
Priests and Paladins for Dragonquest 

One of the major shortcomings of the Dragon-Quest 
system is the lack of detail on the forces of the Powers of Light. 
In my campaign I have remedied this by developing a set of 
skills which are magical in effect, but which have the source of 
their powers in another area. Priests and Paladins are powerful 
skills but the restrictions on them balance this out. Members of 
these professions occupy a privileged position in society and 
have several advantages when interacting with said society. 
 

Powers 
Rank Ability         Fatigue Point Cost

0 Prayer  1 
1 Blessing 2
2 Recognise Evil 3
3 Ordination as Priest*, Mass* —
4 Repel Undead   4 (lesser), 8 (greater)
5 Healing of the Holy* 6
6 Exorcism* 15
7 Rites of Protection* 8
8 Wrath of God* 10
9 Quest* 15

10 Holy Word* 10

* indicates that this ability may only be used by priests. 
Requirements for Priests 
1. All priests must have Willpowers of 15 or greater. 
2. All priest must remain celibate at all times, failure to do so 
will mean an effective loss of five levels until appropriate 
atonement is made. 
3. Priests may only use Class C weapons. 
4. Priests must tithe 20% of all monies earned to the Church. 
5. Priest must obey the orders of their superiors in the Church 
or be excommunicated. 
6. Priests may not join any College of Magic, save that of the 
College of Naming Magic. In some campaigns GM's may even 
wish to prevent this. 
Requirements for Paladins 
1. All paladins must have a willpower of 15 or more. 
2. Paladins must be pure of heart, that is they must not show a 
nature that is cruel or suspicious, neither may they participate in 
acts of cruelty and unneeded violence. Paladins must attempt to 
show in their characters the finer side of human nature. 
3. A paladin may never refuse to aid the weak and helpless if 
asked or if they notice their plight. 
4. Paladins must tithe 50% of all monies earned to the 
Church. 
5. At Rank 3, a paladin must go into service with a Lord, 
whether it be of the Church or the temporal powers. This means 
that the allegiance of the Paladin is given to this person. 
6. A paladin may not be a member of any College of Magic, 
save for the College of Naming Magic. 

Deviations from the above guidelines will depending upon 
their severity result in punishments ranging from complete loss 
of Rank never to be regained, to quests, to periods of fasting and 
prayer. 
General Abilities 

A priest or paladin may use each day a number of abilities 
equal to his/her Rank + 2. Most abilities will only work on 
fellow believers. 

 

1. Prayer — This ability enables the priest or paladin to 
receive spiritual guidance, after ten minutes of quiet meditation 
the cleric will receive a general indication of the benefit of a 
particular course of action to the cleric/paladin. The chance of 
success is equal to (5* Rank) + Perception %. 
2. Blessing — The cleric may bless a person who is a 
member of the church, for the next Rank hours, the person will 
get + l%/2 Ranks (Round up) to all actions they undertake as 
long as they are in accordance with the Church. The casting of 
spells does not fall in this category. 
3. Recognise Evil — The cleric will be able to determine 
whether a person or creature is a servant of the Powers of 
Darkness, this includes those who have made pacts with them, 
bargained with demons and the like. It will not determine 
whether or not a person is evil, just whether that person has a 
direct connection with the Powers of Darkness. 
4. Ordination — At this Rank, a character who possesses the 
Priest skill will be ordained as a fully fledged priest of the 
Church, he/she may now officiate in all ceremonies of the 
Church and may prefix their name with the title Father/Mother, 
prior to this they may use the title Brother/Sister. At this Rank a 
Paladin may join one of the Orders of the Faithful as a Knight, 
which will give the character access to the resources of the 
Order, it will also confer increased status in society. 

5. Repel Undead — The Priest/Paladin is able to cause 
creatures to of the Undead to flee the presence of the cleric. The 
base chance equals the Willpower of the cleric + (5*Rank). 
Modifications to this chance are: 

Ghost, Revenant -5% 
Ghoul 0% 

Skeleton, Zombie +5% 
Nightguant-10% 

Wight -15% 
Wraith -25% 

Spectre, Vampire -35% 
Consecrated Ground +35% 

The creature will not be able to near the cleric for a 
number of minutes equal to the Rank of the cleric, if attacked 
they will be able to retaliate. If the roll is 5% of the required 
number, the creature will be utterly destroyed if it fails a 
Willpower check with a Difficulty Factor of 1. 
6. Healing of the Holy — The priest will be able to 
heal wounds and diseases by the use of this power. It 
will cure (D-2) + Rank points of Endurance or 
Fatigue, as well as preventing the worsening of 
specific grievous injuries. It will also cure any disease, 
base chance equals 10% per Rank. This ability will 
only work on members of the Church. 
6. Exorcism — This ability functions as a Remove Curse Ritual 
(see 84.5), save that the Rank of the Ritual equals 2* the rank of 
the cleric and the Magic Aptitude equals the Willpower of the 
cleric. It may also be used for any function that the GM feels is 
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appropriate. 
8. Rites of Protection — This ability enables the cleric to 
provide protection from physical attack and magic. It subtracts 5 
per Rank to be hit and adds 5 per Rank to magic resistance. 
While it is in effect however, the cleric may not attack the 
enemy. In addition, it prevents any creature of the Dark or from 
another plane (the Undead, Lycanthropes, Demons and the like) 
from entering its area of effect. The area is the hex the cleric 
occupies and the six surrounding hexes, the benefits extend to 
all allies of the cleric in the area, however the restriction on 
attacking does not apply to these allies. The Rites last for Rank 
hours and cannot move. 

 
9. Wrath of God — This ability enables the cleric to 
call down bolts of energy from Heaven. The cleric 
may direct them into one hex at Rank 8 and 9 and two 
hexes at Rank 10. 

The bolts do Rank Squared points of damage to all 
creatures in the hex, no armour is received upon this attack and 
points may be removed from both Endurance and Fatigue in the 
same attack. The base chance of success equals (5*Rank) + 
Willpower %. It may only be used against definite foes of the 
Powers of Light. 
10. Quest — The cleric may cause a person or group of 
persons who genuinely deserve such a mission (in the view of 
the GM as well as the cleric) to perform a task set by the cleric 
whether they wish to or not. There is no resistance to this, but if 
the task is unreasonable (e.g. an inexperienced character sent to 
slay a dragon is unreasonable, but a mission to retrieve some 
item from the same dragon is not) then the Quest will have no 
effect. When a character voluntarily ignores the Quest, they will 
lose one point of Endurance a day until the character is dead, 
such loss is permanent. 
11. Holy Word — The cleric may utter a Holy Word, which 
will cause all creatures from other planes to 

return to them. All evil creatures other than Demons will be 
destroyed who are within earshot, Demons will be banished to 
their own plane for 50 years. Evil creatures do get a resistance 
versus the Holy Word, they must make a Willpower roll with a 
Difficulty Factor of ½ or be destroyed. Those creatures which 
save must roll on the Fright Table at +25%. Evil creatures 
i n c l u d e  Undead, D e v i l s ,  L y c a n t h r o p e s ,  
Doppelgangers, Hell Hounds, Dire Wolves and the like. A Holy 
Word will permanently drain (D-5) Fatigue points from the 
Cleric. 
Non Magical Abilities 
1. Priests and Paladins are generally immune to the 
Seduction ability of Courtesans, however this is modified by the 
circumstances and characters involved, e.g. a Rank 10 
Courtesan would be able to seduce a Rank 1 Priest, though at a 
reduced chance to normal. (They are human, after all). 
2. A Priest gets +1% per Rank to hit versus the Undead, 
Demons, Creatures of Hell and Darkness and Lycanthropes. A 
Paladin gets +2 per Rank. 
3. Priest gets +1 damage per 4 Ranks (rounded down) against 
the creatures mentioned in 3), Paladins get +1 damage per 3 
Ranks (rounded up). 
4. Paladins/Priests get a bonus of 10% to magic resistance 
versus magic cast by members of the Colleges of the Branch of 
Entities. 
5. Paladins/Priests may obtain free lodgings for a number of 
days equal to their Rank in a village or town. 

6. Priests and Paladins may convert unbelievers to their faith. 
The chance is equal to: 

% chance = WP of Priest + (2 x Rank) - WP of convert or  
% chance = WP of Paladin + (1 x Rank) - WP of convert. 

Notes 
1. For a Priest to achieve a Rank greater than 7, the 
GM must be convinced by the character's roleplaying 
that the character is of the highest moral standing and 
as well must have performed some deed that is 
deserving of sainthood. 

A Rank 10 Priest will eventually be canonised and become a 
Saint. 
2. Paladins who achieve a Rank greater than 7 will 
be leaders of the armies of the Church and will often 
be granted the protection of lands belonging to the 
Church. 

Experience Point Costs 
 

Priest Paladin
Rank Cost Rank          Cost 

0 1000 0              800 
1 500 1              350
2 1500 2              1000
3 3500 3             2000
4 6000 4              3500
5 9000 5             5000
6 13000 6             7500
7 16000 7             1000
8 20000 8             12500
9 25000 9             15000
10 30000 10            17500 

  by Martin Dick 
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