


[bookmark: _GoBack]CLERIC:  CLASS ABILITIES & RESTRICTIONS (Page 1 of 1)
							
BASIC INFORMATION
	Race
	All except Wild Elves

	Minimum Stats
	9 Wisdom (13 Wisdom if multi-classed Half-Elf)

	Alignment
	Any (except True Neutral)

	Armor
	Any Armor and Any Shield

	Weapons
	Club, Flail (any), Hammer (any), Lasso, Mace (any), Sap, Staff, Staff-Sling



TURNING UNDEAD AND TURNING ANTI-PALADINS (GOOD CLERICS)
COMMANDING UNDEAD AND TURNING PALADINS (EVIL CLERICS)
	1a) Good clerics have the ability to “turn” (force retreat) undead creatures, anti-paladins, and lesser evil beings of the lower outer planes. 

	1b) Evil clerics have the ability to “command” (force subservience) undead creatures and lesser evil beings of the lower outer planes as well as “turn” (force retreat) paladins.

	2) The ability of clerics to affect a target or multiple targets is determined by a single (d20) dice roll, which is applied separately to each type of creature in the target group, using the table below to determine success.  Number affected is 1-12 unless otherwise noted.

	
	Level of Cleric

	Type or Hit Dice of Target
	1
	2
	3
	4
	5
	6
	7
	8
	9-13
	14+

	Skeleton or 1 HD or 1st Level
	10
	7
	4
	T
	T
	D
	D
	D*
	D*
	D*

	Zombie or 2 HD or 2nd Level
	13
	10
	7
	T
	T
	D
	D
	D
	D*
	D*

	Ghoul or 3 HD or 3nd Level
	16
	13
	10
	4
	T
	T
	D
	D
	D
	D*

	Shadow or 4 HD or 4th Level
	19
	16
	13
	7
	4
	T
	T
	D
	D
	D*

	Wight or 5 HD or 5th Level
	20
	19
	16
	10
	7
	4
	T
	T
	D
	D

	Ghast
	-
	20
	19
	13
	10
	7
	4
	T
	T
	D

	Wraith or 6 HD or 6th Level
	-
	-
	20
	16
	13
	10
	7
	4
	T
	D

	Mummy or 7 HD or 7th Level
	-
	-
	-
	20
	16
	13
	10
	7
	4
	T

	Spectre or 8 HD or 8th Level
	-
	-
	-
	-
	20
	16
	13
	10
	7
	T

	Vampire or 9 HD or 9th Level
	-
	-
	-
	-
	-
	20
	16
	13
	10
	4

	Ghost or 10 HD or 10th Level
	-
	-
	-
	-
	-
	-
	20
	16
	13
	7

	Lich or 11+ HD or 11th+ Level
	-
	-
	-
	-
	-
	-
	-
	19
	16
	10

	Special**
	-
	-
	-
	-
	-
	-
	-
	20
	19
	13


* Number affected is 7-12
** Lesser (10 HD or less) creatures from the outer planes.  Number affected is 1-2.

FOLLOWERS AND STRONGHOLDS
	1) At 8th level, attracts 20-200 fanatically loyal 0th level followers, provided a place of worship has been established.  Some followers will be men-at-arms (See DMG, p. 16)

	2) At 9th level, may apply for official approval from the church to establish a religious stronghold, and gain a small living from this. See PHB for details.



MAGIC ITEM USAGE
	May use most magic items unless they are restricted weapons, or items restricted to other classes.



WISDOM
	Gain additional spells for high wisdom



CREATION OF (UN)HOLY WATER AND MAGIC ITEMS
	At 5th level, gains the ability to create (Un)Holy Water.  See DMG p. 114-115 for specifics.

	At 7th level, gains the ability to create Potions of Healing and Extra Healing, with assistance of an Alchemist

	At 7th level, gains the ability to scribe Clerical Spell Scrolls

	At 7th level, gains the ability to scribe Scrolls of Protection from Devils, Possession and Undead

	At 11th level, gains the ability to create Potions of Healing and Extra Healing without an Alchemist

	At 11th level, gains the ability to create Cleric-Only Magic Items



SPELLS
	1) Begin at 1st level with spells.  See separate sheet.

	2) May only memorize spells above 2nd level if rested and an open channel to the cleric's deity is possible

	3) If cleric's deity is a Demi-God, may only memorize and cast spells up to 5th level

	4) If cleric's deity is a Lesser God, may only memorize and cast spells up to 6th level

	5) If cleric's deity is a Greater God, may memorize and cast spells up to 7th level

	6) Spells of 6th level require a Wisdom of 17

	7) Spells of 7th level require a Wisdom of 18





CLERIC 

ABILITIES, ETC, PER LEVEL (BESIDES SPELLS)

	Level
	ABILITIES GAINED

	1
	· 2 weapon proficiencies
· THAC0 = 20
· Begin with regular saving throws
· Hit points = 1d8 + constitution bonus
· May “Turn Undead” up to 5 HD (Skeleton, Zombie, Ghoul, Shadow, Wight)

	2
	· Hit points go up by 1d8 + constitution bonus
· Gain the ability to “Turn” Ghasts
· Number of Spells usable per day increases

	3
	· Hit points go up by 1d8 + constitution bonus
· Gain the ability to “Turn” 6 HD undead (Wraith)
· Gain the ability to cast 2nd level spells
· Number of Spells usable per day increases

	4
	· THAC0 drops to 18
· New saving throws   
· Hit points go up by 1d8 + constitution bonus
· Gain the ability to “Turn” 7 HD undead (Mummy)
· Number of Spells usable per day increases

	5
	· Hit points go up by 1d8 + constitution bonus
· New weapon proficiency
· Gain the ability to “Turn” 8 HD undead (Spectre)
· Gain the ability to cast 3rd level spells 
· Number of Spells usable per day increases

	6
	· Hit points go up by 1d8 + constitution bonus
· Gain the ability to turn 9 HD undead (Vampire)
· Number of Spells usable per day increases

	7
	· Hit points go up by 1d8 + constitution bonus
· THAC0  drops to 16
· New saving throws
· Gain the ability to turn 10 HD undead (Ghost)
· Gain the ability to cast 4rd level spells
· Learn how to create clerical spell scrolls
· Learn how to create clerical protection scrolls
· Learn how to create potions of healing and extra healing
· Number of Spells usable per day increases

	8
	· Hit points go up by 1d8 + constitution bonus
· Gain the ability to turn 11+ HD undead (Lich) and Special
· Attract 20-200 fanatical followers provided a place of worship has been established
· Number of Spells usable per day increases

	9
	· Hit points go up by 1d8 + constitution bonus
· Turning Undead rolls improve
· New weapon proficiency
· May apply to church to build a fortified religious stronghold
· Gain the ability to cast 5th level spells
· Number of Spells usable per day increases

	10
	· Hit points go up by 2
· THAC0  drops to 14
· New saving throws
· Number of Spells usable per day increases

	11
	· Hit points go up by 2
· Learn how to create other clerical magic items
· Learns how to create potions of healing and extra healing without an Alchemist
· Gain the ability to cast 6th level spells (provided Deity is at least a Lesser God and Cleric has Wisdom of 17 or more)
· Number of Spells usable per day increases

	12
	· Hit points go up by 2
· Number of Spells usable per day increases

	13
	· Hit points go up by 2
· New weapon proficiency
· THAC0  drops to 12
· New saving throws
· Number of Spells usable per day increases

	14
	· Hit points go up by 2
· Turning Undead rolls improve
· Number of Spells usable per day increases

	15
	· Hit points go up by 2
· Number of Spells usable per day increases

	16
	· Hit points go up by 2
· THAC0  drops to 10
· New saving throws
· Gain the ability to cast 7th level spells (provided Deity is a Greater God and Cleric has Wisdom of 18 or more)
· Number of Spells usable per day increases

	17
	· Hit points go up by 2
· New weapon proficiency
· Number of Spells usable per day increases

	18
	· Hit points go up by 2
· Number of Spells usable per day increases

	19
	· Hit points go up by 2
· THAC0  drops to 9 
· New saving throws
· Number of Spells usable per day increases

	20
	· Hit points go up by 2
· Number of Spells usable per day increases



                      




