
Cleric Player’s Prayer Book 



 
Turning Undead Table 

 

Cleric Level Undead 
HD 1 2 3 4 5 6 7 8 9 10 11 12 13 14+ 
1 7 5 3 T T D D D D D D D D D 
2 9 7 5 3 T T D D D D D D D D 
3 11 9 7 5 3 T T D D D D D D D 
4 - 11 9 7 5 3 T T D D D D D D 
5 - - 11 9 7 5 3 T T D D D D D 
6 - - - 11 9 7 5 3 T T D D D D 
7 - - - - 11 9 7 5 3 T T D D D 
8 - - - - - 11 9 7 5 3 T T D D 
9 - - - - - - 11 9 7 5 3 T T D 

Infernal* - - - - - - - 11 9 7 5 3 T T 
*This category includes very powerful undead, or unholy beings such as demons and devils 

 
Roll the target number or higher on 2d6 when making a Turn attempt.  On a 
success you turn 2d6 HD of monsters (but at least one creature will always 
be turned on a successful roll, even if you blow the HD roll). 
 
 
 

Cleric Saving Throws 

 
 
Level 

 
Breath 
Attacks 

Poison or 
Death 

 
Petrify or 
Paralyze 

 
 
Wands 

Spells or Spell-
like Devices 

1-4 16 11 14 12 15 
5-8 14 9 12 10 12 
9-12 12 7 10 8 9 
13-16 8 3 8 4 6 
17+ 6 2 6 4 5 

 



Cleric Level Progression 
Experience Level Level 

title 
Hit Dice 
(1d6) 

Attack 
Bonus 

0 1 Acolyte 1 +1 
1,500 2  2 +1 
3,000 3  3 +1 
6,000 4 Priest 4 +2 
12,000 5  5 +2 
24,000 6  6 +3 
50,000 7  7 +3 
100,000 8 Bishop 8 +3 
200,000 9  9 +4 
300,000 10 Cardinal 9+1  +4 
400,000 11  9+2 +5 
500,000 12  9+3 +6 
600,000 13  9+4 +7 
700,000 14  9+5 +7 
800,000 15  9+6 +8 
900,000 16  9+7 +8 
1,000,000 17  9+8  +9 
1,100,000 18  9+9  +9 
1,200,000 19  9+10  +10 
1,300,000 20  9+11  +10 
1,500,000 21  9+12 +11 



 
Cleric Spell Progression  

  
Class 

Spell Level 

Level 1 2 3 4 5 6 7 
1 0 0 0 0 0 0 0 
2 1 0 0 0 0 0 0 
3 2 0 0 0 0 0 0 
4 2 1 0 0 0 0 0 
5 3 2 0 0 0 0 0 
6 3 2 1 0 0 0 0 
7 3 3 2 0 0 0 0 
8 4 3 2 1 0 0 0 
9 4 3 3 2 0 0 0 
10 4 4 3 2 1 0 0 
11 5 4 3 3 2 0 0 
12 5 4 4 3 2 1 0 
13 5 5 4 3 3 2 0 
14 6 5 4 4 3 2 0 
15 6 5 5 4 3 3 0 
16 7 6 5 4 4 3 1 
17 7 6 5 5 4 3 2 
18 8 7 6 5 4 4 2 
19 8 7 6 5 5 4 3 
20 9 8 7 6 5 4 3 
21 9 8 7 6 5 5 3 

 



Level One Prayers 
 
Cure Light Wounds (reversible) 
Duration: Permanent 
Range: Touch 
When this spell is cast, the cleric touches one character or creature (or 
himself) and heals it of 1d6+1 hit points of damage. Alternatively, this spell 
also cures paralysis, will not heal damage and paralysis in the same casting. 
This spell cannot grant more hit points than the being’s normal maximum. 
Cause light wounds (reverse of cure light wounds) causes 1d6+1 hit points 
of damage to a being if the caster can touch the opponent. 
 

Detect Evil 
Duration: 6 turns 
Range: 120’ 
The caster can sense the presence of evil intentions, whether from a living 
being or an object enchanted for evil purposes.  Objects or creatures within 
120’ with evil intent will magically glow. Note that the Labyrinth Lord must 
decide what is evil, and some things may be potentially harmful, like traps, 
but not evil. This spell does not grant the ability to read minds, but only 
grants a general sense of evil intent. 

 
Detect Magic 
Duration: 2 turns 
Range: 60’ 
For the duration of this spell, the caster can see a magical glow on any 
enchanted object or creature within 60’. This includes objects that are 
permanently magical, such as weapons or other items, and objects or 
creatures that are currently under the influence of a spell or some other 
enchantment. 

 
Light (reversible) 
Duration: 12 turns 
Range: 120’ 
This spell causes an object to glow as bright as a torch, shedding light in a 
15’ radius. The effect is immobile, but it can be cast on a movable object. 
This spell can be cast on a monster’s or character’s eyes if the target fails a 
saving throw versus spells. If the save fails, the target is blind for 12 turns.  
Light taken into an area of magical darkness (reverse of light) does not 
function, and vice versa. A light spell counters a darkness spell. Darkness 



can also be cast on a target’s eyes, and a saving throw versus spell is 
allowed. 

 
Protection from Evil 
Duration: 12 turns 
Range: Touch 
This spell wards a creature from attacks by „evil‰ creatures. It creates a 
magical barrier around the subject that moves with the subject. The subject 
gains a bonus to AC of –1 and a +1 bonus on saving throws. Both these 
bonuses apply against attacks made or effects created by evil creatures.  In 
addition, this spell prevents bodily contact by summoned or created 
creatures. This causes the natural weapon attacks of such creatures to fail, 
and the creatures recoil if such attacks require touching the warded creature. 
However, these creatures can attempt missile attacks. The protection against 
contact by summoned creatures ends if the warded creature makes an attack 
against or tries to force the barrier against the blocked creature. 

 
Purify Food and Drink (reversible) 
Duration: Permanent 
Range: 10’ 
This spell makes spoiled, rotten, poisonous, or otherwise contaminated food 
and water pure and suitable for eating and drinking. Either 6 quarts of drink, 
one trail ration, or a quantity of unpreserved food for 12 human-sized beings 
can be affected by this spell. This spell does not prevent subsequent natural 
decay or spoilage. The opposite of this spell, putrefy food and water, spoils a 
like amount of food or drink. 

 
Remove Fear (reversible) 
Duration: 2 turns 
Range: Touch 
This spells instills courage in the subject, and potentially removes the effect 
of magic-induced fear by allowing the target a saving throw versus spells to 
attempt to remove the effects. The subject receives a saving throw bonus of 
+1 per level of the caster. Remove fear counters and dispels cause fear. The 
subject must be touched for the spell to take effect.  
Cause fear (reverse of Remove Fear) will cause a subject who is touched to 
run away, hysterical, at full running movement for a number of rounds equal 
to the caster’s level. 

 
 



Resist Cold 
Duration: 6 turns 
Range: 30’ 
While under the effects of this spell, a character or monster is unharmed by 
freezing (non-magical) cold, and grants a bonus of +2 to all saving throws 
versus cold-based magical or breath 
attacks. In addition, 1 point of damage is subtracted from each dice of 
damage dealt by a cold-based attack. Each die will inflict a minimum of 1 hp 
damage. 
 

Researched Prayers: 



Level Two Prayers 
Bless (reversible) 
Duration: 6 turns 
Range: 60’ 
Bless fills the caster’s allies with courage, but does not affect enemies within 
the affected area of 20’ x 20’. Each ally gains a +1 morale bonus and +1 on 
attack and damage rolls. 
The reverse of this spell does not affect allies within the effect area, and 
incurs penalties of –1 instead of bonuses to the rolls indicated above. 

 
Find Traps 
Duration: 2 turns 
Range: 30’ 
This spell is centered on the caster, and when a trapped object or area comes 
within range it glows with a blue magical light. Both magical and 
mechanical traps are detected. This spell grants no knowledge about the 
nature of the trap or how to deactivate it. 

 
Hold Person 
Duration: 9 turns 
Range: 180’ 
When this spell is cast, most humanoids become paralyzed and freeze in 
place. Undead and any monster of a greater size than an ogre are unaffected. 
They are aware and breathe normally but cannot take any actions, even 
speech. Subjects may attempt a saving throw versus spell. This spell can 
effect 1d4 beings, but if directed at a single monster or character, the saving 
throw is attempted with a –2 penalty. 

 
Know Alignment 
Duration: 1 round 
Range: 10’ 
The caster of this spell will immediately know the alignment of a character 
or monster within range. In addition, magic items with an alignment or the 
nature of a holy (or unholy) place will be revealed. 

 
Resist Fire 
Duration: 6 turns 
Range: 30’ 
While under the effects of this spell, a character or monster is unharmed by 
intense (non-magical) heat, and grants a bonus of +3 to all saving throws 



versus heat-based magical or breath attacks. In addition, 1 point of damage 
is subtracted from each die of damage dealt by a heat-based attack. Each die 
will inflict a minimum of 1 hp damage. 

 
Silence 15’ Radius 
Duration: 12 turns 
Range: 180’ 
Upon the casting of this spell, complete silence prevails in a diameter of 30 
feet. All sound is stopped and conversation is impossible. No noise 
whatsoever issues from the area, but noise originating from outside the 
silenced area can be heard by those within it. The spell can be cast on a point 
in space, but the effect is stationary unless cast on a mobile object. The spell 
can be centered on a creature, and the effect then radiates from the creature 
and moves as it moves. An 
unwilling creature can attempt a saving throw versus spells, and if successful 
the spell takes effect in a stationary location near the creature, but the 
creature may move out of the affected area. 

 
Snake Charm 
Duration: See below 
Range: 60’ 
The caster is able to affect the behavior of snakes, making them indifferent 
to the caster and others. A cleric is able to affect snakes of a number of hit 
die equaling the caster’s level.  A 7th level cleric can affect 7 hit dice of 
snakes, which can equal seven 1 HD snakes, or two 3 HD snakes and one 
1HD snake, or any other combination.  Hostile snakes are more difficult to 
charm, and if this spell is cast on snakes that are engaged in melee combat 
with the 
caster, the snakes will only be affected by the spell for 1d4+1 rounds. If the 
spell is cast on snakes that are not at the moment hostile, the spell will last 
1d4+1 turns. 

 
Speak with Animals 
Duration: 6 turns 
Range: 30’ 
The caster can comprehend and communicate with ordinary animals or giant 
versions of ordinary animals. The caster can ask questions of, and receive 
answers from, one particular kind of animal, although the spell doesn’t make 
it any more friendly or cooperative than normal. The type of animal is 



decided when the spell is cast. If an animal is friendly toward the caster, it 
may do some favor or service. 

 
Researched prayers: 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Level Three Prayers 
 
Animal Growth 
Duration: 12 turns 
Range: 120’ 
One non-magical normal animal will be doubled in size when this spell is 
cast upon it. The animal can be a giant version of the animal, but intelligent 
animals are unaffected. 

 
Animate Dead 
Duration: Permanent 
Range: 60’ 
This spell turns the bones or bodies of dead creatures into undead skeletons 
or zombies that follow the caster’s spoken commands. The undead can 
follow the caster, or they can remain in an area and attack any creature (or 
just a specific kind of creature) entering the place. They remain animated 
until they are destroyed or until a dispel magic spell is cast upon them.  The 
caster may animate a number of hit die worth of zombies or skeletons equal 
to the caster’s level. For example, a 7th level cleric can animate seven 
skeletons, but only three zombies. These creatures are unintelligent, and do 
not retain any abilities that they had in life. All skeletons have an AC of 7 
and hit dice equal to the creature in life. Zombies have an AC of 8, and the 
number of hit dice of the living creature +1.  It is important to note that if a 
character is animated in this fashion, he will not have hit dice related to his 
class level, but instead will have the standard skeleton or zombie hit dice. A 
lawful character that casts this spell may draw disfavor from his god. 

 
Continual Light (reversible) 
Duration: See below 
Range: 120’ 
When cast, this spell produces light as bright as sunlight in a 60’ diameter, 
and any creatures that suffer penalties (not including damage) for being in 
sunlight are affected by this spell. This spell can be cast on objects, so that 
an object under this spell can be carried around. If the spell is cast on a 
creature, a saving throw is allowed. This spell can be cast on a creature’s 
eyes, causing blindness. Unless dispelled, continual light is permanent. 
Continual darkness (reverse of continual light) produces darkness in the 
same area and manner as continual light. It can be countered with continual 
light or dispel magic. Like continual light, this spell can be cast on a 



creature’s eyes, producing blindness. Normal eyesight, including infravision, 
cannot penetrate this darkness, nor can lamps, torches, or the spell light. 

 
Cure Disease (reversible) 
Duration: Permanent 
Range: 30’ 
This spell instantly kills green slime, and will instantly cure all diseases, 
including mummy rot and lycanthropy. 
Cause disease (reverse of cure disease) inflicts a terrible withering disease 
on a victim, which will cause death in 2d12 days. A saving throw versus 
spells is allowed. This disease can be cured with the casting of cure disease. 
The victim of this disease cannot be cured of damage from other spells, and 
it takes twice the time for normal healing. This suffering further results in a 
penalty of –2 to hit rolls made by the victim. 

 
Dispel Magic 
Duration: Permanent 
Range: 120’ 
When cast, spell effects within a 20’ cube can be negated. All spells cast by 
any spell casting class are automatically negated if the caster is of an equal 
or lower level to the caster of dispel magic. For each level an opponent is 
above the caster, there is a cumulative 5% chance dispel magic does not 
function. For example, if a 7th level character attempts to dispel the effects 
of a spell cast by a 10th level character, there is a 15% chance dispel magic 
fails. 

 
Locate Object 
Duration: 6 turns 
Range: 120’ 
The caster can sense the direction of a well-known or clearly visualized 
object. The caster can search for general items, in which case the nearest one 
of its kind is located. Attempting to find a certain item requires a specific 
and accurate mental image; if the image is not close enough to the actual 
object, the spell fails. Monsters or characters may not be located. 

Remove Curse (reversible) 
Duration: Permanent 
Range: Touch 
Remove curse instantaneously removes one curse on a creature. Remove 
curse does not remove the curse from a cursed shield, weapon, or suit of 
armor, although the spell enables the creature afflicted with any such cursed 



item to remove and get rid of it. Remove curse counters and dispels bestow 
curse. 
Bestow curse (reverse of remove curse) can bring about any number of 
unfortunate effects upon a being, determined by the caster and refereed by 
the Labyrinth Lord. Some limits of effect must be enforced. Possibilities 
include no more than a –2 penalty to saving throws or –4 to hit. An ability 
might be reduced by 50%. These effects can have any number of creative 
symptoms. The victim can avoid being affected by bestow curse with a 
successful saving throw versus spell. 

 
Striking 
Duration: 1 turn 
Range: 30’ 
The caster enchants a weapon to deal an extra 1d6 hit points of damage, and 
makes an otherwise non-magical weapon able to attack a monster normally 
only affected by weapons of a magical nature. 
 

Researched prayers:



Level Four Prayers 
 
Create Food and Water 
Duration: Permanent 
Range: 10’ 
The caster can create 1 cubic foot of water and/or nutritious food per level of 
experience. One cubic foot of food can feed three humans or similar sized 
creatures, or one larger animal such as a mule. 

 
Cure Serious Wounds (reversible) 
Duration: Permanent 
Range: Touch 
When this spell is cast, the cleric touches one character or creature (or 
himself) and heals it of 2d6+2 hit points of damage. This spell cannot grant 
more hit points than the being’s normal maximum. Cure serious wounds also 
heals any conditions listed in cure light wounds. 
Cause serious wounds (reverse of Cure serious wounds) causes 2d6+2 hit 
points of damage to a being if the caster can touch the opponent. 

 
Detect Lie (reversible) 
Duration: 1 round per level 
Range: 30’ 
The caster can use this spell on himself or another being, and will be able to 
be able to know whether words heard are truth or lies. 
Undetectable lie (reverse of Detect lie) can nullify the effect of Detect lie, or 
can be used to tell lies in a convincing manner. 

 
Lower Water 
Duration: 1 turn per level 
Range: 120’ 
The caster of this spell is able to lower water or any other fluid by a 
percentage of its volume at 5% per caster level and in an area of 1 square 
foot per caster level. For instance, a 10th level cleric could lower water by 
50% in a 10’ square area. 

 
Neutralize Poison 
Duration: Permanent 
Range: Touch 
The caster detoxifies any sort of venom or poison in the creature or object 
touched. A poisoned creature suffers no additional effects from the poison, 



and any temporary effects are ended, but the spell does not reverse 
instantaneous effects, such as hit point damage, or other effects that don’t go 
away on their own. If a character dies of poison, neutralize poison will bring 
a character back to life if the spell is used no more than 10 rounds after 
death. 

 
Protection from Evil 10’ Radius 
Duration: 12 turns 
Range: Touch 
This spell functions exactly like the spell protection from evil, except 
protection from evil 10’ radius extends the protective barrier to a 10’ radius 
around the caster or subject, allowing companions to stay close and gain the 
benefits of the spell. 

 
Speak with Plants 
Duration: 3 turns 
Range: 30’ 
The caster can communicate with plants, including both normal plants and 
plant creatures. The caster is able to ask questions of and receive answers 
from plants, and can ask plants to move in such a way to clear a path that is 
impassable or covered in difficult growth. The spell does not make plant 
creatures any more friendly or cooperative than normal. If a plant creature is 
friendly toward the caster, it may do some favor or service. 

 
Sticks to Snakes 
Duration: 6 turns 
Range: 120’ 
The caster can transform 2d8 sticks into snakes, and there is a 50% 
probability that the snakes are poisonous. The caster may give the snakes 
orders. When killed or at the end of the spell’s duration, snakes revert back 
into sticks. The monster statistics for these snakes are as follows: AL N, MV 
90’, AC 6, HD 1, #AT 1, DM 1d4, SV F1, ML 7. 

 
Researched prayers:



Level Five Prayers 
 
Commune 
Duration: 3 turns 
Range: 0 
The caster calls upon divine powers in order to seek knowledge. This spell 
may only be cast one time per week, and the caster may ask three questions 
that can be answered by “yes” or “no”. Divine powers do not look kindly 
upon those who call upon them for trivial matters, or who call upon them too 
often. The Labyrinth Lord will make certain this spell is not abused. One 
time per year of game time, the caster may ask six questions instead of the 
normal three. 

 
Cure Critical Wounds (reversible) 
Duration: Permanent 
Range: Touch 
When this spell is cast, the cleric touches one character or creature (or 
himself) and heals it of 3d8+3 hit points of damage. This spell cannot grant 
more hit points than the being’s normal maximum. Cure critical wounds also 
heals any conditions listed in cure light wounds. 
Cause critical wounds (reverse of cure critical wounds) causes 3d8+3 hit 
points of damage to a being if the caster can touch the opponent. 

 
Dispel Evil 
Duration: 1 turn 
Range: 30’ 
When this spell is cast, the caster can take no other action but concentrate on 
the spell for the entire duration. All undead or other enchanted creatures that 
come within 30’ of the caster 
must succeed in a saving throw versus spells or be destroyed.  Any creature 
that succeeds this roll will instead flee. Instead of casting the spell in a 30’ 
radius, the caster can direct the spell at one monster only, and that monster 
saves with a –2 penalty. In addition, dispel evil can be used to remove a 
cursed item from a being within the spell range. 

 
Flame Strike 
Duration: Instantaneous 
Range: 60’ 



A flame strike produces a vertical column of divine fire 30’ high and 10’ in 
diameter that roars downward on a target.  The spell deals 6d8 hit points of 
damage. A successful saving throw versus spells reduces the damage to 3d8. 

 
Insect Plague 
Duration: 1 day 
Range: 480’ 
The caster summons a swarm of locusts in a 60’ diameter.  The swarm 
causes creatures occupying its area to flee if they are 2 HD or fewer. This 
spell does not function when cast underground. The caster can control the 
swarm to move 20’ in a round. The caster must concentrate for the duration 
of the spell to maintain control over the swarm, and if the swarm leaves the 
range the caster loses control of them. The caster also loses control of them 
if he is successfully attacked. 

 
Quest (reversible) 
Duration: See below 
Range: 30’ 
When this spell is cast on a character, a saving throw versus spells is 
allowed. Success indicates that the spell is not effective. If the save fails, the 
caster can compel the character to take on a quest. This quest can be 
dangerous, but the character cannot be instructed to purposefully harm 
himself.  Should the affected character resist taking on the quest, he will be 
under the effect of a curse, the nature of which is decided by the Labyrinth 
Lord. The only way to remove the curse is to undertake the quest, and when 
the quest is finished the spell terminates. 
Alternatively, the reverse of this spell, Remove quest, can be used to remove 
the curse and to dispel an active quest spell.  Like dispel magic, the caster of 
remove quest will have a lower 
probability of successfully countering the spell if he is a lower level than the 
caster of the quest spell. The probability of spell failure is 5% per level the 
cleric is below the caster of quest. 

 
Raise Dead (reversible) 
Duration: Permanent 
Range: 120’ 
This spell restores life to a deceased human or demihuman. The caster can 
raise a creature that has been dead for no longer than two days at 7th level, 
and four days are added per level above 7. For example, a 9th level can bring 
a character back to life that has been dead for 10 days.  However, the body 



of the person to be raised must be fairly intact. For instance, if the head is 
missing the being cannot be raised. Coming back from the dead is an ordeal. 
The subject of the spell is brought back to life with 1 hit point, and for two 
weeks the character has 50% of movement and suffers from chronic 
weakness. Further, he may not engage in spell casting, combat, or any other 
strenuous activity. This period may not be shortened by any magical healing. 
If this spell is cast on an undead monster, it must save versus spells or die 
instantly. 
Ray of death (reverse of Raise dead) can be cast and directed at any 
character or monster. A ray of death shoots from the hand of the caster, and 
if the target fails a saving throw versus death he dies instantly. The casting 
of this spell is a chaotic act, and will be done by other alignments in rare 
situations. 

 
True Seeing 
Duration: 1 round per level 
Range: Touch 
The caster confers on himself or a subject the ability to see all things as they 
actually are. The subject sees through normal and magical darkness, notices 
secret doors, sees invisible creatures or objects normally, sees through 
illusions, and sees the true form of polymorphed, changed, or transmuted 
things.  Further, the subject can focus its vision to see into the Ethereal Plane 
(but not into extradimensional spaces).  
False seeing, the opposite of True seeing, makes objects, characters, and 
monsters appear as their “opposite.” The ugly appears beautiful, the valuable 
appears worthless, and so on. 

 
Researched prayers:



Level Six Prayers 
 
Animate Objects 
Duration: 1 round per level 
Range: 30’ 
The caster imbues inanimate objects within 1 square foot per caster level 
with mobility and a semblance of life. Each such animated object then 
immediately attacks whomever or whatever the caster initially designates. 
An animated object can be of any non-magical material. This spell cannot 
animate objects carried or worn by a creature.  This spell requires 
considerable interpretation by the Labyrinth Lord. Animated objects can 
move in a manner logical to their shape, whether this is a slithering rope, a 
walking chair, a rolling vial, or a shuffling chest. Movement should range 
from 10’ to a maximum of 120’. For example, a chair might move at the full 
possible movement, but something awkward and without legs, like a chest, 
might only move at 10’.  Objects attack using the same required attack value 
roll as the caster. Attack frequency and damage will depend on available 
weapons and the size of the animated object. The number of attacks should 
range from 1 per 5 rounds to 1 per 1 round, at the Labyrinth Lord’s 
discretion. Damage will be 1d6, unless variable weapon damage is used, in 
which case damage should range from 1d4 to 5d4 depending on the object 
type and size. Similarly, the Labyrinth Lord will determine the object’s hit 
points. 

 
Blade Barrier 
Duration: 3 rounds per level 
Range: 30’ 
An immobile, vertical curtain of whirling blades shaped of pure force 
springs into existence. Any creature passing through the wall takes 8d8 
points of damage. The area of effect for this spell must be chosen when cast, 
and can range from 5 square feet to 20 square feet. 

 
Conjure Animals 
Duration: 2 rounds per level 
Range: 30’ 
The caster can summon normal mammals to attack enemies designated by 
the caster. The number of animals that appear is directly related to the 
caster’s level. The caster summons 1 
hit die of animals per level of experience of the caster, and each +1 is 
calculated as 1/4 of a hit die. For example, a 9th level cleric can summon 9 



hit dice of animals that could consist of nine 1 HD animals, or three 3 HD 
animals, or two 4+2 HD animals. Summoned animals will fight to the death 
or until the duration of the spell ends. 

 
Find the Path (reversible) 
Duration: 1 turn per level 
Range: Touch 
The recipient of this spell can find the shortest, most direct physical route to 
a specified destination, whether into or out of a locale. The locale can be 
outdoors, underground, or even inside a maze spell. Find the path works 
with respect to locations, not objects or creatures at a locale. The spell 
enables the subject to sense the correct direction that will eventually lead it 
to its destination, indicating, at appropriate times, the exact path to follow or 
physical actions to take. The spell ends when the destination is reached, or 
the duration expires, whichever comes first. Find the path can be used to 
remove the subject and its companions from the effect of a maze spell in a 
single round.  
Lose the path (reverse of Find the path) renders a touched being completely 
incapable of finding its way. 

 
Heal (reversible) 
Duration: Permanent 
Range: Touch 
Heal enables the caster to channel divine energy into a creature to wipe away 
injury and afflictions. It immediately ends any and all of the following 
adverse conditions affecting the target: blindness, disease, fatigue, 
feeblemind, and poison.  It heals all but 1d4 hit points of damage. 
Harm (reverse of Heal) takes away all but 1d4 hit points from the victim 
touched and inflicts the same disease as cause disease. 

 
Part Water 
Duration: 1 turn per level 
Range: 20’ per turn 
For the duration of this spell, the caster creates a divide in a body of water. 
For each level of experience of the caster, he is able to create a divide in 
water that is 1’ wide by 20’ long and 3’ deep. The caster can dismiss the 
spell at any time before the duration has expired. 

 
Stone Tell 
Duration: 1 turn 



Range: Touch 
The caster gains the ability to speak with stones, which can relate who or 
what has touched them as well as revealing what is covered or concealed 
behind or under them. The stones relate complete descriptions if asked. A 
stone’s perspective, perception, and knowledge may prevent the stone from 
providing the details one is looking for. The caster can speak with natural or 
worked stone. 

 
Word of Recall 
Duration: instantaneous 
Range: 0 
Word of recall teleports the caster instantly back to his sanctuary when the 
word is uttered. The caster must designate the sanctuary when preparing the 
spell, and it must be a very familiar place. Any distance may be traveled 
with no chance of error. In addition to himself, the caster can transport an 
additional 25 pounds per level of experience. 

 
Researched prayers: 



The Prayer to the All-father 
All Father,  
who art in Valhalla,  
Odin be thy name. 
Thy kingdom come 
when battles done,  
our reward awaits in the heavens. 
Give us this day our daily mead, and 
the strength to avenge those who 
trespass against us, 
as we avenge those who trespass 
against you,  
and lead us not into temptation, but 
deliver us from the giants. Amen 

 
The prayer to the Mother of The 

gods 
Hail Frigga,  
full of grace, 
the Lord is with thee;  
blessed art thou among women,  
as the fruit blessed of the golden tree.  
Holy Frigga,  
Mother of gods,  
Pray for us warriors,  
And guide us to an honorable death.  
Amen 



Divine favor 
All clerics are assumed to worship all of the gods, although they may 
devote themselves to a particular deity.  Any cleric may earn the 
divine favor of particular deities as well. This generally requires some 
service or sacrifice.  Divine favor provides bonuses to attribute 
modifiers or skills, or other game effects.  Bonuses to attribute 
modifiers do increase the attribute itself, but increase a +0 to +1, etc. 
Tyr: A cleric may sever his left hand in imitation of Tyr’s loss of his 
hand in the jaws of the Fenris Wolf.  Benefit: May use swords, and 
deals damage as if his HD were d8, rather than d6. 
Odin: A cleric may pluck out his eye in exchange for wisdom, in 
imitation of Odin.  Benefit: +1 to Wisdom modifer. 
Baldur: Service to the benevolent god of light, beauty, and goodness 
can take many forms. Benefit: +1 to Turning rolls. 
Frey: A cleric who performs a great service to elf-kind for no other 
reward will gain Frey’s favor. Benefit: Immunity to magical Sleep and 
Charm effects.  
Thor: A cleric who slays a giant in hand-to-hand combat earns Thor’s 
favor.  Benefit: +1 to Strength modifier. 
Heimdall: The watchful one is a sworn enemy of Loki and will bestow 
his favor on those who thwart the schemes of Chaos.  Benefit: +1 to 
Listen and Search skills. 
Hel: The goddess of the underworld favors those who return errant 
souls to her.  A cleric who destroys a Wraith, Vampire, Specter, or 
other major Undead being earns her favor. Benefit: Cleric may cast 
Raise Dead even on those who die a straw death.  This favor is 
offered once for each such undead returned to her. 
Loki: Loki admires cleverness, and will bestow his favor on a cleric 
who can, by cunning and treachery alone, defeat a great foe (Level or 
HD 8+). Benefit: +1 to Intelligence modifier. 



Cleric Spells by Level 
 1 2 3 4 5 6 
1 ☼ □ 

Cure Light 
Wounds 

☼ □ 
Bless 

☼ □ 
Animal 
Growth 

☼ □ 
Create Food 
and Water  
 

☼ □ 
Commune  

 

☼ □ 
Animate 
Objects 
 

2 ☼ □ 
Detect Evil 

☼ □ 
Find Traps  

 

☼ □ 
Animate 
Dead  
 

☼ □ 
Cure Serious 
Wounds 
 

☼ □ 
Cure Critical 
Wounds 
 

☼ □ 
Blade 
Barrier 
 

3 ☼ □ 
Detect Magic 

☼ □ 
Know 
Alignment 

☼ □ 
Continual 
Light 

☼ □ 
Detect Lie 

☼ □ 
Dispel Evil 

☼ □ 
Conjure 
Animals 

 
4 ☼ □ 

Light 
☼ □ 
Hold Person 

☼ □ 
Cure 
Disease 

☼ □ 
Lower Water 

☼ □ 
Flame Strike 

☼ □ 
Find the 
Path 

5 ☼ □ 
Protection 
from Evil 

☼ □ 
Resist Fire 

☼ □ 
Dispel 
Magic 

☼ □ 
Neutralize 
Poison 

☼ □ 
Insect Plague 

 

☼ □ 
Heal 

6 ☼ □ 
Purify Food 
and Drink 

☼ □ 
Silence 15’ 
Radius 
 

☼ □ 
Locate 
Object 

☼ □ 
Protection 
from 
Evil 10’ 
Radius 
 

☼ □ 
Quest 

☼ □ 
Part Water 

7 ☼ □ 
Remove Fear 

☼ □ 
Snake Charm 

☼ □ 
Remove 
Curse 

☼ □ 
Speak with 
Plants 
 

☼ □ 
Raise Dead 

☼ □ 
Stone Tell 

8 ☼ □ 
Resist Cold 

☼ □ 
Speak with 
Animal 

☼ □ 
Striking 

☼ □ 
Sticks to 
Snakes 

☼ □ 
True Seeing 
 

☼ □ 
Word of 
Recall 

 
  
☼ Check if memorized 
□  Check if in prayer book 

 


