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LEVEL 1 

SENSE WITCH 

Forged into a Spell Pattern by Priest Nurceria of the Ilirithia Council of Suthoria, the Cleric that 

casts this Spell can sense the location of any practicing Witch (and become aware of their name 

and visual identity) within 1D4 miles of their current location. 

KNOW CANTICLE 

Gifted to the Priests of Thanora during their quest to slay the Witches of Surda by the Higher 

Powers, Clerics that cast this Spell can detect the chanting of any Witch within 1D4 miles of 

their location and determine what Spell the female mage-like practitioners are casting. 

CURSE CAULDRON 

Wrought into a Pattern of Spell by Lord Daerion during the Alemsa Crisis, the Cleric that casts 

this Spell can cause the Cauldron of any Witch to boil and boil until all of its ingredients have 

been consumed and wasted. 

SENSE POSSESSED 

Priests of the Faith received this graceful gift from the Clerics of Lurian when the Demons of 

the Fiery Rage acquired the ability to fuse with humanoid life-forms and drive them mad. Once 

cast, those that inhabit demons in their psyche, can be identified by the Cleric upon sight. 

PROTECTION FROM EXORCISM 

Gifted to the Priests of the realms by the Higher Powers, this Spell enables the Cleric the ability 

to shield others (up to 1D4 individuals) from the supernatural madness that manifests during the 

exorcism of the possessed and thus cannot be harmed by the insanity of the experience. 

HOLY AURA 

The Higher Powers forged this Spell Pattern during the Cataclysm. Clerics that cast this Spell 

radiate a powerful aura of Divine Light. Creatures of infernal alignment must remain 1D4 feet 

from the caster until dispelled. 

HOLY WEAPON 

During the War of Certohkia, the Clerics of the Third Moon wrought a powerful Spell Pattern 

that enables all initiated to summon a club, flail or mace of almighty power. This weapon, once 

conjured, is indestructible and deals +3D6 damage to all creatures of infernal alignment.  

BLESS WEAPON 

Wrought into a Spell Pattern by the Higher Powers of Athana, the Cleric that masters this Spell 

can turn any normal weapon (whether to be wielded by themselves or another) into a Holy 

Weapon similar to the Cleric Spell: Holy Weapon. 

DETECT DEMON 

After the death of Lord Baldron’s daughter by the serrated teeth of the Neck Ripper, the Clerics 

of his Holy Court wrought this Spell Pattern so that they could detect the true type of soul of all 

they beheld as the Neck Ripper was truly Baldron’s son who birthed himself into the family. 
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