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This article concludes the series on the Priesthood which began
in the last issue. It covers the basics of Priestly magic and adds
more definition to the basic Priest types introduced in the last
issue. I strongly suggest that Priests be included in your P & P
campaign. Their are a substantial improvement in the game. Their
powers fill holes in the current system, providing players with
better weapons to defend against poisoning, possession, demonic
attack and other perils. Their inclusion will also provide a more
balanced society for your campaign to base itself in. Enjoy.

GENERAL RULES

The general rules in Powers & Perils for trained magic use
apply for all Priests when they draw power from their Casting
Ability. When they draw the power of a spell from their Energy
Level, the rules for Innate Magic apply.

The maximum EL a Priest can attain in Priestly magic equals:

W+Em+MEL divided by 15, round down.

If a Character has Supernatural Will and Empathy he is a
Natural Priest. All rules applying to Natural Magicians
apply in his use of Priestly magic.

BASIC POWERS
The spells listed in this section are those that all priests can use
after they have completed their training. They are listed using the
same format used in Powers & Perils for magic spells.

BASIC SPELL DESCRIPTIONS

The descriptions that follow detail the six basic spells that all
Priests can use. Variations to these rules may occur based on the
Priest’s type. Where such is the case, the rules listed for the type
have precedence over these basic descriptions.
BLESS

When a Priest lays a blessing on an individual he may grant a
temporary increase to a characteristic or give combat advantages
for attack or defense. The amount of improvement to the blessed’s
OCV or DCV equals the Priest’s EL + 1. His advantage for bless-
ing a characteristic equals his EL +1 times TWQ. The duration of
the Priest’s blessing is a number of days equal to his EL+1. To
bless a person the Priest must touch him and the person must be
willing to accept the blessing.

If a Priest pays double the normal mana requirement, he can
lay conditions on his blessing. This lets him limit the use of the bless-
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double mana to double the duration. Per increase in.cost paid, the
number of days the person is affected is doubled.
EXAMPLE
An E14 Priest blesses a soldier with Strength, +10. This lasts
five days and costs nine mana. If he pays eighteen, it lasts ten days.
Twenty seven points gets him twenty days. If he chooses to limit
the blessing with conditions, he doubles the amount paid for the
duration given. If he grants the blessing for twenty days, cost twenty
seven, the total cost of the blessing is fifty four mana.
HEALING
As for the Wizardry spell-listed in Powers & Perils.
INSIGHT
This spell is a limited form of Shamanic Soul Sight combined with
an Elf’s ability to perceive the intent of others. Successful use of
the spell gives the Priest the following information:
1) The basic attitude of the person.
2) The person’s orientation, i.e. Law, Chaos, etc.
3) Whether the person has supernatural powers of any kind and,
if so, the orientation of those powers.

A Priest who uses this power successfully gets the information
above. In addition, he may add twice his EL +1 to his Influence
Chance in talking to this person if the person is not hostile to him.
DETECT EVIL

As for Mana Reading in Powers & Perils. The Priest must be
actively searching for Evil. When he is, he finds that which is
within his range and gets an indication of how strong it is.
PRESENCE

Presence has two effects. First, it grants the Priest an increased
chance to influence others (EL +1) and an increased DCV in physi-
cal combat (EL +1 divided by 3, rounded up).

Second, successful use of presence has a chance to repel
enemy aligned forces. The maximum MDYV that can be affected by
this equals the Priest’s EL times 5. Those who can not be affected
ignore the spell. Others use their MDYV to resist it. The BL on the
Magic Table equals the Caster’s EL +one half his MEL, rounded
up. Success means that the target affected cannot approach within
BL inches of the caster. If he is already within that range he
must flee out of the radius of effect. While doing so, he can do
NOTHING else. He must move directly away as fast as possible.
EXAMPLE

An MELS/ELS user of this spell affects a Demon. The Demon
must stay at least 6 inches away from the Priest for the entire
duration of this effect. If he was within 2 when the spell succeeded,
he must flee immediately.

DURATION -EL +MEL in turns.

PURIFICATION

Priestly Purification grants the advantages specified in P & P.
It also repels supernatural forces hostile to the caster’s alignment.
The rules specified for Presence apply here as well. Those forces
who are too strong to be repelled are infuriated. They will go to
any lengths to defile the blight on their land and slay its creator.

RANGE -EL +1 inches (A diameter with the caster created

Jocus at its center.)
URIGALLU MAGIC

In most societies, Urigallu are the masters of the temple. As
the administrators and main celebrants of the faith, their magic is
dedicated to the greater rituals of the faith. As they are also masters
of temple forces and church law, they wield powers to find truth

" and administer church law. They are the Master Shepherds who
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In the spell table below, spells are marked with an R or a C.
Spells marked with an R are ritual spells that require preparation
and the proper environment. Spells with a C are castable using the
normal rules for casting magic.

SPELL DESCRIPTIONS
BLESSED TRUTH

Unlike other Truth spells to be found in Powers & Perils, the
person affected by this spell remains completely aware. He is not
compelled to speak truth in any way. However, if he lies, he can
be in BIG trouble.

There are two forms of this spell that the Priest can use. The
first, cast at the cost above, grants him a chance to tell when some-
one is lying to him. This chance equals:

The Priest’s WILL + (EL x 5).

If the roll succeeds or partials, the Priest is aware of the lie.
If it fails, he believes the lie to be truth.

This spell can also be cast at TRIPLE normal cost. When this
is done, the Priest can impose a minor curse on the affected per-
son. In this case, whenever the person lies the curse strikes him.
This automatically occurs with any lie the person may tell. The types
of curses that can be tied to this spell are nervous twitches, boils,
minor disease symptoms (vomiting, sneezing, etc) and other such
things. In all cases, the curse ends when the spell ends and leaves
no lasting damage.

Blessed Truth can only be cast in the second manner described
above when the Priest is on ground purified for his alignment by
Priestly magic. It is not usable in any other situation.

CEREMONY

The term Ceremony defines basic forms of ritual worship that a
Priest engages in. All such rites require preparation of materials,

Though a bit insane, and quite disoriented, Goro's
Master accepts your apology. He advises you to
avold the stairs at all costs. They are the road to
. sure damnation.
Take his advice (16)
Ignore his advice and
take the stairsup. (17

purification and a prepared altar and/or sacred ground. The forms a
ceremony can take are:

1) WORSHIP - Worship of the deity to give praise. Rites used
vary from simple prayers to complex festivals.

2) PLACATION - Rites intended to appease the anger of the
deity and renew the ties between the deity and the people.
3) DEDICATION - Special services dedicating a person, place
or thing to the service of the deity. These ceremonies are the
holiest rites of the church. They are always performed with
the greatest care. Good examples of such ceremonies in our
culture are Marriage, Ordination of a Priest, Confirmation and
Baptism.

4) HOLY OBSERVANCES —Major rituals celebrating high holy
days and other periods of significance. These ceremonies
always require the services of other types of Priest in addition
to the Urigallu present.

5) FUNERALS -In a fantasy world, with evil spirits under
every rock and twig, giving the fallen a proper funeral is very
important. Basic funeral rites are done by a single Priest. More
complicated rituals, appropriate for heroes and the society’s
elite, require the aid of other types of Priests and elaborate
preparations.

The relevance of ceremonies depends on the significance that the
Referee places on the supernatural and religion. In all cases, the
effect of a given ceremony varies with the power of the Priest celebrat-
ing it. The base chance that a benefit is gained, if one is requested,
equals the caster’s EL x 5. The benefit granted is determined by
the Referee. The factors of importance, each weighted from +20
to -20, in deciding what is done are:

1) How fitting is the request?

2) How frequently does the person who will benefit ask for aid
from the Gods of that court?

3) Does the Priest perform the ritual correctly?

4) What environmental factors, if any, predispose the god to
a friendly or unfriendly response?

Fitttingness is a measure of the desires of the deity. Where the
request asked is a function, interest or power of the deity, the deity
will be more likely to grant the request. Where it runs counter to
the deity’s power, function or interest, the deity will be more likely
NOT to grant the boon asked.

Frequency is a measure of how dependent the Character is on
divine intervention. The more a deity is asked for aid by a given
individual, the less likely that the deity will grant the request.

If the Priest rolls SUCCESS on his spell roll, the full EL x 5 benefit
is gained. If the result is PARTIAL SUCCESS the benefit equals the
Priest’s EL +His Rank. If a FAILURE results the Priest’s EL is sub-
tracted from the chance of success.

For environment, the more sacred a place is to a deity, the more
likely that deity is to hear a request. The more it is opposed to the
deity, the less likely that deity will respond.

HEROIC ANSWERS

1) Marduk

2) Apophis

3) Idun

4) The Fenris Wolf

5) Mistletoe

6) Vidar and Vali

7) The Vanir

8)By taking the deceased’s sin into himself, the Sin — Eater puri-
fies his soul. The Sin — Eater commonly does this by eating food
off of a plate that is on the cadaver.

9)Hyena
10)Eight ~Fold. The Eight ~ Fold Path
L ————————EEE——————— e



EXAMPLE

Jeina of Asidan wants a blessing before going to A’Korchu. She
seeks aid from the Priests of Inanna in the city of Fomoria. As she
states her willingness to serve, they perform a ritual of Confirmation
on her in the Temple of Inanna and beseech the goddess’ aid for her
newest warrior. Jeina is a faithful worshipper of Inanna who frequently
asks for aid and is sometimes offensive when it appears that she will
be refused. The factors weigh out as follows:

1) FITTINGNESS - Granting aid against servants of Abaddon’s

court is fitting. (+10)

2) FREQUENCY - Jeina often asks for aid and can be a petulant

child when the goddess withholds it. These factors are bad.

Her attitude and her tendency to lean on divine intervention

make this factor a minus. (-20)

3) PERFORMANCE -The ritual is performed by a rank 5

Urigallu (MEL7/EL3). In this case, he achieves a Partial

Success for a small plus. (+8)

4) ENVIRONMENT - The ceremony is performed in Inanna’s

most sacred temple. She is more likely to grant the request

because of this. (+20)

To determine the chance that the request is granted, total the
factors assigned. The result is the percentage chance that the deity
bestows the benefit requested. In our example, this is an 18% chance
of a boon being granted.

As Referee, you may modify the final chance determined as the
campaign situation demands. The rule above is a guideline to give
you an idea of the probability of success. You may wish to modify
it and include other negative factors.

EXAMPLE

Gods have a tendency to be temperamental. To reflect this, a
request roll that fails by more than 50 can result in angering the God.
The effect of this can be anything from no further help from that God
for a substantial period of time to a bolt of lightning between the eyes.
The response in this case is varied by the nature of the God who
is angered and the game situation at the time.

CURSE

Curses cast by Priests are generally meant to affect the victim
in the afterlife. An example is Excommunication. Where a Priest
desires a more immediate effect, he must cast this spell at double
its normal casting cost. If this is done, he can achieve any effect as
specified for Curses under Permanent Magic in Powers & Perils.

JUDGMENT

This spell is intended for use in church trials. If it succeeds, the
caster becomes aware of EVERY crime that the person affected has
committed against the God that the Priest calls on. Cast at double
cost, it grants this awareness for the God’s entire court. Cast at
triple cost, the knowledge is gained for the God’s entire alignment.

For this spell to operate, the victim must be willing OR prevented
from resisting. The rites demand that he be relatively motionless while
his Judgment is read. In most societies where this spell is used to
any great extent, refusal to undergo the rite is the same as an
admission of guilt.

COMMAND

With this spell the Priest uses his power to force a person to per-
form an action the Priest wishes him to do. Unlike other spells of
this nature, the victim has a choice under this spell. If he makes a
Will roll, the victim may flee rather than obey the command.

Targets who worship the God called on by the Priest have a +20
chance of the spell working on them and a 20 subtracted from their
- Willif they choose to resist the order. The commands possible with
this spell are limited to things that can be performed immediately,
i.e. with ten seconds of effort or less. If desired, the spell can be
cast to have a greater effect. In this case, it must be cast on purified
ground and the target must be willing or restrained. When this is done,
the casting cost is tripled and no Will roll is allowed to resist its
effect. Success at this level places a Geas on the victim as specified
in Powers & Perils.

RANGE - EL (Ifthe EL is zero, the Priest must touch his target.)
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HIDDEN TRUTH

A Priest who successfully casts this spell on himself can’t be lied
to easily. His chance to detect the unstated truth behind any state-
ment equals his Em + (EL x 5) if the speaker makes an Influence roll
to conceal the fact that he has hidden something. If the speaker does
not succeed on this roll, the Priest automatically learns the full truth.

This spell does not place the Priest or any speaker in any kind
of trance. Both are fully aware for its entire duration.

RANGE -EL + 1 (The maximum distance between the speaker and

the Priest.)
DURATION - (EL +1) x 10 (The number of minutes that the spell
remains in effect.)

ASHIPU AND QADISHTU MAH MAGIC

These Priests are the guardians of the faith and the faithful. Their
purpose is to heal the faithful and destroy their enemies. Their
magics center around advanced healing arts, exorcism, rites of
banishment and powers of both defense and attack. Against their
enemies, they are a force to be feared. They are the Shield and Sword
of the Faithful. '
ASHIPU/QADISHTU MAH POWERS

The table below lists the major powers available to Priests of this
class. They are divided, in the table, between Offensive Powers and
Healing Arts. The section following the spell descriptions explains
the relevance of this distinction.

ASHIPU/QADISHTU MAH SPELLS
Healing Powers

SPELL MANA COST SOURCE
Healing Hand 3 EnL
Dispell/Banish "3 - CA
Regrowth °5 7 CA
Energy 6 - " CA/EnL
Negate Poison 6 © CA
Negate Magic 7 CA
Exorcism 8 ‘CA
Offensive Powers
SPELL MANA COST SOURCE
Repel Evil , 2 A EnL
Paralyze Enemy 3 " CA
Purifying Lance 5 . CA-
Inner Revelation ‘ 5 - CA/EnL
Absorption of Evil 8 CA
Dispersion o 10 -~ CA
Damnation : 15 © CA*

*This spell reqmres a complex ritual and other 1tems to be used.
It is not usable in day to day adventuring.

SPELL DESCRIPTIONS
HEALING HAND

This spell is a special power of these classes. It heals 1D10+EL
hit points when a success occurs. A partial success, using the rules
for normal skills, heals EL hit points. All persons who are affected
by this spell are immune to infection for 48 hours. They also have
the normal benefits to future Healing rolls, as specified for the Heal-
ing spell in Powers & Perils.

Under no circumstances can the Priest use this spell on himself.
It may only be used on those aligned with his alignment or those with
no alignment. If it is attempted on persons who are tainted with evil,
as viewed by the Priest’s alignment, both the Priest and the person
to be affected suffer damage equal to the number of hits that would
have been healed by Success.

DISPELL/BANISH

As listed for the spell of the same name in Powers & Perils. This
spell may only be used on supernatural forces of the enemy alignment.
REGROWTH

This spell is used to cure permanent physical damage of many
kinds. The basic cost specified is used when the spell is used to heal
permanent losses to a Character’s characteristics. Per success, a num-
ber of characteristic points equal to the Priest’s EL +1 are healed.
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In campaigns where the Referee allows permanent, debilitating
injuries, i.e. lost arms, eyes, etc, this power can be used to heal the
damage suffered. The Casting Cost is tripled. Each attempt to use
the spell in this way takes one day per normal phase required to cast
the spell. If the spell succeeds, the injury is cured if the Priest rolls
ten times his EL+1 or less on D100. Per additional successful
attempt, if this roll fails, this chance is doubled. If the person to be
affected is tainted with evil, as viewed by the Priest’s alignment, the
spell can’t succeed.

EXAMPLE

An EL3 spell is cast to regrow an arm. The Casting Cost is 33
(11 x 3). The Priest has a Casting Speed of 4. After nine days work-
ing this spell, there is a 40% chance that the arm is regrown. If it
is not, another nine days of effort will yield an 80% chance.

ENERGY

This spell is used to return lost energy to others. Cast from the
Casting Ability, it returns 2D6 +EL points to the affected person.
Cast from the Energy Level 2D10 +EL points are returned with a
minimum gain equal to the EL cast times two.

This spell has the use restrictions specified for Healing Hand above
when it is used from the Energy Level. If it is being used from the
Casting Ability, the Priest may heal himself but must obey all other
restrictions. Damage suffered as a result of misuse of this spell is
a number of points subtracted from the Energy Level of the Priest
and his intended target.

NEGATE POISON

Success or Failure will negate the effect of any Poison with a BL
less than or equal to (EL +1) x 2. If the BL is higher than this value,
a Success must result for the poison to be negated. If it is, it has
no further effect but any effects suffered to that point are retained
until normal recovery occurs. When Success is required, the Poison
is allowed to use its BL as for MDV in resisting negation.

NEGATE MAGIC

This spell operates against evil magic, as defined by the religion,
only. It can be used to negate a spell being cast if the Priest’s Cast-
ing Speed is at least equal to that of his enemy. The effect, in this
case, adds the EL x 2 PLUS the Priest’s MDV to the enemy’s roll
for success. If Success does not result, the spell is negated completely.
EXAMPLE

A Wizard is casting Lightning at a Priest’s bodyguard. The Priest
(MDV20) responds with EL3 Negate Magic. He succeeds with this
spell. This requires the Wizard to add 26 to his roll in addition to the
MDYV of the bodyguard.

EXORCISM
As specified for the Shamanic spell of the same name in
Powers & Perils.

OFFENSIVE POWERS
REPEL EVIL

The Priest has the power, when concentrating on doing so, to
repel forces of the opposite alignment. To be affected the enemy must
be within range and have an MDYV less than or equal to that deter-
mined with the MDV Limit formula. If either case is untrue, the spell
has no effect. Use of this spell is obvious. While it is being employed
the caster has a certain radiance about him, the greater the EL, the
greater the radiance exhibited.

Persons repelled by the spell must flee from the Priest for a set
number of phases. After this period ends, they can’t enter his radius
of effect as long as his spell remains in force. Those whose MDV's
are too high to be repelled must add the Priest’s EL to all attacks
that they attempt, magical or physical, while they are in his effect
radius.

MDV LIMIT-(EL+1) x 3

RADIUS OF EFFECT-EL (If the EL is zero the effect

applies if the enemy tries to touch the Priest.)

DURATION OF FLIGHT -(EL +2) x 2

DURATION OF EFFECT-(EL+1) x 3 (The number of

turns the power remains in effect. Can be recast,
without chance of failure, at full cost. This will increase
the duration by Y2 the duration above, rounded down.)

PARALYZE ENEMY

To use this power the Priest must touch his enemy. If he does,
and the enemy is of the enemy alignment, he is paralyzed by suc-
cess. See Paralysis in Powers & Perils for details.

After casting the spell the Priest has a number of phases equal
to his EL +1 to touch the enemy chosen. He must score a hit or bet-
ter in combat to do so. If the victim does not have a shield, a shield
hit counts as a hit.

PURIFYING LANCE

The effect of this spell is intensely variable. In essence, the
Priest forms and casts a lance of his deity’s power into the soul of
his adversary. If the spell succeeds, a roll must be taken on the Com-
bat Table using the EL x 2 as the attack line, i.e. EL2 is line +4,
EL7is line +14. The Referee will ejudicate its affect using the table
below:

HIT TYPE EFFECT OF POWER

Deadly Target killed, converted or
taken by the god, depending
on the god’s nature.

Severe Target suffers major damage,
is dazed or has a curse laid on
him.

Hit Target takes minor damage or

fights under tactical disadvan-
tage for a while.

The spell has very little effect.
Inflict subdual damage equal to
the Priest’s EL .on his enemy.

Miss As for a Shield Hit. If the roll

exceeds the Priest’s Hit
Chance by more than 25, he
suffers the Subdual damage in-
stead of his target.

INNER REVELATION

This spell is akin to the Knowledge spell. It may only be applied
to gain Priestly spell knowledge or Scholarly knowledge associated
with the Priest’s faith. The effect of this is as for the Knowledge spell
in Powers & Perils.

When the caster has access to purified ground, and a subject who
is willing or confined, he may use this spell on others to gain knowledge
about them. Used in this way, the Casting Cost is tripled. If the spell
succeeds, the Priest learns EL x 20% of what there is to know about
the target. At EL5 and up, he learns all there is to know about that
person’s life history. In addition, he can gain some knowledge of his
goals, subconscious fears, etc. At EL10 and higher, he gains all of
this and can also learn something of his soul’s past lives or other
arcane knowledge. This can be a very powerful spell in the hands
of a skilled practioner.

ABSORPTION OF EVIL

The Priest sets himself as a barrier against evil. All evil-magic
or beings that enter his radius of effect are diminished by his power.
He absorbs their vile essence into himself to preserve others.

The number of mana or energy points that the Priest can absorb
in any one turn (four phases) equals his EL x 2. When this value is
exceeded, he can absorb additional amounts each phase equal to his
EL +1. All points absorbed at this level reduce his Energy Level by
the amount absorbed. If his Energy Level reaches zero, he dies. Any
that are absorbed beyond his limit are applied to the death chance
set below. The power remains in force for the Duration set below.
It must remain in force for the entire period and can’t be dispelled.
It will affect any evil creature who enters its radius of effect. The
Priest must take something from all such creatures.
IMPORTANT

In absorbing, active mana is taken before energy unless the tar-
get uses magic naturally. If the target is a normal wizard, the Priest
must drain his Casting Auility before he can atttack his Energy Level.

MAXIMUM DRAIN-EL +1 (The most that can be taken

Sfrom any one individual.)
MINIMUM DRAIN -EL/2, round up (The minimum amount
that must be taken from each enemy in range.)
RADIUS OF EFFECT-EL +1

Shield Hit
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NOTE

Instead of taking energy or mana, the Priest can use the power
to inflict subdual damage. If he does so, no armor counts against the
damage caused. However, the effect specified above is reduced by
50%, rounded down. Finally, in draining mana, mana being cast into
a spell is always drained before dormant mana in the Casting Ability.

MASHMASHU MAGIC

Mashmashu are trained wizards who use their power for the good
of the faithful. They learn their wizardry and gain advantages where
the powers used are drawn from the essence of their chosen god.
They are the Lance that drives through the heart of the faith’s
magical enemies. Their purpose is to vanquish the magics of evil for
the good of all.

Magic, as done by the Mashmashu, is wizardry. They have the
basic powers listed for all Priests previously. In addition, they may
learn any spell of their alignment and wizardry general skills. For those
spells that are drawn from the power of the God that the Mashmashu
serves, the following special rules apply:

1) The Priest casts the spell at one EL higher than his current
EL at no additional cost, i.e. if a Priest has EL2 he casts the spell
at EL3 paying the cost normal for EL2.

2) Casting Speed for all spells derived from the God is as speci-
fied for Natural Magic users (MEL +EL). If the Priest is a Nat-
ural Magic user or Priest, his casting speed is twice that normal
for Natural Magic users, in this case only.

3) No abysmal failure is possible when using these spells UNLESS
the Priest is in disfavor with his God for some reason.

GOD SPELLS

The spells derived from a given God’s power can be derived from
the attributes given him in the Site Book in Perilous Lands, a
Powers & Perils supplement. Final ejudication of which spells receive
the benefits above is left to your discretion. The example below, for
Inanna, should give you an idea of how to go about making this
decision.

EXAMPLE

The attributes of the Goddess Inanna are described, in the Site

Book, as:
INANNA - The Star of Lamentation, Courtesan of the Gods, Patron
of Priestesses, Lady of Resplendent Light, Goddess of Battles,
Mistress of Fertility and Sterility, Lady of Beauty and Charm, She
who commands fear in men, She who brings to life and sends to
death, Mourner in the Winter, the Questing Goddess, The Warrior
Queen.

Given this description, it can be seen that Inanna is a very pow-
erful Goddess. Her main powers lie in Light and Life. She grants
Mashmashu increased effect with Light Powers, Revivification and
Resurection. She may also grant a bonus for Might because of her
position as a Goddess of Battle. At the Referee’s discretion, favored
servants could gain Luck in battle, increased Appearance, Eloquence
and Empathy and enhanced abilities in Tracking when they are on
a Quest in service of Inanna. There are many possibilities with a God-
dess of this power. As Referee, in this case, you may assign disad-
vantages in the winter or other problems based on the darker side
of her nature.

BARU MAGIC

Baru priests seek to divine the will of the gods for the good of
the faith. They have great powers of Divination and magics that
grant them a degree of Prescience. They are the Eyes of the Faith,
finding its path into eternity with their rites.

BARU SPELLS

Baru magics are not intended for combat. The sole purpose of
this Priest is to divine the will of his gods and assist in seeing that
their will is done. They are mystics, not combat —oriented Priests

such as the Ashipu and Mashmashu. Their spell knowledge reflects
this fact.

SPELL DESCRIPTIONS
AWARENESS

Baru Priests receive training that, through meditation and other
metaphysical skills, seeks to make them one with the world around
them. Mastering this is important to any future prowess they may
have in the arts of divination. To understand why this is important,
realize that in many forms of divination the diviner is responding to
signs and portents that exhibit themselves in the world around him.
This given, his ability to develop a feel for his immediate environ-
ment is critical to his success at divination.

To use this talent the Priest must state that he is doing so. Per
HOUR he is doing so, he expends 12 - EL energy points. When the
power is used in this way, the a Priest increases his Empathy by
(EL +1) x 5. He will also have a chance equal to this increase times
two to detect ambushes and other surprises that can give detectable
clues before they strike. This allows him to give warning or react
to the threat.

EXAMPLE

A Priest has EL3 in this. One hour of its use costs him nine
energy points. While affected his Empathy is increased by 12 and he
has a 24% chance of detecting surprise occurrences before they strike,
i.e he hears the twig snap under an ambusher’s foot, he senses the
minute crack in the ceiling above that indicates a deadfall trap, etc.

Use of the power as specified above does not entail any casting
cost, the wish to do so is sufficient. Regardless of EL, the minimum
cost to attune oneself in this way is one energy point per hour.

This spell can also be cast from the Energy Level in the conven-

tional method. When this is done, the Priest places himself in a trance
after stating to the Referee what specific influence he is sensitizing
himself to. The influence chosen must be a specific class of thing,
l.e. mana, animate life, supernatural beings, etc. While the spell
remains in effect, the Priest is automatically aware of anything
within his radius that fits within the class chosen. He will remain
entranced for the minimum duration stated below. The maximum
duration, in all cases, is ten times this minimum. Per minute, or less,
that the Priest remains in this trance he must pay the casting cost
for the spell.
IMPORTANT - As Referee, you may evolve other uses of this
talent. Those above are only basic applications. Others can be
mastered as you feel they are necessary or appropriate. For a use
form to fit within this spell it must be something that heightens the
Priest’s awareness of his surroundings through meditational practices.
The possible uses of this are virtually endless.

RANGE - (EL +1) x 3 (The Priest’s range in hexes or inches.)

MINIMUM DURATION - EL +1 turns
QUESTING SIGHT

Use of this power allows the Priest to key himself to discover the
whereabouts of a specific person or thing. To use this spell, the
Priest must know the precise appearance of the person or thing or
he must have something that has been in contact with the target some-
time in the last EL +1 weeks. If either is the case, he will see the
precise whereabouts of his target, i.e. its immediate surroundings,
and learn how far away it is and in what direction it lies. The Referee
will tell the player distance and direction and describe the surround-
ings. It is up to the Player to take it from there. Should the Player
choose to do so, he may cast this spell at up to FIVE times its nor-
mal casting cost. Each increase of 100% taken doubles the range
yielded.

EXAMPLE

A Priest uses EL2. His first attempt shows that his target is out-
side of his range. He casts the spell at five times normal cost,
increasing his detection range from nine miles to forty-five miles. He
sees his subject lost in the forest fifteen miles to the north.

MAXIMUM DISTANCE - (EL +1) squared miles
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DIVINATION

As for the spell of the same name in Powers & Perils. Priests using this spell may subtract
their Awareness EL in addition to the normal EL modifier.
KNOWLEDGE

This spell is one of the most important powers of the Baru Priest. His expertise gain varies
with how he uses the power. The following categories apply:

1) USED TO MASTER BARU SKILLS

When this spell is used to increase the Priest’s ability in Baru Magic, Meditation or

Scholarly skills associated with Divination he gains 2D6 + EL expertise with each success.

2) USED FOR OTHER PRIESTLY KNOWLEDGE
‘ When the spell is used to gain knowledge from other classes of the the Priesthood, the
! normal expertise (1D6 +EL) is gained.
‘ 3) USED FOR ANY OTHER PURPOSE

If the spell is used to gain knowledge outside of that shown in the sections above the
expertise gain equals the caster's EL. Except in emergencies, such use of the power is
felt to be somewhat gauche by most Baru Priests.

At your option, you may allow other uses of the power when the Priest reaches higher levels
of mastery. Examples are use of Knowledge as a more precise means of Divination, use of
Knowledge to give expertise to others (if this is allowed, only knowledge that fits in category three
above can be given in this way), etc.

All other parameters for this spell, include the restriction on the frequency of use, are as
specified in Powers & Perils.

DIVINE VISION

This spell is only used on purified ground, preferably in a temple with other Priests monitoring
the affair. In casting the spell the Baru Priest concentrates on a problem of importance and opens
himself to the will of the gods, hoping to gain a solution to the problem. It is used to determine
the best means of placating an angry god, how to overcome deadly adversaries of the god and,
otherwise, for reasons of major importance. Use of the power frivolously can lead to the Priest’s
death. To determine the effect, determine the amount that the Priest makes or misses his roll
on the Magic Table by and consult the table below:

ENB\VISION'EFFECT TABLE

&

NOTE
A positive value on the table above indicates a roll less than or equal to the number the Priest
needs to roll. A negative value is a number greater than the roll required.
, VISION TRANCE
This power is used only in very serious instances when the Priest must have a precise view
of the future for himself or some other individual. In casting the spell the Priest’s enters into a
trance in which he is comatose. While the trance lasts, he travels the future in spirit form. Per
day in the future, ten minutes pass in the present. While in the future, he sees what is occuring
' for the person in question. The Referee gives this knowledge. It is up to the Player to determine
a course of action based on the information gained.
DAYS FORWARD - (EL+1) x 2 (The number of days into the future that the Priest can
travel before he must return to the present.)
ENERGY LOSS -~ 20-(EL +1) per day travelled
NOTE ’
- Spells that give the ability to see future time can be disruptive in play because of the parallexes
i that they create, the pressure they place on the Referee and some Players tendency to use them
‘ as a crutch. In the case of this spell, the encounters are seen. Roll them out so the Player knows. -
However whatever the vision of the future seen, the Referee is under no compulsion to stick _ B
to it or change it unless the Players take meaningful, realistic action to avert their fate. Keeping

this in mind wil help you Referee and,wil compel Players to continue to play their role, They
must use the vision in play, it is not a free ticket ok A

’ 3%
B (A o
) R Pl 43 : o 3 &
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QADISHTU AND KALU MAGIC

These Priests primarily assist other Priests to perform their most
sacred duties. Through the power of music, dance and song, they
enhance the effectiveness of their brothers. In addition to this
function, these Priests have unique powers of their own that can be
used to some effect. They are the Voice of the Faith who sing the
beauty of the divine for all to hear.

BASIC POWERS
The major rites of these Priests are used in association with other
specialists. The table below shows the basic spells available:

- -
8
ey, may only draw it from |
' alastcurse, orwhenthey are‘

SPELL DESCRIPTIONS

SPIRIT BLESSING

This spell has the effect of Healing Light for replacing energy lost
to disease, poison or soul - draining attacks of any kind. The amount
gained is divided evenly among all persons within the effect area. Any
fraction resulting is rounded up.

If the target loses Energy as a result of an attack by a creature
from the enemy alignment, he gains TWO energy points for every
point of benefit received, i.e. if he gets four points of the effect he
regains eight energy.

Al parameters for range and effect are as specified in
Powers & Perils for Healing Light. This spell, however, will NEVER
grant any benefit to a member of the enemy alignment.

BLESSED SPHERE

The roll to affect enemies with this spell is taken each phase that
it remains in effect. The spell creates an area that is hostile to the
enemy alignment. This area will affect all supernatural members of
that alignment each phase that it succeeds against them. It will also
affect non - supernatural members to a lesser degree.

Supernatural members, those with a Contact Level, are affected

by both Energy Loss and Damage. Other members are only affected
by Energy Loss. While the spell remains in effect the Priest may not
move and may not take ANY other action. His entire being is
concentrated into his song.

RANGE - EL +1 (The effect radius)

DAMAGE -EL/2, round up (Hit point damage taken by
affected targets. This damage is only reduced by
armor that is dedicated against Priestly magic.)

ENERGY LOSS —EL +1 (The number of energy points lost each

time the target is affected.)

RITUAL MUSIC

This power is used to enhance the performance of allied Priestly
magic that is used within the Priest’s effect area. The diameter of
this area equals the Priest’s (EL +) x 2. The modifier granted to the
other Priest equals EL +1. This spell may only be used to support
other classes of Priests in performing their magic. It may not be used
to enhance Qadishtu/Kalu magic.

PUNISH/SATIRE

This spell is the most potent and rarely used ability of the
Qadishtu/Kalu class. To use this power the Priest must be trained
as both a Musician and a Singer and, after casting, must succeed with
both entertainment skills. (For a success to be recorded the Enter-
tainment Table result, using the target’s MDV/2 rounded up as the
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Audience Type modifier, must be a sixteen or less. For the spell to
succeed the Priest must succeed with all three rolls.
The possible affects of this spell are infinite. To help handle this,
follow the procedure below when it is used:
1) The Priest states the EXACT effect he wants AND what crime,
known to the Priest, is his reason. (The fact that a target is known
to be evil is insufficient. The Priest must personally know, or been
affected by, an evil action that his target did. It can’t be cast
otherwise.)
2) The Priest must define what conditions, if any, will lift the
affect of the spell. If it can’t be lifted through proper action,
increase the target’s effective MDV by five.

After the Priest delineates his spell, the Referee determines the
effectiveness required for it to take effect. Effectiveness is
determined by adding the amount the spell succeeded by to the amount
that the Entertainment skills succeeded by times five.

EXAMPLE

The Priest is MELS/EL2. His spell roll is a 31 against an MDV
of 10. He thus succeeds by 13 with the spell. He is EL6 with Music
and Singing. He rolls a 17 (effectively 16) and a 9 (effectively 8). He
succeeds by zero and by eight for, 8 x 5, 40. His total effectiveness
for the spell is 53.

This number determined, consult the table below. If the effect
desired is greater than that allowed by the resulting effectiveness,
the spell fails unless the Referee chooses to allow it to have a
diminshed effect.

PUNISH/SATIRE EFFECTS
EFFECTIVENESS DESIRED RESULTS
0to10 Minor malady, inconvenient physi-
cal or mental problem, target is
hardly impaired.

Non ~fatal illness, slight physical or
mental problem, target is slightly
impaired.

Significant mental or physical
problem, target is impaired.

Lingering illness, major mental or
physical problem, target is severely
impaired.

Fatal illness, disabling mental or
physical problem, transmutation, tar-
get is completety impaired.

Anything the Priest wishes is
possible.

11 to 25

- 26 to 50
51 to 80

81 to 120

121 and up

This spell must be cast in the presence of the target to be
affected. It may not be used unless the Priest has a significant rea-
son for doing so. It is primarily used as a spell of last resort to punish
those who need it or who may profit from a lesson. It has no effect
on non-intelligent (INT rating for species 4 or less) creatures or
supernatural forces (creatures with a Contact Level). The range for
the spell equals the Priest’s EL +1.

SACRED BANE
This spell places a bane on the target which has the following
affects:
1) The victim suffers damage as for the Blessed Sphere spell
if he enters ground purified for or sacred to the Priest’s
alignment.
2) All members of the Priest’s alignment may add the bane's
EL +1 to any damage scored on the target. (This is affected
by armor.)
3) All supernatural members of the Priest’s alignment who
encounter the victim attack with uncontrollable Battle Fury.

The range of this spell equals the Priest’s EL +1. Once it suc-
ceeds, a Negate Curse spell is required to remove it. It is also dis-
pelled with the death of the victim cursed with it.

MDV LIMIT - (EL +1) x 5 (The maximum MDV that the Priest

can affect with this spell.)



TARITI(ALLANI) MAGIC

These Priestesses are important in many major rituals of the faith.
In areas where they are dominant, they have the powers listed here
plus the powers listed for the Urigallu. This is especially true in the
nations of L’p’nth and Clima. The powers of the Tariti(Allani) center
around love, fertility and the emotions. They are quite powerful in
these areas. They are the Soul of the Faith.
BASIC POWERS

Tariti(Allani) powers are subtle influences that affect the mind and
soul of their targets. Where they apply to the areas of Love and Fer-
tility, they have little bearing over the majority of a campaign. There-
fore, the precise spells of this type are omitted from this article.

MASTER EMOTION

Cast from the Energy Level, this spell allows the Tariti to control
her emotions. Using her Casting Ability, she may lessen another
person’s response to an emotion. With success, the person affected
ignores the effect of the emotion specified for the duration of the spell.

If a person is affected by a spell that forces extreme emotion on
him, this spell negates the effect. In doing so, it operates as speci-
fied for Immunity in Powers & Perils. If her EL is greater, the
enemy spell is negated. If not, it is ignored for the duration of her
spell. When her spell ends, the enemy spell resumes at a reduced
EL. When the spell is cast in this way it is always cast against the
MDYV of the spell and the person it is cast at is considered to have
an MDV of zero for influencing the chance of success.
EXAMPLE

A person is affected by MEL7/EL5 (for a spell MDV of 12) Silent
Terror. A Tariti Priestess casts EL2 versus Terror. She succeeds.
While the duration of her spell lasts, the person ignores terror. When
her spell ends, the Silent Terror spell starts again at EL3.

RANGE -EL (The range the person to be affected must be

within.)

DURATION - (EL+1) x 2 turns
SUBLIME PEACE

An enhanced version of the Peace spell that is cast at a single
person. Affected targets are incapable of any hostile emotion and may
not initiate combat for any reason. In addition, they have a height-
ened sensitivity to pleasant stimuli and cannot feel pain (other than
magical pain whose EL is higher than the EL of this spell). It is an
important spell, often used to aid Healers and perform certain sacred
rites. To affect anyone with this spell the Priestess must touch them.

When the Tariti uses this spell on herself, twice the normal Cast-
ing Cost is subtracted from her Energy Level. Used in this way, the
spell has the range specified for Peace in Powers & Perils in addition
to having the effect specified above on the Priestess and everyone
within its radius of effect.

DURATION - EL +1 squared minutes

INFLICT EMOTION

As for Master Emotion above except this use of the spell increases
the degree to which the target is affected by the specified emotion
and the Priestess has no ability to cast it from her Energy Level.
All other factors remain the same.
DESTROY EMOTION

A person smitten by this spell is no longer able to experience the
emotion that the Priestess attacks. To use this spell the Priestess
must touch the target. If she does, and the spell succeeds, the
victim loses the emotion. Once success occurs, the spell remains in
effect until it is cured by a Negate Curse spell. Cast at three times
normal cost, the spell can eliminate only part of the chosen emotion,

Heroes Magazine

i.e. the emotion as it relates to a specific person, place or thing (love
of a woman, hate for an enemy, etc).

SOUL SEARCH

This spell allows the Priestess to determine what the major
motivations and desires of the target are. In play, this increases her
Influence Chance with that person by (EL +1) x 5 and makes it
extremely difficult for him to dislike her or to ever consider doing
her harm. To cast this spell, the Priestess must be within one hex
of the person. If she is actually touching him, increase her EL
modifier by ten.

EMPATHIC UNION

This spell is cast to do many things. The Priestess must touch
the person to be affected. Cast at half normal Mana Cost, the spell
enables her to sense the CURRENT emotions of her subject and get
an impression of what is causing those emotions. At normal cost she
gains this knowledge and may use Master Emotion or Inflict Emotion
(if she knows those spells) to modify emotions read. When used with
this spell, the Emotion spell automatically succeeds. The Emotion
spell may only be used to influence the strongest emotion the target
is feeling (the Priestess may exclude feelings the target may have
for her IF she chooses to do so).

Cast at twice normal power, this speli reads the emotional history
of the person’s recent past and can modify emotional memories (all
factors are as for Forgetfulness in Powers & Perils).

At three times normal cost the Priestess unites with her subject.
This yields perfect understanding of all that that person is and grants
the same understanding of the Priestess to her target. Both feel what
the other is feeling as well as what they are feeling themselves.
Neither are truly aware of themselves while they are affected by this
spell. They become one.

After the Union, the Priestess retains perfect knowledge of the
emotional foundation and personality of her partner. Her partner will
retain only flashes of insight about her.

This spell can be cast at five times cost to forge a permanent
Empathic Bond between the Priestess and ONE other person. If this
is done, both retain awareness of their individuality while gaining the
ability to feel the emotions of their partner when they choose to. When
one experiences extreme emotion, such as in combat, under torture,
etc, the other is allowed a Will roll to keep those emotions from
affecting them as well. If the roll is a success, they are not affected.
A partial success means they are visibly affected and a failure forces
them to react to the emotion as if it was happening to them.

Emotional Union at this level is a permanent spiritual tie between
two beings. Though they remain seperate, they are one. This grants
the following benefits:

1) Either can track the other no matter how far apart they are.
2) If physical damage, energy loss or illness afflicts one, the other
can minimize its effect by taking half the effect on themself.
3) The MDYV of each is increased by half the MDV of the partner
with the highest MDV when that partner is in range.
4) If either suffers an attack on their soul, both suffer equally.
EXAMPLE
A Priestess (MDV15) and her husband (MDV20) are united. Both increase
their MDV by 10 and may choose to take injury and pain from the other. If
either is struck by a soul - draining creature, both are affected, i.e. a Lamia
bites the husband taking 40 energy. He and his wife both lose 20 energy and
are subject to the Lamia’s will (though the Lamia may not be aware of this fact).
These are the basic attributes of the spell. The last two forms must
be cast on purified ground. Neither may be cast on an unwilling
target. Both require a good deal of Ritual and specific environmental
influences (referee discretion) to succeed. If an Abysmal Failure
occurs in either case, the spell may never be tried on that target again.
The less powerful forms are usable without these restrictions.
. DURATION - EL +1 squared minutes
MDYV LIMIT - (EL +1) x 4 (This limit applies when the target
is not willing to be affected by this spell.)
TRANSFER RANGE - EL (The maximum distance, in
hexes, that a united pair can be seperated and still
use the full attributes. If the range is zero, they must
touch to use this power.)

E THE END
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