 Charonti Cults: 2-3-16
Jurists (Truth & Law):


Jurist are a subgroup (subcult) of Philosophers who strive to embody the virtues of reason and compassion.  They have broad civil powers in order to enforce Charonti ideals.  
Initiate Membership:  
Requirements: Two of the following at 25%: Human Lore, Orate, Search, and/or Scan.  Must take Jurist’s Oath.  Must pass test. Must sacrifice a point of Power. 
Duties/Restrictions: If a scholar, they must give 90% of their time and 100% of wealth to society and temple.  If a Guildsman they must give 10% of their time and 10% of wealth to society and temple.  
Benefits: May learn Sorcery from Scholars.  Divine Intervention, One-use Divine Magic, and Participate in Worship.  Power of Judgment: Jurists have the power of judge and jury: An initiate may 1) resolve any dispute between Charonti citizens with the force of law. 2) They may assign property from any ordinary Charonti citizen to another, or to the Crown.  This may be used to resolve disputes, correct an injustice, punish a crime, or reward exemplary duty or community minded behavior. 
Acolyte Membership:

Requirements:  The following Skills at 50%+: Human Lore, Orate, Search, and Scan. 50%+ combined in Ritual Magic  Must be a member of the Scholar Caste.  Must have taken Oath. Must pass test.
Duties/Restrictions:  Must give 90% of their time and 100% of wealth to society and temple.
Benefits:   Reusable Special Divine Magic.  For Acolyte and Priest Jurists the Oath spell is reusable. Power of Judgment: As Initiate plus 1) Assign any citizen a task as a means of promoting justice, teaching a lesson, building character, or punish inappropriate behavior.  2)  Assign a citizen to any vocation.  This may entail changing the citizen’s castes.  
Priesthood:

Requirements:  Must be a member of the Scholar Caste. Must be an Acolyte.  Must have take Oath. Must pass test. 
Duties/Restrictions:  Must give 90% of their time and 100% of wealth to society and temple.  
Benefits:  Lead Worship, Power of Judgment: As Initiate and Acolyte plus: 1) Arrange marriages between any two Charonti citizens.  2) Require a Sorcerer to cast a long term curse on an offender (such as Diminish Appearance)
Common Divine Magic:  Dismiss Magic, Divination, Excommunication, Extension, Find Enemy, Mind Link, Sanctify, Soul Sight, Spirit Block, Warding, Worship Truth, 
Special Divine Magic:  Sorcery, Detect Truth (Humakt), Oath (Humakt-Reusable), 
Associated Cults: Philosophers, Thanhotepic
Philosophers (Law & Harmony):  

Philosophers dedicate themselves to the ideal of the just society and enlightenment to all.  Philosophers are the most influential members of the Scholar Caste who devote their time to discussing and developing the Charonti mission to rebuild the Charonti empire in a manner that promotes wisdom and truth.  Philosophers gain power not from a deity, but rather from devotion to their abstract ideal of a just society. 
Initiate Membership:

Requirements:  Two of the following at 25%: Human Lore, Orate, First Aid, and/or World Lore.  Must pass test. Must sacrifice a point of Power. 
Duties/Restrictions:  If a scholar, they must give 90% of their time and 100% of wealth to society and temple.  If a Guildsman they must give 10% of their time and 10% of wealth to society and temple.
Benefits: May learn Sorcery from Scholars.  Divine Intervention, One-use Divine Magic, and Participate in Worship.
Acolyte Membership:

Requirements:  The following Skills at 50%+: Human Lore, Orate, First Aid and World Lore. 50%+ combined in Ritual Magic  Must be a member of the Scholar Caste.  Must pass test.
Duties/Restrictions: Must give 90% of their time and 100% of wealth to society and temple.
Benefits: Reusable Special Divine Magic.  Innate Spell Resistance:  A philosopher may permanently sacrifice 1 point of power to gain 1 point of spell resistance (as per sorcery) to all spells from supernatural origin (Divine and Spirit magic) Permanently.  This works against all such magics, even beneficial ones (though both Philosopher and Jurist Magics will work on them).  
Priesthood:

Requirements:  Must be a member of the Scholar Caste. Must be an Acolyte.  Must pass test.
Duties/Restrictions: Must give 90% of their time and 100% of wealth to society and temple
Benefits: Lead Worship, See Acolytes. 
Common Divine Magic:  Dismiss Magic, Divination, Excommunication, Extension, Find Enemy, Mind Link, Sanctify, Soul Sight, Spirit Block, Warding, Worship Justice, 
Special Divine Magic: Sorcery, Absorption, Command “Human”, Free Ghost, Knowledge (Lhankor Mhy), True Speak (Lhankor Mhy),
Associated Cults: Jurists, Thanhotepic
Thanhotepic (Life & Death): 


Thanhotepic is the elder sleeping god of death and rebirth, and once the center of Charonti culture.  Worship has dwindled over the years as the Charonti have become much more secular.  

Initiate Membership:

Requirements:  Two of the following at 25%: Craft (Dead), First Aid, Orate, and/or Search.  Must take Oath.  Must pass test. Must sacrifice a point of Power.
Duties/Restrictions:  If a scholar, they must give 90% of their time and 100% of wealth to society and temple.  If a Guildsman they must give 10% of their time and 10% of wealth to society and temple.   Thanhotepics are look down upon in Charonti society, often as religious fanatics. Cannot learn Sorcery.  
Benefits: Divine Intervention, One-use Divine Magic, and Participate in Worship. May learn Spirit Magic. 
Acolyte Membership:

Requirements:  The following Skills at 50%+: Craft (Dead), First Aid, Orate, and Search. 50%+ combined in Ritual Magic  Must be a member of the Scholar Caste.  Must pass test (after paying 1,000 Sp).
Duties/Restrictions:  If a scholar, they must give 90% of their time and 100% of wealth to society and temple.  If a Guildsman they must give 50% of their time and 50% of wealth to society and temple.
Benefits:   Reusable Special Divine Magic.
Priesthood:

Requirements:  Must be an Acolyte.  Must pass test.
Duties/Restrictions:  If a scholar, they must give 90% of their time and 100% of wealth to society and temple.  If a Guildsman they must give 90% of their time and 90% of wealth to society and temple.
Benefits: Lead Worship, Usual for Priest
Common Divine Magic: All
Special Divine Magic: Command Ghost, Command (Undead), Heal Body, Regrow Limb, Restore Health, Resurrection, 
Associated Cults: Philosophers, Jurists, 
Sorcerers:
Apprentice Membership:
Requirements:  The following Skills:  Magic Skill Category modifiers of +10% or more, Read Own 

Language 25%+, World Lore 25%+, Cast all Divine Magic, Sacrifice Point of Power to Master
Duties/Restrictions:   Spend 90% of time performing duties to master.  Limited to DEX x3 in Manipulation, Weapon, Stealth, and Agility Skills. Cannot learn Divine or Spirit Magic. 
Benefits:   Bond with Master.  Learn some sorcery spells for free.  Each year gain +3% in any Ritual, +2% in Intensity, +4% in any other Sorcery Skill, +5% in Spells, NOTE:  These benefits are in addition to the benefits of other Professions.  
Adept/Magus Membership:

Requirements:  Must have been an Apprentice for 7+ years. The following Skills:  One Ritual or Lore at 75%+, Know two Sorcery Spells at &5%+,  Roll D100 or less than POW x2 (Roll may be made 1/year).
Duties/Restrictions:  Spend 75% of time studying or researching.    Limited to DEX x4 in Manipulation, Weapon, Stealth, and Agility Skills.  Cannot learn Divine or Spirit Magic.
Benefits:  Gains Create Familiar Spell, and may create a Familiar.  Gains Apprentice Bonding Spell and may gain Apprentices.  

Archmage Membership: NOTE:  There are currently no known Archmages
Requirements:  100% in at least one Sorcery Skill and One Spell.  100%  in any other three Sorcery Skills/Spells. 
Duties/Restrictions:  Spend 50% of time researching/studying.  May Limited to DEX x4 in Manipulation, Weapon, Stealth, and Agility Skills.  Cannot learn Divine or Spirit Magic.
Benefits:   Qualified to learn any spell he can find.  
Guardians (Jurist or Philosopher):  

High Guardians (Rune Lords) Membership:  
Requirements:  High Guardians are the defenders of Charonti society. High Guardians may not be a Shaman, Sorcerer, or Priest (may be an Acolyte). He loses his Initiate status in all other cults. He may not ever become a priest in another cult.  The candidate must have 90% in Khopesh (Scimitar) Attack plus 90% in any four of the following skills:  Short Bow, Kukri, Shield Parry, Khopesh Parry, Oratory, Read/Write Charonti, Listen, Scan, or Search. 
Duties/Restrictions:  High Guardians must donate 90% of his time and income to his cult.    
Benefits:  When a High Guardians check for Divine Intervention he rolls a D10  rather than a D100.  If the High Guardian is a Philosopher he may obtain True Speak reusably, and if he is a Jurist he may obtain Oath Reusably.  High Guardians may raise all cult, agility, perception, and weapon skills above 100%. 
