[PC3] Priest Group Classes


Adept3

AntiDrd
Attendan
BeCleric
Cleric0
Cleric1,2
Cleric3
Cloist 
Cosmotic


Level
123456

1234567
12345678
12345678
1234567
1234567
123456789
1234567
12345678


  1  
1-----

10-----
abcdefgh
0-------
0------
1------
2--------
-------
0-------


  2  
1-----

210----
0abcdefg
00------
1------
2------
3--------
1------
1-------


  3  
2-----

3210---
10abcdef
000-----
20-----
21-----
32-------
21-----
20------


  4  
20----

4321---
20abcdef
0000----
21-----
32-----
43-------
321----
21------


  5  
21----

54320--
310bcdef
00000---
220----
331----
432------
432----
220-----


  6  
21----

54321a-
420abcde
000000--
221----
332----
443------
4331---
221-----


  7  
32----

554320-
530abcde
0000000-
3220---
3321---
5432-----
4432---
3220----


  8  
320---

555431-
6410abcd
1000000-
3321---
3332---
5443-----
44431--
3321----


  9  
321---

555555-
7520abcd
1100000-
33320--
44321--
55432----
44442--
33320---


 10  
321---

555555b
8630abcd
1110000-
44321--
44332--
55443----
44443--
44321---


 11  
332---

555555a
9740abcd
1111000-
443320-
544321-
655432---
444441-
443320--


 12  
3320--

5555550
A8510abc
1111100-
444321-
655322-
655443---
544442-
444321--


 13  
3321--

5555551
B9620abc
1111110-
554322-
666422-
6655432--
554443-
554322--


 14  
3321--

5555552
CA730abc
1111111-
555332-
6665321
6655443--
555444-
555332--


 15  
3332--

5555553
DB840abc
2211111-
655333-
6666421
66655432-
6555441
655333--


 16  
33320-

5555554
EC950abc
2222111-
6554430
7776431
66655443-
6655542
6554430-


 17  
33321-

5555555
FDA610ab
2222221-
6654431
7777532
666655432
6665553
6654431-


 18  
33321-

6555555
GEB720ab
2222222-
6654432
8888642
666655443
7666554
6654432-


 19  
33332-

6655555
HFC830ab
3332222-
7654442
9988642
666665544
7766655
7654442-


 20  
33332-

6665555
IGD940ab
3333332-
7654443
9998752
666665555
7776665
7654443-


 21  
33333-

6666555
JHEA50ab
3333333h
7655543
9999862
666666555
8777666
7655543-


 22  
43333-

6666655
KIFB60ab
4444333g
7655544
9999963
666666655
8877766
7655544-


 23  
44333-

6666665
LJGC710a
4444444f
7766544
9999973
666666665
8887776
7766544-


 24  
44433-

7666665
MKHD820a
5555544e
8766554
9999983
666666666
9888777
87665540


 25  
44443-

7766665
NLIE930a
5555555d
8766555
9999984
766666666
9988877
87665551


 26  
44444-

7776665
OMJFA40a
6666665c
8776655
9999994
776666666
9998887
87766552


 27  
444440

7777665
PNKGB50a
6666666b
8876665
9999995
777666666
A999888
88766652


 28  
444441

7777765
QOLHC60a
7777777a
8877765
9999996
777766666
AA99988
88777653


 29  
444442

7777775
RPMID70a
88888880
8877766
9999997
777776666
AAA9998
88777663


 30  
444443

7777776
SQNJE810
99999991
8887776
9999998
777777666
BAAA999
88877763


 31  
444444

8777776
TROKF920
AAAAAAA2
8888876
9999999
777777766
BBAAA99
88888764


 32  
544444

8877776
USPLGA30
BBBBBBB3
9888876
AAAA999
777777776
BBBAAA9
98888764


 33  
554444

8887776
VTQMHB40
CCCCCCC4
9988887
AAAAAA9
777777777
CBBBAAA
99888874


 34  
555444

8888776
WURNIC50
DDDDDDD5
9998888
AAAAAAA
877777777
CCCBBAA
99988884


 35  
555544

8888876
XVSOJD60
EEEEEEE6
9999988
BBBBAAA
887777777
CCCCCBA
99999885


 36  
555554

8888886
YWTPKE70
FFFFFFF7
9999999
BBBBBBB
888777777
CCCCCCC
99999995




Demonologist  
Devalogist     
Druid1,2
Druid3

Healer1
HOSG   
HOSN   


Level
1234567 123456
1234567 1234567
1234567
123456789
1234567
1234567
1234567


  1  
2---Pri 1-Psi6
0---Pri 1--Psi6
2------
1--------
1------
1------
20-----


  2  
31----- 2-----
1a----- 2------
21-----
2--------
10-----
20-----
210----


  3  
420---- 21----
20b---- 3------
321----
21-------
111----
21-----
321----


  4  
531a--- 22----
21ac--- 31-----
422----
32-------
2111---
220----
422----


  5  
6420b-- 221---
220bd-- 32-----
432----
321------
22111--
331----
4320---


  6  
6531ac- 332---
221ace- 33-----
4321---
332------
222111-
3320---
4321---


  7  
66420b- 443---
3220bdf 331----
4431---
4321-----
3222111
3321---
4431---


  8  
66531ad 554---
3221ace 332----
4432---
4332-----
3322211
33320--
44320--


  9  
666420c 665---
33220bd 333----
54321--
44321----
3332221
44321--
54321--


 10  
666531b 666---
33221ac 444----
54332--
44332----
4333222
443320-
543320-


 11  
666642a 6661--
433220b 4441---
553321-
544321---
4433322
544321-
5533210


 12  
6666530 7661--
433221a 4442---
5544321
544332---
4443332
655322-
5544321


 13  
6666641 8662--
4433220 4443---
6555432
5544321--
5444333
666422-
6554321


 14  
6666652 9663--
4433221 44441--
6666543
5544332--
5544433
666532-
6666421


 15  
6666663 9763--
5443322 44442--
6666666
55444321-
5554443
7775420
6666431


 16  
6666664 9874--
5544332 44443--
6666666
55544332-
6555444
7776531
6666541


 17  
6666665 9985--
6554433 44444--
6666666
555544321
6655544
8886631
7666542


 18  
6666666 9995--
6655443 55555--
6666666
555544332
6665554
8887642
7666543


 19  
7666666 9996--
7665544 66666--
6666666
555554433
7666555
8887643
7666544


 20  
7766666 A9961-
7766554 77777--
6666666
555554444
7766655
8887644
7666555


 21  
7776666 B9961-
7776655 777771-
6666666
555555444
7776665
8887655
7666666


 22  
7777666 C9962-
7777665 777772-
6666666
555555544
8777666
8887666
7776666


 23  
7777766 DA962-
7777766 777773-
6666666
555555554
8877766
8887777
7777766


 24  
7777776 DB963-
7777776 777774-
7666666
555555555
8887776
8888888
7777777


 25  
7777777 DC973-
7777777 777775-
7766666
655555555
9888777
9999888
8888777


 26  
8777777 DDA84-
8887777 777776-
7776666
665555555
9988877
9999998
8888887


 27  
8877777 DDB94-
8888877 777777-
7777666
666555555
9998887
9999999
8888888


 28  
8887777 DDC95-
8888888 7777771
7777766
666655555
A999888
AAAA999
9999888


 29  
8888777 DDDA5-
9998888 7777772
7777776
666665555
AA99988
AAAAAA9
9999998


 30  
8888877 DDDB6-
9999988 7777773
7777777
666666555
AAA9998
AAAAAAA
9999999


 31  
8888887 DDDC61
9999999 7777774
8887777
666666655
BAAA999
BBBBAAA
AAAA999


 32  
8888888 DDDD62
AAA9999 7777775
8888877
666666665
BBAAA99
BBBBBBA
AAAAAA9


 33  
9988888 DDDDA3
AAAAA99 7777776
8888888
666666666
BBBAAA9
BBBBBBB
AAAAAAA


 34  
9999888 DDDDB4
AAAAAAA 7777777
9998888
766666666
CBBBAAA
CCCCBBB
BBBBAAA


 35  
9999998 DDDDC5
BBBBBBB 8888888
9999988
776666666
CCBBBAA
CCCCCCB
BBBBBBA


 36  
9999999 DDDDD6
CCCCCCC 9999999
9999999
777666666
CCCBBBA
CCCCCCC
BBBBBBB


[PC3] Priest Group Classes  (continued)


HOSE   
Limbolog
PantheonWor
Shaman 
Shukenja
Sohei   
Templar 

Level
1234567
1234567 
12123456789
1234567
12345678
12345678
12345678

  1  
1a-----
10--Pri 
1-1--------
1------
1b------
a-------
100-----

  2  
20-----
20----- 
2-2--------
20-----
2ac-----
0-------
110-----

  3  
21a----
210---- 
3-3--------
31-----
30bd----
1-------
1110----

  4  
220----
320---- 
4-40-------
320----
31ace---
2b------
2220----

  5  
331a---
3210--- 
5-41-------
321----
320bd---
3a------
22210---

  6  
3320---
4320--- 
6-42-------
3320---
421ac---
40------
222200--

  7  
3321a--
43210-- 
7-43-------
3321---
4320bf--
41c-----
2222100-

  8  
33320--
44320-- 
8-440------
33320--
4321ae--
42b-----
2222200-

  9  
44321a-
443210- 
81441------
33321--
53220d--
43a-----
2222210-

 10  
443320-
444320- 
91542------
33332--
54221cg-
440d----
2222220-

 11  
544321-
444321- 
A1643------
33333--
54322bf-
441c----
2222221-

 12  
655321a
4444320 
A27440-----
433330-
64332ae-
442b----
2222222-

 13  
6664220
4444430 
B27441-----
443331-
654320d-
443ae---
3322222-

 14  
6664321
4444431 
C27542-----
444332-
654321c-
4440d---
3333222-

 15  
6665321
4444442 
C37643-----
444433-
754322b-
4441c---
3333322-

 16  
6665421
4444443 
D377440----
444443-
765322a-
4442bf--
3333332-

 17  
6666432
4444444 
E377441----
444444-
7654320-
4443ae--
3333333-

 18  
6666543
5555444 
E477542----
5444440
7654331-
44440d--
33333330

 19  
6666643
5555554 
F477643----
5544441
8654431-
44441cg-
44333330

 20  
6666653
5555555 
G4777440---
5554442
8764432-
44442bf-
44443331

 21  
6666663
6666555 
G5777441---
5555443
8765442-
44443ae-
44444431

 22  
6666664
6666665 
H5777542---
5555544
9765542-
444440d-
44444441

 23  
6666665
6666666 
I5777643---
5555554
9875543-
444441c-
55444441

 24  
6666666
7777666 
I67777440--
5555555
9876553-
444442b-
55554441

 25  
7777666
7777776 
J67777441--
6555555
9976653-
444443a-
55555541

 26  
7777776
7777777 
K67777542--
6655555
9987654-
4444440-
55555551

 27  
7777777
8888777 
K77777643--
6665555
9987764h
4444441-
55555552

 28  
8888777
8888887 
L777777440-
6666555
9998764g
4444442h
66555552

 29  
8888887
8888888 
M777777441-
6666655
9999875f
4444443g
66665552

 30  
8888888
9999888 
M877777542-
6666665
9999986e
4444444f
66666652

 31  
9999888
9999998 
N877777643-
6666666
9999997d
5555555e
66666662

 32  
9999998
9999999 
O8777777440
7666666
9999998c
6666666d
77666662

 33  
9999999
AAAA999 
O9777777441
7766666
9999999b
7777777c
77776662

 34  
AAAA999
AAAAAA9 
P9777777542
7776666
AAAAAAAa
8888888b
77777762

 35  
AAAAAA9
AAAAAAA 
Q9777777643
7777666
BBBBBBB0
9999999a
77777772

 36  
AAAAAAA
BBBBBBB 
QA777777744
7777766
CCCCCCC1
AAAAAAA0
77777773

[PC3] Priest Group Classes  (continued)
Specialty Priests "Great God List"  (GGL)

Mythos

Deity


God of

      Mult
Req
AL Turn
Specialty Priest Abilities









Amer. Indian
Great Spirit

Life, Creation

x9
WS
LG
No
5) Shape Change animal; 7) Control Weather; 10) Raise Dead 1/w

Amer. Indian
Coyote


Crafts, Thievery
x4
D
C
No
1) Rogue Abilities as per Thief2, max of 10th level abilities



Amer. Indian
Snake


Reptiles, Aging

x4
W
NG
No
10) Summon Snakes; 15) Immune Aging; 15) Control Age



Aztec

Ometeotl


Creation


x9
WI
any
Yes
1) Turn Undead as 2 levels higher; 10) Invisibility

Aztec

Xochipilli


Beauty, Luck

x5
C
any
No
1) +1 saves; 5) +2 saves; 10) second attempt on any failed save

Aztec

Metzli


Night, AnimalGrow
x5
S
NG
Yes
1) Infravision; 10) can cast from wizard Illusion school


 

Celtic

Lugh



Art, Commerce

x6
W
N
No
1) Darkness/Light 100'r 1/d; 3) x3 move rate; 9) Enchant Item 1/w

Celtic

Diancecht


Medicine, Healing
x5
W
G
No
1) All Healing sphere spells are -1 SL for you

Celtic

Math Mathonwy
Magic


x5
I
N
No
6) Gain Mage2 progression and spells as if 5 levels lower



Chinese

Shang-Ti


Creation, Order
x7
IC
L
Yes
5) Charisma becomes 19; 5) Detect Lie

Chinese

Fu Hsing


Happiness

x5
C
G
Yes
1) Immune Fear; 5) Bard2 progression; 10) Spells require only 1M

Chinese

Lei Kung


Thunder, Revenge
x5
W
any
No
1) 3rd level Thief2 abilites; 12) 12th level Thief2 abilities




DM


Cypho


Love, Rejuvenation
x3
M
G
+2
1) CharmPerson; +1 Chr,+2 Cml; 4) CharmMonster; 8) MassCharm

DM


Smiley ArchLich
Liches, Munchkins
x9
IH
any
No!
9) Become a Lich; 9) Determine what's right; 9) +1 MF even if MF=0

DM


Thanatos


Incantatrix, Theft
x3
W
E
+3
1) Can use spells from Wiz Incantatrix school; 1) lvl*2% GR



DMGR4

Solonar Thelandira
[Elf] Archery, Hunt
x5
DK
CG
No
1) +1 TH bow; 3) Speak w/animal; 7) +2 TH bow; 9) +1 Dex or Con

DMGR4

Dumathoin

[Dwarf] Mining

x5
K
T
No
1) Stoneskin; 5) Stone Shape; 9) Detect Gems

DMGR4

Nebelun 


[Gnome] Inventions
x3
I
CG
No
1) Reroll 1 roll 1/d; 5) Free Action; 9) Can use Alteration
 school


Egyptian

Ra



Sun, Kings

x8
WI
LG
Yes
1) Light; 5) Cont. Light; 10) Shape Change Hawk; 15) Sunray

Eqyptian

Isis



Marriage, Magic
x5
I
~E
No
1) MR 5*level%; 10) Make all saves vs. magical effects

Egyptian

Thoth


Knowledge

x4
I
any
No
1) Detect Lie; 5) +1 Int, +1 Wis; 10) Commune; 15) +1 Int, +1 Wis


Greek

Zeus



Heavens, Law

x8
SK
any
No
1) Lightning Bolt CLd4; 15) Polymorph Self

Greek

Hermes


Travel, Trade

x5
K
~E
No
1) -level AC up to level=10; 5) Detect Lie; 10) Haste cont.

Greek

Hades


Death, Wealth

x5
W
E
Yes
3) See in dark; 5) Darkness; 10) Death Touch; 20) Regen 5 hp/r


Greyhawk
Beory


Nature, Rain

x6
W
NN
No
1) Druid "Level:" abilities (if you are a Druid, get them twice as fast)

Greyhawk
Boccob


Magic, Planes

x6
I
N
No
1) +2 CL Divin. sphere; 7) Commune; 10) Considered Wiz group

Greyhawk
Celestian


Wanderers

x5
I
G,T
No
1)F.Fall; 3)Jump; 5)Levitate; 7)S.Climb; 9)Fly; 11)DDoor; 16)TWE

Greyhawk/DM
Circle of Eight

Magic, Heroics

x2
I
G
No
4) Limited Wish 1/d; 9) Cast a Hero Spell 1/d; 16) Avoid Fate 1/d

Greyhawk
Ehlonna


Woodlands

x5
C
G
-3
1) Tracking prof.; 5) Move Silently lvl*10%; 7) Hide in Woodlands

Greyhawk
Erythnul


Malice, Envy

x4
S
E
-4
4) Fear; 7) Strength; 9) Enchant an Item incl. Wounding effect


Greyhawk
Fharlanghn

Travel, Distance
x5
K
T
No
1) +25% move rate; 3) +3 Running prof.; 5) DimDoor; 9) WindWalk

Greyhawk
Heironeous

Rightful Combat
x5
S
LG
-2
1) +2 fear saves; 4) Cloak Bravery; 6) Hold Strength; 11) PW Stun

Greyhawk
Hextor


Scourge of Battle
x5
D
E
No
1) +1 Str; 3) Ambidexterity; 5) Ray Enfeeble.; 9) x2 dmg for 1t 1/d

Greyhawk
Incabulous

Plague, Famine
x6
W
E
Yes
1) Imm. disease; 5) Hypnosis; 6) Contagion; 7) Enervate; 8) Sleep

Greyhawk
Istus



Future Destinies
x6
I
N
No
1) +2 CL Divin. sphere; 3) Augury; 6) Divination; 7) Hold Monster

Greyhawk
Iuz



Cruelty


x3
W
E
+1
3) Change Self; 5) +2 save vs. Good; 7) Fear; 9) Enervation



Greyhawk
Kord



Combat, Strength
x4
S
C
Yes
1) +2 vs. fear; 4) Strength; 7) +2 save vs. Law; 9) May use Wiz Ele

Greyhawk
Lendor


Time



x4
I
LN
No
3) Slow; 7) Immune Time; 12) Time Stop

Greyhawk
Mayaheine

Protection,Survival
x3
S
LG
Yes
3) Pro.Evil; 5) Cloak Bravery; 9) Use a Pro./Wards SL 1-6 spell 1/r

Greyhawk
Nerull


Death, Suffering
x6
W
E
Yes
1) Lowered surprise; 6) Evard's Black Tentacles; 12) Destruction

Greyhawk
Obad-Hai


Nature, Wild

x5
W
N
No
1) Use Druid spell progression table & minor/major/grand spheres

Greyhawk
Olidammara

Thieves, Pranks
x5
D
CN
No
1) Hide in Shadows; 5) Alter Self; 7) Tasha Laughter 10) Confusion

Greyhawk
Pelor


Sun, Strength

x6
S
G
+1
1) +1/die with Cure spells; 5) Immune Blindness/Darkness; 9) Fly

Greyhawk
Pholtus


Law, Order

x5
C
L
Yes
1) Dispel Darkness; 5) Glow; 9) Reflect; 12) Holy Word

Greyhawk
Procan


Sea, Weather

x4
K
CN
No
1) Swim prof.; 3) Water Walk; 6) Water Breathing; 8) Airy Water


Greyhawk
Ralishaz


Chance, Ill-Luck
x5
D
C
No
3) Sleep; 5) x½ dmg from 1 att 1/r; 7) Fumble; 9) Save of 18

Greyhawk
Rao



Mediators


x6
C
LG
-4
1) Friends; 4) +2 mental saves; 7) Emotion; 9) True Seeing

Greyhawk
St. Cuthbert

Dedication, Law
x5
W
L
-4
2) Friends; 3) Shillelagh; 4) ESP; 9) True Seeing





Greyhawk
Tharizdun


Insanity, Illusion
x5
W
E
Yes
1) Can use cold Wiz spells; 5) Suggestion; 9) Otilukes Freezing Sph

Greyhawk
Ulaa



Miners, Hillsmen
x4
S
L
No
1)Enemy[Ran2]; 4)Dig; 7)Passwall; 10)Stone/Flesh; 12)Imm. Earth

Greyhawk/DM
Vecna


Fallen Gods

x0
WW
E
+6
1) Become Undead; 3) Speak w/ Dead God; 9) Imprisonment


Greyhawk
Wee Jas


Magic, Death

x5
I
L
Yes
1) +1 save vs. magic; 6) Ench school; 9) Alt, Ill, Invo schools

Greyhawk/DM
Zagyg


Humor, Occult

x3
I
C
No
1) Imm Chaos/Punomancy; 3) Contact Plane; 5) Random Gate

Greyhawk
Zilchus


Money, Business
x4
C
LN
No
1) +2 mental save; 3) Appraisal [no fail]; 7) +1 Chr; 9) True Seeing

Indian

Brahman


Everything

x9
WI
any
Yes
1) Major access to all spheres; 18) Grand access to all spheres

Indian

Siva



Destruction

x5
W
NE
Yes
1) Immune to Fire

Indian

Kali



Life, Death

x5
D
CE
Yes
1) Move Silently lvl*10%, Hide in Shadows lvl*10%; 10) Invisibility


Japanese

Tsuki-Yomi

Time, Moon

x5
W
G
Yes
1) Infravision; 15) Time Stop

Japanese

Hachiman

War



x5
S
any
No
1) THAC0 and Saves as Warrior; 10) +3/+3 enchant on 1 weapon

Japanese

O-Kuni-Nushi

Medicine, Sorcery
x5
I
G
Yes
5) Charm Animal; 12) Can cast from a wizard school (your choice)

Nehwon

Issek of the Jug
Tortured Souls

x5
W
G
Yes
1) Escape Bonds; 2) Create 1 gallon of any liquid 1/d

Nehwon

Gods of Trouble
Chaotic Actions
x5
D
C
Yes
1) Gaze of Failure: Save or fail at current action; 8) Shadow Walk

Nehwon

Tyaa



Avians


x5
D
E
No
1) On death Reincarnate to a bird; 5) Shape Change Bird



Norse

Odin



War, Wisdom

x8
SW
any
Yes
1) +level hp; 10) THAC0 as per Warrior

Norse

Sif



Excellence, Skill
x5
I
any
No
5) +1 to any ability score; 10) Advance directly to 11th level

Norse

Hel



Death, Disease
x5
W
any
No
5) Imm. disease/poison; 10) Speak w/ Dead; 15) ½ Physical
dmg


[PC3] Priest Group Classes  (continued)
Specialty Priests "Great God List"  (GGL)

Mythos

Deity


God of

      Mult
Req
AL Turn
Specialty Priest Abilities









Oerld/DM

Albrecht


Magic, Technology
x5
I
G
Yes
1) Can use Wiz schools; 2) Techn of ½ level; 9) Int Bonus spells

Oerld/DM

Delusha


Foresight, Sun

x3
K
L
x2
1) Get two saves, Wpn is Sun Blade; 2) Any Rog 2; 9)Any Rog 9

Oerld/DM

Lishori


Love, Peace

x3
C
N
-5
1) No Wis vs.your effects; 1) +lvl AC 30'r; 9)Must save to attack you

Oerld/DM

Nethlar


Knowledge, Psi
x3
I
any
Yes
1) +lvl NonWeapon, Legend Lore lvl*10%, Div school; 18) Use 2M/s

Oerld/DM

Setesh


Destruction, Desert
x4
S
C
+1
1) +1 HD/lvl, +lvl TH or dmg, Imm Fire/Sand; 2) 1M: Cast Inv 1 spell

Oerld/DM

Treaton


Nature, Woodlands
x4
C
T
-3
1) 0, 1/r: Cure lvl hp; 2) Find the Path; 7) Raise Dead Fully



Toril


Ao



Creation


x9
h
any
Yes
-

Toril


Auril



Cold



x3
wK
NE
No
1) Immune Cold;  8) Ice Storm;  12) Summon Ice Elemental

Toril


Azath


Mages, Energy

x3
wI
LN
No
1) Spellcraft prof.; 2) May cast one Wiz school at ½ CL




Toril


Bane


Strife, Hatred

x6
S
LE
No
1) Immune Fear; 5) Aura of Fear 10*CL'

Toril


Beshaba


Mischief, Bad Luck
x4
w
CE
Yes
1) -CL to one enemy roll /d

Toril


Bhaal


Death


x4
wK
LE
Yes
9) Aerial Servant; 10) Plane Skipping







Toril


Chauntea


Agriculture

x6
wC
NG
No
1) Druid2 abilities

Toril


Cyric


Death, Murder

x6
wI
NE
+2
1) Immune Fear/Emotion; 5) Aerial Servant; 9) Convert to Cyric

Toril


Deneir


Literature, Art

x3
wIi
NG
Yes
1) Resist Books; 1) Speak all known languages; 1) ID Rune/Symbol

Toril


Eldath


Peace, Pools

x3
wC
NN
Yes
1) Remove Fear; 3) Sleep; 5) Silence; 10) Breathe Water

Toril


Elemental Cult

Elementals

x4
k
any
Yes
5) Summon Elemental

Toril


Gond


Artifice, Craft

x4
wID
NN
No
1) +2 w/ craft profs.; 1) Open Locks CL*20%






Toril


Helm


Endurance, Suffer
x4
wK
LG
No
1) Resist Pain; 1) +2 Con checks; 1) Remove Fear/Emotion

Toril


Lathander

Spring, Dawn

x6
wC
NG
+4
1) +2 w/ art profs.; 3) Faerie Fire

Toril


Leira



Deception, Illusion
x3
wID
CN
Yes
1) Can read Wiz scrolls; 5) Misdirection; 13) Mislead




Toril


Lliira



Joy, Happiness
x3
wC
CG
Yes
1) Dancing prof.; 1) Mass Remove Fear; 1) +2 TH natural

Toril


Loviatar


Pain, Hurt


x3
wK
LE
No
1) Pain Touch; 9) White Wand [absorbs 10 SLs]

Toril


Malar


Hunters, Beasts
x3
wS
CE
No
1) Hunting prof.; 1) Cestus 1d+2 natural; 3) ID plants/animals



Toril


Mask


Thieves, Intrigue
x4
wD
NE
No
1) Thief2 abilties at 20 pts/lvl; 1) Thieves' Cant

Toril


Mielikki


Forests, Rangers
x4  wSDK
NG
Yes
1) Ranger2 abilities (but not Warrior abilities)

Toril


Milil



Poetry, Song

x3
wIC
NG
Yes
1) Singing/Music prof.; 1) Entrall; 10) Suggestion





Toril


Myrkul


Dead, Decay

x6
wIS
NE
Yes
1) Turn=3d12; 1) Imm.Disease; 1) Feign Death; 10) Summon Death

Toril


Mystra


Magic


x6
wI
NG
Yes
1) +2 magic saves; 1) Function in dead/wild magic; 1) Detect Magic

Toril


Oghma


Knowledge, Bards
x6
wI
NN
Yes
1) +4 turn vs. outer; 1) +2 TH natural; 3) Identify; 10) Legend Lore

Toril


Selune


Moon, Stars

x4
wK
CG
Yes
1) Infravision; 1) Navigation prof.; 1) Can control Lycanthropy

Toril


Shar



Dark, Night

x6
wS
NE
Yes
1) Darkness; 1) Immune Darkness; 5) Cont. Darkness; 7) Forget

Toril


Silvanus


Nature, Druids

x6
wC
NN
No
1) Druid1 spell progression









Toril


Sune


Beauty, Love

x6
wC
CG
Yes
1) Charm Opposite Sex; 9) +2d4 Chr

Toril


Talona


Disease, Poison
x3
wK
CE
No
1) Resist Poison; 3) ID Poison; 10) Cause Disease

Toril


Talos


Storms, Destruction
x6
wS
CE
Yes
7) Lightning Bolt; 10) Control Weather







Toril


Tempus


War



x6
wS
CN
Yes
1) Berserk; 1) +1/+1 w/ one weapon; 1) ID magic weapons

Toril


Torm


Duty, Loyalty

x3
wK
LG
Yes
1) x2 duration w/ Divination/Protection spells; 1) Command

Toril


Tymora


Adventurers, Skill
x5
wD
CG
Yes
1) +CL to one die roll /d










Toril


Tyr



Justice


x6
-
LG
Yes
-

Toril


Umberlee


Oceans, Waves
x4
wK
CE
No
1) Swimming prof.; 5) Breathe Water; 10) Underwater Action

Toril


Waukeen


Trade, Money

x4
wIC
NN
Yes
1) Appraising & Gem Cutting prof.; 1) ID Metal





SPECIALTY PRIEST

This chart shows how many minors (1st-4th SL only), majors (any SL), and grands (any SL, spells cost ½ a spell) each god multiplier gives. 

God

#

#

#








Divine Intervention (roll 1d100 twice)

Mult.
Minors
Majors
Grands (all get a grand at 36th)

First Roll
Second Roll

x10

2

6

4








100


100

x9

5

5

3; get another at 27th.




100


99+




x8

7

5

3








100


(97-level)+


x7

8

4

2; get another at 18th.




99+


(87-level)+

x6        
7      
4       
2 








99+


(77-level)+

x5        
7        
3       
1; get another at 9th.




98+


(67-level)+


x4        
6        
3        
1








97+


(57-level)+

x3        
5        
2        
0; get one at 9th.





95+


(47-level)+

x2

4

1

0








90+


(37-level)+


All specialty priests have major access to the "All" sphere.  All specialty priests of x7 and x8 gods (not higher or lower) have grand access to the "All" sphere.

[PC3] Priest Group Classes  (continued)
ALL PRIESTS

Specialty Priest: Any Priest class (except the "0" classes) can be specialty priests.  XP, hp, and other data do not change.

You get more Requisites (see the Specialty Priest table), these cumulatively add with your normal Priest class.

If you end up with three of the same requisite (such as "WWW"), you need a 27 in that ability score to qualify.

Sacrifices: This is a version of material componenting.  All priests can do the following ("DL" is "Dungeon Level"):

# F actions, sacrifice a DL # monster or magic item: Gain a # level spell in your memorization.  You must at least level # to do this.  Certain sacrifices (the stereotypical virgin priestess, a powerful opposite-aligned magic item, or whatever) may be higher DL than normal.

Conversion to your order: This is another version of material componenting.  It works just like Sacrifices above, except you convert a DL # monster/NPC (not item) to your order, and you can do it at any level if you have a temple established.

DL is roughly one-third the converted NPC's level (round up).  The character must be willing, and if he leaves the order or dies within # weeks, the spell energy is taken away (or you owe the god that much spell energy if you've already used it).

Followers:  Priests may also use followers as Psi1 PSPs which can be used for Psionic Enchantments only.  Each follower gives (his experience level + 1)^2 PSPs per day.

ACUPUNCTURIST1JG

Spell progression of Cleric1, using 2/3*level (round down).  Cannot turn undead.

Level 1: Free Martial Arts style.

Level 1: +1 martial arts maneuver per level.

Level 1: Open Hands:   On a hit, roll 1d100+2*CL (effects are cumulative):



001-080 = ((CL+1)/2)d4 damage



081-090 = stunned (save) for ((CL+1)/2) rounds



091-110 = knocked out (save) for ((CL+1)/2) rounds



111-120 = slain (save)



121-130 = stunned (no save) for CL rounds, if save missed on the other stun effect is Capital S Stunned



131-150 = knocked out (no save) for CL rounds, if save missed on other knockout effect is Capital C Crapped



151-160 = slain (no save), if save missed on other slain effect is Capital S Slain



161-180 = Pick any effect in the [C] section, apply that with a save



181+ = Pick any effect in the [C] section, apply with no save, do another every 20 on roll after 181

Level 3: Healing proficiency (binding wounds) is 2d4.

Level 4: 1V, 1M, touch: Cure Curse  (SL <= CL/2)

Level 4: 1V, 1M, touch: Cure Insanity  (5*CL%)

Level 5: Base number of attacks with any weapon is 1/1 (unless you can do better with another class).

Level 6: Healing proficiency (binding wounds) is 3d4.

Level 6: 1V, 1M, touch: Cause Insanity 

Level 6: 1V, 1M, touch: +1 Str, Dex, or Con  (maintained effect)  (only 1 effect per target)

Level 7: 1V, touch: Detect Physical or Mental Illness (any kind)

Level 9: Healing proficiency (binding wounds) is 4d4.

Level 10: Base number of attacks with any weapon is 2/1 (unless you can do better with another class).

Level 12: Healing proficiency (binding wounds) is 5d4.

Level 15: Healing proficiency (binding wounds) is 6d4.

Level 15: Base number of attacks with any weapon is 3/1 (unless you can do better with another class).

Level 18: Healing proficiency (binding wounds) is 7d4.  This is the last time this ability improves.

Level 20: Base number of attacks with any weapon is 4/1 (unless you can do better with another class).  Last time for this ability.

ADEPT3

Gets Wisdom bonus for spell progression.

Level 2: Can have a familiar.

[PC3] Priest Group Classes  (continued)
ANTI-DRUID

Anti-Druids don't get to pick spheres: they get Necromantic, Chaos as Grand; Healing, Weather, All as Major; Charm, Divination, Elemental, War, Summoning as Minor.  Anti-Druids may flip-flop 1 Major with 1 Minor if desired.

Level 1: Speak Anti-Druid language  (?)

Level 3: Identify Fungus/Mold type; Identify Outer-Planar creature type; Identify potions.

Level 3: 1M: Passwall.

Level 3: Gain 1 outer-planar language per level starting at 3rd.  (demon, deva, modron, etc.)  Yes, you can use these as nonweapon proficiencies instead.

Level 7: Immunity to Psionic Domination.

Level 7: Shape Change to Mold/Slime/Jelly, Para-Elemental,  Minor Demon (each 1/day) 1M action, must be size T-L, heal 10%-60% hp

Level 12: Gain three 1st to 9th level followers.

Level 14: Gain nine 11th level followers.

Level 15: Gain three 13th level followers, each has 4 bonus spell levels.

Level 15: 6 bonus spell levels, lost when advance to Level 16.

Level 16: Immunity to all diseases.

Level 16: Become Undead, use Racial Adjectives modifiers, apply an additional -6 to Cml.

Level 16: Alter Appearance to appear to be another undead type.  Cannot be detected by True Seeing or the like.

Level 17: Hibernate; Suspend Animation up to level*10 years.

Level 17: Enter Elemental plane of Imprisonment; Conjure Imprisonment Elemental at will; Immune to all imprisonment and magnetism based effects.

Level 18: Enter Elemental plane of Time; Conjure Time Elemental at will; Immune to all time and wood based effects.

Level 19: Enter Elemental plane of Magnetism; Conjure Vacuum/Radiance Quasi-Elemental.

Level 20: Enter Elemental plane of Wood; Conjure Minerals/Dust Quasi-Elemental.

Level 21: Enter alternate Prime planes.

Level 22: Enter plane of Phlogiston; immune to Phlogiston-based effects.

Level 23: Enter any Inner plane; Roam Inner Plane Probability Lines (7th dim.); Enter Concordant Opposition; immune to Semi-Elemental effects and Positive and Negative energy.

ARCH-PRIEST

Spells as Wizard plus two "0"s in the next two spell levels (max spell level = 9 on table);

Uses Arch-Mage "Level:" abilities, replacing the term "school" with "sphere".

ATTENDANT

After selecting your spheres, apply the following changes:

Drop Astral, Chaos, Sun, Travelers, War, Weather.  These are always unavailable spheres to you.

Increase Creation, Law, and Protection by 1 category (unavailable to minor, minor to major, major to grand).

Guardian and Wards become Grand.

BEAST (originally BEHOLDER) CLERIC

Treat this as a Cleric (1 or 2) with a different XP and spell progression.

This class does get the free Material Componenting of Cleric.

CLERIC0,1,2

Priest Spells: Get 1 Grand, 3 Major, 6 Minor spheres.

Level 1: Turn Undead, see [S3]

Level 1: May use 1 instance of material componenting per spell as a 0 action.  You lose this ability if you are a Specialty Priest.

Level 9: Can construct religious stronghold, cost is ½ due to religious help.  Must contain temple/cathedral/church at least 2500 sq.ft.  If cleric clears area, gains 9 sp/inhabitant from trade/taxes/tithes

Level 9: Detect Deception: can sense lies and see through all illusions with 1M.

Level 9: Loan: Can transfer hit points from self to any creature or group of creatures within sight (1M action).  Cannot raise above max hp.

Level 15: Divine Voice: 1M+1P+1V action: all within 180' save vs. spell or Entralled (as spell).  Cleric can issue a Mass Suggestion as well.

Level 18: Divine Strength: Can adjust Wis, Str, and Chr as follows: 1M action: one stat raised to equal the cleric's level or +1; the two other stats are reduced by 2; lasts for 1 r/level; maintained effect.

Level 27: Divine Will: Can throw off any one non-godly effect per day; the effect simply does not function on the cleric.

CLERIC1JG

Spells as per Cleric1.

Level 1: 1M, 1/d: Summon Aid  LVL*5%

Level 1: Instead of Turn Undead, gets Turn Opposite Alignment and Control Same Alignment.  The Control Same Alignment is at a double HD penalty (e.g. A 15 HD monster is treated as if 30 HD).

Level 1: 1M, LVL/w: Bless an item, it gains a +LVL/4 bonus to hit (if below level 4, is considered a +0 magical weapon).

Level 3: +LVL/3 damage.

[PC3] Priest Group Classes  (continued)
CLERIC3

Wisdom bonus to spell memorization.

Level 1: Spontaneous Casting:  If using spell memorization, can replace any spell with a spell with "cure" in its name at will.

Level 1: Can Turn Undead.

Level 1: Extra Languages: Celestial (G), Abyssal (CE), and Infernal (LE).

CLOISTERED CLERIC1

Level 1: All Healing sphere spells cost ½ of a spell to cast.  Spells from the All, Divination, and Protection spheres cost 1 spell to cast.  All other spells cost 2 spells to cast.

Level 1: All range "Touch" healing spells become "Sight".

Level 4: You may pick another sphere to cost only 1 spell each to cast.

Level 8: You may pick another sphere to cost only 1 spell each to cast. (total 2)

Level 9: All healing spells are doubled in effect.

Level 12: You may pick another sphere to cost only 1 spell each to cast. (total 3)

Level 16: You may pick another sphere to cost only 1 spell each to cast. (total 4)

Level 18: Automatically roll maximum on all variable healing spells.

Level 27: May heal characters above maximum at a rate of 10 per 1; e.g. if you cure someone by 40 over their max, they are now at 4 above their max.  This rate gets better by 1 until the maximum (1 per 1) is reached at level 36. This does not affect set hit point effects such as Heal and Death's Door.

COSMOTICIAN

Level 1: Specialized in Cosmos (all spells which aren't "bizarre specialty spells" in rare spheres cost only 1/2 a spell to cast).

Level 1: All spells in the sphere "All" are sphere robed (-1 SL).

Level 9: All spells in the sphere "All" cost only 1/2 a mental to cast.

DEMONIST1JG

Demonologist spell and demon powers progression, using 2/3*level (round down, at level 1 has a "0" in 1st level Priest spells and no demon powers).

Demon Psionic Points (DPPs) = (The lowest of Str, Dex, or Con)*2*level.

Level 1: Free Martial Arts style

Level 1: +LVL to hit.

Level 1: +LVL damage.

Level 1: 1M, 1/d: Gate in random demon  (1+LVL)*5%

Level 1: 1M, 1/d: Summon Aid  LVL*2%

Level 1: MR (6+LVL)*5%

Level 3: +LVL/3 AC.

DEMONOLOGIST
Gets both Priest spells and Psi6E abilities.

You get 6 Major and 3 Minor spheres.  Your god may alter this amount.

Demon Psionic Points (DPPs) = (The highest of Str, Dex, or Con)*2*level.

  If you have both Demonologist and a Psi6E class, take the higher pool and add half the lower.

Level 1: Can command undead.  If you turn undead that have already been turned by a "T" result, they are destroyed (i.e. two "T" results is one "D" result).  This cannot be done by other Priests.

Level 1: CR (Charm Resistance) of level*2%.

Level 1: MR (Magic Resistance) of level*3%.

Level 1: RR (Radiation Resistance) of level*5%.

Level 1: NR (Necromancy Resistance) of level*10%.

Level 1: 1V, lose X hp: Target is damaged for X hp.

Level 2: 1M,1P,1V,level/d: Summon a Demon of Dungeon Level (your level/2).

Level 9: 1V, lose X hp: Target is damaged 2*X hp.

Level 12: All of your weapons and armor are considered "Of the Planes" (Planar Stable).

[PC3] Priest Group Classes  (continued)
DEVALOGIST
Gets both Priest spells and Psi6G abilities.

You get 1 Grand, 4 Major, and 3 Minor spheres.  Your god may alter this amount.

Deva Psionic Points (DPPs) = (The highest of Chr, Int, or Wis)*2*level.

  If you have both Devologist and a Psi6G class, take the higher pool and add half the lower.

Level 1: Can turn undead.  If you turn undead that have already been turned by a "T" result, they are destroyed (i.e. two "T" results is one "D" result).  This cannot be done by other Priests.

Level 1: CR (Charm Resistance) of level*10%.

Level 1: MR (Magic Resistance) of level*5%.

Level 1: RR (Radiation Resistance) of level*3%.

Level 1: NR (Necromancy Resistance) of level*2%.

Level 1: 1M: Detect Deception: This allows you to detect the presence of deception-type effects: various Rogue abilities that hide/mask, Illusions, reversed Divination effects, etc.  This ability does not tell you exactly what the effect is, only that the target is being deceptive.

Level 1: 1V, lose X hp: Target is healed X hp.

Level 3: 1M,1P,1V,level/d: Summon a Deva of Dungeon Level (your level/3).

Level 9: 1V, lose X hp: Target is healed 2*X hp.

Level 12: All of your weapons and armor are considered "Of the Planes" (Planar Stable).

DISCIPLE OF [name] 3

These classes have been temporarily removed from the Collective. 

DRUID0

As Cleric0, but loses Turn Undead, and gains Druid2 "Level:" abilities.

DRUID1,2

Druids don't get to pick spheres: they get Plant, Animal as Grand; Healing, Weather, All as Major; Charm, Divination, Elemental, Protection, Sun as Minor.  Druids may flip-flop 1 Major with 1 Minor if desired.

Level 1: Cannot destroy woodlands, avoid slaying wild animals

Level 1: Speak Druid language

Level 3: Identify Plant type; Identify Animal type; Identify pure water.

Level 3: Pass through overgrown areas without trace and at full movement rate.

Level 3: Gain 1 woodland language per level starting at 3rd.  (centaur,dryad,elf,faun,gnome,green dragon,hill giant,lizard man,

   manticore,nixie,pixie,sprite,treant,etc.)  Yes, you can use these as nonweapon proficiencies instead.

Level 7: Immunity to woodland Charms.

Level 7: Shape Change to Reptile/Fish, Bird, Mammal (each 1/day) 1M action, must be size T-L, heal 10%-60% hp

Level 12: Only 9 druids of this level in any region. If 9 of this level and advance, must fight one in spell/hand-to-hand combat, winner stays at 12th, loser goes to beginning of 11th.

Level 12: Gain three 1st to 9th level followers.

Level 13: Only 3 druids of this level in any region.

Level 14: Only 1 druid of this level in any region.

Level 14: Gain nine 11th level followers.

Level 15: Gain three 13th level followers, each has 4 bonus spell levels.

Level 15: 6 bonus spell levels, lost when advance to Level 16.

Level 16: Immunity to all poisons.

Level 16: Add level*10 to max age, considered "Young Adult" at all ages.

Level 16: Alter Appearance (NO action to use, at will).  Cannot be detected by True Seeing or the like.

Level 17: Hibernate; Suspend Animation up to level*10 years.

Level 17: Enter Elemental plane of Earth; Conjure Water Elemental at will; Immune to all earth and water based effects.

Level 18: Enter Elemental plane of Fire; Conjure Air Elemental at will; Immune to all fire and air based effects.

Level 19: Enter Elemental plane of Water; Conjure Magma/Ooze Para-Elemental.

Level 20: Enter Elemental plane of Air; Conjure Ice/Ooze Para-Elemental.

Level 21: Enter Para-Elemental planes.

Level 22: Enter plane of Shadow; immune to Shadow-based effects.

Level 23: Enter any Inner plane; Roam Inner Plane Probability Lines (7th dim.); Enter Concordant Opposition; immune to Quasi-Elemental effects and Positive and Negative energy.

DRUID1JG

Gains the "Level:" abilities of Druid1 (identifying pure water, shapechange, etc.).

Spell progression as per Druid1, with Wisdom bonus.  Specialized in Elemental spells.

Level 1: 1F, 2/d: Polymorph into a normal or para elemental for (level) rounds.  Your punching damage is (level)d4.

Level 1: 1V, 2/d: Fly for (level) rounds.

Level 1: 1V, 2/d: Pass Earth for (level) rounds.

Level 1: 1V, 2/d: Water Breathing and no hampered movement in water for (level) rounds.

Level 1: 1V, 2/d: Immune to fire for (level) rounds.

Level 1: 1M, 1/d: Summon Animal, (Int+Wis+Con)% chance, typically has (level*3) HD.

[PC3] Priest Group Classes  (continued)
DRUID3

Wisdom bonus to spell memorization.

Level 1: Extra Languages: Sylvan, Druid.

Level 1: Nature Sense:  Identify plants and animals; Identify pure water.

Level 1: Animal Companion:  Gets a natural familiar.

Level 2: Woodland Stride:  Can move through overgrown areas.

Level 3: Trackless Step:  Leaves no trail; cannot be tracked.

Level 4: Resist Nature's Lore:  +4 saves vs. spell-abilities of feys (dryads, nymphs, sprites, etc.).

Level 5: Wild Shape:  1M, 1/d: Polymorph Self into a Small or Medium size animal.  Regains hit points as if healed for a full day.

Level 6: Wild Shape (see level 5) can be used 2/d.

Level 7: Wild Shape (see level 5) can be used 3/d.

Level 8: Wild Shape (see level 5) can be a Large size animal.

Level 9: Venom Immunity:  Immune to poison.

Level 10: Wild Shape (see level 5) can be used 4/d.

Level 11: Wild Shape (see level 5) can be a Tiny size animal.

Level 12: Wild Shape (see level 5) can be of a dire animal.

Level 13: A Thousand Faces:  1M: Alter Self.

Level 14: Wild Shape (see level 5) can be used 5/d.

Level 15: Wild Shape (see level 5) can be a Huge size animal.

Level 15: Timeless Body:  Immune to aging.  No longer ages naturally.  Still dies at length of lifespan.

Level 16: Elemental Shape:  1M, 1/d: Shapechange into a normal element elemental (size L or smaller).

Level 18: Wild Shape (see level 5) can be used 6/d.

Level 18: Elemental Shape (see level 16) can be used 3/d.

HEALER1

Gets Fighter1 "Level:" abilities.

Can cast spells only from All, Detection, Healing, and Necromantic spheres.  Healing spells cost ½ of a spell each to cast.

Other spheres cannot be cast at all, but you may pick one sphere which can be cast as if opposite (at 2 spells per spell).

Level 1: May weapon specialize using the "Non-War" column.

Level 4: Detect Slimes, Molds, Jellies 40' cont.

Level 8: 1M: Identify potion.

Level 12: Can read Wizard scrolls (could already read Priest scrolls, just like any other Priest)

Level 16: Gain four 1st level Wizard spells in your memorization per day.

Level 20: Gain four 2nd level Wizard spells in your memorization per day.

HEALER1JG

Spells as per Healer1.

Level 1: Sanctuary continuous, as long as the Healer is not being offensive.

Level 1: If anyone kills the Healer in cold blood, they suffer a curse which requires LVL Wishes to remove.

Level 1: 1M, lose X Con until next reset: Cure X*LVL hp.

Level 1: 1M, Touch: Target loses LVL Str.  You gain LVL Con until next reset.

Level 3: Can create a staff of instant returning; which has +LVL/3 to hit and damage, and gives an AC source of 7+LVL.  This staff also doubles the effect of all healing spells cast.  The staff is personal and will not work for anyone else.

Level 5: +LVL/5 AC.

Level 7: 1M, lose 1 Con until next reset: Raise Dead.

Level 8: Summon Aid  20+LVL*5%

Level 10: 1M: Etherealness.

HEALER2

Spells as per Healer1.

Level 1: Healing proficiency cures 1d4+LVL hp.

Level 1: Your touch spells can affect up to LVL targets at one time (you must touch all targets within the same segment).

Level 1: 1V: Death's Door, maximum negative hp this is effective = -LVL^2.

Level 2: All friendly creatures within sight get +LVL/2 saves vs. poison.

Level 3: All friendly creatures within sight get +LVL/3 saves vs. disease.

HOLY ORDER OF STARS1

The three Holy Order of Stars classes (HOSE1, HOSG1, HOSN1) are just minor variations on Cleric1.

Treat them as Cleric1, but with different XP and spell progressions.

They do get the free material componenting for spells.

[PC3] Priest Group Classes  (continued)
KABBALIST1JG

Spells as per Attendant.  Gets Intelligence bonus for Spell Progression (not Wisdom).

Level 1: Read (but not Write) Languages continuous.

Level 1: Decipher Code  23+LVL*5-(LVL of code)*5%;  takes (LVL of code-writer)/(Kabbalist LVL) hours.

Level 1: 1F: Cast a random priest spell of SL=1dLVL (max 10).  You must target the spell before knowing what the effect is.  You may declare you are reversing the spell (again, before knowing what it is).

Level 1: +2 language slots per level.

Level 1: Legend Lore 15+LVL*5%

Level 1: Magic Mapping  LVL*5%  (maps within LVL*30').

Level 1: 1M, LVL/d: Summon Spirit  40+LVL*5-(DL of spirit)*5+(each turn of preparation)*1%

Level 3: +LVL/3 AC.

Level 5: +LVL/5 to hit.

LIMBOLOGIST
Gets both Priest spells and Psi6N abilities.

You get 2 Grand, 2 Major, and 2 Minor spheres.  Your god may alter this amount.

Concordant Psionic Points (CPPs) = (The highest of Cml, Luck, or Highest Level)*2*level.

  If you have both Limbologist and a Psi6N class, take the higher pool and add half the lower.

Level 1: All BlahR's you face are reduced by 5*level%.  All irreducible BlahR's you face are reduced by level%.

Level 1: PR (Psionics Resistance) of level*10%.

Level 1: AMR (Anti-Magic Resistance) of level*5%.

Level 1: IR (Innate Resistance) of level*3%.

Level 1: ER (Effects Resistance) of level*2%.

Level 1: +1 MF level' radius.  Cannot more than double the existing MF.

Level 4: 1M,1P,1V,level/d: Summon a neutral outer planar creature of Dungeon Level (your level/4).

Level 8: All of your weapons and armor are considered "Of the Planes" (Planar Stable).

PANTHEON WORSHIPER

Level 1: Can have 1 specialty god per level, all must be same pantheon.

Level 1: Automatically specialized in "All" sphere.

Level 9: Can pick a god from any pantheon this level instead of the regular one.

Level 18: Can pick a god from any pantheon this level instead of the regular one.

Level 27: Can pick a god from any pantheon this level instead of the regular one.

Level 36: Can pick a god from any pantheon this level instead of the regular one.

SHAMAN

Needs only a Wis of 6 to qualify.

You get 1 Grand, 2 Major, and 5 Minor spheres.  Your god may alter this amount.

Level 1: Can turn undead.

Level 1: Can turn lycanthropes as if they were undead (DM will assign turning values).

Level 1: Can weapon specialize as per Ranger1.

Level 2: 1M: Incite Berserker or Enraged status on your troops (not too useful for PCs).

Level 3: 1M: Swap 1 physical subability with one willing target for 1t.  At level 9, swap your stat with up to 10 others (so all 10 of them get your old stat); you get back your choice of their 10.

Level 27: Pick one species (as per Ranger species enemy).  You can turn that species as if it was undead (DM will assign turning values).

SHUKENJA1

Level 1: 1M: Everyone within 5' has +1/+1 TH/dmg vs. spirits this turn.

Level 1: 0, level/d: +3 on a saving throw roll.

Level 1: One martial arts style.

SOHEI1

Level 1: +1/+1 TH/dmg with weapon of choice.

Level 3: 1M, 1/d: +1 to #Att, +1 AC, +3" movement, +1 TH, +1 dmg, +1 saves, Deflect as per Monk (duration 1 turn)

Level 5: 0, at -1 to -10 current hp: Can still operate and be offensive, but will drop dead next segment.

Level 6: 10-30 Sohei followers.

Level 9: Build a monastery.

[PC3] Priest Group Classes  (continued)
TEMPLAR2
You get 3 Grand, 4 Major, and 0 Minor spheres.  Your god may alter this amount.

Level 1: Can turn undead.

Level 1: Immune to the effects of Ego of your multiplier or less.

Level 1: Can weapon specialize as if a Fighter2, and use the "Spec War" line in Number of Attacks table.

Level 4: 0, (level-3)/d: Become immune to any 1 effect of your multiplier or less for 1 segment.  Lose your next available 1P action (you are in effect borrowing it from the future).

Level 8: 1M: Your multiplier becomes x2 for this round only.

Level 9: 1M: Symbol (as spell).

Level 27: 2M: Your multiplier becomes x3 for this round only.

(DM note:  The rest of this would be normally blank, but instead I'll copy & paste this old thing:)

RECOMMENDED SPELLS

This is Don's opinion as to the most effective spells of each level.  Be warned  that this list is not complete, and also that there are many specialized spells out there that are very powerful if used in the proper way.

PRIEST LEVEL 1

PH2: Bless, Combine, *Command, *Cure Light Wounds, Endure Heat/Endure Cold, Entangle, Faerie Fire, Light, Pro.from Evil, *Remove Fear, *Sanctuary

OA: **Deflection (Shu), Weapon Bless (Shu)

TM: *Call Upon Faith, Personal Reading

RC: Detect Danger (Druid)

PRIEST LEVEL 2

PH2: *Aid, Augury, *Barkskin, Charm Person or Mammal, Dust Devil, Find Traps, Goodberry, Heat Metal, **Hold Person, 

Resist Fire/Resist Cold, *Silence 15'Radius, Warp Wood, *Withdraw

UA: Detect Life

OA: Request (Shu), Warning (Shu)

TM: **Draw Upon Holy Might, Frisky Chest, Idea, *Mystic Transfer

DM: *Cure Moderate Wounds

PRIEST LEVEL 3

PH2: Animate Dead, *Call Lightning, Cure Blindness or Deafness, Cure Disease, **Dispel Magic, *Glyph of Warding, 

Locate Object, *Magical Vestment, Meld into Stone, *Negative Plane Protection, Protection from Fire, *Prayer, Remove Curse, Remove Paralysis

PH1: **Neutralize Poison (Druid)

UA: Death's Door

OA: **Castigate (Shu), Levitate (Shu)

TM: Accelerate Healing, *Choose Future, *Emotion Control, Miscast Magic, **Strength of One

RC: *Striking

DM: *Cure Serious Wounds

PRIEST LEVEL 4

PH2: Abjure, Cure Serious Wounds, Free Action, Imbue with Spell Ability, *Neutralize Poison, *Produce Fire, 

Protection from Lightning, **Spell Immunity, Sticks to Snakes

TM: **Dimensional Folding, **Focus, Fortify, Genius, *Mental Domination, Probability Control, *Solipsism, *Uplift

L&L2: Bad Medicine

DM: *Cure Critical Wounds

PRIEST LEVEL 5

PH2: Air Walk, Control Winds, Cure Critical Wounds, *Dispel Evil, Flame Strike, **Plane Shift, Quest, Rainbow, *Raise Dead, **True Seeing, Wall of Fire

UA: Animate Dead Monsters, Golem

OA: **Possess (Shu), *Strength (Shu)

TM: Barrier of Retention, Champion's Strength, Mindshatter

DK: **Ironskin

L&L2: **Kami Absorption, **Berserk

DM: **Limited Wish, *Cure Deadly Wounds

PRIEST LEVEL 6

PH2: Animate Object, *Blade Barrier, Conjure Fire Elemental, *Fire Seeds, *Forbiddance, **Heal, Transmute Water to Dust, Transport via Plants, Wall of Thorns, *Word of Recall

PH1: Feeblemind (Druid)

TM: **Disbelief, *Physical Mirror
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PRIEST LEVEL 7

PH2: Animate Rock, Conjure Earth Elemental, *Creeping Doom, Earthquake, Exaction, Fire Storm, *Gate, *Holy Word, *Regenerate, Restoration, *Resurrection, *Symbol, Transmute Metal to Wood, *Wind Walk

PH1: Finger of Death (Druid), **Resurrection

OA: Compel (Shu), Restore Spirit (Shu)

TM: Divine Inspiration, **Spacewarp, **Spirit of Power, *Timelessness

DK: *Silt Cyclone

L&L2: **Protection from Death

RC: **Raise Dead Fully

DM: **Cureall, **Wish

PRIEST LEVEL 8-10, Quest  (all of these are considered 8th except Rift)

TM: *Conformance (Q), Elemental Swarm (Q), *Fear Contagion (Q), *Implosion/Inversion (Q), Mindnet (Q), **Reversion (Q), 

 *Shooting Stars (Q), *Sphere of Security (Q),  Spiral of Degeneration (Q), Transformation (Q), **Warband Quest (Q),

 Ward Matrix (Q)

DK: Disruption (9), Mountainous Barrier (9), Insect Host (10), Planar Vassal (10), **Rift (10)

DM: **Reset










