

Reference
Humidity

C0/D0

Yes

Alt

Dra120

Faerie Fire

D1

No

Alt

PHB

Precipitation

C1/D1

No

Alt

UA

Predict Weather
D1

No

Div

PHB

Obscurement

D2

No

Alt

PHB

Call Lightning

D3

No

Alt

PHB

Cloudburst

C3/D3

No

Alt

UA

Continual Faerie Fire  D3

No

Alt

FOR2

Control Temperature,

10’ Radius
D4

No

Alt

PHB

Control Winds

D5

No

Alt

PHB

Rainbow

C5

No

Evo, Alt
UA

Weather Summoning
D6

No

Conj/Sum
PHB

Control Weather
C7/D7

No

Alt

PHB

Dwarven Spells

Spell


Level
Rev?
School

Ref.

Sphere(s)
Detect Harmful Gas
1
No
Div

Dra129

Div, Elem (Air)

Detect Metal &

Minerals
1
No
Div

Dra129

Div, Elem (Earth)

Enchant Runestones
2
No
Alt, Evo
Dra129

All

Forge Fire

2
No
Alt

Dra129

Elem (Fire)

Earth Sense

3
No
Div

Dra129

Div, Elem (Earth)

Lightning Water
3
No
Conj/Sum, Alt
Dra129

Elem (Water), 

   Sum, Weather

Stone Shape

3
No
Alt

PHB (MU5)
Elem (Earth)

Dig


4
No
Evo

PHB (MU4)
Elem (Earth)

Magnetism

4
Yes
Alt

OA (WJ3)
Elem (Earth)

Pillar of Borogar
4
No
Alt

Dra129

Elem (Earth)

Restore Earth

4
No
Alt

Dra129

Elem (Earth)

Circle of Stone
5
No
Evo

FR11

Prot

Commune with Earth
5
No
Div

Dra129

Div, Elem (Earth)

Doom Curse

5
Yes
Alt

FR11

Nec

Melt Metal

5
No
Evo

OA (WJ4)
Elem (Earth)

Mother Lode

5
No
Div

Dra129

Div, Elem (Earth)

Passage

5
No
Alt

FR11

Elem (Earth)

Rune of Power

5
No
Abj, Evo
FR11

All

Stoneskin

5
No
Alt

UA (MU4)
Prot

Strength

5
No
Alt

PHB (MU2)
Combat

Transmute Rock to 






Elem (Earth), Elem

Mud

5
Yes
Alt

PHB (MU5)
   (Water)

Create Machine
6
No
Conj/Sum
Dra129

All

Hand of Borogar
6
No
Alt, Conj/Sum
Dra129

Elem (Earth)

Metal Skin

6
No
Alt

OA (WJ5)
Elem (Earth), Prot

Move Earth

6
No
Alt

PHB (MU6)
Elem (Earth)

Rust to Metal

6
No
Alt

OA (WJ6)
Elem (Earth)

Stone to Flesh

6
Yes
Alt

PHB (MU6)
Elem (Earth)

Wall of Stone

6
No
Evo

PHB (MU5)
Elem (Earth)

Warp Stone

6
No
Alt

OA (WJ6)
Elem (Earth)

Elemental Servant
7
No
Conj/Sum,


Elem (Earth), Elem

   Enc/Cha
OA (WJ7)
   (Fire), Sum

Renew Deposit
7
No
Alt, Evo
Dra129

Elem (Earth)

Rune Chant

7
No
Abj, Evo
FR11

All

Rune of Impregnable

Defense
7
No
Alt, Evo
Dra129

Wards

Wall of Iron

7
No
Evo

PHB (MU5)
Elem (Earth)

Spheres:

All:  Spells granted to all priests.  Essential for them to perform their full range of duties.  Purify food and water is here because it’s essential to producing (un)holy water.  Quest and atonement are often required for members of the faith who stray to regain their full standing.  And so on for other spells.  Spells that may also fit in other spheres (such as quest in charm) will only be found here since all specialty priests have access to this sphere.

Animal: Spells that affect or alter creatures. It does not include spells that affect people (generally).

Astral:  Spells that enable movement or communication between the different planes of existence are not meant to summon those who dwell there.

Chaos: Give the spellcaster the ability to add randomness and confusion to the world around him. Some of the spells change the probability of the outcomes of events, while others offer protection against Lawful influences.

Charm:  Spells that affect the attitudes and actions of people through mental force or control.
Combat:  Spells are those that can be used to directly attack or harm the enemies of the priest or his mythos.  Also includes some spells that aid in direct attacks (such as bless).

Creation:  Spells enable the priest to produce something from nothing, often to benefit his followers.  Includes creating pure elements but not effects when an element is involved (create water creates water but wall of fire and chariot of Sustarre both create fire and an effect).  In these cases elemental sphere applies.  The only references I can find on animate object state it is creation but I have no idea why.  And if it’s creation why isn’t animate rock?  or trip?

Divination:  Enables the priest to learn the safest course of action in a particular situation, find a hidden item, or recover long-forgotten information.

Elemental (All):  Spells that are accessible to any priest able to access any one or more elemental spheres.

Elemental (Air):  Spells that affect the element of air.

Elemental (Earth):  Spells that affect the element of earth.

Elemental (Fire):  Spells that affect the element of fire.

Elemental (Water):  Spells that affect the element of water.

Guardian:  Spells that place magical sentries over an item or person. These spells are more active than protection spells because they create an actual guardian creature of some type.  Silence 15’ radius fits here because it doesn’t do damage (and so isn’t combat) and isn’t purely defensive, protecting the caster or another from sound.  Any suggestions on a better placement would be appreciated (if this were the definition then things like wall of fire, spike stones, blade barrier, and wall of thorns would fit here—yet blade barrier and wall of thorns are the only other two 2nd Ed says should be here).

Healing:  Spells that cure diseases, remove afflictions, or heal wounds. These spells cannot restore life.  Healing spells are generally those that can occur naturally but just speed up the process or even ensures it happens (e.g. regeneration can occur naturally—like lizard’s tails--but doesn’t usually).

Law: The Sphere of Law is based on two principles. The first is that the group is more powerful than the sum of the individuals who make up the group. The second is that the individual must obey established rules whether or not he personally thinks they are good rules.  In both cases, the idea of order is exploited, sometimes beneficially, sometimes harmfully.


The beneficial spells of the Sphere of Law draw upon the first principle. Such spells coordinate the power of a group of characters. By using spells of this sphere, individuals who work closely together can become focused into a strong, united force.


The harmful spells of the sphere draw upon the second principle; they take the concept of law one step too far and prevent the individual from operating with a free will. These spells limit a person's choices and obliterate spontaneity and individual thought and action. Whereas beneficial spells draw a group together, harmful spells isolate the individual or even subjugate him to the commands of another person.  These are also the spells that protect against Chaos spells.

Necromantic:  Spells that restore to or remove from a creature some element of its life-force that has been totally destroyed or add to that life force (aid).

Numbers:  The Sphere of Numbers revolves around the concept that numbers and mathematical relationships between numbers represent the "core truths" of reality or the "secrets of the universe." By studying numbers and their relationships, some scholars believe they can learn truths otherwise inaccessible; by manipulating numbers, they believe they can actually alter the fabric of reality.


This sphere uses spells that allow a priest to comprehend and use the mysteries of numbers. Since many of these spells are incredibly intricate and depend on very esoteric concepts in mathematics and hypermathematics.

Plant:  Spells that affect plants, ranging from simple agriculture (improving crops and the like) to communicating with plant-like creatures.  Trip goes here because it uses a naturally occurring plant-based object as its component which may even be part of a living plant.  And because I can find no better place for it.

Protection:  Spells that create mystical shields to defend the priest or his charges from attacks and affects.

Summoning:  Spells that call creatures from other places, or even other dimensions, to the service of the priest.

Sun:  Spells that deal in the basic powers of the solar universe—the purity of light and its counterpart darkness.

Thought:  The Sphere of Thought is rooted in the philosophy of mentation and the effects of mental acts and structures on reality. Priests of this sphere believe that the common conception of the thought (i.e., a more-or-less objective analysis of sensory input which is in turn an objective perception of reality) is fallacious and misleading. These philosophers maintain that thought is and must be tied closely to reality. In effect, they believe that the thinker, the thought, and the subject of that thought somehow interact. Thus, thinking about an object or condition can sometimes cause a physical change in that object or condition.


Philosophers of this sphere also believe that once a thought has been created ("once a thought is thought"), it exists as a "freestanding mental object." This "thought object" can sometimes be detected and manipulated.


Tongues belongs here because its reverse actually transforms spoken words in its area of effect so they cannot be understood.  It is this idea of the thought as an object that can be manipulated that places this spell here (more technically only the reverse belongs here since the other speak with spells don’t go here).

Time:  The spells of the Sphere of Time explore ways in which time can be altered and perceived. These spells manipulate the effects of the passage of time on objects and creatures and can also affect the passage of time itself.

Travelers:  Spells of this sphere provide aid and comfort to travelers, making their journeys safer, easier, and more enjoyable.
War:  The Sphere of War involves magic specifically for use on the battlefield--in mass combat between large units. Usually, these spells are granted by deities of war: those Powers who believe that victory and courage in battle are the ultimate goals for mortals.

There are significant differences between the spheres of War and Combat. Combat spells are those the priest can use in personal altercations. These spells inflict physical damage on an opponent or improve the combat abilities of the priest and several comrades. War spells, on the other hand, are concerned with aspects of large-scale battles other than direct infliction of damage: observation, identification, movement, morale, and the like. Few spells of this sphere inflict physical damage on the enemy.  Chant is a war sphere spell due to its casting time (1 turn) and duration (nearly unlimited) which make it much more useful in mass combat situations than minor altercations.  It also has a large area of effect.

Wards:  This sphere includes spells that provide protection of clearly defined areas, ranging from small objects to entire villages. The magical boundaries established by these spells prevent entry or negate the effects of specific creatures, energies, or conditions.  Most triggered spells fall in this area (providing they are meant for defense).  Many wards sphere spells require significant preparation to use.
Weather:  Spells enable the priest to manipulate the forces of weather. Such manipulation can be as simple as providing rain to parched fields, or as complex as unbridling the power of a raging tempest.  In general these spells seek to manipulate, predict, or generate a weather effect that involves the elements, particularly water and air.  Unless the effect is specific to an element (e.g., precipitation specifically effects on the water in the air), however, these spells are not also elemental.  Though all my references agree faerie fire also goes here I’m unsure how.  I don’t know where it should go, however, so I’ve kept it here.  Any suggestions would be appreciated.  Rainbow doesn’t seem to fit here except it warps a weather phenomenon into something usable by the caster.  I have no idea where it should actually go.  It’s definitely not sun (as 2nd Ed has it) since it doesn’t create any light or darkness.

