xx.
Priestcraft

[This skill is designed to allow priestly characters to operate in the DragonQuest world.  Rather than have a new school of magic for each priesthood (which would be perhaps best), I decided it would be easier to implement and utilize if priests were associated with an appropriate College of Magic, rather than have an entirely separate section devoted to priestly magic.  As far as miracles go, I think it should be obvious that there are no hard and fast rules regulating the power of gods.  Therefore, I consider the miracles section to be optional at best.  Any names listed in description written in italics denotes a new skill, detailed elsewhere.]

Priests are powerful figures in the world of DragonQuest.  Not only do they command control of magic derived from the power of their god, but they may occasionally call upon the power of the gods to come to their aid.  They can sanctify an area to protect those within it from the Powers of Darkness (or Powers of Light, depending), and can satisfy the souls of the dead to ensure a restful and peaceful death.


The importance of the priests in the world derives from their secret knowledge of the proper rituals to placate the gods, and make them happy.  Normal people rely on the priests to protect them from those elements outside the realms of magic: plagues, famines, bad luck, and a host of other miscellaneous maladies.  The priests are also responsible for the dead, providing them with safe passage into the afterlife (whatever that afterlife may be, dependent on the religion), as well as safe entrance of children into this world.


Most priests can command the powers of magic, in addition to the might they derive from their heavenly protectors.  Powerful priests command the magic derived from their god with a skill that is beyond the abilities of their more temporal, magician brethren, due to their divine connection to the powers that they invoke: truly powerful priests are terrible to behold.


There is a price to pay for all this: not all may become priests, and those that do walk a straight and narrow path, with many pitfalls and temptations that may lead them astray.  They must be willing to follow orders from their gods, and sometimes clerical superiors, without question or hesitation.  Those that fall from grace may never again enter the priesthood, and may even be hunted down by their more pious brethren.  But to those that join the priesthood, the choice is not one they regret.

The cost to acquire and advance as a priest is detailed below:
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[xx.1]
A priest’s progress in his skill is inhibited by a low Willpower value, and aided by a high value in that characteristic.


A priestly character must pay an additional Experience Point increment of 10% to increase his Rank if his Willpower value is less than 18.  Such a character decreases his Experience Point cost to increase his Rank by an increment of 10% if his Willpower is greater than 22.

[xx.2]
The priestly character, upon choosing this skill, must choose a deity to follow.


This deity will have an appropriate area of influence over a certain magical College (or Colleges), in addition to possibly granting some boons to certain skills.  The following table is a sampling of possible deities that the priest may devote himself to; no specific individual names are given, only areas of influence (listed as “Influence”), Colleges that the deity influences (listed as “Colleges”), and other miscellaneous areas that the deity holds sway over (listed as “Miscellaneous”).  The purpose of the “Miscellaneous” category will be elucidated later.

	Influence
	Colleges
	Miscellaneous



	Sun
	Fire
	Spy

	Moon
	Illusions
	Stealth

	Wind
	Air
	Ranged attacks

	Earth
	Earth
	Ranger, Craftsman (Stone/Metalworking)

	Wisdom
	Mind
	+ Rank to PC

	Lies, Trickery
	Illusions
	Thief, Stealth, Streetwise

	Oceans, Rivers
	Water
	Navigator, Craftsman (Naval)

	Storms
	Air
	Navigator

	Sky
	Celestial
	Astrologer

	Death
	Necromancy, Naming
	Healer, Ranger (Crypts)

	Murder
	Black Magics
	Assassin, Streetwise

	Animals
	Lesser Summonings
	Beast Master, Horsemanship

	Creation
	Naming, Shaping, Light
	Alchemist, Mechanician, Craftsman

	War
	Fire
	Military Scientist, Craftsman (Military)

	Magic
	Enchantment, Shaping
	Alchemist

	Luck
	Enchantment
	Merchant

	Justice
	Fire, Light
	Melee weapons

	Time
	Celestial
	ages at 1/2 the normal rate

	Agriculture
	Earth
	Ranger, Craftsman (Agricultural)

	Love
	Illusions, Light
	Courtesan, Troubadour, Healer

	Birth, Life
	Naming, Light
	Healer, Courtesan, Troubadour

	Messengers
	Enchantment
	Spy, Thief, Streetwise

	Crafts
	Shaping
	Mechanician, Craftsman

	Hunting
	Earth
	Ranger, Stealth

	Archery
	none
	Ranger, Bows, Crossbows

	Civilization
	Enchantment
	Mechanician, Craftsman



A character may not change their associated god under any circumstance, nor may they take this skill multiple times in order to gain the benefits of multiple gods.  Mages that are not of the same College of Magic as their proposed deity’s College of influence may never advance beyond Rank 0 in Priestcraft.  This restriction does not apply to those deities that have no Colleges of influence.

[xx.3]
A priest derives bonuses to their abilities to cast spells from a College under their deity’s influence.


Priests may add twice their Rank in priestcraft to their Cast Chances with spells from the appropriate College.  In addition, the priest learns spells as if their MA were increased by their Rank in priestcraft.

[xx.4]
A priest derives bonuses to perform skills related to their deity’s areas of influence.


Listed under the “Miscellaneous” category above, most deities will have a skill listed.  Those skills listed receive a bonus of 2 per Rank to any percentage-based skill checks the priest may perform.  This will not give a priest Rank in any of those skills, but it will increase their success chances.  Weapons and weapon categories receive a bonus of 1 per Rank to their appropriate Strike Chances.

[xx.5]
A priest may receive a bonus to other activities, dependent on their deity’s area of influence.


The only listed powers that those deities above may grant to their followers outside of those enumerated in [xx.3] and [xx.4] are those that come from Wisdom and Time.  Wisdom grants its devotees a bonus to their PC of 1 per Rank, and the followers of Time age at half the normal rate.  GMs should feel free to add any other bonuses to any deities that they feel are appropriate.

[xx.6]
In times of great need, a priest may call upon their deity to perform a miracle.


A priest may only call upon their deity to perform a miracle in a time of great need.  This has to be judged by the GM, as miracles are not handed out frivolously, and they are not without cost.  In addition, prayers of this sort are not always answered; a typical response to such questions is usually “My child, in this may your faith be tested.”  This being said, GM’s are called upon to use this chart only as a reference, and not a hard and fast rule.


The chance of a miracle is 1%.  Priests attempting to invoke miracles should roll percentage dice; this die roll is altered by a few modifications:

	Situation
	Modification



	Miracle attempted in this area in the past year
	+2

	Miracle attempted by this person in the past year
	+10

	Area is a high-mana area
	-4

	Area is a place of power
	-2

	Area is consecrated ground
	-1

	High Holy Day of the Power supplicated
	-4

	In an temple devoted to the deity invoked


	-4

	supplicant has demonic ties (deals with demons often, travels with a 
Black Magician or Greater Summoner, has been granted a boon 
by a demon, etc.)
	+15

	supplicant has not been faithful
	+5

	supplicant has prayed in the last hour
	-1

	per week the supplicant spends in meditation
	-2

	supplicant has a selfless request
	-2

	per Rank the supplicant has in priestcraft
	-1

	supplicant is on a holy Geas
	-1

	supplicant is under attack
	-1



The request for a miracle is not one that is open to further discussion.  There are no deals or negotiating that takes place -- either it happens or it doesn’t.  An unmodified result of “01” will always succeed.  If an unmodified “100” (or a modified result greater than or equal to 100) is rolled, something other than the intended deity is contacted; it is up to GM to determine the results of this (a demon may appear as if called by the Summon Master Spell of the College of Black Magics, or perhaps a rival god hears and grants a boon to the supplicant’s enemies, etc.).


Assume gods to be masters at Rank 50 of at least one College, and probably more, and Rank 20 in all skills.  They could cast a spell, heal those in need, grant divine power to shoot lightning from the supplicant’s head, or do whatever else the GM feels as appropriate to the situation and the deity in question.  Resistance rolls to the effects of magic cast by deities may either be not allowed at all (especially in cases where the god of wind uses the wind, or the god of thieves wishes to hide something) or made with at least a -20 penalty (in cases where the god, presumably with an MA of about 300 and Rank 50 with a spell, casts for triple or quadruple effect).  Perhaps an avatar or extra-planar servant is summoned, with ridiculous statistics (in the 30s or so) and obscene Ranks (Giant Club at Rank 15, perhaps).  In any case, miracles should be extremely impressive, and cause those nearby to drop their jaws in amazement.


Miracles are not bound by any specific rules -- the GM has complete control over these.  Note that a successful application of this skill only results in the deity taking a favorable interest in the immediate concerns of the supplicant; this means that the deity may require some sort of service or favor from the beseechers, at the GM’s discretion.

[xx.7]
A priest must adhere to a set of guidelines regarding his behavior.


Priests must pray everyday to their deity, or lose access to all powers and abilities granted by their priestcraft skill.  In addition, they will suffer a -20 to all Cast Chances with spells, due to the lack of divine support they normally receive in casting attempts.  In addition, they lose the bonus to their Cast Chance they would ordinarily receive for being a priest (nullifying [xx.3]).


Priests must also adhere to a strict set of rules that all priests of their religion must follow.  Some examples include chastity (no sex), celibacy (no marriage), no meat, must never draw blood, must pray facing east, must never cut hair, must not kill certain creatures sacred to the deity, cannot speak, must tithe wealth to the church (usually 10%), can not learn certain skills (such as Assassin in the case of the followers of Justice, or perhaps Navigator in the case of the devotees of the god of Earth), must not use metallic objects, cannot refuse certain requests, cannot lie, etc.  The GM should devise a set of restrictions for each character wishing to learn priestcraft.  Failure to comply with these strictures results in the same penalty as if the priest had failed to pray; however, in these cases, the priest will suffer the penalties for at least a week, and possibly longer, depending on the nature of the transgression.  Blatant actions against the strictures of the deity may result in a loss of Rank in priestcraft, or perhaps a geas.  In extreme cases, the deity may send out a divine messenger of retribution, or perhaps strip the priest of all priestly Ranks and bonuses.

[xx.8]
A priest’s social position has certain advantages and disadvantages.


A priest within their own culture is generally revered and respected by the townsfolk (though not always by the nobles).  In those cases where the GM feels it appropriate, the priest may receive a bonus of two per Rank to his reaction rolls.  Conversely, in cases where the priest is most unwelcome (a priest of Justice at the Thieves’ Guild), the priest suffers a penalty of two per Rank to his reaction rolls.  In some cases, the reaction roll is to be altered even if the priest’s identity is a secret -- the priest simply carries an aura of the divine which affects those around him.

[xx.9]
A priest may be called upon by their patron deity to perform a quest.


Once per season, the GM must roll to determine if the priest’s deity calls upon him to perform a service.  The chance of this is equal to the Rank the priest character has with the priestcraft skill.  Assume the deity to be at least Rank 51 with Geas.  If the character is contacted, and attempts to even passively resist the geas, he will lose all Ranks with priestcraft (with that deity, at least).  Quests handed down in this fashion are not necessarily dangerous, but could be tests of faith.  However, the higher the Rank the priest, the more likely the geas is of a perilous nature.

