First-Level Spells





Animal Tracks (Alteration, Enchantment)


Sphere:  Animal


Range:  0


Components:  V, S, M


Duration:  3 turns + 1 turn per level


Casting Time:  2 rounds


Area of Effect:  The caster


Saving Throw:  None





This spell causes the priest to leave tracks and scents as the animal


specified during casting. The tracks have traces of magic for 3 turns,


after which they are indistinguishable from normal tracks. Only


non-mythical creatures can be impersonated. A holly berry and some fur


from the animal to be impersonated are needed to cast this spell.








Baltasar's Impediment (Abjuration, Necromancy)


Sphere:  Necromancy, Protection


Range:  0


Components:  V, S, M


Duration:  Special


Casting Time:  1 round


Area of Effect:  Female mammal touched


Saving Throw:  None





This spell enables the caster to prevent a female from becoming


pregnant. Essentially, it impedes a fertilized ovum from implanting in


the uterus. The casting of Baltasar's impediment is not necessarily an


evil act, but the DM should pay particular attention to the alignment of


the caster as well as the social and political (especially religious)


atmosphere. For example, a lawful good priest casting this spell on a


teenager without the permission of her parents, church, etc. should be


prepared for the wrath of his deity. A priest who worships a fertility


god cannot cast this spell.


A neutral evil priest, nephew of the king, might repeatedly cast this


spell on the queen in a secret attempt to usurp the thrown. A neutral


good priest might cast this spell on all the maidens of the keep before


its fall to the orc siege - although he cannot spare them from the


horrors to come, at least he can prevent the bastardization that might


result.


The material components are a drop of blood from the target's last


menstrual period (or an ounce of her blood, from anywhere, that has


been mixed with dust and dried in a silver chalice) and the priest's holy


symbol. The priest invokes the name of his deity, touching his holy


symbol to the blood. The woman must then consume it, usually mixing it


with wine or some other fluid. The spell remains in effect until the first


day of the woman's next menstrual period, or until a successful dispel


magic is cast upon her.








Bird Call (Conjuration/Summoning)


Sphere:  Animal, Summoning


Range:  0


Components:  V, S


Duration:  1 round per level


Casting Time:  1 round


Area of Effect:  120-yard + 10-yard per level radius


Saving Throw:  None





This spell allows the priest to call all birds within the spell effect. The


birds will converge upon the priest within 1d3 rounds. While the spell is


in effect, none of the birds will attack each other. While there, the


priest may set one small task for the group to perform. When the spell


ends, the birds will peacefully disperse to whence they came.








Bleeding Touch (Necromancy)


Sphere:  Necromantic


Range:  0


Components:  V, S, M


Duration:  Instantaneous


Casting Time:  4


Area of Effect:  Creature touched


Saving Throw:  Negates





This spell causes a bleeding wound to appear on the victim. Priests must


roll to hit, and if they miss, they lose the spell. The victim must save


versus death magic or suffer 1d6 points of damage for every two levels


of the caster. The material component of this spell is a needle.








Bloodskin (Conjuration)


Sphere:  Necromantic, Protection


Range:  0


Components:  V, S, M


Duration:  2 rounds per level


Casting Time:  1


Area of Effect:  The caster


Saving Throw:  None





This spell will conjure up blood to appear on the priest's body. This


creates an aura of fear, causing all creatures with 2 HD or less will to


flee in terror. The material component is a drop of the caster's own


blood.








Coalstone (Alteration)


Sphere:  Elemental (Fire)


Range:  0


Components:  V, S, M


Duration:  Special


Casting Time:  3 turns


Area of Effect:  Gem touched


Saving Throw:  None





When this spell is cast, the priest enchants a gem, turning it into a


coalstone. The coalstone glows and gives off heat. It is hot enough to


start a fire, ignite flammable substances and shed light in a 5-foot


radius. Holding the coalstone will inflict 1 point of damage per round


unless the wielder possesses some form of protection. The coalstone


will burn for 1 day per gold piece value of the gem used for a maximum of


1 year per level of the priest, after which the coalstone crumbles into


a fine powder. Another function of the coalstone is that the priest may


opt to cause it to explode. This will cause 1 point of concussion damage


for every 100 days left on the duration and ignite any flammable


objects within a 5-foot radius. The material component for the spell is


a sprig of holly.








Control Hair (Invocation)


Sphere:  All


Range:  Special


Components:  V


Duration:  1d6 rounds + 1 round per level


Casting Time:  1


Area of Effect:  The caster


Saving Throw:  None





Control hair can direct the hair on the person's head to grow one foot


around, style itself, or act as a hand. The hair can perform simple tasks


like untying ropes, or opening locks at a 20%. The hair cannot hold


weapons larger than a knife and doesn't give an extra attack. If used to


fight with, it has a THAC0 of 20. The caster can discontinue the spell at


any time.








Daryana's Holy Shit (Conjuration)


Sphere:  Creation


Range:  10 feet


Components:  V


Duration:  Permanent


Casting Time:  1


Area of Effect:  3-inch radius sphere


Saving Throw:  None





This spell was granted to Daryana, 3rd-level priestess of the goddess


of magic, after she had repeatedly, loudly, requested it.


Upon uttering the verbal component - already mentioned in the spell's


name - two things can happen. If cast consciously, the spell can be


targeted and takes effect immediately. In this case, some faeces appear


anywhere within the range of the spell.


If this spell was memorised, but the verbal component uttered more or


less unconsciously, the spell's effect is delayed for up to 1 hour while


the place of impact is anywhere within 10 feet around the unfortunate


priest, both at the DM's discretion.








Deadskin (Alteration)


Sphere:  Necromantic


Range:  0


Components:  V, S, M


Duration:  2 rounds per level


Casting Time:  2


Area of Effect:  Creature touched


Saving Throw:  Negates





The creature touched by this spell will have his skin withered, and will


become ghastly ugly for the spell duration. Any creature seeing the


effected person will have a strong desire to attack it, and will do so


immediately. This spell has no effect on undead. The material component


of this spell is a bit of rotten flesh.








Detect Pregnancy (Divination)


Sphere:  Divination


Range:  0


Components:  V, S


Duration:  1 round per level


Casting Time:  1


Area of Effect:  Creature touched


Saving Throw:  None





This spell enables the priest to detect pregnancy in any creature. The


priest will also know the day of conception, stage of pregnancy,


estimated day of birth, and gender of child.








Detect Venereal Disease (Divination)


Sphere:  Divination


Range:  0


Components:  S, M


Duration:  Instantaneous


Casting Time:  1


Area of Effect:  Creature touched


Saving Throw:  None





This spell detects the presence of sexually transmitted diseases in a


creature. A successful Intelligence check reveals the nature and


symptoms of, but not the cure for, any detected diseases. The material


component is the caster's holy symbol.








Dieme's Forcing Hand (Alteration)


Sphere:  Combat


Range:  30 yards + 10 yards per level


Components:  V, S, M


Duration:  Instantaneous


Casting Time:  1


Area of Effect:  One creature


Saving Throw:  1/2





By this spell, the priest throws a stone hand at the target. The stone


hand will then make a crackling noise and show blue lightning as it flies


towards its target. When it hits, it will do 2 HP per level of impact


damage. Upon casting this spell, the priest throws the hand and says "to


arms". This spell (like magic missile) always hits. The material component


is a carved (or created) stone hand.








Divine Sexual Experience (Divination)


Sphere:  Divination


Range:  10 yards


Components:  V, S, M


Duration:  Instantaneous


Casting Time:  1


Area of Effect:  One person


Saving Throw:  None





Casting of this spell involves taking a clear vessel of water and


releasing a drop of ink into it. The percentage of the water not


darkened by the diffused ink indicates that person's purity score.


Although not absolutely certain, any score under 50% probably


indicates loss of virginity, and with the exception of the rarest of


heroes and deities, the score will be between 25% (casual interaction


with others) and 90% (extreme debauchery). More specific information


may be revealed at the DM's discretion.








Flaming Symbol (Invocation)


Sphere:  Combat


Range:  0


Components:  V, S, M


Duration:  1d4 rounds + 1 round per level


Casting Time:  5


Area of Effect:  Special (sight)


Saving Throw:  None





This spell will bring into existence a huge flaming image of the holy


symbol of the priest. Any worshipper of the god whose symbol was used,


receives a +2 to damage and hit while it is possible to see the symbol.


The worshipper needs only to be able to see the symbol, he does not


necessarily have to look at it. Any priest or worshipper of an opposing


cult receives a -1 to-hit and damage while it is possible to see the


symbol. The material component is a holy symbol, which is lost in the


casting.








Git (Abjuration, Enchantment/Charm)


Sphere:  Charm


Range:  40 feet radius


Components:  V, S


Duration:  3 turns per level


Casting Time:  1


Area of Effect:  Special


Saving Throw:  Negates





By use of this spell, the priest may frighten away two Hit Dice of


animals per level of experience.








Gnat Swarm (Conjuration/Summoning)


Sphere:  Animal, Summoning


Range:  Sight


Components:  S, M


Duration:  1d4+1 rounds


Casting Time:  1


Area of Effect:  One creature


Saving Throw:  None





The priest can summon a swarm of gnats to bother and harass the victim


for the duration of the spell.


For example: a man is stalking Bob-the-wonder-druid through the forest.


The fellow gets closer than Bob would like, and, unless he acts fast, is


liable to get spotted (a situation he'd like to avoid). The man has a 30%


chance to spot Bob normally, but with the swarming gnats, his attention


is elsewhere, so his chances are cut to 15%. The material component for


this spell is a dead gnat.








Iron Fist (Alteration)


Sphere:  Combat


Range:  0


Components:  V, S, M


Duration:  3 rounds + 1 round per level


Casting Time:  1


Area of Effect:  The caster


Saving Throw:  None





This spell will turn the priest's hands into solid iron, which may strike


for 2d3 points of damage in unarmed combat. At the end of the duration


the priest's hands return to normal. Any creature looking at the


priest's hands for 1 round can detect the change on a successful


Intelligence check. The creature only gets one chance to do this. The


material component for this spell is a pair of gauntlets.








Lactation (Evocation)


Sphere:  Creation


Range:  0


Components:  V, S


Duration:  1 day per level


Casting Time:  1


Area of Effect:  Female touched


Saving Throw:  Negates





Lactation, unsurprisingly, causes the subject to begin producing breast


milk. This milk is of the highest nutritive value. A saving throw results


in a single discharge of colostrum.








Make-up (Invocation)


Sphere:  All


Range:  0


Components:  V, S


Duration:  1d4 hours + 1 hour per level


Casting Time:  1


Area of Effect:  The caster


Saving Throw:  None





This spell's sole purpose is to put on make-up, perfume, etc., by magical


means.








Painful Wounds (Necromancy)


Sphere:  Necromantic


Range:  0


Components:  V, S, M


Duration:  1 round per level


Casting Time:  4


Area of Effect:  Creature touched


Saving Throw:  Special





This spell causes any existing wounds (caused by a bleeding touch or any


blow of 4 or more hit points of damage, or when the victim is at half its


maximum hit points or less) to become excruciatingly painful. To hit the


victim, the priest must roll to-hit, and if he misses, the spell is lost.


The victim must make a saving throw versus paralysation or be unable


to do anything but roll on the ground screaming in pain. The material


component is a pinch of salt.








Rock-Jump (Conjuration)


Sphere:  Creation, Elemental (Earth)


Range:  100 yards


Components:  S, M


Duration:  Instantaneous


Casting Time:  1


Area of Effect:  One creature


Saving Throw:  None





With this spell, the priest can cause a rock to find its way into the shoe


of the victim. If the victim has no shoes, the spell causes a thorn or


something to stick into the foot of the victim. The material component


for this spell is a small stone or thorn, that is to be thrown in the


direction of the victim. It is consumed in the victim's shoe or foot.








Speak with the Intoxicated (Alteration)


Sphere:  Divination


Range:  0


Components:  V, S


Duration:  1d20 rounds


Casting Time:  1


Area of Effect:  Creature touched


Saving Throw:  None





This spell empowers the priest to comprehend and communicate with any


person that is intoxicated. The priest is able to ask questions and


receive intelligent answers that may still be friendless, cooperative,


or understanding. The true usefulness of the spell is when the


intoxicated person is comatose.


A spell or power of this sort could make the priest a very valuable


party commodity for his ability to interrogate those who require so


much alcohol to loosen their tongues that it also shuts down most of


their brains.








Stop Bleeding (Alteration)


Sphere:  Healing


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  1


Area of Effect:  Person touched


Saving Throw:  None





This spell immediately stops the bleeding of a wounded individual. It will


not heal any damage, only stop the flow and scent of blood. This is


useful when a priest needs to halt bleeding of an individual who cannot


be fully healed at that time (note that even a bandaged wound may still


attract sharks and other creatures by scent). The spell will cease to


attract sharks and other carnivorous fish, but the amount of blood


already spilled will still exist. This spell can also be used on land to


stop the victim from leaving a trail of blood. It may also be used to halt


the adverse effects of a weapon of wounding.


The material component of this spell is the priest's holy symbol.








Summon Midwife (Conjuration/Summoning)


Sphere:  Summoning


Range:  30 yards


Components:  V, S


Duration:  Instantaneous


Casting Time:  1


Area of Effect:  One creature


Saving Throw:  None





This spell will summon the nearest midwife. The midwife will get the


summons. She is under no obligation to respond to the summons, but very


few midwives will ignore it unless unfortunate circumstances prevail.








Water to Wine (Alteration)


Sphere:  Creation, Elemental (Water)


Range:  0


Components:  V, S


Duration:  Permanent


Casting Time:  4


Area of Effect:  Special


Saving Throw:  None





This spell allows the priest to transform one glass of water per level


to wine.








Winston's Create Party Drink (Conjuration)


Sphere:  Creation, Elemental (Water)


Range:  5 yards


Components:  V, S


Duration:  Special


Casting Time:  1 turn


Area of Effect:  One cubic foot per level


Saving Throw:  None





When this spell is cast, the priest causes some kind of party drink to


appear along with appropriate drinking cups. To determine the drink


conjured, roll 1d8 and check on the table below:





D8 Roll Type of Party             Drink Conjured


   1    Kid's birthday party      Very sweet cordial


   2    Barbecue                  Dark beer


   3    Frat party                Very low quality beer


   4    Pizza party               Soda, assorted flavours


   5    Society gathering         Fine wine


   6    Ice-cream sundae party    Root beer, soda water


   7    Hacking party             Jolt cola


   8    Celebration party         Champagne





The DM should feel free to substitute any other party drinks. Each


cubic foot of the drink refreshes four human sized creatures or one


horse sized creature for a half day. The liquid decays and becomes


inedible within 24 hours, although it can be restored for another 12


hours by casting a purify food and drink on it. For each experience level


the priest has obtained, one cubic foot of drink will be created by the


spell. A 2nd-level priest could create two cubic feet of drink.


