PRIEST SPELLS


LEVEL 1

BLESS

Range: 5m; SER

When cast on a weapon, it gives a +1 bonus to ATTACK. When cast on a person, he gains a +1 bonus to morale and fear checks. Bless can also be cast on food and drink to purify them or on water to create holy water. 

LESSER HEALING

Range: Touch

Restores 2 HP.

MOONGLOW

Lasts 10 min

Creates a circle of moonlight 5m in radius centered upon the caster. The illumination is sufficiently diffused such that it is not easily seen from a distance.

SEE ENCHANTMENT

SER

The caster is able to see concentrations of magic energy, but not spells.


LEVEL 2

FEARLESSNESS

SER

This renders the recipient immune to fear.

HOLD OFF THE DEAD

Direct Attack, SER

Undead whose rank do not exceed caster’s rank are subjected to a magical attack which, if successful, prevents them from approaching within 2m of the caster.

SCOURGE THE UNCLEAN

Direct Attack; Range: 10m

This Ritual creates a psychic assault that tears at the spirit of one creature. If successful, Scourge the Unclean does d6+1 damage to its target, or d6+6 if the target is Unholy.

SLOW POISON

Range: Touch

Increases the time taken for a poison to take effect by 1d6 hours.


LEVEL 3

BANQUET

This spell creates food and drink for 5 people. The food looks sumptuous but tastes bland. It provides sufficient nourishment for the short term. Anyone relying only on Banquet for more than a week would suffer malnutrition.

BEACON

Range: 15m, SER

A beacon of green light appears just above anything invisible.

BLESSED ACTION

SER

The recipient gains +1 to ATTACK, MA and to Armour Bypass Rolls. This bonus increases to +2 if fighting an Unholy creature.

GREATER HEALING

Range: 5m

Restores 7 HP.


LEVEL 4

AEGIS

SER

Casting this spell creates a defensive shield around the recipient. The shield negates an attack by a weapon if a 1 is rolled on a d6.

ANTIDOTE

Range: 5m

Reduces the potency of poisons by 1d6. 

KNOW THE DEVIL

SER

Whilst in effect, any creature of Unholy nature or of evil intent who comes within 10m of the Priest is silhouetted in a deep red glow. At the time of invoking this ritual, the Priest can decide whether this glow will be visible only to him, or to all present (including the affected creature).

ORACLE

Lasts 1 min

Allows the Priest to ask 3 questions to spirits of the Afterworld. The spirits have a 75% chance of knowing the answer. The questions must be phrased so that they can only be answered with a yes or no.


LEVEL 5

DIVINATION 

Lasts 1 min

The caster can ask one question with 75% chance of spirits knowing; answer does not have to be a yes or no. The answer can be direct or in the form of a riddle. 

FIRES OF ATONEMENT

SPEED 15; Range: 25m

A powerful jet of cleansing Holy Fire leaps from the Priest's hands to strike one target. If the bolt hits, it inflicts 2d6+3 Health Points of damage, less the target's Armour Factor, if any. Unholy creatures take an additional 2d6 points of damage, for a total of 4d6+3.

TERMINATE ENCHANTMENT

Range: 5m

Dispels a specific durational spell.

TRUTHSENSE

SER

This allows the caster to have an 85% chance of knowing when someone is lying.


LEVEL 6

CLEANSE

Range: Touch

Cures the recipient of most diseases and poisons.

REST THE DAMNED

Direct Attack; Range: 15m

All Undead within 15m of the Priest suffer a magical attack. Undead with a rank that is equal to or lower than that of the Priest are instantly destroyed if the attack is successful. They still take 1d6 damage if it is not. Undead of a higher rank than that of the Priest take 2d6 damage if the attack is successful but none if it fails.

SWORD OF JUSTICE

SER

A glowing sword appears in the Priest's hand. It confers a +2 bonus to ATTACK, ABR and damage. When used against Unholy creatures, the bonus increases to +4. 

TRUE SEEING

Range: Touch; SER

The priest confers upon the recipient the ability to see all things as they actually are. The spell penetrates normal and magical darkness. Secret doors become plain. The exact location of displaced things is obvious. Invisible things become quite visible. Illusions and apparitions are seen through. Polymorphed, changed, or enchanted things are apparent. Further, the recipient can focus his vision to see into the Ethereal plane or the bordering areas of adjacent planes. True seeing, however, does not penetrate solid objects.


LEVEL 7

DESTROY THE FOUL

SPEED 18; Range: 25m

Summons six bolts of Holy fire, which the Priest can choose to split across his opponents as he wishes. Each bolt inflicts one die of damage (eight-sided normally, twelve-sided if the spell is used against an Unholy target). Magical armour reduces the damage by 1 point per die (normal armour has no effect). If multiple bolts are thrown at one target, each must be dodged separately.

ENTRAP EVIL

Direct Attack; Range: 15m; SER

The target's voluntary muscles to seize up, leaving the victim locked in position. The Entrapped character has his EVASION and movement reduced to 0 and is entirely immobile for the duration of the spell, though involuntary functions such as heartbeat and breathing do continue. Of the spell-using professions, only Mystics can still cast spells in this state. Priests are similarly unaffected.

PROTECTION

Lasts until dispelled

The recipient’s MD and AF are increased by 2 for the duration of the spell. The spell can be sustained indefinitely but the Priest’s maximum MP score will be 7 points lower than usual.

SUMMON AVATAR

SER

The Priest summons a glowing, white-clad warrior to do battle at his command. This Avatar can only be used for combat (it cannot perform other services) and has the following statistics: ATTACK 32, DEFENCE 20, MAGICAL DEFENCE 20, EVASION 7, Health Points 20, Armour Factor 5, Strength 16, Reflexes 15. The Avatar wields a Sword, carries a shield and wears silvery-white Plate Armour. Both the armour and weapon are considered to be magical in nature. Only one Avatar may be summoned by any one Priest at the same time. If he attempts to summon a second before the first has expired or been destroyed the spell fails and the Priest automatically loses all MP.

LEVEL 8

DIVINE RETRIBUTION

Direct Attack; Range: 10m

All Unholy creatures within range must successfully resist the Priest's magical attack or be immediately destroyed. Additionally, any non-Unholy creature in range who wishes to bring harm to the Priest must successfully resist the magical attack or suffer the loss of 2d6+3 Health Points.

SIGIL OF HOLINESS

Durational - Lasts until activated

To perform this Ritual, the Priest must first inscribe a complex symbol upon a wall, tapestry or other suitable object. The symbol must be exposed to function but is often included in part of a larger decoration so as to conceal its purpose.

After inscribing the symbol, the Priest uses this Ritual to weave ties of power to it, allowing him to store within the symbol itself the effects of one of the other Rituals available to him. The Priest has approximately five minutes to choose and perform a second Ritual after the Sigil of Holiness has been invoked. If he fails to do so, the symbol he inscribed will fade away. Rather than actually taking place at the time of the invocation, however, this second Ritual is now stored within the symbol and will take effect when conditions set by the Priest are met (for instance "when anyone not a Priest of the Church opens this chest"). Favourite choices for second Rituals are Destroy the Foul, Fires of Atonement and Entrap Evil. Rituals invoked into a Sigil are limited in power to a level equal to the Priest's rank (this limitation is identical to that of Scrolls).

A Priest may only have one Sigil at any one time, though he can cancel his existing one with but a simple thought.

HOLY WORD

Direct Attack; Range: 10m; SER

When a Priest invokes this powerful spell he creates a powerful aura that prevents any Sorcerer, Elementalist or Warlock spell of 1st to 5th level of effect (that is, cast with between one and five Magic Points) from functioning within 10m of him. Note that this includes all spells of this type, whether they be direct attack, indirect attack, detection, healing or any other sort of spell.

Any spells in this category that are functioning in the area when the Word is invoked instantly expire and those cast into the area simply do not manifest, though the Magic Point cost of the spell must still be paid.

Mystic and Priestly spells are not affected by the Word and function normally.

Some creatures are able to generate magical spell-like effects that are not actually spells. These effects are affected by the Word. They are considered to have a level of effect equal to that of the creature's rank-equivalent. (If the creature is Unholy, use half the rank-equivalent instead, rounding up).

MINDPOOL

Range: 3m; Lasts 30s

Mindpool allows two Priests to combine their power temporarily. Multiple castings enable more Priests to be included. All members of the Mindpool use the total MD and highest MA of group.

LEVEL 9

INVULNERABILITY

SER

An invisible barrier large enough for the caster and one companion protects them from all attacks except gaze and fright attacks. The barrier can move at a rate of 5m per round.

MIRACLE CURE

Range: 5m

Restores the recipient of the spell to full HP. It also cures him of any diseases or toxins, and regenerates missing limbs and organs.
TELEPORT

This allows the caster to teleport up to 100m to anywhere he has been before or is in his line of vision.

WINGED STEED

Lasts 2 hours or until sunset, whichever is earlier

This summons a Pegasus to carry up to two average-sized human riders. The Pegasus can cover 60km per hour while flying.

LEVEL 10

RESURRECT

Range - touch

This Ritual will restore to life any character who has been dead for no longer than one lunar month. The character will be restored with almost all the abilities possessed prior to their death, suffering only the permanent loss of 1-3 HP. Note that someone who died of natural causes (e.g. old age, natural illness, etc.) cannot be resurrected.

Additionally, the newly Resurrected character will have only half normal Strength and Reflexes for a week.

The Resurrection Ritual can only be invoked on hallowed ground and is extremely draining upon the Priest who performs it: he will automatically be Fatigued after finishing the Ritual and will further suffer the permanent loss of 1 point from one of the following (roll d6 to determine which is reduced): 

	PRIVATE
D6 Roll
	Attribute Reduced

	1
	Strength

	2
	Reflexes

	3
	Intelligence

	4
	Psychic Talent

	5
	Charisma

	6
	Health Points


