60. Templar Skill by Todd Douglas

Note:  This skill was heavily inspired by Todd Coy’s Holy Knight Skill, and is really more of a variation of his work than an original work of my own.

Templars are servants of the Church of Light.  Many who have the Templar skill are also Warriors, and Military Scientists, these servants are known as Templar Knights.  Most Templars serve a specific church, or Lord who embraces the Gods of Light.  Templars that wonder the land, and are not tied to a specific church are known as Paladins.  Templars follow a specific Code of Honor.  Only the most faithful, and dedicated followers are chosen to learn this skill.  Use the experience of the Healer.

60.1 Restrictions
A Templar must belong to the Church of Light.

The Templar is not required to declare allegiance to a specific deity at this time, but most do.

A Templar must follow a Code of Honor.  

A Templar must act with honor at all times.  This includes not lying, or cheating, and respecting legitimate authority.  A Templar must uphold and defend the Church at all times.  They must help those in need, so long as the help dose not oppose the goals of the Gods of Light.  A Templar must punish those that harm or threaten innocents, and members of the Church.

A Templar must Tithe to the Church.

Many Templars give all their worldly possessions (except what they need to combat evil) to the church.  However, only a tithe of 10% of is required.

Templars must rely on their faith to succeed, not magic.

A Templar usually possesses a maximum of 1 (+1 per rank) magic items.  Magic items in excess of this limit should be turned over to the Church.  This may count towards the Templar’s tithe.  Templar’s view magic and mages with suspicion.  Potions made from the Healer skill are not considered magic for the purposes of this restriction.

The Templars rarely accept adepts as members of their order.  If a Templar is also a member of a magic college (Thaumaturgies and Elementalism only) they not advance beyond rank two without significant reason.  (GM Note:  The player must impress the church in some way for each rank gained above rank two.)

Templars that disobey the restrictions of this skill may be punished.

Templars who are tricked into breaking their Code of Honor may receive a gentle warning.  However those that disobey blatantly, and have free will, will lose some or all of their ranks in this skill, and perhaps earn the wrath of the Church and the Gods. 

60.2 Benefits
Holy Defenses:  +10% + 1% per rank to Magic Resistance, and Defense vs. Evil.

A Templar’s dedication to goodness grants great defense vs. evil.  When a Templar successfully resists evil magic there is no effect (half effects are ignored).  Holy defenses are a quasi-magical and thus dose not stack with magic.  However, this power dose not fail in low mana zones.

Aura of Courage:  Reduce all rolls on the Fear chart by 10% + 3% per rank.
The Templar is fearless, and inspiring to his allies.  The Aura of Courage affects the Templar, and all allies with in 10’ +1’ per rank.

Rank 0:  Tactile Empathy: 90% + 1% per rank.
A Templar may lay hands and invoke empathy.  Empathy will let the Templar know the surface emotions of the target, and will also know what healing is needed.  Pass Action required.

Rank 1:  Sense Evil:  (2xPC) + (3xRank)

Templars may sense the evil intent of others within range.  The range of this ability is 30’ + 2’ per rank.  When using this power it may be used on an area giving a general reading, or it may be concentrated on an individual or entity.   If focused on an entity the GM may allow the entity a WP checks to resist (DF is the GMs discretion).  Generally the greater the evil the easier it is to detect.  Pass Action required.

Rank 2:  Cure Disease and Infection (1 FT):  (2xWP) + (5xRank)

Templars have the ability to use their faith to cure themselves and others.  Using this ability takes 30 (-2 per rank) minutes.

Rank 3:  Stun Recovery:  (3xWP) + Rank + current fatigue. 
A Templar’s mental discipline, and great faith allow them to recover from stun quickly.  Also if a Templar is stunned before their turn and then recover on their turn, then they may act.  However, if their first attempt to recover from stun fails then they must roll at the end of the pulse, and may not act in that pulse.

Rank 4:  Battlefield Healing (2 FT):  (2xWP) + (5xRank)

Templars have the ability to heal endurance on the battlefield.  The amount of endurance healed is equal to the rank of the Templar.  Pass Action required.  If this ability is used outside of combat then the base chance becomes 90% + 1% per rank, and takes 10 minutes. 

Rank 5:  Luck of Angels

By the time a Templar has achieved rank five they receive the favor of the powers of light.  In times of great need, and when working towards the goals of the Gods of Light, the GM may adjust the dice roll by up to 3 in favor of the Templar.  GM discretion is needed, and this power should not be abused.  This can be used as often as the GM desires.

Rank 6:  Lesser Banishment (2 FT):  (2xWP) + (5xRank) – (2xWP of target)

A Templar by holding forth their holy symbol may banish (lesser) summoned beings back to their home plane.  This ability requires a Pass Action, and may only be attempted once per pulse.  The minimum chance for this power is rank %.

Rank 7:  Aura of Radiance (1 FT):  (3xWP) + (2xRank)

A Templar may call upon the Gods of Light for protection, and to harm the undead.  The Templar’s aura is now visible as a soft blue-white light.  All undead within 10’ +1’ per rank must roll (2xWP) or take D+1 damage.  The aura last for rank pulses, and the undead must roll each pulse to resist.  Invoking the aura requires a Pass Action.  The aura also absorbs 1 (+1 per 2 ranks) DP from the touch of Greater Undead (only affects the Templar).

Rank 8:  Holy Wrath (3 FT):  (2xWP) + (3xRank)
By holding forth their holy symbol a Templar may cause Undead to roll on the Fright Table.  Lesser Undead may resist this by rolling willpower or less, and Greater Undead roll (2xWP) to resist.  A maximum of rank lesser undead, or one greater undead may be affected.  A result indicating death causes the undead to be consumed by holy fire, and is destroyed.  Add 3xRank to the Fright Table roll.

Rank 9:  Banishment (2FT):  (2xWP) + (4xRank) – (2xWP of target)

A Templar by holding fourth their holy symbol may banish summoned beings back to their home plane.  This ability requires a Pass Action, and may only be attempted once per pulse.  The minimum chance for this power is rank %.  

Rank 10:  Dispelling (2 FT):  (2xWP) + (4xRank) – (2xSpell Rank)

By using the power of their faith a Templar may dispel evil magic.  This power requires the Templar’s holy symbol to be held fourth, and requires a Pass Action.  Dispelling can only be attempted once per pulse, and a Templar may not attempt to use Greater Banishment and Dispelling in the same pulse.

