
CLERIC 
SPELLS 

FIRST LEVEL 
1. Bless  
2. Command  
3. Cure Light Wounds*  
4. Detect Evil*  
5. Invisibility to Undead*  
6. Protection from Evil*  
7. Purify Food & Drink*  
8. Remove Fear*  
9. Sanctuary  
10. Turn Undead  

SECOND LEVEL 
1. Augury  
2. Delay Poison  
3. Enthrall  
4. Heat Metal  
5. Heroism  
6. Resist Cold  
7. Resist Fire  
8. Silence 15' Radius  



Cleric Spells Levels 1&2

AUGURY 
Cleric Level 2 
Duration: Instantaneous 
Range: 0 
This spell allows the caster to see a vision 
of all timelines, possibilities, and 
probabilities for but a moment, allowing 
him the chance to determine whether a 
particular action will bring weal or woe. 
Because the caster is afforded only a 
glimpse of the possibilities, and because 
he does not know all the forces at work at 
any particular time, the vision can be 
misinterpreted. 

The base chance for deciphering a true 
answer is 70% + 1% per caster level. This 
roll is made secretly. The Augury can see 
into the future only 3 Turns, so anything 
that might happen after that does not 
affect the result. Thus, the result will not 
take into account the long - term 
consequences of a contemplated action. 

If there is a reward for a particular 
action, but no risk, the answer is “weal.” If 
a certain action will bring the caster closer 
to a stated goal, the answer is “weal.” If 
there is a reward for a particular action, 
but risk involved, the answer is “weal.” 
Risk, but no reward is “woe.” Reward, but 
with overwhelming risk is “woe.” An 
action that leads the caster further away 
from a stated goal is “woe.” The Referee 
must judge all outcomes to determine the 
correct answer. If there is no clear answer, 
then there is a flat 50% chance of either 
“weal” or “woe.” These answers are for 
successful rolls as noted above, and a 
failed roll will always give the opposite 
answer. 

BLESS 
Cleric Level 1 
Duration: Instantaneous 
Range: Touch 
This spell bestows the favor of the Cleric's 
deity upon the subject. That subject 
receives a number of points (1d6 + caster's 
level) to allocate to any future die rolls—
To-Hit, saving throws, skill checks, 
surprise checks, whatever the subject 
desires—except damage rolls. The subject 
trades the points on a one-for-one basis 
and can adjust the roll by that many points 
however he sees fit. The number of points 
to be used on a roll must be declared 
before the roll is made. All unused points 
are lost at dawn the following day. 

No rolls relating to damage or anything 
concerning the use of magic use can be 
modified by Bless. Elves and other 
intrinsically magical creatures cannot 
benefit from Bless. 

COMMAND 
Cleric Level 1 
Duration: 1 Round 
Range: 10' 
When a Cleric casts this spell, he can give 
the subject a single word command, 
which it obeys to the best of its ability. The 
single word must make sense as a single 
command, such as approach, drop, fall, 
flee, halt, surrender, sleep, etc. Although a 
target could be instructed to die, this will 
only make the target collapse into a 
comatose state for a single Round. Note 
that the caster must be able to speak the 
language of the target. Any intended 
target that has more than 5 levels or Hit 
Dice, or an Intelligence of over 12 is 
entitled to a saving throw versus Magic. 
This spell is ineffective against undead. 
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CURE LIGHT WOUNDS* 
Cleric Level 1 
Duration: Instantaneous 
Range: Touch 
By the power of the Cleric’s faith, this spell 
restores 1d6 Hit Points to one damaged 
character, plus a number of points equal to 
the level of the caster. For example, if the 
caster is 5th level, the spell restores 1d6+5 
Hit Points. 

The spell can also be used to remove 
one temporary negative condition instead 
of restoring lost Hit Points. For example, if 
a character is paralyzed, stunned, or 
blinded for a set period of time, then this 
spell will remove any of these conditions. 
It will not work on permanent conditions, 
and only one condition (or damage) can 
be treated per casting of the spell. 

Recipients of the spell can only be 
restored to their normal maximum Hit 
Points, and no more. Any excess restored 
points are lost. 

The reverse of the spell can only be used 
to inflict points of damage. 

DELAY POISON 
Cleric Level 2 
Duration: Instantaneous 
Range: Touch 
This spell counteracts the work of poison 
already done, weakening it, giving its 
victim a new chance at life. Any character 
that has succumbed to poison within the 
previous 24 hours can immediately make 
a new saving throw versus Poison to resist 
its effects when this spell is cast. 

DETECT EVIL* 
Cleric Level 1 
Duration: Instantaneous 
Range: Line of Sight 
“Evil,” for purposes of this spell, is an in-
game colloquial term. It should properly 
be called “Detect Chaos.” 

This spell allows the caster to know if 
anything that is within his field of vision 
(or on his person) is Chaotic. For the 
purposes of this spell, Chaotic is defined 
as, but not limited to, undead creatures, 
any extra-dimensional or extra-planar 
creatures that are not specifically Powers 
of Law or angels, any creature with innate 
magical abilities (including Magic-Users, 
but not Clerics), artifacts, symbols, or 
sacred places dedicated to evil gods, and 
supernatural creatures incapable of being 
good. 

Mortal creatures, physical objects not 
directly connected to evil deities, traps, 
poison, or places where great atrocities 
have taken place are not considered 
Chaotic or evil for the purposes of this 
spell. It detects supernatural disturbances, 
not ill intent or foul deeds.  

Curiously, this spell does not detect 
magical items or effects.  

The reverse of this spell, Detect Good, 
detects Law instead of Chaos. 
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ENTHRALL 
Cleric Level 2 
Duration: See Below 
Range: 100' 
When one’s voice is given divine 
authority, it will be listened to. This spell 
allows the Cleric to hold the attention of a 
crowd and possibly to influence that 
crowd. Any non-hostile beings within 100' 
will stop what they are doing to listen to 
the Cleric speak. 

The Cleric can compel a crowd to 
action. If the Cleric attempts to persuade 
the crowd to do something that they are 
already inclined to do, they will act if they 
fail a saving throw versus Magic (just 
because they want to do something, it 
does not necessarily make it a good idea, 
otherwise they would already have done 
it). If the Cleric attempts to persuade the 
crowd to do something that offends their 
sensibilities, they will attack the Cleric if 
they fail their saving throw. 

The spell ends immediately if any of the 
subjects of the spell are attacked or 
harmed in any way, if there is a powerful 
distraction that breaks the crowd's 
attention, or if the Cleric stops speaking to 
them. 

HEAT METAL 
Cleric Level 2 
Duration: 7 Rounds 
Range: 40' 
Those who would dare take up arms 
against the gods' chosen shall burn. This 
spell targets one opponent and causes all 
metal arms and armor (including 
impromptu weapons!) to become hot 
enough to burn flesh. As insurance 
against hypocrisy, the caster's arms and 
armor heats up as well. 

On the first Round of the spell, the 
metal becomes warm and uncomfortable 
to touch, but deals no damage. The same 
effect also occurs on the last Round of the 
spell's duration. During the second (and 
also the next-to-last) Round, intense heat 
causes pain and damage. In the third, 
fourth, and fifth Rounds, the metal is 
searing hot, causing more damage, as 
shown on the table below.  

ROUND METAL TEMPERATURE DAMAGE  
1  Warm   None      
2  Hot   1d4          
3–5  Scorching   2d4          
6  Hot   1d4          
7  Warm   None      

Note that when searing damage is 
delivered, additional effects occur 
depending on the body parts which are in 
contact with metal. A target may 
experience more than one of these effects 
if metal is contacting multiple body parts. 
Effects are as follows: extremities (hands, 
feet), unusable; body (covered by metal 
armor), bedridden from extreme burns; 
head (covered by a helmet), severely 
burned, victim is unconscious. These 
effects remain until the damage caused by 
the spell heals. 

If searing metal makes contact with 
flammable material (leather, cloth, etc.), it 
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burns, dealing and additional 1d4 damage 
on the next Round. 

HEROISM 
Cleric Level 2 
Duration: 1 Round/level 
Range: Touch 
This spell grants the subject 1d4 levels’ 
worth of Hit Points and saving throws 
(and, for Fighters, Attack Bonus) for the 
duration of the spell. 

When the spell ends, if the subject has 
more Hit Points than when the spell was 
cast, his Hit Points return to their 
previous level. If the subject has less than 
or equal the number of Hit Points, then 
there is no adjustment once the spell ends. 

INVISIBILITY TO UNDEAD* 
Cleric Level 1 
Duration: 1 Turn/level 
Range: Touch 
The subject of this spell becomes 
completely unnoticed by undead 
creatures for the duration of the spell. 
Undead creatures cannot see, hear, or 
smell the subject at all for the duration of 
the spell or until the subject does 
something to intentionally gain an 
undead creature’s attention (including 
attacking) . This breaks the spell 
completely, with all undead in the area 
being then able to sense the subject. 

The reverse of this spell, Undead 
Attraction, causes all present undead to 
ignore all living beings other than the 
subject until the subject is dead or until 
one of the ignored beings attacks the 
undead. 

PROTECTION FROM EVIL*  
Cleric Level 1  
Duration: 1 Round/level  
Range: Touch  
“Evil,” for purposes of this spell, is an in-
game colloquial term. It should properly 
be called “Protection from Chaos.”  

The subject of this spell becomes more 
resistant to Chaotic creatures and effects. 
Any Chaotic creature suffers a penalty to 
hit the subject in mêlée combat equal to 
the level of the caster, and the subject gets 
a +1 bonus per level of the caster to save 
against any attack or effect caused by a 
Chaotic creature. Protection from Evil also 
allows a saving throw against Magic-User 
spells and effects against the subject 
which normally do not grant saves (spells 
which deliver damage do half on a 
successful save, other spells fail entirely 
on a successful save), but the subject must 
also save against the effects of the 
beneficial spells he wants to be cast on 
him.  

For purposes of this spell, “Chaotic 
creatures” include undead creatures, 
monsters with any sort of magical ability 
or attack, any creature that is able to use 
magic (including Magic-Users and Elves, 
but not Clerics), beings carrying magical 
items (potions and scrolls do not count, 
but wands and staves do), and any sort of 
supernatural creature incapable of acting 
beneficently.  

Beings and manifestations that have no 
real-world essence without the forces of 
Chaos or magic (incorporeal undead, 
demons, extra-dimensional beings, Elves, 
etc., but not angels or other powers of 
Law) are not able to physically touch those 
protected by this spell at all.  

The reverse of this spell, Protection 
from Good, instead protects against 
Lawful creatures and Cleric magic.  
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PURIFY FOOD AND DRINK* 
Cleric Level 1 
Duration: Instantaneous 
Range: 30' 
Enough food and water for up to a dozen 
people is made pure, removing all spoilage 
and poisons. 

The reverse of the spell, Foul Food and 
Drink, contaminates food and water and 
will spoil holy water. 

REMOVE FEAR* 
Cleric Level 1 
Duration: See Below 
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 Magic to attempt to 
remove the effects. The subject receives a 
saving throw bonus of +1 per level of the 
caster. The subject automatically succeeds 
in any morale checks for a number of 
Rounds equal to the caster’s level. Remove 
Fear counters and dispels Cause Fear. 

The reverse, Cause 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 
Cleric Level 2 
Duration: 1 Turn/level 
Range: Touch 
While under the effects of this spell, a 
character or monster is unharmed by 
freezing (non-magical) cold, and receives 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 still inflict a 
minimum of 1 point of damage. 

RESIST FIRE 
Cleric Level 2 
Duration: 1 Turn/level 
Range: Touch 
While under the effects of this spell, a 
character or monster is unharmed by 
intense (non-magical) heat, and he 
receives 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 still 
inflict a minimum of 1 point of damage. 
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SANCTUARY 
Cleric Level 1 
Duration: 2 Rounds/level 
Range: Touch 
This spell allows the subject to be attacked 
less often by foes. Any creature attempting 
to attack the subject must first make a 
saving throw versus Magic, or else it is not 
permitted to make an attack. The attacker 
does not lose its turn; it can still attack 
another target, move, or do anything else 
it is normally allowed to do. This 
restriction applies to area effect attacks as 
well, unless there is another target within 
that area. 

The spell ends immediately if the 
subject makes any violent or offensive 
action. 

SILENCE 15' RADIUS 
Cleric Level 2 
Duration: 2 Rounds/level 
Range: 120' 
Upon the casting of this spell, complete 
silence prevails in a diameter of 30'. 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 Magic, 
and if successful the spell takes effect in a 
stationary location near the creature, but 
the creature can move out of the affected 
area. 

TURN UNDEAD 
Cleric Level 1 
Duration: 1d4+2 Turns 
Range: 120' 
One true measure of divine power is the 
command over life and death. In 
particular, power over the walking dead. 
They are abominations, a crime against 
creation. One of a Cleric’s first duties is to 
ensure that the dead shall dead remain. 
And so they have the power to first ward 
against, and later outright destroy, these 
creations. 

When the spell is cast, the Cleric’s 
player rolls 2d6. The Referee will then 
reference the result on the Turn Undead 
table on the previous page. 

If the roll is less than the listed number, 
then the undead are seemingly unaffected 
(but see below). 

If the roll is greater than, or equal to, the 
listed number, then undead totaling no 
more than 1d6 + the level of the casting 
Cleric in Hit Dice, will flee to the best of 
their ability for the duration of the spell. 
Surplus Hit Dice are lost (so if the Cleric is 
turning four creatures of two Hit Dice 
each, and the roll is a 7, then only three 
are turned). If there are undead of 
multiple Hit Dice values, only one roll is 
made, and the roll is applied to all types. 
Lower Hit Dice undead are always turned 
before greater Hit Dice undead. 

If the turning was successful and there are 
still unturned undead remaining, the 
Cleric can roll to turn additional undead 
every Round until he fails a turning roll or 
the spell ends.  

Regardless of the result, as long as the 
C l e r i c i s c o n c e nt r a t i n g ( n e i t he r 
movement nor fighting nor other 
spellcasting allowed) and holding his holy 
symbol before him, undead creatures 
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cannot approach within ten feet of him, 
and if already within that distance, will 
back away.  

Attacking or approaching a turned 
undead creature will negate the effects of 
the spell and allow the creature to act 
freely.  

CLERIC                                                               UNDEAD HIT DICE                                                                                      
LEVEL 1  2  3  4  5  6  7  8  9  10    
   1  7  9  11  12  –  –  –  –  –  –      
   2 5  7  9 11  12  –  –  –  –  –      
   3  3  5  7  9  11  12  –  –  –  –      
   4  T  3  5  7  9  11  12  –  –  –      

¶  A “T” signifies that no roll is necessary; the undead are automatically turned.  
¶  A “D” signifies that the power of the Cleric is so great that the undead are instantly destroyed, rather than 
turned. Alternately, a Cleric can instead choose to command the undead, and in this case they become the 
Cleric’s loyal slaves until destroyed. Note that intelligent undead creatures are allowed a saving throw versus 
Magic to avoid a “D” result; if successful, the creature is simply turned.  
¶  A “–” signifies that a Cleric of that level cannot turn an undead creature of that many Hit Dice.  
¶  An asterisk denotes that twice the usual number of undead are turned. 


