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The spells listed in this section are those that all priests can use after they have completed their training.





BASIC POWERS TABLE





ROLL�
SPELL�
MANA COST�
SOURCE�
�
01 - 20�
Bless�
1�
CA�
�
21 - 40�
Healing�
1�
CA/EnL*�
�
41 - 60�
Insight�
2�
CA�
�
61 - 75�
Detect Evil**�
2�
CA�
�
76 - 90�
Presence�
2�
EnL�
�
91 - 00�
Purification�
2�
CA�
�
*  Priests of the types devoted to the Healing Arts may have special healing powers that are drawn from either Casting Ability or Energy Level.�
�
**  Evil as defined by Priests equal the enemy alignment.  For Law it is Chaos, and vice versa.  For Elder it is Kotothi, if Sidh oriented, or whichever force is the greatest danger in the area.  The Referee must determine this for the area.�
�



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 blessing a characteristic equals his EL + 1 times TWO.  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 blessing to uses that are in the interest of the faith.  He may also pay double mana to double the duration.  Per increase in cost payed, the number of days the person is affected is doubled.





HEALING





A successful healing spell heals a number of hit points, dependant on the Priest’s EL, AND increases the injured person’s Healing Chance for his next normal healing roll.  In all cases, the Priest must touch the person that he wishes to heal to have any effect.  The damage healed equals 1D6 + StB + EL.  The Healing Chance increase (for the next roll) equals (EL + 1) X 5.  The Stamina Bonus is also increased for the next normal Healing Roll.  The increase is EL/3, rounded down.


IMPORTANT - The benefit on the next healing roll only applies if the person affected is still damaged after this spell succeeds.  If more than 24 hours pass between this spell’s success and the next normal roll, the HC and StB advantages are lost.





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





When in the presence of mana, or those that are capable of casting mana, the Character will be able to determine its Alignment, Relative Power and, if a spell, a basic purpose  The range equals the Character’s W/10, rd.  No mana cost applies to the use of this power.  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 physical combat ((EL + 1)/3, rounded up).


Second, successful use of presence has a chance to repel enemy aligned forces.  The maximum MDV that can be affected by this equals the Priest’s EL times 5.  Those who cannot be affected ignore the spell.  Others use their MDV to resist it.  The BL on the Magic Table equals the Caster’s EL + one half of 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 quickly as possible.  The duration of this effect is EL + MEL in turns.




































































PURIFICATION





Purification is used to prepare an area for the casting of a specific spell.  Cast at 10 times the Mana Cost, it will benefit a specific alignment’s spells.  The effect of its success increases the chance that the spell will succeed.  The Roll Modifier ((EL +2) X 2) is subtracted from the success roll for the spell that the area has been purified for in addition to the normal EL modifier.


NOTE - The spell is cast permanently to create altars and other magically significant casting areas.  It may also be cast to oppose a certain spell.  In this case the Roll Modifier is added to the Success Roll.


Priestly Purification 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 length to defile the blight on their land and slay its creator.


RANGE - EL + 1 inches (A diameter with the caster created focus at its center.)


