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.MAGIC FOR PRIESTS





Unless otherwise specified, a Priest’s Starting EL in any magic spell that he knows equals his starting rank divided by 2, rounded down.


The maximum EL a priest can attain in Priestly magic equals:  (W + Em + MEL) / 15, rounded down.


His starting MEL is based on Current Will for all classes except Mashmashu (Intelligence), Qadishu Mah (Empathy) and Tariti ((Eloquence and Empathy) / 2).


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.


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.  





RANKS OF THE PRIESTHOOD





Rank�
Title�
Equivalent�
Special�
�
0


1


2�
Ai


Bana


Cai�
Acolyte�
Acolytes are restricted to their temple, and the surrounding area.  This restriction is often relaxed for Cai rank.�
�
3


4


5�
Dama


Ea


Fama�
Priests�
Lesser priests who serve as assistants in major temples or as priests in rural areas.  Those with potential and Fama rank usually serve in major temples.�
�
6


7�
Hora


Inai�
Senior


Priests�
Important priests who serve as major temple leaders, important missionaries or as the Abbots of monasteries in villages, small cities or rural areas.�
�
8�
Kah�
Bishop�
A major leader of the class.  Often in charge of training, temples of minor gods, small cities, or rural districts.�
�
9�
Lama�
Archbishop�
Among the chief elders of the class.  Rarely found outside of major temples or monasteries.�
�
10�
Mah*�
Cardinal�
The leader of the class in the nation, i.e. the single most important churchman of that type.  Only found in the largest temple of the faith in the nation.�
�
*  The Urigallu Mah of a faith is its spiritual leader.  His title is Sangu Mah.  In faiths where the Taritu dominate, the Taritu Mah rules the faith as Sangu Tari Mah or Sangu Alla Mah, depending on the type of the faith.





STATION AND THE PRIESTHOOD





INITIAL STATION TABLE





LEVEL OF CLASS*�
�
Station�
Acceptance Modifier�
Promotion Modifier�
�



0


1


2


3


4


6


10�
I


-30


-20


-10


-5


0


5


10�
II


-15


-10


-5


0


5


10


15�
III


-10


-5


0


5


10


15


20�
I


+4


+2


+1


0


0


-1


-2�
II


+2


+1


0


0


-1


-2


-3�
III


+1


0


0


-1


-2


-3


-4�
�



*  The level of the various classes varies with the basic alignment of the faith.  Refer to the table on the following page.














�
I�
II�
III�
�
Law�
Urigallu�
Ashipu, Baru, Qadishu Mah and Tariti�
Kalu, Mashmashu and Qadishu�
�
Chaos�
Urigallu or Allani*�
Ashipu and Mashmashu�
All others�
�
Elder�
Urigallu, Qadishu Mah and Ashipu�
Kalu, Mashmashu, Qadishu�
Baru and Tariti�
�
Some Kotothi�
Urigallu and Mashmashu�
Ashipu and Baru�
Kalu, Qadishu Mah, Qadishu, and Tariti�
�
*  If the nation is matriarchal, the Allani rule and the Urigallu are Level III.  If the nation is strongly patriarchal, the Urigallu rule and the Allani are Level III.  If neither applies for a Chaos nation, the table is used as is.





ACCEPTANCE CHANCE





The chance of being accepted into the priesthood equals:  (W + (Em/2)) + Acceptance Modifier


Where the class you wish to enter concentrates on magic or healing, Will may be replaced by Intelligence, where it requires dancing or musical skill, Agility or Dexterity may be used in the place of Will.  These are the only modifications allowed.


If your attempt to enter fails you may try again at a lower class level.  You may never attempt to enter at the same or higher level as your failure.  If your final failure is at the third level, your character may not start as a Priest.  His only option is to win favor in play and be admitted for training as a result.





STARTING RANK





W + Em�
RANK�
W + Em�
RANK�
�
3 - 25�
-1�
81 - 120�
2�
�
26 - 50�
0�
120 +�
3�
�
51 - 80�
1�
�
�
�
To the rank above add Station/3, rounded down.  This is your final rank.  If it is less than zero, you were admitted but failed to become a priest because of incompetance, poor attitude or some other reason.  They bounced you.





PROMOTION





A character’s rise in the ranks of the Priesthood is determined with a yearly roll of 2D10.  This roll is modified by the basic promotion modifier and the modifiers listed below:


To determine whether a Character is promoted add all of the applicable promotion modifiers to his Next Rank times TWO.  The result is the number that he must roll HIGHER than with 2D10.





PROMOTION MODIFIERS





�
YES�
NO�
�
1.  Has been actively performing his duties (at least one week a month spent on church business).�
0�
+3�
�
2.  Has come to the attention of higher ranking priests, favorably. *�
-2�
0�
�
3.  As 2 except to his disfavor. *�
+2�
0�
�
4.  Has been a driving force behind a major victory for the faith. *�
-3�
0�
�
5.  Held responsible for a major defeat for the faith. *�
+4�
0�
�
6.  Popular with the people.�
-1�
+1�
�
7.  Popular with the secular rulers of the area. **�
-2�
0�
�
8.  Disliked by the secular rulers of the area. **�
+2�
0�
�
9.  Noted for piety, dedication and/or combating the enemies of the faith. *�
-1�
+1�
�
10.  Possesses secondary skills that are of value to the faith, i.e. skills not gained through the priesthood.�
-1�
+1�
�
*  These factors continue to the Character’s benefit or detriment, for 1D6 years after they are earned, at half the value above, rounded up.�
�
**  These factors apply at full value as long as the Character remains in the area and the feelings of the local rulers remain the same.�
�
NOTE - Determination of when these factors apply is left to the Referee and is based on the Player’s use of his Character in play.�
�


















IMPORTANT


Characters do not automatically have a chance to be promoted.  Beyond Rank 4 there must be a vacancy to be filled or a new posting, requiring additional rank, that he is being considered for.  The chance that a character can be promoted is determined rolling 1D10.  If the roll is greater then or equal to the New Rank + his Promotion Modifier, he has a chance.  Regardless of modifiers, if the roll of 1D10 is a 10 the Character is automatically considered for a promotion.  There is always a chance, even if you were born a serf.





























































































































MULTIPLE TRAINING





A starting character with sufficient rank to be considered a Priest (rank 3 or higher) can train as a member of another class, serving a lesser god than his primary god.  This requires the following:


   A.  Sufficient rank


   B.  Existing skills that would be worthwhile to the class of Priests you wish to join in the performance of their duties.


   C.  An acceptance roll with half the normal chance of acceptance before the acceptance modifier is added.


   D.  Enough expertise to buy the skill.


If all the above is done, the character will start with half the rank determined for his primary priest class, rounded down.  If he is not accepted he may not have more than one class.


NOTE - In general it is best to refrain from trying for multiple specialities until the character is established and has made connections within the temple.  It is more fun to win something in play than to simply throw dice for it.


