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COST TO LEARN = 200





The Urigallu are the administrators, executives and main celebrants of the faith.  They celebrate masses, administer temple lands and see to the welfare of the faith.  Only male characters are allowed to become Urigallu priests.  Exceptions may be made for female characters who roll Native Will x 3 or less on D100.  (In Clima and L’p’nth only females are Urigallu and no exceptions are ever made.)





VESTMENTS





The normal vestments of an Urigallu class priest are white and purple.  Depending on rank, the percentage of the costume that is white increases.  At the highest rank, the Urigallu Mah (High Priest of the Temple), they are white with a thin purple border.





STARTING SKILLS





Urigallu priests receive a Starting Level as a Scholar in the Cosmology of their chosen alignment plus Starting Rank non-combat skills with a cost to learn greater than 35.  They may choose any skill of sufficient cost that is artistic, creative or scientific in nature.  They may also use it to gain any appropriate (Referee discretion) language.  They may never practice any form of magic other than the rituals they gain through the Priesthood.


In addition to the knowledge above, Urigallu Read and Write their native tongue at their maximum EL.  If they learn any languages with their starting knowledge, they Read and Write that language at their maximum EL at no additional cost.


NOTE - While supernatural language knowledge is not mandatory, progress to high rank (Ranks 8-10) is impossible unless the Urigallu speaks the tongue of his deity.











MAGIC KNOWLEDGE





Starting Urigallu know Purification, Summoning and a number of alignment spells equal to their Rank.  The Summoning rites known are for creatures of the Priest’s alignment.  The spells must be spells that benefit from being cast with the language of the Priest’s deity with a Base Mana Cost less than or equal to the Priest’s Starting Rank.





WEALTH





In addition to any wealth purchased, Urigallu priests have Rank squared GC as starting wealth.  These funds represent savings from the priest’s salary.  The basic salary of an Urigallu is (Rank +1) squared GC per month.  It is only received when he serves full time at a church or major temple.  It is for personal upkeep and religious projects not directly supported by the faith.





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 give faith and justice to their flock.


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.
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BLESSED TRUTH





Unlike other Truth spells to be found in Powers & Perils, the person affected by this spells 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, grant him a chance to tell when someone 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, then he believes the lie to be truth.


The spell can also be cast at TRIPLE normal cost.  When this is done, the priest can impose a minor curse on the affected person.  In this case, whenever the person lies, the curse strikes him.  This automatically occurs with any lie the person tells.  The types of curses that may 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, 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 priests 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 the Referee places on the supernatural and religion.  In all cases, the effect of a given ceremony varies with the power of the Priest celebrating 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?





Fittingness 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 dependant the Character is on divine intervention.  The more a deity is asked for aid by a given individual, the less likely 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 a PARTIAL SUCCESS the benefit equals the Priest’s EL + his Rank.  If a FAILURE results the Priest’s EL is subtracted 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.








CURSES





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.





JUDGEMENT





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 Judgement 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 perform 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 this spell working on them and a -20 subtracted from their Will if 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 (If the EL is zero, the Priest must touch his target).








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 statement 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.


The spell does not place the Priest or any speaker in any kind of trance.  Both are fully aware for the 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)


