Cleric


armor�
Adds to defense�
�
cure light�
Weakest healing spell; rarely used�
�
cause light�
Weakest attack spell; rarely used�
�
create water�
Creates water in a preexisting container�
�
create food�
Creates a magic mushroom�
�
bless�
Slightly boosts offense and accuracy of target�
�
detect poison�
Detects poison in a specific substance�
�
cure serious�
Decent healing spell; used on occasion�
�
curse�
Opposite effect of "bless" or object becomes impossible to release�
�
cause serious�
Decent attack spell; used on occasion�
�
refresh�
Reduces target’s fatigue�
�
sense life�
Senses hidden life�
�
detect alignment�
Detects moral alignment of those around�
�
remove poison�
Eliminates poison from substance or victim�
�
detect invisibility�
Allows caster to see invisible individuals and objects�
�
poison�
Poisons substance or target�
�
cure blind�
Cures blindness�
�
word of recall�
Warps target to center of continent (or center of forum building if more 


appropriate)�
�
dispel evil�
Damages evil targets by causing intense guilt�
�
dispel good�
Damages good targets by contrasting their good nature with the evil around 


them, causing pain�
�
identify�
Determine attributes of a given object�
�
blindness�
Temporarily blinds target�
�
control weather�
Alters the surrounding weather to an extent (Note: cannot produce lightning)�
�
infravision�
Lets caster see in the dark�
�
earthquake�
Causes earth to shake; damages all non-friendly nearby targets�
�
sense death�
Determines whether a death has recently occurred nearby the caster�
�
levitate�
Target floats above the ground�
�
call lightning�
Summons lightning; although the faithful can call lightning from a clear sky,


the spell is more powerful when there is more lightning in the sky�
�
protection from evil�
Added protection from evil foes�
�
protection from good�
Added protection from good foes�
�
breathe water�
Temporarily alters lungs for breathing underwater�
�
cure critic�
Strong healing spell; personal preference�
�
remove curse�
Eliminates "curse" status�
�
cause critic�
Strong attack spell; personal preference�
�
protection from cold�
Makes target feel warmer; prevents freezing�
�
protection from heat�
Makes target feel colder; prevents overheating�
�
summon�
Calls an individual of less, equal, or slightly more power than the caster; can 


only be used on willing targets�
�
mass protection from cold�
"Protection from cold" on a select group�
�
mass protection from heat�
"Protection from heat" on a select group�
�
hinder�
Slows target considerably�
�
sanctuary�
Significant protection from attacks, especially those from foes of opposite 


moral alignment�
�
heal�
Strongest cleric healing spell; less popular than cure critic due to drain on 


caster but useful for severe situations�
�
harm�
Strongest cleric attack spell; less popular than cause critic due to drain on 


caster but useful for severe situations�
�









Thief


see others' inventory�
�
�
sneak�
Walk without detection; can be noticed through deliberate effort�
�
pick lock�
Unlock most locks without keys�
�
steal�
Steal select object from target’s inventory�
�
hide�
Go unnoticed by even the more astute observers; "sense life" will uncover presence but not identity; any movement reveals hiding place�
�
scan�
Look further than the normal gaze in all directions�
�
dodge�
Evade a physical attack�
�
trip �
Take target to ground with a leg-sweep�
�
trap�
Set a trap for any target�
�
throw�
Throw an appropriate object at target�
�
backstab�
Insert a piercing weapon into the backside of an unsuspecting target�
�
sense hidden�
Sense hidden objects in rooms or others’ inventories�
�
dirt kick�
Kick dirt into eyes of targets – blinds them�
�
throat punch�
Temporarily mute target�
�
parry�
Block a physical attack�
�
retreat�
Escape combat with no penalty or "fleeing" damage�
�
second attack�
Two attacks in the standard time of one�
�



