




















































































































CLER ICS 

of the ZOE will suffer glass breakage and a lot of scared animals and peasants . 
Underground complexes will be harder hit. 

ZOE: L square miles; Range: 24" to epicenter; Duration: 1 turn; ST: none 

Eidetic Memory : This prayer enables a cleric to recall exactly at a later time 
what transpired during the prayer duration. It 1s especially useful for 
reproducing documents . The memory is permanent. 

ZOE: self; Range: as senses; Duration: L minutes; ST: none 

Empathic Cause: Generic spell type Cause (p.45) Except that the range of this 
spell is touch. It will transfer points of damage from the caster to the vict im , 
unt il either the caster is cured up or the victim is at 0 H.P. whichever comes 
first. 

ZOE: one victim; Range: touch; Duration: momentary; ST: spiritual 

Empathic Cure : Generic spell type Cure (p.50) Except that the range of this 
spell is touch. It will transfer points of damage from the target to the caster, 
cu r·ing three points of damage off the target for every two points transferred. 
T ransfer continues until either the target is fu ll y cured, or the caster is at 0 
H.P. Only damage present on t he target before the current cler ical spell phase 
can be cured. 

ZOE: one patient; Range: touch ; Duration: momentary; ST: special. 

Enhance Poison: Cast on a poison weapon, needle, potion , etc. it makes the 
poison more difficult to save against. The first time that a saving throw is made 
against such poison, roll again and use th e new result. 

ZOE: one dose of poison ; Range: 1"; Duration: L days; ST: none 

Enhance Weapons N: Th is does not add to a weapon · s chance to hit, but it 
allows a weapon to hit creatures which could only be hit by • (N-2) magical 
weapons. (N= l hits th ings vulnerable to non - magical silver weapons) 

ZOE: all weapons in range; Range: l" ; Duration: standard; ST: none 

Entang le : The caster causes plants in the initial area of the victim to grow and 
attempt to grapple him. Movement in the area will be difficult. Some plants are 
necessary, though anything from grass to a tree will work. During the first 
melee round the plants are growing, and no save need be made. From then on, 
the plants will attempt to grab the victim once per round, in the Clerical Phase 
as long as the caster concentrates , unless the victim leaves the area. A 
physica l save must be ro lled for each attempt. Damage to the caster negates the 
spell. 

ZOE: 5· radius of victim; Range: 12''; Duration: concentrat ion; ST: Phyical 

Enter Plant: The cleric may merge his body and life force with that of a plant. 
He may end the prayer at any time by leaving the p lant. The cleric shares the 
fate of the plant until he does so; if the plant takes damage, the cleric will 
receive proportional damage. He wi II retain his senses and sentience. Shou Id 
he fail to leave by the end of prayer duration , he will be trapped until freed by 
a Nature cleric of higher level . Only one cleric may enter a given plant at a 
t ime . Other Nature clerics who have th is spell will notice when this spell is in 
effect and may attempt to force the cleric out of the p lant by entering it 
themselves , triggering a level -vs- level battle , unless the cleric in the plant 
concedes. 

ZOE: one plant ; Range: contact; Duration: standard; ST: none 

Extended Detect : This prayer, cast at the same time as a Detect for the sum of 
the prayer point cost with no extra time spent, causes the duration to increase 
to one day. The caster may move around detecting everywhere. 

Extension: This spell, cast at the same time an MU spell , or cast within the 
range and during the duration of such a spell, increases its duration by 50°0. 
Commune ca nnot be extended. 
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Eye of the Hermit: Identical to Ear of the Hermit (see page 54) , except that 
sight is involved. The cleric must choose the eye· s orientation. 

ESP: Generic spell type Detect (p.51) This prayer al lows the caster to perceive 
one targefs surface thoughts clearly. He will not gain secret information unless 
it is being thought about at the time. 

Faerie Fire: This prayer will cause all objects, including invi sib le ones, within 
the ZOE at the time of casting to glow with an eerie light . They will contin ue t o 
glow after leaving the ZOE. The ligh t is too dim for illumination , b ut it allows 
the objects to be seen. 

ZOE: 3 " sphere; Range: zero ; Duration: standard; ST: none 

Fair Fight : This prayer combines the effects of Resist Cures (see page 65) and 
Resist Causes (see page 65) throughout the ZOE. It must be cast before the 
cle r ic enters me lee. 
ZOE: 3" sphere moving with cleric; Range: zero; Duration: one battle; ST: no ne 

Fight Like a Lion N: T hi s can be cast only on Leo fol lowers before they go into 
batt le. It cannot be cast if battle is not imminent, and the spell will be negated 
if the recipient does not enter battle at the first opportunity, or if the battle 
ends before he enters melee. It gives •(5xN) 0o to hit , •N damage , and +5°o to all 
ST. 

ZOE: one person; Range: contact; Duration: one battle; ST: none 

Fight Like a Pride N: This is identical to Fight Like a Lion N , but it wil l affect 
as many Leos as the caster can touch in ten melee rounds. 

Fi nd the Path: This enables the Cleric to find the surest, safest path out of a 
maze, dungeon, wilderness, etc. If all alternatives a re fraught wi t h danger, the 
short est wil l prevail. Al l interfering concea lments and illus ions mu st undergo 
level - vs-level battles if they are t o interfere in spite of this prayer. 

ZOE: self; Range: self; Duration: 30xL turns ; ST: none 

Find Herbs: This enables a ature cleric to find needed herbs in half the 
normal time. 

ZOE: self; Range: very large; Duration: one day or until he r bs are found; 
ST: none 

Finger of Death: This prayer is simple. The cleric points at a victim. He 
saves or dies. 

ZOE: one victim; Range: 12 ''; Duration: permanent ; ST: Spiritual 

Fire Resistance: Generic spell type Resistance (p.65) Fire with a saving throw 
is magica l, other fire is not. 

Fire Resistance 10' r: Generic spell type Resistance (p. 65) 

Foresight: This prayer allows the cleric to foresee and forestall trouble. Once 
during the duration of the prayer , the cleric may ''back up" the party by L 
melee rounds, but not ear lier than the round after the spell was cast. The 
c leric may change his actions, but all other players actions must remain the same 
unless there are c lear g rounds to change them. 

ZOE: caster; Range: zero; Duration: standard; ST: none 

Ful l Finger of Death: This prayer is very simple. The cleric points at a 
victim. The target must win a level vs. level battle to get a chance to save. 

ZOE: one victim; Range: 24"; Duration: instant; ST: special spiritual 

Gate: This prayer enab les the caster to open portals to other realms and 
planes. The ex istence and nature of such p lanes is world/ scenario dependent, 
but examples may inc lude the elemental planes, '' pocket universes " where 
physical and magical laws are changed , or a strange place called "Te rra ", where 
people fly faster than the wi nd, drive juggernauts routine ly , yet magic only 
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exists in books and some silly games . An object or creature native to the other 
realm is needed to open such a gate, unless the way has been prepared. Gates 
can generally be opened only at certain times and places. Once opened, the 
gate will look like a totally black surface. Any living being touching the gate 
will be drawn through. The gate will usually come out in a hidden place in the 
other realm , and a reverse pat h will also be opened. Either path may be closed 
early by the caster, and will close in between L turns (fo r a pocket universe) 
and L hours (for a world) of the caster 's death. 

ZOE: a portal, wall section , etc. ; Range: contact; Duration: L Days; ST: none 

Golde n Rule : So long as the cler·ic refrains from offensive action, this prayer 
will cause any creature which does damage to the cleric to take an equal amount 
of damage. Similarly, causes and ot her prayers will affect the attacker equally 
as the victim. The equal amoun t of the damage may never exceed the hit points 
the cleric has remaining. Benefic ial prayers cast on the cleric will also have a 
reciproca l effect. Thus , a cure cast on the cleric wou ld cure both caster and 
target. The saving throw app lies each time the caster is damaged. 

ZOE: self; Range: none; Durat ion: standard; ST : Spiri t ua l 

Growth Animal s: It caus e s up to six ord inary anima ls (examp les : cats , dogs, 
wo lves, horses , lions, etc.) t o grow up to four times thei r norma l size. They 
will have their combat abilities (damage, HD ) increase by a factor of two. 
Willing victims get no saving t hrow . The animals will revert to no rmal after the 
spell ends. 

ZOE: 60. cone ; Range: zero ; Duration: standard; ST: Physical 

Gr owth Pla nt: It may only be thrown outdoors. It causes normal brush or 
woods to become thickly overgrown (this takes o n ly one melee round to happen), 
making the area virtually impassable. It may also be used to aid the growth of 
c rops . In that mode the plants will grow twice their ordinary rate during the 
du ration of the spell. 

ZOE: up to 5"x5 ''; Range: 12" ; Duration: L days ; ST: none 

Hermi t Writing : A pen will appear with which the c leric may write on any 
surface. This writing will be visible only to Hermit clerics and those employing 
special (nonstandard) detection devices. 
ZOE: any surface; Range: contact ; Duration: L melee rounds to write. L days 

before the writing fades; ST: none 

Hide Among Plants: Th e recipient may hide in a thicket or woods with no 
norma l chance to be spotted . He may hi de anywhe re th e r·e are p la nts as a thief 
of level L wo uld hide in s hadows. 

ZOE : one person; Range: 6' ' ; Duration: standard; ST : none 

Hold Pe r son : The p rayer will affect up to four persons in the ZOE , immobil izing 
them for as long as the c leric continues to concentrate. Should either caster or 
a such a weakly held target take damage, the prayer will be broken . 
Alternat ively, it may be thrown on a single target who suffers a 10°0 penalty to 
his ST. Such a target wi ll obey the cleric ' s commands, to the best of its 
physical ability. The mind of the target is so dominated that the victim may 
neither answer questions, nor use mental abilities or spells. The victim wi ll not 
do something which is self destructive or completely opposed to his normal 
inclinations. Any damage to the caster negates the spell. A Cleric of 
Hippocrates is responsible for the safety of those he holds. If a second hold is 
thrown on a held target , a succesful save breaks both holds, else a level vs 
level battle results. 

ZOE: 3" sphere; Range: 12"; Duration: concentration; ST: Spiritual 

Holy Word : The cleric pronounces a word so holy that only followers of Janda 
and Hippocrates can hear it without harm. Non-believers of 4th level and below 
wil l be killed. Those of 5th-8th level wil l be stunned for 2010 turns. Those of 
9th-12th wil l be deafened for D6 turns. 

ZOE: 4" radius; Range: zero; Duration: specia l; ST : none 
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Hypnosis: This prayer places the victim in an hypnotic state. He will be 
unable to remember what took place during that state , and will perform any or 
all actions specified by the caster, so long as they do not place him in obvious 
harm. The caster may leave a post - hypnotic suggestion , wh ich wil l remain with 
the victim for one month. This suggestion may be one of fact , in which case it 
will be believed , or an action , in which case it will be obeyed. If the action is 
repugnant to the vict im, a second ST will result. 

ZOE: one target; Range: 6" ; Duration: standard; ST: Spiritual 

Illusion Resistance: Generic spell type Resistance (p.65) This protects against 
all prayers of illusion or deception, as well as opt ical illusion. 

Immunity to Fire : This prayer provides immunity to al l forms of fire, both 
ord i nary and magical, including dragon 's breath and Balrog immolation. After 
contact with any magical fi re , the prayer will end, except that it will continue to 
provide Fire Resistance (see page 56) against one immolating opponent if the 
first magical fire w as immolation. 

ZOE: one person; Range: contact; Duration: one day; ST: none 

Immunity to Poison: Th i s prayer provides immunity to al I forms of poison, both 
ordinary and magical, inc luding dragon ·s breath and Phase Sp ider poison . After 
contact w ith any magical poison, the prayer will end. 

ZOE: one person; Range: contact; Duration: one day; ST: none 

Infect : This prayer will reverse a Sterilize (see page 68) or cause L wounds on 
a body to fester. Festering wounds will heal at half normal rate, both fo r 
natural healing and for curing. 

ZOE: one person or object; Range: 6"'; Duration: permanent; ST: Spiritual 

I nfravision: The cleric will have infravision , as does a Dwarf o r Elf. He will 
be able to see in ordinary darkness by seeing infrared rays. 

ZOE: self ; Range: as s ight; Duration: L hours; ST: none 

Inhibit Magic : Cast on a person or object, all MU spells cast from within the 
ZOE must undergo a level-vs-level battle to succeed. In addition, if cast on a 
person, he gets a ST, but if he fails , all spells he cas t s are doomed to failu r e. 
If he saves, the prayer has no effect whatsoever . 

ZOE: 3·• radius about a person or object; Range: 12"; Duration: standard; 
ST: Spiritual 

Inquisition: Wi ll compel the target to remain stat ionary and answer any 
questions asked by the caster, fully and truthfully ( to the best of his 
knowledge). T his prayer is broken if either the caster or the subject takes any 
damage. A subject who saves, is immune to further inquis i tion from that caster 
for the remainder of the day. 

ZOE: one target; Range: 1" ; Duration: 6+L melee rounds; ST: Spiritual 

Insect Plague: - This prayer creates a ho rde of small flying insects. The cloud 
of bugs is stationary, filling the ZOE. The cloud limits visibi l i t y to 3" and 
inflicts 1 point of damage/ round to all within it. Beings of l ess 2 or less dice 
w i ll always attempt to flee the cloud , as will those with 5 or fewer who fa i l to 
save (vs. spiritual). A cloudkill, smoke, or wind of greater than 20 MPH, will 
dissipate the cloud. This prayer can only be cast outdoors. 

ZOE: cloud 18 '' rad i us, 6'' high; Range: 36 ''; Duration: L hours; ST: special 

Interpret T ongues : The cleric will be able to simultaneously understand all the 
languages about him. The level of understanding will be that of a native 
speaker . 

ZOE.· self; Range: hearing; Duration: standard; ST: none 

Investigation: The cleric will be able to , upon examining evidence of 
wrongdoing , be able t o tell one of the following: The name(s) of the culprit(s), 
the method of the crime, the mode of escape, or the motive. T h is las t i s subject 
to the saving throws of the cu lprits. The investigation must proceed within (L­
B) days of t he event. 
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ZOE: vicinity; Range: zero; Duration: one hour; ST : Mental 

Lex Tal ioni s: The caster accuses the victim of a crime while casting this 
prayer . He must be specific. This must be a dastard ly deed. Attacking the 
party is not enough. If the target is guilty of said crime, he takes the full 
effect of all damage, causes, etc. which he has done in consequence thereof, 
subject to a ST . If the action is continuing, he will continue to take damage as 
he dishes it out. If he is not, the cler ic takes the damage in question or six 
points, wh ichever is greater, no saving throw. 

ZOE: one target; Range: 6''; Duration: one day; ST: Spiritual-20% 

Life For ce: This enables a '"cure in advance" to be cast on one recipient. The 
cur·e will take effect at the discretion of the recipient . If the cure is not used 
by the end of prayer duration, it is wasted . No more than one such prayer can 
be in effect on one person . 

ZOE: one person ; Range: 6 ''; Duration: One Day; ST: none 

Light : This casts l ight equivalent to lantern l ight. The prayer may be cast on 
an object, or in a p lace. Covering the object will block t he l ight. 

ZOE: 4 " illumination ; Range: 6"; Duration: standard; ST: none 

Lightning Res. 10'r: Gene ric spell type Resistance (p.65) 

Lightning Resistance: The reci p ient wi ll take half the damage he 
would from lightning or electr ical attacks, whether norma l or magical. 
no plus to his saving throw. 

ZOE: one target; Range: 6"; Duration: standard; ST: none 

otherwise 
There is 

Locate Oat hbreaker: As Locate Person , but the person to be located must be a 
known perjurer, crimina l or oathbreaker. Th e c leric must be convinced of the 
individual"s guilt to a moral certainty before this spell will have any effect. 

ZOE: self ; Range: ~ L mi; Duration: L hours ; ST: none 

Locate Ob ject : The cler·ic is enab led t o know the direction to an object of wh ich 
he has a full and complete description, provided it is with in range . Certain 
nondescript objects, as roug h stone stairs leading down , can also be located 
us ing this prayer. The range can be found by triangulation. If the cleric 
moves in or out of range, he will ga in/ lose contact. 

ZOE: self; Range: 6xL"'; Duration: 1 turn ; ST: none 

Locate Per son : Similar to a Locate Object, th is allows the cleric to know the 
d i rect ion t o a given person, provided the person fails his save. The ST need 
on ly be rolled once per casting. 

ZOE: self; Range: ~L mi; Duration: L hours ; ST: Spiritual 

Locate Stole n Object: Th i s Locate Object can only be used on ., hot goods". 

Lore: Th is is rea l ly an ability, rather than a spel l . The cleric can recall a 
great volume of lore about the world. By expend ing the prayer points he will 
use a full set of lore on one ordinary subject of his own choosing for the 
duration of t he p rayer . Only one such prayer may be in effect at any one time 
on one character. This can i nclude h is tory, geography, botany, etc. It will 
not include arcane or peculiar subjects , and w i l l never include anyth ing which 
the character could not have found in a li bra ry somewhere. 

ZOE: self; Range: n / a; Duration: standard; ST: none 

Magical Gif t N: This praye r requires a fu ll hour to cast. The cleric may grant 
a magic user the ability to throw one mag ic user spell of level N, which he must 
select at the time of casting the Magical Gift, without using spell points. He will 
retain this ability until the spell i s cast, or until dawn of the next day. The 
spell must be prepared and thrown norma lly. Level dependent effects will go by 
the higher of the cleric · s or the MUs level. 

ZOE: one MU; Range: 12""; Duration: one d ay or unti l used; ST: none 
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Magic Miss ile: The cleric utters this prayer and L/3 (rounded down) bolts of 
energy spring from his hand. Each bolt ro lls t~ hit against AC10, modified as a 
missile weapon. Every hit does 06+1 points of damage. 

ZOE: one target ; Range: 15" ; Duration: momentary; ST: none 

Mass Spel ls: These prayers act exactly like their more mundane counterparts , 
but they affect up to L beings within the ZOE. The lowest levels are always 
effected first , with ties broken randomly. The radius of the spell is chosen by 
the caster with no limitations , but must be centered on (and therefore include) 
him. 

ZOE: sphere; Range: none ; Duration: as prayer; ST: as prayer 

Massmorph: Th is prayer may only be thrown outdoors. It will conceal up to 
100 persons as a woods or orchard. They may be moved th rough without being 
detected as anything but trees , and a Detect Magic will not work. Anyone 
taking any action that would break an Invis ibility will no longer be concealed by 
this prayer. The persons to be concealed must remain with in the ZOE . 

ZOE: 12" rad ius ; Range: zero ; Duration: L hours; ST: none 

Memory En hance r : T h is p rayer will he lp to bring back the memory of something 
forgotten. T h is is u seful when trying to reconstruct an event, and memory 
(especia lly player memory) is not reliab le. 

ZOE: one person ; Range: contact ; Duration: standard ; ST: none 

Message: This will allow the caster to send a telepathic message of up to 
twenty-five words to any recip ient in range . There is no saving throw unless 
the recipient is trying t o avoid the message. The message cannot be overheard , 
and background no ise and S ilence have no effect on it , although they may 
prevent the prayer itself. 

ZOE: one person; Range: 12"; Duration: one round; ST: Mental 

Message v ia Tree s : The caster whispers a message of up to twenty- five words 
in length to a tree , and names the intended recipient. As soon as the recipient 
is near a tree of that type , he will hear it whisper the message to h im. Anyone 
in a line from caster·s tree to recipient's may , if they listen closely, overhear 
the message rustling in the leaves of a similar tree. 

ZOE: special ; Range: L miles; Duration: until delivered; ST: none 

Mind Speech: The c leric may ho ld a telepathic conversation with the target. He 
gains no control over the recipient, and either party may hang up . 
ZOE: one person; Range: 1 mile w/ LOS at time of casting; Duration: standard; 

ST: none 

Negate Weapon P lus: This prayer, thrown on a weapon, causes that weapon to 
lose its combat p lusses for the du ration of the prayer. The better of the 
wielder ' s ST and the weapon ' s ST wi l I apply. Un less other·wi se specified, a 
weapon saves as a fig hter of its greatest plus squared. 

ZOE: one weapon; Range: 6 .. ; Duration: standar·d ; ST: Phys ical 

Neutr a lize Poison : Th is prayer stops a l I further deleterious effects of one 
poison in a living being. If multiple poisons are in effect , the most damaging 
wi ll be neutralized. 

ZOE: one person ; Range: contact; Duration: permanent; ST: none 

Oath: The cleric hears a voluntarily sworn solemn oath. He will know if the 
oath is violated. Only a Remove Curse can prevent his knowing. 

ZOE: one person ; Range: contact ; Duration: One year; ST: voluntary only 

Oath of Jand a: This prayer enables the cleric to take a b inding oath from 
anothe r person. This oath should be most solemn, for the person ta king it is 
bound to performance o n pain of a severe curse. Should he fail to perform for 
any reason , or attempt not to perform (the oath may be to avoid doing 
someth in g , of course) the sworn task, all clerics of Janda will know him for an 
oathbreaker and wil l attempt to kil l h im. He will contract a disgusting disease. 
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His saving throw will be -25°0 forever. 
In shor·t, life will be tough. This 

He may be hounded by Astral Beings. 
prayer is +5 levels for level- vs -level 

purposes. 
ZOE: one person; Range: contact; Duration: permanent; ST: voluntary on ly 

Ob serve Magic: Will inform the caster of the exact type and level of all magic 
user spel l s being cast or in effect within 12'' of the caster. Anything magica l in 
the cleric's LOS will appear to h im to have a b lue aura. Anything which has 
been subjected to a Conceal (see page 47) can only be perceived via a level - vs­
level battle. 

ZOE: self; Range: 12"; Duration: 6+L melee rounds; ST: none 

Observe Prayer: Will inform the caster of the exact type and level of al l clerical 
prayers being cast or in effect w ithin 12" of the caster. 

ZOE: self; Range: 12"; Duration: 6+L melee rounds; ST: none 

Oracle : T he caster will enter a trance and while in this trance wil l be able to 
answer questions about proper courses of action, the future, etc. His answers 
will be delph ic. Accuracy should be high , although there shou ld be a Ii ngering 
suspicion that any event would have fit as wel l . 

ZOE: self; Range: nl a; Duration: Ten minutes; ST: none 

Paralysis Resistance: Generic spell type Resistance (p. 65) With the additional 
benif it, that if the paralysis takes effect the subject will get two chances to pass 
their system shock roll. 

Part Water: Th e c leric may cause waters to part, allowing passage dryshod. 
The water may not be deeper nor wider than the ZOE. The prayer may be 
ended at t he cleric's discretion, and will end with his death. 

ZOE: One body of water no more than L .. across nor more than (L-B +l ) '' deep; 
Range: L .. ; Duration: Standard; ST: none 

Pa x: All in the ZOE who fail to save wi l l wish to lay down their arms and go 
home. They will not surrender , but both sides will wish to disengage. They 
will try to leave the field of batt le, but will not leave their comrades behind to 
be slaughtered if unequal forces would remain. All prayers of d iscord , etc. will 
be negated automatically. Controlled beings w i ll not be affected unless the 
caster· w ins his level - vs - level battle with the control ler. 

ZOE: L" radius; Range: L"; Duration: One Day ; ST: Spiritual 

Permanent: This prayer makes a praye r last until dispel led. Any number of 
prayers may be made permanent , but no permanent may be thrown on any 
creature save the caster, and then only one may be in effect at any one time . 
Magus cler ics may employ this to make MU spells permanent also , in wh ich event 
the Mag ic User Permanent (see page 32) is used. A permanent prayer is twice 
the caster's level for all level - vs - level battles. 

Poison Resist. lO' r: Gene r·ic spel l type Resistance ( p . 65) See Poison Resistance. 

Poison Resistance: Generic spell type Resistance (p.65) This spell gives the 
recipient an extra saving throw versus poison . If there is normally a saving 
throw, the subject w i l l get two chances to save. If there would normally be no 
sav ing throw, the subject gets the base saving throw for their level . This 
prayer will have no effect on poison already in the target"s body. 

Poison Vulner. lO'r: 
Vu l nerability. 

Generic spell type Vulnerability (p. 70) See Poison 

Poison Vulnerability: Generic spe l l type Vulnerability ( p. 70) T he subject is at 
- 10(~ to save , and the length of time between successive saves is doubled. 

Polymorph to Animal : The cleric may take the form of any animal he chooses 
which i s nat i ve to the· region. He w il l take on the abilities and weaknesses of 
h i s new form, but wil l retain his human intel l igence. He may fight in anima l 
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form if necessary, but may not cast spells. The cleric must make a spell 
survival roll to return to human form, with at most one such attempt per day. 

ZOE: self; Range: none; Duration: v<iriable; ST: none 

Polymorph to Plant : The cleric takes on the form of any type of vegetation 
native to the area. He will have all the abilities, immuni t ies and vulnerabilities 
of the plant, and he may not perform tasks impossible for the plant to perfo rm . 
He retains h is sentience and rudimentary forms of his senses . T he cleric may 
end the spell at any time. 

ZOE: self; Range: none; Duration: One Day; ST: none 

Porta l of J1,.1st ice : This prayer affects a doorway or gate so that it will indicate 
whether or not any person passing th rough is Evil by glowing red. The 
standards of the cleric ' s religion will be used to determine ''evi l" for this 
purpose. Un like a Detect Evil (see page 52) an unexpiated evil history is 
sufficient. This prayer may not be made permanent. 

ZOE: 2"x2" max. ; Range: contact; Duration: t L hours; ST: none 

Pox : Th is prayer causes a widespread outbreak of disease. The disease must 
already be present in the area , although a single case is suffic ient. Contagion 
wi ll proceed in a non - magical fashion, but with increased virulence. If player 
characters normally are free from d isease rolls, they wi ll nevertheless be 
subjected to the outbreak. As a guide , the disease should spread in 1/ L normal 
time . The ZOE only li mits the initial extent of the virulent strain, the disease 
will spread far beyond. After the duration, the unnatural rate of spread will 
cease , but normal spread ing still app lies. 
ZOE: 12"xl2"; Range: 18"; Duration: 4xl days; ST: none, but ordinary disease 

rules apply 

Prayer N: This prayer lowers the ST vs magic of all in the ZOE by 5xN9o . 
ZOE: 3" sphere; Range: 12"; Duration: concentration ; ST: none 

Pre dict Weather : The caster will be able to make a weather forecast at the time 
of casting which will be valid over the range for the duration given . 
Magical/ Clerical means of modify ing the weather are not taken into account, but 
the pred iction is otherwise accurate. 

ZOE: self ; Range: Sxl mi; Duration: 6xL hours; ST: none 

Preservation: This prayer will keep organic material fresh and 
unrotted/ unwithered. It will extend the ' life ' of a dead body being held pending 
a Raise Dead (see page 64) It will not reverse deterioration already present, but 
if used on an old book or scroll, it will prevent further damage if the item is 
carefully handled. One prayer will suffice for a group of simila r objects , but 
dissimilar objects (a body and books) will require two castings. 

ZOE: 20xl pounds in a mass; Range: 1"; Duration: t L days ; ST: none 

Prevent Resuscitation: If thrown on a living being, it takes effect when that 
being dies. If thrown on a dead body , there is no saving th row . Any attempts 
to Resuscitate (see page 65) Raise Dead (see page 64) etc. will fail unless and 
until a successful Remove Curse (see page 64) is cast. 

ZOE: one body ; Range: 6"; Duration: permanent; ST: Spiritual 

Prophecy: This allows the caster to receive visions of the fate of nations and 
races. The event foretold is under the complete disc ret ion of th e Gamesmaster , 
who should use the opportunity to give out information. If at a loss, the result 
can be something unintelligible , which will be made clear in time (when the GM 
f igures it out.) The Gamesmaster should not feel compelled to give out any 
information wh ich he would rather keep to himself, nor to speak on any 
particular subject. The character could easily foresee the fall of a kingdom 
which is a thousand miles away. Predictions should have a purpose, however. 
For example, the above mentioned ki ngdom may be ab le to repent and save 
itself . Generally , a prophecy entails an obligation to do something about it 
(e.g. to prophesy to the sinners). If this obligation is ignored, there is a 590 
cumu lative chance for each time that prophesy is used that the character will 

62 



CLERICS 

lose al l clerical abilities until 
in the character·'s becoming 
becomes an NPC. 

he meets it. Frequent use of this spell may result 
a professional prophet - - the character· thereupon 

... 
ZOE: self ; Range: special; Duration: ten minutes; ST: none 

Pr ot./Nor mal An ima ls: The caster is protected from non - magic using, non ­
enchanted animals . Th is inc ludes giant species, provided the giant species is 
not the product of enchantment. An imals under 4 hit dice cannot attack anyone 
within the ZOE, those 4HD and over must save or they are similar ly affected. 
Once an animal has saved or fai led to save, it will con ti nue to save or fail for all 
Protections cast by the same cleric on the same day . 

ZOE: 1" radius; Range: zero; Duration: standard ; ST: Spir itual 

Protect ion/Evil N: A zone of protection is created about the caster. Evil 
creatures of N hit dice or fewer may not enter the zone voluntarily, and will 
leave it as soon as possible if in it. Those of N+l or N+2 hit dice may enter 
only if they save. Once a save is made or failed, the same rol l will apply to all 
Prot/ Evils of the same re ligion fo r' the rest of the day. Those of N+3 or greater 
hit dice are unaffected. Creatures who could not normally enter may do so if 
magica lly compel led by a being who cou Id, but they wi II be - 10°0 on a ll percentile 
d ice roll s if they do . The term "Ev il .. is interpreted accord ing to the relig ion of 
the caster, but some form of enchantment must be present. For examp le , a Good 
Samaritan's prot will not keep out ores just because they want to kill him, but if 
they were under the effect s of a Fight Like a Lion spell , or wie lding mag ic 
daggers aligned with Death, they would be affected. Undead are affected as if 
one level lower than their true level, and are susceptible t o the prots of all of 
the p layer re ligions. 

ZOE: 1" radius; Range: zero; Duration: standard; ST: Spiritual 

Protect io n/ Po ison: The r·ecipient of this spell is made immune to all poisons. A 
single exposure to strongly magical poison (i . e. Dragon· s Breath ) wil I end the 
spell, otherwise it continues for its duration. 

ZOE: one creature; Range: 12" ; Duration: standard; ST: none 

Pu r ify Food a nd Water: The cler ic blesses a quantity of food and/ or water, 
whereupon it becomes pure and who lesome. Th is bless ing wi II render brackish 
water fresh. Otherwise it will only be effective on things which were once 
wholesome. It will unpoison food and/ or water, but it wi ll not render poison 
drinkable, nor render things edible which are intrinsically ined ible. 

ZOE: lOxL pounds of food and water combined ; Range : contact; 
Duration: permanent; ST: none 

Putrefy Food & Water: This may be used to make water brackish and food 
put rid, or to protect poisoned food or water from a Puri{ y Food and Water . In 
the former case, if the food is eaten , food poisoning wi ll result , incapacitat ing 
the victim for DG-Con. Bonus days . In t he la t ter case, the purify wi ll merely 
negate one putrefy leaving the food poisoned. 

ZOE: lOxl pounds of food and water combined; Range: contact; 
Duration: permanent ; ST: none 

Que st : T he v ictim of this spel l must perform a task wh ich the cleric names and 
return with proof that the ques t was accomplished. The task must be poss ible 
and consonant with the aims of the cleric's religion, but may take much time and 
effort. The task need not be begun immedia t ely, but fa ilure to do so within a 
reasonable period will subject the victim to a curse, as wi ll doing anything (such 
as attack ing the cast er) which would tend to make the quest imposs ible. Both 
the task and the curse must be named when the quest is cast. The curse 
should be something non-fatal, and appropriate either to the quest itself, or to 
some offense the victim has committed. Should the cleric die, the curse begins 
immediately unless the victim can f ind some way to fulf ill the intent of the quest. 

ZOE: one person ; Range: contact; Duration: unt il fulf illed; ST: Spiri t ual 

Rain Ma ker : 
sooner than 

The c leric may cause rain or snow to fall, or a storm to cease, 
it would norma lly. He may not cause weather fo r which the 
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conditions do not exist within lOxL miles, nor alter magical weather. The 
weather will take normal time to arrive and last for normal time. 

ZOE : L mi radius; Range : ~ L miles; Duratiop: One day; ST: none 

Raise Animal : This is identical to Raise Dead, but it affects only animals as 
defined in Charm Animals (see page 46) The Resurrection roll for an animal ts 
90i . 

Ra ise Animal Fully: Analogy test: Raise Animal Fully is to ? as Raise Animal is 
to Raise Dead. 

Raise Dead : The cleric points his finger at a dead humanoid body and says 
'' Arise! ·· If the body makes a successful Resurrection roll , the person is alive, 
at zero Hit Points. He is first level and will regain one level per day until the 
patient is at full streng th. The body cannot have suffered more than ( L-8+1) 2 

days of decay, or the attempt is doomed. No more than one attempt may be 
made per body. 

Ra ise Dead Fully : This prayer is ident ical to Raise Dead, except that t he t ime 
to recover levels is measured in melee rounds instead of days. It is not possible 
to cast both spells within a week of one another. 

Ra nge Booste r : This increases the range of any spell of detection to lOxi ts 
normal range. It may be cast at the same time as the detect,or at any time 
within its duration and normal range. This spell may not be compounded with 
itself . 

Ra nge Find e r : The caster will know the precise range and velocity of all objects 
which he can see. This gives +20°0 on all missile fire and targeting chances. 

ZO E: self; Range: 5xL mi les; Duration: one turn; ST: none 

Read Languages : This will give the caster the ability to read one language, 
with a native·s command of the language . Hermit Cler ics gain a scholarly 
knowledge. Some ancient or arcane languages may not be amenable to th is spell. 
This does not give the ability t o write or speak the tongue. 

ZOE: self ; Range: as sight; Duration: lOxL minutes ; ST: none 

Read Magic: This gives the ability to read the True Speech in which Mag ic is 
written . It is not necessary to use this spell to cast from a scroll, but it is 
necessary to know what spell the scroll contains. Without the use of this spell , 
True Speech wil I appear as meaningless blue waving I in es. 

ZOE: self ; Range: as s ight; Duration: 10xl minutes; ST: none 

Remove Curse : The cleric may attempt to remove one curse from a person , 
place or thing. Success is determined by a level -vs-level battle. The removal 
of cursed objects, dud items, etc. falls under this category. It is not necessary 
for the Curse to be an Evil one , but the cleric should be careful about removing 
curses of his fellow cle ri cs. If there are multiple curses , the weakest wil l be 
r emoved firs t. 

ZOE: one curse; Range: 12"; Duration: permanent; ST: level - vs-level 

Repent : The target is made aware of his sins. If he elects t o repent of them, 
and takes some immed iate action to cease and/or expiate them (such as following 
Janda), then the prayer wi ll have no further effect. Otherwise, the target will 
react in terror of the caster, and will have no thought but to get as far away as 
possible. On any subsequent encounter , the effect may be renewed without 
further action on the part of the caster , but in this case the target gets two 
saving th rows: Spiritual and Mental. The effect may be overcome by an even 
greater fear, in which case the target makes all rolls at -10°0 because of the 
strain. (level-vs-level is a good way to compare terrors) 
ZOE: one humanoid; Range: 36"; Duration: lasting; ST: Spiritual and/ or Menta l 

Resistance: These s pel Is give protection from some force (e.g. fire) . Complete 
protection is afforded against the ord inary, nonmag ical manifestations of that 
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force (e.g. ordinary heat or flame) , and partial protection against magical or 
extraordinary forms (e.g. Firebal ls , lava). Unless othe rwise specified , partial 
protection means •10°0 on saving throws and - 1/ die of damage taken. See the 
individual description for· details. Dragon ' s breath is always magical. The MU 
spells Wall of X are considered ordinary. In general, magical effects are those 
with a saving th row . 

ZOE: one person or thing ; Range: 1"; Duration: standard; ST: none 

Resistance lO' r: These prayers have the effect of casting the appropriate 
resistance on everyone within ten feet of the caster at the time of casting. The 
recipients need not remain within the ten foot radius. The spell ceases to 
function if the caster dies. 

Resist Causes: Anyone affected by this prayer will , take only half effect from 
Cause prayers. It gives +10°0 to save vs all -or- nothing prayers (Finger of 
Death) and in this latter case, not saving means being reduced to 0 H.P. and 
becoming unconscious. Resist Cures (see page 65) will negate this prayer, and 
vice - versa. 

ZOE: one humanoid; Range: 6"'; Duration: standard: ST: none 

Resist Causes lO'r: As Resist Causes, but it affects all within 10· of the caster 
at the time of casting. 

Resist Cures: Anyone affected by this prayer will only take half effect from 
Cure spel ls. It reduces the resurrection roll by 10°0 . Resist Causes (see page 
65) will negate this prayer and vice-versa. 

ZOE: one humanoid; Range: 6"; Duration: standard; ST: none 

Resist Cures lO'r: As Resist Cures,'but affects everyone in the ZOE. 
ZOE: 10 foot radius about a target ; Range: 6"; Duration: standard; ST: none 

Resist Fear: This spell gives the recipient an extra saving throw versus fear. 
If there is normally a saving throw the subject will get two chances to save . If 
there wou ld normal ly be no saving throw , the subject gets the base saving throw 
for their level. 

ZOE: one humanoid; Range: 6"; Duration: standard; ST: none 

Restoration: Generic spell type Cure (p.50) This restores one drained life 
energy level to one rec ip ient. The level cannot be increased above the value 
before the drain took place. Alternatively , this wil l grant the equivalent of one 
day ·s rest to anyone requiring it. 

Restore Memory: This will automat ically reverse spells of forgetfulness , possibly 
subject to a level -vs -level battle. Otherwise, it wil l restore full and vivid 
details of an event to the mind of the rec ipient. If the event is M months in the 
past, it wil l be recalled as if at only M hours after the event, and as if the 
event seemed important at the time. Memory will then fade as t ime progresses 
normally. 
ZOE : one person ; Range: contact ; Duration: special; ST: none or level-vs-level 

Restore Writing: The cleric passes his hands over writing or a n inscript ion, 
and the writing is restored to its condition when of some time ago. Th e amount 
of regression is limited to 2"L years. If the writing was made at d ifferent 
t imes , the caster may choose the point to which to regress, but once restored 
beyond the date a wr iting was made, that writ ing is lost forever. If the wr it ing 
is on a fragile or decayed surface , duration is only a turn or two. If the 
inscription is carved in granite, the effect wi ll be permanent. 

ZOE: ( L-B+l) 2 square feet; Range: contact; Duration: special; ST: none 

Resuscitate: This prayer is cast at a recently dead body. It will bring the 
body back to life, subject to a resurrection roll, unconscious with negative hit 
points. The Gamesmaster should take note of any damage suffered after death , 
as well as any "overkill .. the last round the body was alive. The person will 
remain in this coma until cured back to positive hit points, or until the spell 
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ends. If hit points are less than or equal to zero at spel l terminat ion, t he 
person dies again and cannot be resuscitated. Th e use of this prayer does not 
count aga inst the resurrection limit. 

ZOE: one body ; Range: 6"; Duration: until 6+L rounds have transpired since 
death ; ST: Resurrection Roll 

Re troscope : The caster can see into the past in a limited way. One object, 
chosen at the time of casting, may be viewed in prist ine condition as when new. 
Events surrounding the object will not be viewed, but pa int long missing would 
be seen. The object may not be regressed more tha n 2'\'L years, nor prior to 
the date of it ' s la st relevant deliberate alteration. 
ZOE: one obj ect ; Range: 1 "; Duration: standard; ST: Spiritual , if a magic item 

Revea l the T rut h : This spell dispels all illus ions 
must be centered on the caster and moves with 
permanent receive a level - vs-level chance to remain , 

within the ZOE. The ZOE 
him. Only il lusions made 
and the caster uses 2xL in 

such cases. 
ZOE: L'' radius; Range: zero ; Duration: standard; ST: special 

Reveal Mag ic : All objects in the ZOE are affected so that anyone in LOS will 
receive the same information as would be given by an Observe Magic (see page 
61) cas t on him. All level-vs-level effects use the caster' s level. 
ZOE: 12" radius; Range: 24"; Duration: standard; ST: level-vs-level if requi red 

Rotting : The inverse of a Preservation (see page 62)this prayer causes any 
organic material affected to decay 100x the normal rate. Living beings cannot be 
affected. It will negate a Preservation , and vice-versa. 

ZOE: 30xl pounds; Range: 6" ; Duration: L days; ST: none .. 
Sacr ed Room: This must be cast in a substantia l structure. Anyone who 
attempts to tell a lie with in the ZOE must make a saving throw . If failed, the 
lie cannot be to ld and a second save must be ro lled, this time vs Mental. If this 
is also failed, the would-be liar will blurt out the truth instead. No one is 
compelled to answer any questions. 

ZOE: one room up to 400 sq ft.; Range: contact; Duration: L days; ST: first 
Spiritual , then Mental 

Sanctua ry: So long as the cleric refrains from an y offensive action, and so long 
as the prayer lasts , any creature must save in o rder to attack to cleric with 
mi ss ile, melee , or targeted spells. The caster is fully vulnerable to area spells. 

ZOE: self; Range: nl a; Duration : standard, or until first offensive action; 
ST: Spiritual 

See Invis ib le : This prayer negates the effect of Invisibility as regards being 
seen by the caster. If the invisible thin g is in the dark or hidden, it must be 
spotted in the same manner as if it were visible. 

ZOE: self ; Range: as sight; Duration: L hours; ST: none 

See Invis ible l O' r : This prayer grants the power of a See Invisible t o all within 
10· of the caster. Wandering in and out of the ZOE wi ll cause the power to 
appear and disappear . If the caster d ies or stops the spell , all effect ceases. 

ZOE: 10· radius moving w/ caster; Range: zero; Duration: L hours; ST: none 

Si le nce 15' r : Suppresses al l soun d with in or travelling through the ZOE . The 
caster may end the spell early, and it will cease if he dies . 
ZOE: 15· radius moving with caster; Range: zero ; Duration: standard; ST: none 

Sleep of Heali ng: Generic spell type Cure ( p. 50) Cast on up to L rec ipients , 
th is will cause them to sleep very soundly for eight hours, at the end of wh ich 
ti me two points of damage will be cured on each. The slumberers cannot be 
wakened by ordinary means , and if they are wakened by magical means, all 
benefits are lost. The cleric must touch all recipients within 2 rounds of casting 
th e spell. He is responsible for his charges· safety wh ile asleep. 

ZOE: L persons ; Range: contact ; Duration: 8 hours; ST: none 
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Slow Disease: Generic spell type Cure (p .50) Any disease(s) that the recipient 
has wi ll progress at half r·ate. 

ZOE: one person; Range: contact; Duration: one day; ST: none 

S low Poison: Any poison in effect in the recipient's body will do half damage 
for twice as long. (i .e . 1 pt/ 2 rds using standard poison) Non-damage poisons 
will progress at half rate. 

ZOE: one person; Range: contact; Duration: one hour; ST: none 

Snake Charm: Will affect LD4 hit dice of normal snakes. The snakes will be 
kept in a trance for as long as the caster maintains concentration or until they 
ta.ke damage. If the snakes are a lready controlled, run a level-vs-level battle. 

ZOE: 3 •· radius; Range: 6 "; Duration: 2 turns; ST: Mental-20°0 

Speak in Tongues: The cleric will speak in his own language , but all hearers in 
the spel I range wi II hear him in their own native tongues. TH IS IS NOT AN 
ILLUSION!! 

ZOE : self; Range: s··; Duration: standard; ST: none 

Speak with Animals: The cler ic will be able to converse with one kind of an imal 
( named at the t ime of casting . Anima l is defined under Charm Animals (see page 
46)). To others , the cler ic will be making unintel ligible no ises. The an imals in 
question wi ll always give the cleric a hearing, unless pressed by fear, or 
attacked, or control led. Add +2 to the caster· s negotiation dice. 

ZOE: self; Range: as speech; Duration: standard; ST: none 

Speak with Books: The c leric wi 11 be ab le to converse with a book as if it were 
a sentient creature. Books take on the personali t y of the authoria l voice used 
to write them . T he are long on "'book learning"', basically the ir own contents, 
but are only minimally aware of what goes on around them when c losed. When 
open, they are f u lly aware. a lthough they may not wish to tell. Not all books 
like to be wakened. 

ZOE: self; Range: as speech; Duration: standard; ST: none 

Speak with Dead: It is proverbial that the dead have little or no counsel for 
the living. The caster may speak with one humanoid body that has been dead 
for not more tha n 2 ".' L days. Undead may not be conversed with. The body is 
compel led to answer questions truthfully and wi ll know what it knew in life, plus 
what happened to it since death. Most clerics are entitled to three yes / no 
answers. Clerics of Tartarus are entitled to six answers which may be as lucid 
as the departed desires. Dead may norma ll y be spoken with only once. 

ZOE: one dead body; Range: 1 ··; Duration: 10 minutes; ST: none 

Speak with Monsters: Simi la r to Speak with Animals th is al lows conversation 
with any one type of cr·eatu re. The monster is under no compu I sion not to 
attack, but wil I tend not to. 

ZOE: self; Range: as speech; Duration: standard; ST: none 

Speak with Plants: The caster wakens and can converse with one type of plant. 
Plants tend not to be overly inte lligent, and they tend not to notice a lot of 
things. Then again, they notice a lot that people miss. 

ZOE: self ; Range: as speech ; Duration: standard; ST: none 

Speak with Rocks: Yes , that's "Rocks ·· . And you thought p lants were dumb. 
The caster may speak with any form of unhewn stone. Rocks have a very long 
pe rspecti ve on the world, and tend to learn things from the surrounding rocks 
by osmos is, as ground water seeps. Bedrock would be aware of more than a 
garden stone, but it's knowledge may be a thousand years out of date. 

ZOE: self ; Range : as speech; Duration: standard ; ST: none 

Speak Languages: The caster may speak (but not read nor write) one language 
used by hu manoids as would a native. Hermit clerics will get a scholarly 
understandi ng. The caster must be spec ific about the language he wishes to 
speak. 

ZOE: self; Range: as hearing ; Duration: standard; ST: none 
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Speed Disease: This will cancel a Slow Disease (see page 67) and vice-ve rsa . 
Otherwise, the progress of the disease named will progress at quadruple speed. 
If the disease runs its course and is non-fatal, the victim must make a spell 
sur·vival roll, or he will succumb. 
ZOE: one disease on one victim; Range: 6"; Duration: as disease; ST: Spiritual 

Speed Poison: One poison presently active in the victim's body, or becoming 
active within 10 melee rounds, wi ll do its damage at double rate for half as long. 
If there are several poisons active, the one with the most damage to go is sped. 

ZOE: one victim; Range: 6" ; Duration: as poison sped; ST: Spiritual 

Speed Reaqing: This prayer enab les the caster to read, with the retention he 
would otherwise have had, at 20, 000 words per minute. 

ZOE: self; Range: as sight; Duration: ~ standard; ST: none 

Spell Point: This prayer adds one spell point to the target's da ily allotment. 
The spell may not be cast on an MU more than once/ day. 

ZOE: one MU ; Range: 3 .. ; Duration: current day; ST: none 

Sterilize: Generic spell type Cure (p.50) This spell will negate an Infect (see 
page 58) and vice versa. Otherwise, it will immediately kill any germs 1n a 
wound and eliminate any other agents which might impede the process of healing. 
Th is can also be used to ster i I ize a surface. 
ZOE: L wounds on one ind ividual; Range: contact; Duration: permanent; ST: see 

cure 

Sticks to Snakes: The caster may turn one or more sticks into snakes. The 
s ize of the snakes depends on the s ize of the sticks used , with a huge li mb 
becoming an eight , ten , or even fifteen HD~· snake, o r a myriad of sticks 
becoming half hit die snakes. No more than L hit dice of snakes may be 
created, and no snake of less than one hit die may attack. If N snakes are 
created, each snake has a 1 in (N• l ) chance of being poisonous. Standard 
poison gives a 06 surge if ST is failed, and continues for 2020 melee rounds 
(roll secretly) giv ing one point per round, after which the victim has an 
opportuni ty to save again. If he fai ls, rol l the 2020 again. The snakes are 
under the control of the caster and can receive orders telepathically . The 
snakes return to sticks at the end of the durat ion. 

ZOE: one group of sticks ; Range: contact; Duration: two turns; ST: none 

Storm Br inger: The cleric may alter weather patterns so far as to summon a 
small storm out of a cloudless sky. The storm wi ll have high winds and a 
random direct ion, and will hit peak force in one hour. Snow, rain or hai l may 
accompany the storm. 

ZOE: 1 mi le radius; Range: 1 mile ; Duration: 12 hours ; ST: none 

Storm Calm: Reduces the strength of a storm by 50°0 . Wind speed d raps by 
2590, precipitation by soi , thunder and lightning by 75~ . The ZOE may move 
with the caster. 

ZOE: 1 mi le radius; Range: 1 mile; Duration: 12 hours; ST: none 

Suspend An imation: This spel l will automatically counteract an Animate Objects 
(see page 44) , or it may be used to place a humanoid in a coma - like state. All 
life processes wi ll appear to have ceased, and can only be detected by a cleric 
who wins a level - vs - leve l battle , or by undead controlled by such a cleric. The 
subject may live without food or water for the basic spelt duration. Only the 
cleric placing the spel I, or a cleric who knows the spell is in effect and wins a 
level-vs - level battle can awaken the subject. 

ZOE: one humanoid; Range: 6""; Duration: L days; ST: voluntary only 

Swords to Plowshares: Th is spell operates exact ly like a Convert Sword (see 
page 49 ) spell , except that the weapon will be phys ically transformed into a non ­
weapon magical item appropriate to its powers. Agricultural implements are 
preferred. 
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Testify: The recip ient of this spel l cannot l ie nor substantially distort the 
truth. He i s under no compulsion to answe r any questions and retains freedom 
of will. 

ZOE: one person; Range: 3"; Duration: standard; ST: Spiri t ua l 

Toll: - Produces a mystic d is turbance within a range of (L-8) / 2 miles. (Treat 
solid stone, earth, or metal as 10 times t heir actua l dimension). It will be 
noticed by: Demons , Angels, Free- wil led Element als, Aeria l Servants , Patrol I ing 
Invisible Stalkers, beings in the astra l plane, and members of the spell cas ting 
races who are of at least 12th level or 12 hit dice . (A spel l cas ting race is one 
which has a subs t antia l number of members able to cast spells of some kind. 
Examp les would be Humans , Elves, Lammasu, etc.) This spell prod uces no 
compulsion to do anyth ing. 

Total Recall: Thi s prayer is similar to a Restore Memory (see page 65) but is 
much stronger. An event or events of up to L hour·s duration, no more than L 
months i n the past, will be recalled precisely and comp letely, as if by a camera 
and tape recorder . 

ZOE: One person ; Range: contact; Duration: permanent; ST: none 

Toughness : A cle r ic who casts this spel l wil l gain 10~ on his physical saving 
throw , making hi m the equa l of a f ighter. 

ZOE: self ; Range: none; Duration: L hours ; ST: none 

Trace Sending : This will help find the source of an phantasm, enchanted 
monster, projected image, etc. The target is the creature or phantasm. The 
caster of t he sending may on ly prevent the trace by dismissing the sending 
within three melee rounds. Othe rw ise, the caster of the trace wil l get the 
direction to the caster of the sending for the entire spell duration without range 
restr iction . 

ZOE: one sending; Range: 24"; Duration: ~ L days; ST: none 

Trace Teleport: Th is prayer w i l I give t he d i rect ion, without range restriction , 
to the origi ns (destinations) of al l Teleports , Dimension Doors, Words of Recall, 
etc. whether from a spell , prayer or item, which had destination (origin) within 
the ZOE within L melee rounds of casting the spell. If there are mu ltiple 
te leports involved, t he caster will get the information for each, b ut may trace 
on ly one at a t ime. 

ZOE: 3" radius; Range: 12"; Duration: 1 L days; ST: none 

Track Oathbreaker: A cleric who has personal ly heard the swearing of a solemn 
oath, or who possesses some w i tness or an object upon which the oath was sworn 
may obtain the dir·ection , without range restriction, t o the breaker of said oath. 
The spel l must be cast within L yea rs of th e offense , and the spel l will cease to 
function if the guilt has been duly expiated i n accordance with applicable law 
and custom. 

ZOE: the witness; Range: contact; Duration: ~ L days; ST: none 

True Sight: Al l things will appear in their true form t o the caster. This 
affects al I senses , not just sight. 111 usions , invisibility , phantasms, and the Ii ke 
are ineffect ive , although it is said that high level evil c lerics possess the power 
to fool even thi s prayer . ( Level-vs-level battle). The caster w i ll not gain 
insight into the inner workings of persons or locked objects, but obj ects hidden 
wil l be perceived. No information which wou ld not have been grant ed in the 
absence of deceit will be avai lable t o the cas t er. Natura lly invis ible objects, 
such as pix ies and invisible stalkers, will remain invis ible. 

ZOE: se lf ; Range: as senses ; Duration: standa r d; ST: none 

Understand Speech: The caster gains the ability to understand, but not t o 
speak , one spoken tongue specified at the t ime of cas t ing . The knowledge 
ga i ned w i ll be that of an educated nat i ve , except that Hermit clerics will gain a 
scholar ly understanding. 

ZOE: self; Range: as heari ng; Duration : 2x L hours; ST: none 
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View Futu re: The caster may look in to the future as seen from his present 
position. Only sight is granted, and the caster has only the faculties he would 
have if looking at an ordinary scene. As with all spell of prognostication, the 
utmost GM discretion is required. If the future in question is fairly 
deterministic, then fine. The spell will not take into account any modifications 
of behavior caused by attempts at prognostication. Precision in timing is also 
difficult. Normally, only events up to L days in the future may be seen, but 
there is a chance of getting L years instead (boxcars on 206) or L hours 
(snakeyes). The caster will be unaware of the results of this roll. 

ZOE: self ; Range: as sight; Duration: standard; ST: none 

View Past: Similar to View Future, the caster has the power to view what he 
would have seen from his present position at a point of his choosing up to L 
days ago. There is no chance of overshoot or undershoot. 

ZOE: self; Range: as sight ; Duration: 6 hours or until ended; ST: none 

Vulnerabi lity: This is the inverse of a Resistance ( see page 64) spell, and 
corresponding spells will negate one another. Otherwise, the prayer operates as 
follows: for non - mag ica l effects, the target is treated exact ly as if he had 
suffered two distinct exposures. For magical effects, the result is the inverse 
of the effect of the corresponding resistance. (i.e. -1090 to save and +l per 
die, if applicable). 

ZOE: one target; Range: 6 .. ; Duration: standard ; ST: none 

Water Walki ng / Others: The caster may grant others the power to walk on water, 
quicksand, or other liquids or flowing solids. He need not use this power if he 
does not wish to. The water wa lker may ignore normal flow and wave action, 
but may be impeded by storms. He could not walk on lava without a fire 
resistance. ,. 

ZOE: one person; Range: contact; Duration: standard; ST: none 

Water Walki ng/Se lf : As Water Walking / Others , but may be cast only on oneself. 
ZOE: one person; Range: contact; Duration: standard; ST: none 

Wind Bringer: The cleric may summon a wind where there was none , or dismiss 
a wind where there was. The breeze may be from 8-20 mph and is sufficient to 
dr ive a ship. This spell may only be used above ground. 

ZOE: 1 mile radius ; Range: zero; Duration: 4xl hours ; ST: none 

Wind Veer: The caster may change the direction of an existing wind by up to 
45 degrees as he desires. Repeated applications of this spell will be able to 
produce any desired direction. This wi ll be ineffective against controlled 
weather. 
ZOE: 1 mile radius above ground; Range: zero; Duration: 4xl hours; ST: none 

Wi nd Walk: The caster , his possessions , and at most one other person in 

contact with the caster are transformed into wind and may move at up to 48 ... 
Only the caster may c hoose the direction of travel, his passenger is just that , a 
passenger. While in the wind form, they are immune to most attack, but cannot 
get through air t ight seals. A fierce fire could burn them up, and Control 
Weather can make them fight a level - vs - level battle to go on their way. 

ZOE: self; Range: none; Duration: up to one day; ST: none 

Word of Command N: The c leric calls upon his god to grant him the leadership 
ability to guide the party through whatever straits it is in. It will raise his 
effective charisma by 3xN , and will grant him leadership as follows: He may 
give a single command to those of similar aims (not just the same relig ion). 
T he command wil l be obeyed if a .. charisma battle .. is won by the cleric. This 
chance is (C -W)2°o, where C is the effective charisma of the cleric, and W is the 
wisdom of the person he is trying to command. Each person will get his own 
chance and roll. Once an attempt has been made, no further attempts on the 
same subject may be made that day. If obeyed, the command will be followed to 
the extent reason al lows. Alternatively, the cleric may choose to use this spell 
to rally adventurers under the influence of a fear spell or the like. In this 
case, use the formu la under Fear (see page 23) . 
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ZOE: self; Range: LOS; Duration: standard or for one command; ST: special 

Word of Reca l l : This i s a f lawless teleport spell, for the cleric and h is inan imate 
possessions only, back to a predeter·mined haven. The haven must be known to 
the cleric, and he must consecrate it for th is use. A cleric may have only one 
such haven, and shou ld only be allowed t o change it under circumstances which 
make it essentia l tha t he change it. 

Write Languages : Similar to a Read Languages spell (see page 64) but it gives 
the abilit y to write fluently in the language instead. 

ZOE: self ; Range: as sight; Duration: lOxL minutes; ST: none 

Wr ite Mag ic : As above, but the cleric gains the ability to write in the language 
of Magic. This is necessary, but not sufficient to write MU scrolls. 

ZOE: self; Range: as sight; Duration: lOxL minutes; ST: none 
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FLOYDS 

Annual Report 

In the hundreds of years that Floyds has been in operat ion, judiciously set 
premi urns have always been sufficient to generously cover losses. However a 
recent increase in claims has jepordized the fiscal health of Floyds , with claims 
rising to almost 100096 . If this trend is not reversed, bankruptcy is certain . 

In an attempt to reverse th is trend, Floyd 's is recruiting special investigators 
whom are being given a stake in the company. Th i s arrangement will avoid a 
further drain on Floyd ' s remaining assets while giving the investigators a strong 
incentive tQ succeed . 

Floyd's current assets are sufficient to cover losses in on ly half of the 
rema ining major policies, while any surp lus remaining after claims will be the net 
assets of the company. Any assets remain ing in the claims pool wi l l be paid as 
d ividends to the investigators, on Sunday at the conclusion of the fisca l year. 

To aid in future cla ims investigation, the board of directors has decided to 
i nsta l l new management at this t ime, should the company remain solvent. The 
i ndividual selected as president shou ld be the best of the characters involved in 
this investigation. 

T he best that the current management team under the outgoing president has 
been able to determine is that some conspiracy is responsible for the increase in 
claims. It is the responsibil ity of the investigators to discover who is behind it, 
and the i r motives. 

A shareholders meeting will be held Sunday at 3: 00, when the financial report 
w i ll be presented to the stockholders, and the new president will take office. 
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