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This spell exactly duplicates the effects of a chant with regard to bonuses of + 1 for friendly attacks and saving throws and
-1 on like enemy dice. However, once the prayer is uttered, the cleric can do other things, unlike a chant which he or she
must continue to make the spell effective. The cleric needs a silver holy symbol, prayer beads, or a similar device as the
material component of this spell.

Upon casting this spell, the cleric is usually able to remove a curse - whether it be on an object, a person, or in the form of
some undesired sending or evil presence. Note that the remove curse spell will not affect a cursed shield, weapon or suit
of armor, for example, although the spell will typically enable the person afflicted with any such cursed item to be rid of it.
The reverse of the spell is not permanent; the bestow curse lasts for 1 turn for every level of experience of the cleric

using the spell. It will lower one ability of the victim to 3 (your DM will determine which by random selection) 50% of the
time; reduce the victim’s “to hit” and saving throw probabilities by -4 25% of the time; or make the victim 50% likely per
turn to drop whatever he, she, or it is holding (or simply do nothing in the case of creatures not using tools) 25% of the
time. It is possible for a cleric to devise his or her own curse, and it should be similar in power to those shown. Consult
your referee. The target of a bestow curse spell must be touched. If the victim is touched, a saving throw is still applicable
and if it is successful, the effect is negated.

Explanation/Description: Upon casting-a speak with the dead spell, the cleric is able to ask several questions of a dead
creature in a set period of time and receive answers according to the knowledge of that creature. Of course, the cleric
must be able to converse in the language which the dead creature once used. The length of time the creature has been
dead is a factor, since only higher level clerics can converse with the long-dead. Likewise, the number of questions which
can be answered and the length of time in which the questions con be asked are dependent upon the level of experience
of the cleric. The cleric needs a holy symbol and burning incense in order to cast this spell upon the body, remains, or
portion thereof.

Level of Maximum Length of Time Number of
Experience Time Dead Questioned Questions
up to 7th 1 week 1 Round 2

7th 8th 1 month 3 Rounds

9th - 12th 1year 1 Turn

13th - 15th 10 years 2 Turns

16th - 20th 100 years 3 Turns

21stand up 1,000 Years 6 Turns
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