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Every time you commune, you gain access to all of your rotes without having to select them or count them toward your allotment of spells.

Light ---------------------------------- Rote   □
An item you touch glows with divine light, about as bright as a torch. It gives off no heat or sound and requires no fuel but is otherwise like a mundane torch. You have complete control of the color of the flame. The spell lasts as long as it is in your presence.

Sanctify ---------------------------------- Rote   □
Food or water you hold in your hands while you cast this spell is consecrated by your deity. In addition to now being holy or unholy, the affected substance is purified of any mundane spoilage.

Guidance ---------------------------------- Rote   □
The symbol of your deity appears before you and gestures towards the direction or course of action your deity would have you take then disappears. The message is through gesture only; your communication through this spell is severely limited.

Dazzle ---------------------------------- Rote   □ 
When cast, a blinding flash of light will be created. If a monster is charging the cleric, it will stop moving. This will allow the cleric to beat a hasty retreat. After a few seconds, the effect wears off and the monster will resume the chase.

Hide from Undead ---------------------------------- Rote   □ 
Undead cannot see, hear, or smell the warded creatures. Even extraordinary or supernatural sensory capabilities cannot detect or locate warded creatures. Non-intelligent undead creatures are automatically affected and act as though the warded creatures are not there. If an intelligent undead has reason to believe unseen opponents are present, it can attempt to find or strike them. If a warded creature attempts to turn or command undead, touches an undead creature, or attacks any creature (even with a spell), the spell ends for all recipients.

Ghost Sound ---------------------------------- Rote   □
Ghost sound allows you to create a volume of sound that rises, recedes, approaches, or remains at a fixed place. You choose what type of sound ghost sound creates when casting it and cannot thereafter change the sound’s basic character. You can produce as much noise as four normal humans talking normally. The noise a ghost sound spell produces can be virtually any type of sound within the volume limit.

Mark of the Divine ---------------------------------- Rote   □
This spell allows you to inscribe your divine symbol. The writing can be visible or invisible. A mark spell enables you to etch the rune upon any substance without harm to the material upon which it is placed. If an invisible mark is made, a detect magic spell causes it to glow and be visible, though not necessarily understandable.


Message ---------------------------------- Rote   □
You can whisper messages and receive whispered replies with little chance of being overheard. You point your finger at each creature you want to receive the message. When you whisper, the whispered message is audible to all targeted creatures within range. Magical silence, 1 foot of stone, 1 inch of common metal (or a thin sheet of lead), or 3 feet of wood or dirt blocks the spell. The message does not have to travel in a straight line. It can circumvent a barrier if there is an open path between you and the subject, and the path’s entire length lies within the spell’s range. The creatures that receive the message can whisper a reply that you hear. The spell transmits sound, not meaning. It doesn’t transcend language barriers.



file_4.png

file_5.wmf


Choose 7 first level spells which you will be able to pick from during Commune. 
Bless ---------------------------------- Level 1 Ongoing   □
Your deity smiles upon a combatant of your choice. They take +1 ongoing so long as battle continues and they stand and fight. While this spell is ongoing you take -1 to cast a spell.

Cure Light Wounds ---------------------------------- Level 1   □
At your touch wounds scab and bones cease to ache. Heal an ally you touch of 1d8 damage.

Detect Alignment ---------------------------------- Level 1   □
When you cast this spell choose an alignment: Good, Evil, Lawful, or Chaotic. One of your senses is briefly able to detect that alignment. The GM will tell you what here is of that alignment.

Cause Fear ---------------------------------- Level 1 Ongoing   □
Choose a target you can see and a nearby object. The target is afraid of the object so long as you maintain the spell. Their reaction is up to them: flee, panic, beg, fight. While this spell is ongoing you take -1 to cast a spell. You cannot target entities with less than animal intelligence (magical constructs, undead, automatons, and the like).

Magic Weapon ---------------------------------- Level 1 Ongoing   □
The weapon you hold while casting does +1d4 magic damage until you dismiss this spell. While this spell is ongoing you take -1 to cast a spell.

Sanctuary ---------------------------------- Level 1   □
As you cast this spell, you walk the perimeter of an area, consecrating it to your deity. As long as you stay within that area you are alerted whenever someone acts with malice within the sanctuary (including entering with harmful intent).  Anyone who receives healing within a sanctuary heals +1d4 HP.

Speak With Dead ---------------------------------- Level 1   □
A corpse converses with you briefly. It will answer any three questions you pose to it to the best of the knowledge it had in life and the knowledge it gained in death.

Calm Emotions ---------------------------------- Level 1   □
This spell calms agitated creatures. You have no control over the affected creatures, but calm emotions can stop raging creatures from fighting or joyous ones from reveling. Creatures so affected cannot take violent actions (although they can defend themselves) or do anything destructive. Any aggressive action against or damage dealt to a calmed creature immediately breaks the spell on all calmed creatures. It also suppresses any fear effects and removes the confused condition from all targets.

Obscuring Mist ---------------------------------- Level 1   □
A misty vapor arises around you in a 20 feet radius. It is stationary once created. The fog obscures all sight, including darkvision, beyond 5 feet. A creature 5 feet away has concealment (attacks have a 20% miss chance). Creatures farther away have total concealment (50% miss chance, and the attacker cannot use sight to locate the target). This spell does not function underwater.

Consecration ---------------------------------- Level 1   □
As you cast this spell, you walk the perimeter of an area (a perimeter up to 50 meters), consecrating it to your deity. As long as you stay within that area you are alerted whenever someone acts with malice within the sanctuary (including entering with harmful intent).  Any undead in the area takes 1d4 damage every minute, which ignores normal armor.

Delay Poison ---------------------------------- Level 1 Ongoing      □
The subject becomes temporarily immune to poison while this spell is ongoing. Delay poison does not cure any damage that poison may have already done. While this spell is ongoing you take -1 to cast a spell.

Fascination ---------------------------------- Level 1   □
When cast, a few small colored lights will appear at the targeted area. If a monster the cleric is facing is of particularly low intelligence, it will move towards the lights and stand among them watching for a minute or so if not disturbed. 
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Choose 6 third level spells which you will be able to pick from during Commune. 
Animate Dead ---------------------------------- Level 3 Ongoing   □
You invoke a hungry spirit to possess a recently-dead body and serve you. This creates a zombie that follows your orders to the best of its limited abilities. Treat the zombie as a character, but with access to only the basic moves. It has a +1 modifier for all stats and 1 HP. The zombie also gets your choice of 1d4 of these traits:
	It’s talented. Give one stat a +2 modifier.
	It’s durable. It has +2 HP for each level you have.
	It has a functioning brain and can complete complex tasks.
	It does not appear obviously dead, at least for a day or two.

The zombie lasts until it is destroyed by taking damage in excess of its HP, or until you end the spell. While this spell is ongoing you take -1 to cast a spell.

Cure Moderate Wounds ---------------------------------- Level 3   □
You staunch bleeding and set bones through magic. Heal an ally you touch for 2d8 hit points. Target cannot exceed its max HP. 

Darkness ---------------------------------- Level 3 Ongoing   □
Choose an area you can see: it’s filled with supernatural darkness and shadow. While this spell is ongoing you take -1 to cast a spell.

Resurrection ---------------------------------- Level 3   □
Tell the GM you would like to resurrect a corpse whose soul has not yet fully departed this world. Resurrection is always possible, but the GM will give you one or more (possibly all) of these conditions to fulfill:
	It’s going to take days/weeks/months
	You must get help from _____________
	 It will require a lot of money
	You must sacrifice ____________ to do it

The GM may, depending on the circumstances, allow you to resurrect the corpse now, with the understanding that the conditions must be met before it’s permanent, or require you to meet the conditions before the corpse is resurrected. 

Hold Person ---------------------------------- Level 3   □
Choose a person you can see. Until you cast a spell or leave their presence they cannot act except to speak. This effect ends immediately if the target takes damage from any source.

Water Breathing ---------------------------------- Level 3 Ongoing   □
The transmuted creature can breathe water freely. While this spell is ongoing you take -1 to cast a spell.

Divine Shroud ---------------------------------- Level 3   □
When cast, the cleric will become completely invisible as long as he remains standing still. Most enemies charging towards the cleric will wait a moment, then leave the area and the cleric will have avoided the battle. If the cleric moves, the spell will be broken and the enemy will resume the attack.

Resistance ---------------------------------- Level 3 Ongoing   □
When cast ally you touch will be protected by a protective field. This field will reduce the amount of damage taken from fire, frost, and electricity and increase constitution by 3. This works against both spells that use these elements, and from natural occurrences of these elements. While this spell is ongoing, the Cleric takes -1 to cast a spell.

Shield Other ---------------------------------- Level 3   □
This spell wards the subject and creates a mystic connection between you and the subject, so that some of its wounds are transferred to you. The subject gains a +1 magical armor. Additionally, the subject takes only half damage from all wounds and attacks that deal hit point damage. The amount of damage not taken by the warded creature is taken by you. Forms of harm that do not involve hit points, such as debilities charm effects, are not affected. If you and the subject of the spell move more than 40 feet away of each other the spell ends.

Silence ---------------------------------- Level 3 Ongoing   □
Negates all sound in a 20 feet radius. Conversation is impossible, spells with verbal components cannot be cast, and no noise whatsoever issues from, enters, or passes through the area. 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. While this spell is ongoing you take -1 to cast a spell.

Daylight ---------------------------------- Level 3 Ongoing   □
Sheds light as bright as full daylight in a 60-foot radius, and dim light for an additional 60 feet beyond that. Creatures that take penalties in bright light also take them while within the radius of this magical light. Despite its name, this spell is not the equivalent of daylight for the purposes of creatures that are damaged or destroyed by bright light. While this spell is ongoing you take -1 to cast a spell.

Water Walk ---------------------------------- Level 3 Ongoing   □
The transmuted creature can tread on any liquid as if it were firm ground. Mud, oil, snow, quicksand, running water, ice, and even lava can be traversed easily, since the subjects’ feet hover an inch or two above the surface (Creatures crossing molten lava still take damage from the heat because they are near it). If the spell is cast underwater (or while the subjects are partially or wholly submerged in whatever liquid they are in), the subjects are borne toward the surface at 60 feet per round until they can stand on it. While this spell is ongoing you take -1 to cast a spell.
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Choose 6 fifth level spells, which you will be able to pick from during Commune. 
Revelation ---------------------------------- Level 5   □
Your deity answers your prayers with a moment of perfect understanding. The GM will shed light on the current situation. When acting on the information, you take +1 forward.

Cure Critical  ---------------------------------- Level 5   □
Heal an ally you touch of 3d8 damage.

Divination ---------------------------------- Level 5   □
Name a person, place, or thing you want to learn about. Your deity grants you visions of the target, as clear as if you were there.

Contagion ---------------------------------- Level 5 Ongoing   □
Choose a creature you can see. Until you end this spell, the target suffers from a disease of your choice. While this spell is ongoing you take -1 to cast a spell.

Words of the Unspeaking ---------------------------------- Level 5   □
With a touch you speak to the spirits within things. The non-living object you touch answers three questions you pose, as best it can.

True Seeing ---------------------------------- Level 5 Ongoing   □
Your vision is opened to the true nature of everything you lay your eyes on. You pierce illusions and see things that have been hidden. The GM will describe the area before you ignoring any illusions and falsehoods, magical or otherwise. While this spell is ongoing you take -1 to cast a spell.

Trap Soul ---------------------------------- Level 5   □
You trap the soul of a dying creature within a gem. The trapped creature is aware of its imprisonment but can still be manipulated through spells, parley, and other effects. All moves against the trapped creature are at +1. You can free the soul at any time but it can never be recaptured once freed.

Cure Debility ---------------------------------- Level 5   □
Permanently cures debility of a character you touch. The spell also kills parasites, including green slime and others. Certain special diseases or debilities caused by missing limbs and so on, may not be countered by this spell.

Reversal ---------------------------------- Level 5 Ongoing   □
When cast, the cleric is protected by a field that will reflect magic cast directly at him. Spells cast at him will bounce off, either directly back at the caster or sometimes at an angle, depending on the situation. While this spell is ongoing, the cleric takes -1 to cast a spell.

Levitate ---------------------------------- Level 5 Ongoing   □
When cast, the cleric will enter a “floating” state. The cleric can then move up and down, but not side-to-side without some mundane means of propulsion, such as pushing off a wall.

Advanced Resistance ---------------------------------- Level 5 Ongoing   □
This spell has the same effect as Resistance, but can now be applied to nearby allies as well. While this spell is ongoing, the cleric takes -1 to cast a spell.

Divine Power ---------------------------------- Level 5 Ongoing   □
You gain +2 Strength and an amount of temporary hitpoints equal to your cleric level. While this spell is ongoing, the cleric takes -1 to cast a spell.
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Choose 6 seventh level spells, which you will be able to pick from during Commune. 

Word of Recall ---------------------------------- Level 7   □
Choose a word. The first time after casting this spell that you speak the chosen word, you and any allies touching you when you cast the spell are immediately returned to the exact spot where you cast the spell. You can only maintain a single location; casting Word of Recall again before speaking the word replaces the earlier spell.

Heal ---------------------------------- Level 7   □
Touch an ally and you may heal their damage a number of points up to your maximum HP.

Harm ---------------------------------- Level 7   □
Touch an enemy and strike them with divine wrath—deal 2d8 damage to them and 1d6 damage to yourself. This damage ignores any armor.

Sever ---------------------------------- Level 7 Ongoing   □
Choose an appendage on the target such as an arm, tentacle, or wing. The appendage is magically severed from their body, causing no damage but considerable pain. Missing an appendage may, for example, keep a winged creature from flying, or a bull from goring you on its horns. While this spell is ongoing you take -1 to cast a spell.

Mark of Death ---------------------------------- Level 7   □
Choose a creature whose true name you know. This spell creates permanent runes on a target surface that will kill that creature, should they read them.

Control Weather ---------------------------------- Level 7   □
Pray for rain—or sun, wind, or snow. Within a day or so, your god will answer. The weather will change according to your will and last a handful of days.

Holy Fire ---------------------------------- Level 7   □
You draw down holy power to smite your enemies. As an offensive spell, Holy Fire’s main function is causing 1d10 damage to an enemy and d6 damage to anyone Close to the target. This damage ignores any armor. It has a secondary function of being able to set things on fire. Does double damage to the undead.

Glyph of Warding ---------------------------------- Level 7   □
Cleric draws his symbol of the divine. Inscription harms the first who enter, pass, or open the warded area or object with 2D6 damage. A glyph of warding can guard a bridge or passage, ward a portal, trap a chest or box, and so on. You set the conditions of the ward. Typically, any creature entering the warded area or opening the warded object without speaking a password (which you set when casting the spell) is subject to the magic it stores. Alternatively or in addition to a password trigger, glyphs can be set according to physical characteristics (such as height or weight) or creature type, subtype, or kind. Glyphs can also be set to pass those of your religion.


Earthquake ---------------------------------- Level 7   □
Intense tremor shakes 80 feet radius. When you cast earthquake, an intense but highly localized tremor rips the ground. The shock knocks creatures down, collapses structures, opens cracks in the ground. Last around 10 seconds, during which time creatures on the ground can’t move or attack. The earthquake affects all terrain, vegetation, structures, and creatures in the area. The specific effect of an earthquake spell depends on the nature of the terrain where it is cast.
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Choose 5 ninth level spells, which you will be able to pick from during Commune. 
Storm of Vengeance ---------------------------------- Level 9   □
Your deity brings the unnatural weather of your choice to pass. Rain of blood or acid, clouds of souls, wind that can carry away buildings or any other weather you can imagine: ask and it shall come.

Repair ---------------------------------- Level 9   □
Choose one event in the target’s past. All effects of that event, including damage, poison, disease, and magical effects, are ended and repaired. HP and diseases are healed, poisons are neutralized, magical effects are ended.

Divine Presence ---------------------------------- Level 9 Ongoing   □
Every creature must ask your leave to enter your presence, and you must give permission aloud for them to enter. Any creature without your leave takes an extra 1d10 damage whenever they take damage in your presence. While this spell is ongoing you take -1 to cast a spell.

Consume Unlife ---------------------------------- Level 9   □
The mindless undead creature you touch is destroyed and you steal its death energy to heal yourself or the next ally you touch. The amount of damage healed is equal to the HP that the creature had remaining before you destroyed it.

Plague ---------------------------------- Level 9 Ongoing   □
Name a city, town, encampment, or other place where people live. As long as this spell is active that place is beset by a plague appropriate to your deity’s domains (locusts, death of the first born. etc.). While this spell is ongoing you take -1 to cast a spell.



