Holy Knight of the Lady of the Lake

Holy Knights are followers of good deities; they are the fighting arms of the church they represent. They are the purest knights who serve the gods themselves, all Holy Knights are good in nature and evil to them can be broad or narrow dependent on whom they serve. Knights of the Lady must have minimum attributes of 15 in Willpower, Strength, Magical Aptitude, and Endurance as well as having minimum Agility and Manual Dexterity attributes of 12.

Knights of the Lady serve the Lady of the Lake.  As servants of this Good Magical Deity, they gain certain abilities at certain Ranks. A summary of these abilities follows:


Rank
Ability

0 Ritual Purification, Enhanced Magical Aptitude, Detect Magic Talent.

1 Prepare Healing Waters, Neutralize Cold Iron Talent (as per White Magics College).

2 Lesser Banishment Spell (as per White Magics College), Sense Danger Talent (as per Mind Magics College).

3 Resist Temperature Talent (as per Mind Magics College).

4 Resist Pain Talent (as per Mind Magics College).

5 Bravery Spell (as per White Magics College) as a Talent.

6 White Magic’s Spell of Blessing, takes 1 hour to perform.

7 Learn a General Knowledge Spell from any College, Blessing Holy symbol Ritual (as per White Magics College).

8 Learn a General Knowledge Spell from any College.

9 Immunity to Poison, Learn a Special Knowledge Spell from any College.

10 Commune Ritual (as per the Special Knowledge White Magics College Ritual of the same name).

At Rank 0 Knights of the Lady gain the ability to perform Ritual Purification (as per 32.2).  (A knight of the lady, who is also a mage may not ‘purify’ him or herself more than once).  Also at Rank 0, Knights of the Lady gain an enhanced Magical Aptitude.  This enhancement effectively raises their Magical Aptitude for all purposes, except reducing experience point costs, by 2 (+ 1 additional/Rank).  

A Holy Knight of the Lady develops an aura that reduces magical damage, any magical damage is reduced by 1 (+1 per 5 ranks). A Holy Knight of  the Lady’s attack is always considered magical for purposes of effecting undead, summonables, etc..  Damage from undead draining/touch (i.e. spectres and wights) is reduced by one +1 per level.  (This is not cumulative with the aforementioned damage resistance).  Additionally, at Rank 0, Knights of the Lady gain the Detect Magic Talent.  This Talent functions as the Namer’s Detect Aura Talent (39.3, T-1), but it is limited to magical auras.  This Talent has the same modifiers and experience point cost as the aforementioned Namer Talent.

At Rank 1, Knights of the Lady gain the ability to Prepare Waters of Healing during their Ritual Purification.  Using this ability, the Knight may prepare up to 1 dose + one per Rank of Healing Waters each day.  Each dose administered will Heal D10 (+ 1 additional per Rank) points of damage and will also delay the effects of poisons and diseases for d10 + 1 hours per rank.  Sufficient water must be available for purification (each dose requires ½ pint of water) and suitable vessels are required for storing purified water.  Doses of the prepared Waters of Healing will retain their potency for one day per hour spent in purification + Rank days.  (Maximum 3 + Rank days)

At Rank 10, Knights of the Lady gain the ability to Commune with their Deity.  To perform this Ritual the Knight must be near a suitable body of calm water.  This is equivalent to the White Magics ritual (R-2) at rank 0, no extra time (beyond training for Rank 10 Knight) is required to gain the ability.  Once Rank 10 Knight is learned, the ability can/must be must be ranked in as per the Ritual .

Knights of the Lady may learn Magical Spells from any College at the Ranks outlined above.  In addition, once a Knight of the Lady has reached Rank 10, the Knight may learn additional General Knowledge Spells from any College.  Spells from opposed branches of magic (i.e. Fire & Water Magics or Thaumaturgies & Entities) may not be learned in this manner, with the exception of White Magic’s spells which may always be learned without restriction.  Namer and Black Magics spells, with the exception of Black Magic counterspells may not be learned in this manner.  In order to learn any spell, including those gained at Ranks 7, 8, & 9 the knight must find a willing mage instructor, who is not ‘out of favor’ with the lady and must spend four + ordinal number x 2 weeks to learn each new spell.  The instructor mage must be Rank 6 with all of his/her general knowledge spells, talents, and rituals.  All spells learned in this manner will cost double the experience point multiple given for the native college.  In addition, an expenditure of 3500 experience points is necessary for each new spell gained at Rank 10.

The Experience Point cost to Rank in Knight of the Lady is as follows:

	Rank
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Cost
	1000
	400
	1600
	3500
	5800
	8400
	11400
	14700
	18500
	22500
	26750


