
The Cleric
Pathfinder New Deal ver3

In faith and the miracles of the divine, many find a greater purpose. Called to serve 
powers beyond most mortal understanding, all priests preach wonders and provide 
for the spiritual needs of their people. Clerics are more than mere priests, though; 
these emissaries of the divine work the will of their deities through strength of arms 
and the magic of their gods. Devoted to the tenets of the religions and philosophies 
that inspire them, these ecclesiastics quest to spread the knowledge and influence of 
their faith. Yet while they might share similar abilities, clerics prove as different from 
one another as the divinities they serve, with some offering healing and redemption, 
others judging law and truth, and still others spreading conflict and corruption. The 
ways of the cleric are varied, yet all who tread these paths walk with the mightiest of 
allies and bear the arms of the gods themselves.

Role: More than capable of upholding the honour of their deities in battle, clerics 
often  prove  stalwart  and  capable  combatants.  Their  true  strength  lies  in  their 
capability to draw upon the power of their deities, whether to increase their own 
and their allies' prowess in battle, to vex their foes with divine magic, to lend healing 
to companions in need, or myriad other powers in keeping with their faith.

Deity: All clerics must revere a specific deity. The choice of deity affects the cleric's 
class skills,  the spells  he casts,  and may also reflavour  some of  the  cleric's  class 
abilities.  Players  who  wish  divine  spellcasting  characters  without  the  benefit  of 
religious dogma should choose to play a Mystic instead.

Alignment: There is no restriction on the alignment of a cleric, and no requirement 
that cleric's alignment be within one step of her deity. However, clerics must still 
abide by the tenets of their religion: something an evil  cleric worshipping a good 
deity may not be able to maintain. Acting against the tenets of your religion is a code 
of conduct violation (see ex-Clerics, below).

Hit Die: d8

Class Skills

The  cleric's  class  skills  are  Craft  (Int),  Diplomacy  (Cha),  Heal  (Wis),  Knowledge 
(religion) (Int), Linguistics (Int), Profession (Wis), Sense Motive (Wis), Spellcraft (Int), 
and five other skills depending on his faith. See Table: Faiths of Iourn for details of 
these class skills.

Skill ranks per level: 2 + Int Modifier
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Table: Cleric Advancement
Level Base Attack 

Bonus
Fort 
Save

Ref 
Save

Will 
Save

Special

1st +0 +2 +0 +2 Aura, channel energy 1d6, domains, orisons, 
spontaneous casting

2nd +1 +3 +0 +3
3rd +2 +3 +1 +3 Channel energy 2d6
4th +3 +4 +1 +4
5th +3 +4 +1 +4 Channel energy 3d6
6th +4 +5 +2 +5
7th +5 +5 +2 +5 Channel energy 4d6
8th +6/+1 +6 +2 +6
9th +6/+1 +6 +3 +6 Channel energy 5d6
10th +7/+2 +7 +3 +7
11th +8/+3 +7 +3 +7 Channel energy 6d6
12th +9/+4 +8 +4 +8
13th +9/+4 +8 +4 +8 Channel energy 7d6
14th +10/+5 +9 +4 +9
15th +11/+6/+1 +9 +5 +9 Channel energy 8d6
16th +12/+7/+2 +10 +5 +10
17th +12/+7/+2 +10 +5 +10 Channel energy 9d6
18th +13/+8/+3 +11 +6 +11
19th +14/+9/+4 +12 +6 +12 Channel energy 10d6
20th +15/+10/+5 +12 +6 +12

Table: Cleric spells per day
Level 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
1st 3 2 --- --- --- --- --- --- --- ---
2nd 4 3 --- --- --- --- --- --- --- ---
3rd 4 3 2 --- --- --- --- --- --- ---
4th 4 4 3 --- --- --- --- --- --- ---
5th 4 4 3 2 --- --- --- --- --- ---
6th 4 4 4 3 --- --- --- --- --- ---
7th 4 5 4 3 2 --- --- --- --- ---
8th 4 5 4 4 3 --- --- --- --- ---
9th 4 5 5 4 3 2 --- --- --- ---
10th 4 5 5 4 4 3 --- --- --- ---
11th 4 5 5 5 4 3 2 --- --- ---
12th 4 5 5 5 4 4 3 --- --- ---
13th 4 5 5 5 5 4 3 2 --- ---
14th 4 5 5 5 5 4 4 3 --- ---
15th 4 5 5 5 5 5 4 3 2 ---
16th 4 5 5 5 5 5 4 4 3 ---
17th 4 5 5 5 5 5 5 4 3 2
18th 4 5 5 5 5 5 5 4 4 3
19th 4 5 5 5 5 5 5 5 4 4
20th 4 5 5 5 5 5 5 5 5 5
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Class Features

The following are features of the cleric:

Weapon and Armour  Proficiency: Clerics  are proficient  with  all  simple  weapons, 
light armour, medium armour, and shields (except tower shields).  Clerics are also 
proficient with the favoured weapon of their deity.

Aura (Ex): A cleric of a chaotic, evil, good, or lawful deity has a particularly powerful 
aura corresponding to the deity's alignment (see the detect evil spell for details). This 
aura may not reflect the cleric's own alignment.

Spells: A cleric casts divine spells which are drawn from the cleric spell list presented 
in the Spell Lists section, and the bonus spells granted from any of her Domains. A 
cleric must choose and prepare her spells in advance.

To prepare or cast a spell, a cleric must have a Wisdom score equal to at least 10 + 
the spell level. The Difficulty Class for a saving throw against a cleric's spell is 10 + the 
spell level + the cleric's Wisdom modifier.

Like other spellcasters, a cleric can cast only a certain number of spells of each spell 
level per day. Her base daily spell allotment is given on Table: Cleric spells per day. In 
addition, she receives bonus spells per day if she has a high Wisdom score. 

A cleric may know any number of spells, but must choose which to prepare each day. 
Clerics meditate or pray for their spells. The faith of each cleric prescribes a time 
each day when she must spend 1 hour in quiet contemplation or supplication to 
prepare her daily allotment of spells. 

A cleric begins play knowing all 0-level spells from her domain lists and the cleric 
spell list (she can choose not to know spells of an opposed alignment); and three 1st-
level  spells of her  choice.  The cleric  also selects  a number of additional  1st-level 
spells equal to her Wisdom modifier. At each new cleric level, she gains two new 
spells of any spell level or levels that she can cast (based on her new cleric level). The 
spells do not have to be written down, although some such spells are kept in written 
format. The cleric can also add additional divine spells from either the cleric list or 
any of her domains; these may be taught by other clerics or found in ecclesiastical 
writings or on divine scrolls. There is no limit to the number of spells a cleric might 
eventually learn.

Channel  Energy  (Su): Regardless  of  alignment,  any  cleric  can  release  a  wave  of 
energy by channelling the power of her faith through her holy (or unholy) symbol. 
This energy can be used to cause or heal damage, depending on the type of energy 
channelled and the creatures targeted.

For some faiths, Channel Energy takes a different form than the text below. Refer to 
Table: Gods of Iourn, and the section on Variant Channel Energy for further details.
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A cleric of a Good-aligned deity channels positive energy and can choose to deal 
damage to undead creatures or to heal living creatures. An cleric of an Evil-aligned 
deity channels negative energy and can choose to deal damage to living creatures or 
to heal undead creatures. A cleric whose deity is neither Good nor Evil must choose 
whether  she  channels  positive  or  negative  energy.  Once  this  choice  is  made,  it 
cannot  be  reversed.  This  decision  also  determines  whether  the  cleric  casts 
spontaneous cure or inflict spells (see spontaneous casting). 

Channelling  energy  causes  a  burst  that  affects  all  creatures  of  one  type  (either 
undead or living) in a 30-foot radius cantered on the cleric. The amount of damage 
dealt or healed is equal to 1d6 points of damage plus 1d6 points of damage for every 
two cleric levels beyond 1st (2d6 at 3rd, 3d6 at 5th, and so on). Creatures that take 
damage from channelled energy receive a Will save to halve the damage. The DC of 
this  save  is  equal  to  10  +  ½  the  cleric's  level  +  the  cleric's  Charisma  modifier. 
Creatures healed by channelled energy cannot exceed their maximum hit point total 
– all excess healing is lost. A cleric may channel energy a number of times per day 
equal to 3 + her Charisma modifier. This is a standard action that does not provoke 
an attack of opportunity. A cleric can choose whether or not to include herself in this 
effect. A cleric must be able to present her holy symbol to use this ability. 

Domains: A cleric's deity influences her alignment, what magic she can perform, her 
values, and how others see her. A cleric chooses two domains from among those 
belonging to her deity. Each domain grants a number of domain powers dependent 
on the level of the cleric. She gains the listed powers from both of her domains, if 
she is of a high enough level. Unless otherwise noted, using a domain power is a 
standard action. Cleric domains are listed at the end of this class entry.

Each domain also grants the cleric access to a number of bonus spells. When a player 
decides upon the spells the cleric knows at 1st level, or chooses the two spells a 
cleric gains when she advances level, that choice is made from the cleric's list of 
domain spells as well as general cleric spell list.

A cleric may choose to modify one or both of her Domains by selecting a Subdomain. 
Choosing a Subdomain swaps out one of the powers in the Domain for another of 
equal value. The list of domain spells is un changed. Not all subdomains are available 
to all clerics who possess the governing domain. See Table: Gods of Iourn for more 
information.

Some domains grant the cleric additional class skills. If the class skill granted by the 
domain  is  already  on  the  cleric's  list  of  class  skills,  then  the  player  may  choose 
another class skill for his character.

Orisons: Clerics  can prepare  a  number  of  orisons,  or  0-level  spells,  each  day,  as 
noted on Table: Cleric spells per day. These spells are cast like any other spell, but 
they are not expended when cast and may be used again. When a cleric prepares her 
spells she decides which of the orisons she knows are prepared for the day.
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Spontaneous  Casting: A  cleric  of  a  Good-aligned  deity  can  channel  stored  spell 
energy into healing spells that she did not prepare ahead of time. The cleric can 
"lose" any prepared spell that is not an orison in order to cast any cure spell of the 
same spell level or lower (a cure spell is any spell with "cure" in its name). 

A cleric of an Evil-aligned deity can't convert prepared spells to cure spells but can 
convert them to inflict spells (an inflict spell is one with "inflict" in its name).

A cleric who worships a deity that is neither good nor evil can choose whether she 
can spontaneous cast  cure or  inflict  spells. However, if the cleric uses the standard 
Channel  Energy class feature explained above,  then this  choice will  have already 
been made as Channel Energy and Spontaneous Casting must be in sync. Once this 
decision is made it cannot be changed.

If  the  cleric's  Channel  Energy  class  feature  allows  the  cleric  to  channel  positive 
energy then she must choose to spontaneous cast cure spells. If the cleric's Channel 
Energy  class  feature  allows the cleric  to  channel  negative  energy  then she must 
choose to spontaneous cast inflict spells.

Additionally, the eight cure spells (or the eight inflict spells) are added to the list of 
spells that a cleric knows. This is in addition to any spells the cleric knows.

Chaotic, Evil, Good, and Lawful Spells: A cleric can potentially cast any spell that is 
available to her, even those with an alignment descriptor opposed to her own or her 
deity's. However, casting such spells may have adverse consequences. Casting spells 
with an alignment descriptor opposed to the cleric's own alignment, may see the 
cleric's alignment gradually shift toward the new moral or ethical outlook. Casting 
spells  with  an  alignment  descriptor  opposed  to  the  deity's  aligment  may  be 
considered a violation of the cleric's code of conduct.

Ex-Clerics: A cleric who grossly violates the code of conduct required by her god 
loses all  spells and class features, except for armour and shield proficiencies and 
proficiency with simple weapons. She cannot thereafter gain levels as a cleric of that 
god until she atones for her deeds (see the atonement spell description).
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Gods of Iourn

Table: Gods of Iourn
Deity AL Portfolio Domains Subdomains
Aegir NE The seas, the mind, strength, 

conflict, sailors
Death, Destruction, Evil, 
Madness, Travel, Trickery, 
Strength, Water

Catastrophe, Exploration, 
Loss, Oceans, Rage, Trade

Azygous LG Self-determination, humans, 
fertility, creation, industry

Artifice, Community, Glory, 
Healing, Knowledge, 
Liberation, Travel

Construct, Family, Heroism, 
Home, Honour, Thought, Toil

Calafax N Fire, destruction, war, 
rebirth, second chances, 
altruism, summer.

Chaos, Community, 
Destruction, Fire, Healing, 
Law, Sun, War

Arson, Ash, Blood, 
Catastophe, Loyalty, Pyre, 
Rage, Resurrection, Smoke, 
Tactics, Torture, Warbound

Domordis N Watchfulness, the land, 
protection, deliverance

Animal, Earth, Healing, 
Liberation, Plant, Protection, 
Scalykind, Weather

Caves, Decay, Defence, 
Dragon, Feather, Fur, 
Growth, Metal, Restoration, 
Resurrection, Seasons, 
Storms

Helian LN The sun, creation, 
civilisation, salvation, 
domination

Artifice, Charm, Community, 
Evil, Fire, Glory, Good, Law, 
Nobility, Protection, Healing, 
Sun, War

Archon, Blood, Construct, 
Day, Defence, Devil, Family, 
Heroism, Home, Honour, 
Leadership, Light, Martyr, 
Purity, Restoration, 
Resurrection, Slavery, 
Tactics, Toil, Tyranny, 
Warbound

Karatath LE Domination, overlordship, 
magic, secrets, forbidden 
lore

Charm, Death, Destruction, 
Law, Evil, Glory, Knolwedge, 
Magic, Nobility, Trickery, 
Rune, War

Arcane, Blood, Catastrophe, 
Daemon, Devil, Divine, Fear, 
Language, Loss, Lust, Night, 
Rage, Slavery, Tactics, 
Torture, Tyranny, Warbound, 
Wards

Lolth CE Elves, the drow, magic, 
creation, darkness, spiders

Artifice, Darkness, Chaos, 
Evil, Magic, Madness, 
Trickery

Azata (eladrin), Arcane, 
Construct, Deception, 
Demon, Divine, Entropy, 
Insanity, Loss, Night, 
Nightmare, Thievery, Toil

Moradin LG Creation, dwarves, smithing, 
stone, engineering

Artifice, Community, Earth, 
Good, Law, Protection, 

Archon, Caves, Construct, 
Defence, Family, Home, 
Metal, Purity, Toil

Mortis N Death, undeath, time, the 
past, history, archives, 
knowledge, funerals, old age.

Community, Death, Evil, 
Healing, Knowledge, 
Pestilence, Repose

Analysis, Ancestors, Daemon, 
Fear, Memory, Murder, 
Souls, Thought, Undead

Sashelas CG Sunlit waters, mediation, 
alliance and co-operation, a 
bulwark against evil.

Community, Chaos, Good, 
Healing, Nobility, 
Knowledge, Protection, 
Water

Azata (eladrin), Defence, 
Family, Flotsam, Home, 
Leadership, Martyr, Memory, 
Oceans, Restoration, 
Resurrection, Thought

Sharrash N Water, oceans, rivers, 
sailors, ships, travel, trade, 
capricousness, winter.

Community, Destruction, 
Healing, Travel, Trickery, 
Water, Weather

Aquanaut, Catastophe, 
Deception, Exploration, 
Flotsam, Ice, Oceans, Rage, 
Seasons, Storms, Trade

Terranor N Earth, mountains, forests, 
nature, agriculture, strength, 
loyalty, justice, law, autumn.

Animal, Community, Earth, 
Healing, Law, Nobility, Plant, 
Protection, Strength

Caves, Decay, Defence, 
Feather, Fur,  Growth, 
Inevitable, Leadership, 
Martyr, Metal, Purity, 
Resolve, Stone Voyager, 
Terranite

Umberlee CE Capriousness, seas, ocean Animal, Charm, Chaos, Catastrophe, Demon, Fear, 
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Deity AL Portfolio Domains Subdomains
predators, greed, storms, 
vanity.

Destruction, Evil, Water, 
Weather

Lust, Oceans, Rage, Storms, 
Torture

Vítaeous N Life, birth, creativity, joy, 
love, marriage, adventure.

Community, Charm, Good, 
Charm, Healing, Luck, 
Trickery

Archon, Curse, Deception, 
Family, Fate, Home, Love, 
Lust, Restoration, 
Resurrection, Thievery

Yeathani NE Drowning, the impossible 
depths, black water, 
brooding menace, forbidden 
lore

Darkness, Death, Evil, 
Knowledge,  Madness, 
Pestilence, Water

Daemon, Devil, Fear, 
Insanity, Loss, Memory, 
Night, Nightmare, Oceans

Zeboim CE Anger, destruction and 
violence; peace and fine 
seas; contradictions, dragons

Chaos, Destruction, Evil, 
Luck, Scalykind, Water,

Catastophe, Curse, Demon, 
Dragon, Fate, Fear, Flotsam, 
Oceans, Rage, Torture

Zephyre N Air, storms, weather, 
mysteries, magic, spring.

Air, Chaos, Liberation, 
Knowledge, Magic, Rune, 
Weather

Arcane, Cloud, Divine, 
Freedom, Language, 
Memory, Revolution, 
Seasons, Storms, Sweet Air, 
Thought, Wards, Wind, 
Windborn

Aegir

Patron  of  the  Aesir  of  Lareth,  his  clergy  make  sure  that  the 
proper respect is shown to their god. This respect usually takes 
the form of gold and other material sacrifices, in return for safe 
sea passage. A no nonsense and beligerant clergy, driven by the 
need to keep their people safe in a hostile land.
Pantheon: Morndinsamman
Required Archetype: None
Centres of Worship: Lareth
Favoured Weapon: Greatclub
Holy Symbol: Breaking wave
Class  Skills: Appraise  (Int),  Intimidate  (Cha),  Knowledge 
(geography) (Int), Knowledge (nature) (Int), Swim (Str)

Azygous

The creator god of the human race, Azygous is now little known 
outside its ancient places of power. Clerics have a parental role, 
looking after  their  parishioners  and protecting them from the 
predations  of  the world.  They stand for freedom, growth and 
progress.
Pantheon: None
Required Archetype: None
Centres of Worship: Elessenia, the Glacial Wastes
Favoured Weapon: The mace
Holy Symbol: Interlocking hands of different creeds
Class Skills: Appraise (Int), Knowledge (arcana) (Int),  Knowledge 
(engineering)  (Int),  Knowledge  (history)  (Int),  Knowledge  (the 
planes) (Int)
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Calafax

Bombastics (Bombastic Church)
The  Bombastics  worship  Calafax  as  a  force  of  chaos  and 
destruction.  They  are  anarchists  that  seek  to  overthrow  the 
established  order,  often  by  infiltrating  other  churches  that 
worship the god of Fire. They are sneaky and conniving, as well 
as being extremely dangerous.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Dagger
Holy Symbol: Stylised burst of fire
Class  Skills: Bluff  (Cha),  Disable  Device  (Dex),  Disguise  (Cha), 
Perception (Wis), Stealth (Dex)

Firestarters (Church of Fire)
These clerics venerate fire as an agent of change and rebirth. A 
philanthropic church they are believers in freedom, heroism and 
giving  others  a  second  chance.  They  are  a  relaxed  and 
approachable faith, but not shy when it  comes to incinerating 
their enemies.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Longsword
Holy Symbol: Phoenix
Class  Skills: Bluff  (Cha),  Knowledge  (arcana)  (Int),  Knowledge 
(local) (Int), Knowledge (nobility) (Int), Perform (Cha)

Red Cloaks (The Sixfold Faith)
These are priests of the Sixfold Faith who venerate Calafax above 
the other five moon gods. Highly individualistic clerics, each Red 
Cloak is a religion of one abiding by his own interpretation of the 
will of Calafax. They answer only to the Cloaked Cabal of Moon 
Peak.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Lareth, the Cradlelands
Favoured Weapon: Chosen by the cleric at 1st level
Holy Symbol: Varies by cleric, often a simple red cloak
Class  Skills: Chose  any  five  skills  that  represent  the  cleric's 
backround and understanding of Calafax's teachings.
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Warmakers (Church of Contention)
Warmakers worship Calafax as the god of war. They are as much 
soldiers as they are clerics.  Highly competent battle tacticians, 
the high priests are decorated generals, and are often called to 
serve in national armies. Pragmatic rather than honourable, the 
Warmakers never back down from a fight.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Any heavy blade
Holy Symbol: Flaming sword
Class Skills: Handle Animal  (Cha),  Intimidate  (Cha),  Knowledge 
(engineering)  (Int),  Knowledge  (history)  (Int),  Knowledge 
(nobility) (Int), Ride (Dex)

Domordis

The great  god of  Lareth,  patron of  the hearth,  home and the 
conforting strength of stone walls. Deity of nature, and protector 
of trees. The Larethi priests of Domordis are often elven, who 
have developed an affinity with the god. The priesthood are a 
popular force for good in the islands.
Pantheon: None
Required Archetype: None
Centres of Worship: Isles of Lareth, Cradlelands 
Favoured Weapon: Wooden club or staff
Holy Symbol: A stone tree
Class  Skills: Handle  Animal  (Cha),  Knowledge  (arcana)  (Int), 
Knowledge  (dungeoneering)  (Int),  Knowledge  (nature)  (Int), 
Survival (Wis)

Helian (Hadradanism)

Elyastic Priests (Elyassism)
The most ancient of the Helina-worshipping orders, these priests 
follow the teachings of the prophet Elyas. They are a open and 
welcoming faith, who put great stock in honour and and good 
deeds. Staunchfast opponents of evil, they are a weak in Hadrada 
itself, although they are the only faith on Belsinor's Girdle.
Pantheon: None
Required Archetype: None
Centres of Worship: Belsinor's Girdle, Hadrada
Favoured Weapon: Shepherd's crook (staff)
Holy Symbol: The face of Helian in a burning sun
Class Skills: Knowledge (arcana) (Int), Knowledge (history) (Int), 
Knowledge (the planes) (Int), Perception (Wis)
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Timonites (Timonism)
The  current  passive  faith  of  Hadradanism,  created  out  of 
centuries of defeat and the destruction of their empire. Timonite 
priests are inward-looking, dedicated to protecting the Hadradan 
people from outside threats and from themselves. Timonites do 
not look outside the borders of Hadrada.
Pantheon: None
Required Archetype: None
Centres of Worship: Hadrada
Favoured Weapon: Staff
Holy Symbol: Sunrise over a green land
Class  Skills: Appraise  (Int),  Knowledge  (arcana),  Knowledge 
(engineering),  Knowledge  (history)  (Int),   Knowledge  (nobility) 
(Int)

Vandanites (Vandanism)
The prophet Vanda rewrote the thirteen laws of Elyas to cast the 
Hadradan people in the role as the chosen ones. His priests were 
at the forefront of conquering the world, creating the Hadradan 
empire and enslaving the lesser races. Now a waning power, the 
priests continue to peddle their poison among the ignorant.
Pantheon: None
Required Archetype: None
Centres of Worship: Hadrada, Vikallia, Lareth
Favoured Weapon: The whip
Holy Symbol: The sun and the serpent
Class  Skills: Intimidate  (Cha),  Knowledge  (arcana)  (Int), 
Knowledge  (geography)  (Int),  Knowledge  (nobility)  (Int). 
Knowledge (the planes) (Int) 

Karatath

Once an elf that sat on the Grey Council, Karatath became a god 
and  started  the  first  Great  War  that  lasted  for  one  thousand 
years.  Imprisoned  deep  in  the  Great  Dark,  his  priesthood 
continued to serve his evil ends throughout the world. Now the 
dark lord stirs, and his priests have become even more powerful.
Pantheon: None
Required Archetype: None
Centres of Worship: Thannassanoir and worldwide
Favoured Weapon: Sacrificial dagger
Holy Symbol: Elvish knot
Class Skills: Intimidate (Cha), Knowledge (any)
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Lolth

Fate's third-born, the child of magic, creator of the Weave. Lolth 
remains  imprisoned  in  Barathrum,  but  she  still  has  power  to 
grant spells and powers to her clerics. The priesthood of Lolth is 
entirely  female,  and much of  it  has  become embroiled  in  the 
petty conflict and one-upmanship of drow politics.
Pantheon: Children of Fate
Required Archetype: None
Centres of Worship: Drow nations, Demonweb
Favoured Weapon: Spider dagger
Holy Symbol: Lolth's head, the spider
Class  Skills: Intimidate  (Cha),  Knowledge  (arcana)  (Int), 
Knowledge (dungeoneering) (Int), Knowledge (the planes) (Int), 
Use Magic Device (Cha)

Moradin

The  god  of  dwarves,  Moradin'stitles  include  the  Soul  Forger, 
Dwarf-father,  the  All-Father,  and  the Creator.  Moradin  forged 
the first dwarves out of metal and gems and breathed life into 
them. He governs the arts and sciences of the dwarves: smithing, 
metalworking, engineering, and war
Pantheon: Morndinsamman
Required Archetype: None
Centres of Worship: Gustadtan, Auld Kingdom (Angdor)
Favoured Weapon: Warhammer
Holy Symbol: Hammer and anvil
Class  Skills: Appriase  (Int),  Knowledge  (dungeoneering)  (Int), 
Knowledge (nobility), Knowledge (engineering) (Int), Knowledge 
(history) (Int).

Mortis

Grey Cloaks (The Sixfold Faith)
These are priests of the Sixfold Faith who venerate Mortis above 
the other five moon gods. Highly individualistic clerics, each Grey 
Cloak is a religion of one abiding by his own interpretation of the 
will of Mortis. They answer only to the Cloaked Cabal of Moon 
Peak.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Lareth, The Cradlelands
Favoured Weapon: Chosen by the cleric at 1st level
Holy Symbol: Varies by cleric, often a simple grey cloak
Class  Skills: Chose  any  five  skills  that  represent  the  cleric's 
backround and understanding of Terranor's teachings.
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Necrolytes (The Church of the Unbeating Heart)
Necrolytes  worship  Mortis  as  the  god of  undeath,  horror  and 
pain. One of the two forbidden churches of Uros they operate in 
secret, taking what they need and experimenting for their own 
cruel ends. The goals of individual cells can differ widely, some 
might be approachable while others spell certain death.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Serrated knife
Holy Symbol: Human skull
Class Skills: Disguise (Cha), Knowledge (arcana) (Int), Knowledge 
(dungeoneering) (Int), Knowledge (the planes) (Int), Stealth (Dex)

Scribes (The Scriveners of Doom)
The keepers of knowledge, history and lore… the Scribes amass 
great  libraries and archives of  knowledge.  Their  priests collect 
esoteric lore and make it available to the faithful (for a fee). They 
engage in and sponsor expeditions to long forgotten locations in 
the hope of adding to their knowledge. 
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Hammer
Holy Symbol: Open book
Class Skills: Appraise (Int), Knowledge (any)

Watchers (The Watchers on the Cusp of Oblivion)
The  oldest  of  the  faiths  of  Mortis,  the  Watchers  are  the 
defenders of life, forever vigilant against the threat posed by the 
undead. They also teach against the practice of resurrection and 
are largely responsible for having the practice outlaws in Urova. 
The watchers also administer last rites to Moon worshippers.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Scythe or long blade
Holy Symbol: Hour glass
Class Skills: Knowledge (arcana) (Int), Knowledge (history) (Int), 
Knowledge  (local)  (Int),  Knowledge  (nobility)  (Int),  Perception 
(Wis)
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Sashelas

The priesthood of Sashelas is mainly made up of aquatic elves, 
who defend the shallow seas from the incursion of evil  races, 
befriend  stranded  swimmers,  and  act  as  link  between  the 
saltwater communities and their land-based brethren. Fickle and 
flighty  in  some  regards,  the  Delphions  are  steadfast  when  it 
comes to protecting their homes and their history.
Pantheon: Seldarine (exiled)
Required Archetype: None
Centres of Worship: Shallow seas of the Sasheenie
Favoured Weapon: Trident
Holy Symbol: Dolphin
Class Skills: Knowledge (history) (Int), Knowledge (nature) (Int), 
Perform (Cha), Survival (Wis), Swim (Str)

Sharrash

Blue Cloaks (The Sixfold Faith)
These  are  priests  of  the  Sixfold  Faith  who  venerate  Sharrash 
above  the  other  five  moon  gods.  Highly  individualistic  clerics, 
each  Blue  Cloak  is  a  religion  of  one  abiding  by  his  own 
interpretation of the will of Sharrash. They answer only to the 
Cloaked Cabal of Moon Peak.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Lareth, Cradelands
Favoured Weapon: Chosen by the the cleric at 1st level
Holy Symbol: Varies by cleric, often a simple blue cloak
Class  Skills: Chose  any  five  skills  that  represent  the  cleric's 
backround and understanding of Sharrash's teachings.

Farseekers (Odyssian Church)
Clerics  of  the  church  of  travel  and  exploration,  the  Odyssian 
clergy look to protect all travellers, although particularly sailors. 
They are responsible for  the construction and maintenance of 
the Sharrashan waystations that dot Norandor. But more than 
that, they are faith obsessed with what is to be found over the 
next horizon. Few have gone so far, or seen so much.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova, but can be found worldwide
Favoured Weapon: Staff or whip
Holy Symbol: Sailing ship
Class Skills: Knowledge (geography) (Int), Knowledge (local) (Int), 
Knowledge (the planes) (Int), Survival (Wis), Swim (Str)
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Merchants Divine (Agiostic Church)
The priests of the Agiostic faith are skilled merchants, traders, 
and  accountants;  but  many  are  also  skilled  artisans  and 
craftsmen who use their position in the church to ply their wares. 
Merchant districts and sometimes entire markets are under the 
control of the church. They are, perhaps, the most powerful of all 
the  Moon  Faiths  with  their  tyrannical  grip  of  the  theory  of 
economics.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Short sword
Holy Symbol: Pair of scales
Class Skills: Appraise (Int), Bluff (Cha), Knowledge (history) (Int), 
Knowledge (local) (Int), Swim (Str)

Waveservants (Church of Water)
Waveservants  hold  water  to  be the most  sacred  of  elements. 
They protect it from corruption, and are normally in charge of the 
water supply in most Urovan cities and settlements. The clerics 
are extremely adaptable, holding that change is an essential part 
of life.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Mace
Holy Symbol: Cresting wave
Class  Skills: Knowledge  (geography)  (Int),  Knowledge  (nature) 
(Int),  Knowledge  (history)  (Int),  Knowledge  (the  planes)  (Int), 
Swim (Str)

Terranor

Brown Cloaks (The Sixfold Faith)
These  are  priests  of  the  Sixfold  Faith  who  venerate  Terranor 
above  the  other  five  moon  gods.  Highly  individualistic  clerics, 
each  Brown  Cloak  is  a  religion  of  one  abiding  by  his  own 
interpretation of the will of Terranor. They answer only to the 
Cloaked Cabal of Moon Peak.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Lareth, the Cradelands
Favoured Weapon: Chosen by the cleric at 1st level
Holy Symbol: Varies by cleric, often a simple brown cloak
Class  Skills: Chose  any  five  skills  that  represent  the  cleric's 
backround and understanding of Calafax's teachings.
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Justiciars (The Justicians)
Justicians worship Terranor as the god of order and justice. A 
popular  faith  among  judges,  lawmen  and  paladins,  the 
priesthood  is  a  highly  respected  institution  in  Urova.  Its 
hierachy  is  closely  interwoven  with  the  judiciary,  and  the 
Justicians have a large role in creating and administering laws.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Londsword
Holy Symbol: Face wearing a blindfold 
Class Skills: Knowledge (arcana) (Int), Knowledge (history) (Int), 
Knowledge (nobility) (Int), Perception (Wis), Ride (Dex), 

Shepherds (Church of the Land)
The Shepherds see Terranor as the god of the earth and the 
hearth, and the patron of farming. The priesthood is the least 
hierarchical  of  the  Moon  Faiths,  with  local  priests  seldom 
having to answer to anyone. The roles of the priesthood include 
blessing crops and harvests, taking on a veterinary role, and in 
some communities officiating at weddings and funerals.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Sickle
Holy Symbol: Plough
Class  Skills: Handle  Animal  (Cha),  Knowledge  (local)  (Int), 
Knowledge (nature) (Int), Ride (Dex), Survival (Wis)

Terranites (Church of Earth)
A small church, that might rate as little more than an elemental 
cult were they not the first faith to worship Terranor in Urova. 
Priests  worship  the  earth  itself,  praising  its  strength  and 
immovability. Opponents of change, and likely to put the needs 
of the natural world above those of its inhabitants.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Stone club
Holy Symbol: Stone
Class  Skills: Handle  Animal  (Cha),  Knowledge  (local)  (Int), 
Knowledge (nature) (Int), Knowledge (the planes) (Int), Survival 
(Wis)
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Wildwardens (Sylvani Faith)
The wildwardens believe that animals and plants were created 
by Terranor for the benefit  of his worshippers.  Its their job to 
protect, nurture and properly exploit these resources on behalf 
of  the  faithful.  Although superficially  similar,  wildwardens and 
druids  are  always  at  odds:  their  faiths  built  are  diametrically 
opposed believes.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Spear
Holy Symbol: Paw print, often surrounded by ivy
Class  Skills: Handle  Animal  (Cha),  Knowledge  (dungeoneering) 
(Int),  Knowledge  (nature)  (Int),  Knowledge  (the  planes)  (Int), 
Survival (Wis)

Umberlee

Clerics of the Bitch Queen spend much of their time making sure 
everyone else is as scared of their god as they are. They acquire 
tribute and sacrifices for their fickle mistress.
Pantheon: Daughters of Sharrash
Required Archetype: None
Centres of Worship: Isles of Lareth
Favoured Weapon: Broken trident
Holy Symbol: Two breaking waves
Class  Skills: Intimidate  (Cha),  Knowledge  (geography)  (Int), 
Knowledge  (nature)  (Int),  Knowledge  (the  planes)  (Int),  Swim 
(Str)

Vítaeous

Defiers (Church of Fortune's Favour)
Vítaeous is the goddess of luck, and the Defiers take that aspect 
of  their  god  to  the  extreme.  Priests  teach  that  too  much 
forethought or planning is largely detrimental, as the whims of 
Vítaeous are impossible to anticipate. They encourage people to 
try  their  luck,  and  sponsor  acts  of  daring,  heroism  and 
adventure…. virtues that the Defiers themselves are filled with.
Pantheon: Moon God
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Chakram
Holy Symbol: Twin dice
Class Skills: Bluff (Cha), Knowledge (arcana) (Int), Knowledge (the 
planes) (Int), Perception (Wis), Survival (Wis)
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Green Cloaks (The Sixfold Faith)
These  are  priests  of  the  Sixfold  Faith  who  venerate  Vítaeous 
above  the  other  five  moon  gods.  Highly  individualistic  clerics, 
each  Green  Cloak  is  a  religion  of  one  abiding  by  his  own 
interpretation of the will of Vítaeous. They answer only to the 
Cloaked Cabal of Moon Peak.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Lareth, the Cradelands
Favoured Weapon: Chosen by the cleric at 1st level
Holy Symbol:Varies by cleric, often a simple green cloak 
Channel Energy: As written; must channel positive energy.
Class  Skills: Chose  any  five  skills  that  represent  the  cleric's 
backround and understanding of Vítaeous's teachings.

Sensates (Sensationalist)
Life is for the living. Everyone has a time allotted to them, and it 
is their responsibility to fill that time with as many experiences as 
possible. Life is all about experiences to a Sensate – it  doesn't 
matter what the experience is  ,  as long as it  is  new then the 
temptation is irresistible. Sensates often end up as unashamedly 
debauched, hedonistic pleasure-hounds.
Pantheon: 
Required Archetype: 
Centres of Worship: 
Favoured Weapon: 
Holy Symbol: White bird in flight
Channel Energy: As written; must channel positive energy.
Class  Skills: Bluff  (Cha),  Knowledge  (arcana)  (Int),  Knowledge 
(local) (Int), Knowledge (history) (Int), Perform (Cha)

Vítaens (Church of Life)
Vítaens  are  champions  of  life.  They  heal  the  sick,  officiate  at 
weddings and births, and generally help the living cope with their 
lot.  They  are  steadfast  opponents  of  evil,  the  undead  and 
resurrection  which  they  believe  to  be  unnatural.  Vítaens  also 
hold  that  everyone  has  the  right  to  personal  freedom,  and 
strongly oppose slavery.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Staff
Holy Symbol: The White Lady
Channel Energy: As written; must channel positive energy.
Class Skills: Knowledge (arcana) (Int), Knowledge (nobility) (Int), 
Knowledge  (history)  (Int),  Knowledge  (local)  (Int),  Knowledge 
(the planes) (Int)
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Yeathani

The clerics of Yeathani are tirelessly toil to unlock the mysteries 
of the deepest and darkest parts of the ocean. They are masters 
of forbidden knowledge, many of which are drive insane after 
long months in  the cold dark of  underwater trench,  sustained 
only by their deity's malice. Yeathani's clerics tend to be quiet, 
brooding individuals with quick tempers. They wear dark greens 
and blacks, and are often adept at hiding their presence.
Pantheon: Daughters of Sharrash
Required Archetype: None
Centres of Worship: Isles of Lareth
Favoured Weapon: Dagger
Holy Symbol: Hand of drowning man
Class  Skills: Knowledge  (arcana)  (Int),  Knowledge 
(dungeoneering)  (Int),  Knowledge  (the  planes)  (Int),  Stealth 
(Dex), Swim (Str)

Zeboim

The priesthood of Zeboim mirrors their goddess: vengeful, angry 
and  generally  unpleasent;  but  sometimes  incongruously 
reasonable  for  no  readily  explained  reason.  Clerics  lead 
supplicants  in  prayer  to  placate  Zeboim's  raging  nature.  Their 
guiding principle is sacrfice in return for protection and power.
Pantheon: Daughters of Sharrash
Required Archetype: None
Centres of Worship: Isles of Lareth
Favoured Weapon: Longsepar
Holy Symbol: Shell of a sea turtle, sometimes with a human head
Class  Skills: Intimidate  (Cha),  Knowledge  (arcana)  (Int), 
Knowledge (history) (Int), Knowledge (nobility) (Int), Swim (Str)

Zephyre

Aetherians (The Church of the Arcanum Incognita)
Servants  in  the pursuit  of  secrets  mortals  were  not  meant  to 
know. The Arcanum Incognita is the secretive church of magic 
and mysteries. They control the spread of unchecked wizardry in 
Norandor, and see themselves as the great defenders: standing 
inbetween the material world and a host of horrors that would 
drive it insane.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova, particularly Sorostrae
Favoured Weapon: Magical staff
Holy Symbol: Eight-pointed star
Class Skills: Fly (Dex), Knowledge (any) (Int),  Use Magic Device 
(Cha)
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White Cloaks (The Sixfold Faith)
These  are  priests  of  the  Sixfold  Faith  who  venerate  Zephyre 
above  the  other  five  moon  gods.  Highly  individualistic  clerics, 
each  White  Cloak  is  a  religion  of  one  abiding  by  his  own 
interpretation  of  the  will  of  Zephyre.  The answer  only  to  the 
Cloaked Cabal of Moon Peak.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Lareth, the Cradlelands
Favoured Weapon: Chosen by the cleric at 1st level
Holy Symbol: Varies by cleric, often a simple white cloak
Class  Skills: Chose  any  five  skills  that  represent  the  cleric's 
backround and understanding of Zephyre's teachings.

Zephyrs (Church of Air)
A monastic faith, that considers the inscrutable truth apparent in 
the  wind.  Temples  of  the  Church  of  Air  are  built  in  high 
inaccessible  places,  or  areas  of  extreme  weather  conditions. 
Thinkers rather than doers, Zephyrs are a fairly distant faith to 
the people of Urova. At best they can be said to be champions of 
freedom, and will defend the rights of anyone to be masters of 
their own destiny.
Pantheon: Moon Gods
Required Archetype: Lunar Priest
Centres of Worship: Urova
Favoured Weapon: Flail
Holy Symbol: Anthropomorphic tornado
Class Skills: Acrobatics (Dex),  Climb (Str),  Fly (Dex),  Knowledge 
(nature) (Int), Survival (Wis)
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Variant Channel Energy

An iconic  ability  of  clerics  is  their  power  to channel  positive  or  negative  energy, 
whether for healing, for damage, or to turn or command the undead. However, few 
deities grant their clerics the Channel Energy ability as it appears in the description 
of the cleric. In almost all cases, the ability is modified to reflect the powers and 
portfolio of the deity. These rules are not optional. If the god uses a variant form of 
channel energy, then the cleric must select and use the indicated variant.

Variant channeling has the same area of effect, save DCs, uses per day, and other 
rules  relating  to  channeling  energy.  Feats  and  abilities  that  modify  or  present 
alternative uses for channeled energy (such as Command Undead and Turn Undead) 
work normally with these variant channeling abilities.

For the gods Vítaeous, Mortis, Terranor, Calafax, Sharrash and Zephyre this variant 
form of  chanelled energy  takes  the form of  an  ability  called "Balance of  the  Six 
Humours". These gods channel energy appropriate to their elemental nature.

For  the other  deities  presented here,  variant  channeling either  modifies  positive 
channeled energy when used to heal  or  modifies  negative  energy  when used to 
harm.  When using  positive  energy  to  heal,  affected  creatures  gain  only  half  the 
normal  amount  of  healing  but  also  receive  a  specific  beneficial  effect.  When 
channeling negative energy to harm, affected creatures take only half the normal 
damage but take an additional penalty or harmful effect; a successful saving throw 
negates the additional penalty or effect but does not reduce the damage any further. 
Creatures that  would normally  ignore the effect  of  a  particular  channel  (such as 
undead with respect to a positive energy channel used to heal) ignore the variant 
effect of that channel.

Some variant channeling abilities are enhanced when used on particular creature 
types.  Such  channeling  increases  the  normal  healing  or  damage  from channeled 
energy by 50% for that creature type, rather than the default half healing or damage 
for the alternative channeling.  For  example,  a 7th-level  cleric  normally heals  4d6 
points  of  damage  with  channeled  positive  energy;  with  the  Nature  alternative 
channeling, that cleric instead heals only half that amount (2d6) when channeling, 
but heals animals and fey an additional +50% over the unhalved value (4d6 + 50%).

Unless  otherwise  stated,  bonuses  granted  by  a  variant  channeling  are  sacred 
bonuses if you channel positive energy or profane bonuses if you channel negative 
energy. If an alternative channeled energy provides a "channel bonus" on rolls or 
statistics, the bonus is +1, increasing to +2 at cleric level 5 and for every 5 cleric 
levels thereafter (to a maximum of +5). Likewise, a "channel penalty" is initially –1, 
increasing to -2 at cleric level 5 and every 5 cleric levels thereafter (to a maximum of 
-5).
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A character who has the channel energy ability from a class other than cleric may 
also have to use the variant chanelling rules if the class's abilities are tied to serving a 
deity. For example, paladins of Terranor will channel energy as clerics of Terranor; 
oracles with the Life mystery serve many deities and chose a variant form of Channel 
Energy  sponsored  by  any  of  these  gods.  However  a  necromancer  wizard  who 
channels negative energy cannot make use of these rules.

The  following  is  a  list  of  channel  energy  variants  used  by  the  deities  in  this 
document. If a deity does not appear in the list below, then they use the channelling 
rules detailed in the description of the Cleric class.

Aegir: A powerful wave of engulfs the targets. Heal – Creatures gain a channel bonus 
on Climb and Swim checks and Constitution checks to hold their breath; this bonus 
lasts for 1 minute. Creatures ignore fatigue from thirst and pressure damage from 
deep water for 1 minute. Harm – The harming effect is enhanced for creatures with 
the aquatic or water subtypes.

Calafax: Balance  of  the  Six  Humours.  The  priests  channel  deific  fire  instead  of 
positive or negative energy.  Heal – the standard amount of damage is healed, but 
any  excess  healing  over  a  target's  maximum  hit  points  is  inflicted  as  hit  point 
damage.  Harm – the standard amount of fire damage is inflicted. Targets of either 
version of ability can attempt a Reflex saving throw for half damage (or half healing).

Domordis: The blessing of Domordis has a rejuvenating effect on the land and the 
creatures and plants that dwell within it. Heal – The healing effect is enhanced for 
animals, plants and fey. Creatures gain a channel bonus on Handle Animal and wild 
empathy checks for 1 minute. Harm – The harmful effect is enhanced for animals 
and fey.

Helian: Clerics channel and intense burst of sunlight that radiates out from the cleric. 
Heal – The illumination level in the area increases by one step, and creatures gain a 
channel bonus on saves against blindness and light-based effects. Harm – Creatures 
are dazzled for 1 minute; creatures with light blindness or light sensitivity are blinded 
instead of dazzled.

Karatath: Targets are subjected to the inescapable will of Karatath. Heal – Creatures 
ignore fatigue and exhaustion for 1 minute. Harm – Creatures gain a channel penalty 
on saves against compulsions, pain, and stun for 1 minute.

Lolth: The weaver's power as the mistress of all magic affects the spellcasting of your 
targets.  Heal  –  Creatures  gain  a  channel  bonus  on  caster  level  checks  and 
concentration checks until  the end of  your next turn.  Harm – All  creatures must 
make concentration checks (DC = channel energy DC plus spell level) to use spells or 
spell-like abilities until the end of your next turn.

Moradin: You  call  upon  the  All-Father's  power  over  stone  and  earth.  Heal  – 
Creatures gain a DR 1/adamantine until the end of your next turn. This DR improves 
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by 1 at  5th level  and every 5 levels thereafter.  This does not allow recipients to 
overcome  DR/adamantine  with  their  own  attacks.  Harm  –  The  area  of  effect  is 
transformed in sharp and broken ground. The area counts as difficult terrain. This 
effect lasts of 1 minute.

Mortis: Balance of the Six Humours. The priests channels negative energy that can 
be used to harm living creatures, and heal  undead as stated in the rules for the 
cleric. Priests of Mortis can also use negative energy to heal the living. It heals only 
half the listed amount, and any excess healing over a target's maximum hit points is 
inflicted as hit point damage.

Sashelas: The  protective  power  of  Sashelas  defends  you  against  fear.  Heal  – 
Creatures affected by fear may attempt another saving throw and receive a channel 
bonus on the roll. A creature unaffected by fear gains a channel bonus to its Armor 
Class until the end of your next turn and on its attack roll if it makes a charge attack 
before your next turn. Harm – This works like a standard channel (not halved).

Sharrash: The priests channel deific water instead of positive or negative energy. 
Heal – the standard amount of  damage is  healed, but any excess healing over a 
target's maximum hit points is inflicted as hit point damage.  Harm –  the standard 
amount of cold damage is inflicted. Targets of either version of ability can attempt a 
Reflex saving throw for half damage (or half healing).

Terranor: The priests channel  deific  earth instead of  positive or negative energy. 
Heal – the standard amount of  damage is  healed, but any excess healing over a 
target's maximum hit points is inflicted as hit point damage.  Harm –  the standard 
amount of acid damage is inflicted. Targets of either version of ability can attempt a 
Reflex saving throw for half damage (or half healing).

Umberlee: The goddess of storms and torture brings her power to bear on your 
targets: Heal – Creatures gain a channel bonus on pain effect saves for 1 minute. 
Harm – Creatures are sickened until the end of your next turn, plus a number of 
rounds equal to your channel penalty. At cleric level 10, you may select one creature 
to be nauseated in addition to the effects of the channeled energy.

Vítaeous: Balance of the Six Humours. The priests channels positive energy that can 
be used to heal  living creatures, and harm undead as stated in the rules for the 
cleric. When used to heal the living, the positive energy heals half as much again 
(+50%) of the listed amount, but any excess healing over a target's  maximum hit 
points is inflicted as hit point damage.

Yeathani: The goddess of forbidden lore allows targets of your power a glimpse at 
one of her many hidden truths. Heal – Creatures gain a channel bonus on saving 
throws against confusion, insanity, rage, and similar effects. Harm – Creatures are 
confused until the end of your next turn.
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Zeboim: The destructive rage of  Zeboim overcomes all.  Heal  –  This  works  like a 
standard channel (not halved). Harm – Creatures gain a channel penalty on attack 
rolls until the end of your next turn.

Zephyre: The priests channel a gust of powerful wind instead of positive or negative 
energy.  Heal – the standard amount of damage is healed, but any excess healing 
over  a  target's  maximum hit  points  is  inflicted as  hit  point  damage.  Harm –  the 
standard amount of electricity damage is inflicted. Targets of either version of ability 
can attempt a Reflex saving throw for half damage (or half healing).
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Expanded Domain Spell Lists

Air

Level Domain Spells
0 breeze
1 bless element (air only); feather fall; obscuring mist; shocking grasp; whispering 

wind
2 gust of wind; levitate; resist energy (electricity only); wind wall
3 call lightning; fly; gaseous form; lightning bolt
4 air walk; elemental body I (air only); solid fog
5 call lightning storm; control winds; elemental body II (air only); overland flight
6 chain lightning; elemental body III (air only); wind walk
7 elemental body IV (air only)
8 whirlwind
9 elemental swarm (air only); storm of vengeance; winds of vengeance

Animal

Level Domain Spells
1 animal messenger; calm animals; charm animal; detect animals or plants; hide from 

animals; magic fang; speak with animals; summon nature's ally I (animals only)
2 animal trance; feather fall, hold animal; reduce animal; summon nature's ally II 

(animal only); summon swarm
3 beast shape I (animals only); dominate animal; fly; greater magic fang; summon 

nature's ally III (animals only)
4 beast shape II (animals only); giant vermin; repel vermin; summon nature's ally IV 

(animals only)
5 animal growth; beast shape III (animals only); commune with nature; insect plague; 

Mordenkainen's faithful hound; summon nature's ally V (animals only)
6 antilife shell; awaken (animals only); beast shape IV (animals only);  mass fly; 

summon nature's ally VI (animals only)
7 animal shapes; summon nature's ally VII (animals only)
8 summon nature's ally VIII (animals only)
9 shapechange; summon nature's ally IX (animals only)

Artifice

Level Domain Spells
0 mending
1 animate rope; create water; unseen servant
2 make whole; wood shape
3 shrink item; stone shape
4 minor creation
5 fabricate
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6 major creation
7 limited wish; wall of iron
8 Drawmij's instant summons; polymorph any object
9 prismatic sphere

Chaos

Level Domain Spells
1 doom; entropic shield; expeditious retreat; lesser confusion; protection from law
2 align weapon (chaos only); shatter
3 displacement; magic circle against law; rage
4 chaos hammer
5 dispel law
6 animate objects; planar ally (demons, eladrin, and proteans only)
7 reverse gravity; word of chaos
8 cloak of chaos
9 summon monster IX (chaos spells only)

Charm

Level Domain Spells
1 charm animal; charm person; sleep
2 calm emotions; eagle's splendour; enthral; hypnotic pattern; touch of idiocy
3 deep slumber; suggestion
4 good hope; heroism; confusion
5 charm monster; dominate person; symbol of sleep
6 geas/quest; mass eagle's splendour; mass suggestion; symbol of persuasion
7 greater heroism; song of dischord; insanity
8 demand; euphoric tranquility; mass charm monster
9 antipathy; dominate monster; sympathy

Community

Level Domain Spells
0 purify food and drink
1 alarm; bless; create water; Tenser's floating disc
2 aid; calm emotions; magic mouth; shield other; status
3 create food and water; glyph of warding; helping hand; prayer
4 imbue with spell ability
5 Rary's telepathic bond
6 heroes' feast
7 guards and wards; refuge
8 mass cure critical wounds
9 miracle; sympathy
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Darkness

Level Domain Spells
0 Penumbra
1 obscuring mist; sleep
2 blindness/deafness (only to cause blindness); darkness; darkvision
3 deeper darkness
4 shadow conjuration
5 enervation; summon monster V (summons 1d3 shadows); shadow evocation
6 modify memory; nightmare; shadow walk
7 power word blind; greater shadow conjuration
8 greater shadow evocation
9 energy drain; shades

Death

Level Domain Spells
0 bleed
1 bless element (negative energy only); cause fear; chill touch; deathwatch; detect 

undead; hide from undead; inflict light wounds
2 command undead; death knell; false life; gentle repose; ghoul touch; inflict 

moderate wounds
3 animate dead; keen edge; half undead; inflict serious wounds; speak with dead
4 death ward; enervation; fear; inflict critical wounds
5 slay living; mass inflict light wounds; suffocation; waves of fatigue
6 circle of death; create undead; harm; mass inflict moderate wounds; symbol of 

fear; undeath to death
7 control undead; destruction; mass inflict serious wounds; symbol of weakness; 

waves of exhaustion
8 create greater undead; finger of death; mass inflict critical wounds; symbol of 

death
9 energy drain; mass suffocation; wail of the banshee

Destruction

Level Domain Spells
0 bleed
1 inflict light wounds; true strike
2 bull's strength; gust of wind; inflict moderate wounds; shatter
3 call lightning; inflict serious wounds; rage
4 inflict critical wounds
5 mass inflict light wounds; shout; slay living
6 harm; mass inflict moderate wounds; moonstruck
7 control weather; destruction; disintegrate; mass inflict serious wounds
8 earthquake; mass inflict critical wounds; greater shout; sympathetic vibration
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9 implosion

Earth

Level Domain Spells
1 bless element (earth only); magic stone
2 create pit; heat metal; resist energy (acid only); soften earth and stone
3 meld into stone; spike growthl spiked pit; stone shape
4 elemental body I (earth only); spike stones
5 elemental body II (earth only); transmute mud to rock; transmute rock to mud; 

stoneskin; wall of stone
6 elemental body III (earth only); hungry pit; move earth; stoneskin; stone tell; wall of 

iron
7 elemental body IV (earth only); flesh to stone; stone to flesh; transmute metal to 

wood
8 earthquake; iron body; statue; repel metal or stone
9 elemental swarm (earth spell only)

Evil

Level Domain Spells
1 cause fear; command; doom; curse water; protection from good, scare
2 align weapon (evil only); desecrate; eagle's splendour
3 magic circle against good; rage; suggestion; vampiric touch
4 unholy blight
5 dispel good; magic jar; unhallow
6 create undead; planar binding (daemons [yugoloths], demons and devils only)
7 blasphemy
8 trap the soul; unholy aura
9 soul bind; summon monster IX (evil spell only)

Fire

Level Domain Spells
1 bless element (fire only); burning hands; endure elements (fire only)
2 flame blade; flaming sphere; heat metal; produce flame; pyrotechnics; resist energy 

(fire only); scorching ray
3 continual flame; fire trap; fireball; flame arrow; quench; stinking cloud
4 elemental body I (fire only); wall of fire
5 elemental body II (fire only); flame strike; fire shield
6 elemental body III (fire only); fire seeds
7 delayed blast fireball; disintegrate; elemental body IV (fire only)
8 fire storm; incendiary cloud
9 elemental swarm (fire spell only); fiery body; meteor swarm
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Glory

Level Domain Spells
0 virtue
1 shield of faith
2 bless weapon; eagle's splendour; hold person; zone of truth
3 heroism; searing light
4 hold monster; holy smite
5 discern lies; disrupting weapon; mark of justice; righteous smite
6 geas/quest; greater heroism; mass eagle's splendour; undeath to death
7 mass hold person; holy sword
8 holy aura
9 gate; mass hold monster

Good

Level Domain Spells
0 stabilise
1 bless; divine favour; expedititous retreat; protection from evil; shield of faith
2 aid; align weapon (good only); consecrate
3 magic circle against evil; prayer; tongues
4 holy smite
5 dispel evil; hallow
6 blade barrier; planar ally (agathion [guardinal], archon and azata [eladrin] only)
7 holy word
8 holy aura
9 summon monster IX (good spells only)

Healing

Level Domain Spells
1 bless element (positive energy only); cure light wounds
2 cure moderate wounds; delay poison; lesser restoration; remove disease
3 cure serious wounds; remove blindness/deafness
4 cure critical wounds; neutralise poison; restoration
5 break enchantment; breath of life; mass cure light wounds; raise dead
6 heal; mass cure moderate wounds
7 greater restoration; mass cure serious wounds; regenerate; resurrection
8 mass cure critical wounds
9 mass heal; true resurrection

Knowledge

Level Domain Spells
1 augury; comprehend languages; erase
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2 detect thoughts; fox's cunning; memory lapse; see invisibility;  zone of truth
3 explosive runes; locate object; secret page; seek thoughts; sepia snake sigil; speak 

with dead
4 clairaudience/clairvoyace; detect scrying; discern lies; divination; locate creature; 

tongues
5 Rary's telepathic bond; scrying; true seeing
6 find the path; mass fox's cunning; prying eyes; modify memory
7 greater scrying; legend lore
8 discern location; mind blank; moment of prescience; vision
9 foresight; greater prying eyes

Law

Level Domain Spells
1 command; divine favour; protection from chaos
2 align weapon (law only); calm emotions
3 command undead; magic circle against chaos; prayer; suggestion
4 order's wrath
5 dispel chaos; greater command
6 hold monster; planar binding (archons, devils, and inevitables only)
7 dictum
8 shield of law
9 summon monster IX (law spell only)

Liberation

Level Domain Spells
1 remove fear; sanctuary
2 enthral; remove paralysis
3 remove curse
4 freedom of movement
5 break enchantment; plane shift
6 greater dispel magic; symbol of persuasion
7 refuge
8 mind blank
9 freedom

Luck

Level Domain Spells
1 bane; divine favour; true strike
2 aid; augury
3 bestow curse; borrow fortune; protection from energy
4 freedom of movement
5 break enchantment

29 New Deal Clerics – version 3



6 eyebite; mislead
7 spell turning
8 moment of prescience
9 foresight; miracle

Madness

Level Domain Spells
0 daze
1 lesser confusion
2 daze monster; touch of idiocy; Tasha's hideous laughter
3 rage
4 confusion; Evard's black tentacles; moonstruck; phantasmal killer
5 dream; feeblemind; mind fog; nightmare
6 cloak of dreams; phantasmal web
7 insanity
8 scintillating pattern; symbol of insanity; Otto's irresistable dance
9 weird

Magic

Level Domain Spells
0 detect magic; read magic
1 identify; Nystul's magic aura
2 bless water; magic mouth
3 arcane sight; dispel magic; glyph of warding
4 arcane eye; dimensional anchor; imbue with spell ability; lesser globe of 

invulnerability; lesser planar binding; Rary's mnemonic enhancer; spell immunity
5 break enchantment; cleanse; spell resistance; telekinesis
6 analyse dweomer; antimagic field; globe of invulnerability; greater glyph of 

wardning; Mordenkainen's lucubration; planar binding
7 resurrection; spell turning
8 antimagic field; dimensional lock; greater planar binding; greater spell immunity; 

protection from spells
9 miracle; Mordenkainen's disjuncture

Nobility

Level Domain Spells
1 bless; divine favour
2 enthral; shield other
3 magic vestment; prayer
4 discern lies
5 greater command
6 brilliant inspiration; geas/quest; sacrificial oath
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7 repulsion
8 demand
9 storm of vengeance

Pestilence

Level Domain Spells
0 touch of fatigue
1 bane; detect poison; cause fear; curse water; decompose corpse; diagnose disease; 

doom; ray of enfeeblement; ray of enfeeblement; reduce person; putrefy food and 
drink; touch of fatigue

2 accelerate poison; pernicious poison; pox pustules; summon swarm; unshakeable 
chill

3 bestow curse; blindness/deafness; contagion; ray of exhauston; stinking cloud
4 plague carrier; poison; mass reduce person
5 curse of disgust; greater contagion; insect plague; symbol of pain
6 cloudkill; epidemic; plague storm; waves of fatigue
7 symbol of weakness
8 create greater undead (mummies only); waves of exhaustion
9 energy drain; otyugh swarm

Plant

Level Domain Spells
1 detect animals or plants; enlarge person; entangle; goodberry, shillelagh
2 barkskin; tree shape; warp wood
3 contagion; diminish plants; plant growth; snare; speak with plants
4 antiplant shell; command plants; poison
5 blight; commune with nature; plant shape I; righteous might; tree stride; wall of 

thorns
6 awaken (plant only); ironwood; liveoak; harm; plant shape II; repel wood; transport 

via plants
7 animate plants; changestaff; plant shape III; transmute metal to wood
8 control plants
9 shambler

Protection

Level Domain Spells
1 alarm; endure elements; protection from chaos/evil/good/law; sanctuary; shield
2 barkskin; protection from arrows; resist energy; shield other
3 invisibility purge; Leomund's tiny hut; magic vestment; nondetection; obscure 

object; protection from energy; remove blindness/deafness; protection from 
energy
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4 detect scrying; Leomund's secure shelter; Otiluke's resilient sphere; spell immunity
5 atonement; Mordenkainen's private sanctum; spell resistance; wall of force
6 antimagic field; guards and wards
7 deflection; repulsion; sequester
8 greater spell immunity; mind blank; Otiluke's telekinetic sphere; protection from 

spells
9 prismatic sphere

Repose

Level Domain Spells
1 deathwatch; detect undead
2 gentle repose
3 animate dead; halt undead; speak with dead
4 death ward; rest eternal
5 slay living
6 antilife shell; geas/quest; undeath to death
7 destruction
8 waves of exhaustion
9 trap the soul; wail of the banshee

Rune

Level Domain Spells
1 arcane lock; comprehend languages; erase
2 secret page; share language
3 glyph of warding; tongues
4 dimensional anchor; explosive runes
5 lesser planar binding; Rary's telepathic bond
6 greater glyph of warding; guards and wards
7 Drawmij's instand summons
8 symbol of death
9 teleportation circle

Scalykind

Level Domain Spells
1 magic fang
2 animal trance
3 draconic reservoir; greater magic fang
4 dragon's breath; poison; summon nature's ally IV (deinonychus or pteranodon only)
5 animal growth (viper and constrictor snakes only); beast shape III
6 eyebite; form of the dragon I
7 creeping doom (takes the form of Diminutive-sized snakes); summon nature's ally 

VII (brachiosaurus or tyrannosaurus only)
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8 animal shapes (viper and constrictor snakes only)
9 shapechange

Strength

Level Domain Spells
1 bless; enlarge person
2 bear's endurance; bull's strength
3 magic vestment; rage
4 divine power; mass enlarge person; spell immunity
5 Bigby's interposing hand; righteous might
6 Bigby's forceful hand; heroes' feast; mass bear's endurance; mass bull's strength; 

stoneskin
7 Bigby's grasping hand
8 Bigby's clenched fist
9 Bigby's crushing hand

Sun

Level Domain Spells
1 endure elements; faerie fire
2 continual flame; heat metal
3 daylight; searing light
4 fire shield
5 flame strike
6 fire seeds
7 sunbeam
8 sunburst
9 prismatic sphere

Travel

Level Domain Spells
0 know direction
1 alarm; create water; detect secret doors; detect snares and pits; expeditious 

retreat; longstrider; mount; pass without trace; Tenser's floating disc
2 locate object; find traps
3 create food and water; fly; leomund's tiny hut; locate object; phantom steed; snare
4 dimension door; dimensional anchor; freedom of movement; Leomund's secure 

shelter; locate creature; sending; tongues
5 Leomund's secret chest; overland flight; passwall; teleport
6 find the path; heroes' feast
7 ethereal jaunt; greater teleport; Mordenkainen's magnificent mansion
8 demand; dimensional lock; discern location; phase door
9 astral projection; etherealness; gate; world wave
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Trickery

Level Domain Spells
1 disguise self
2 invisibility; mirror image
3 locate object; nondetection
4 confusion
5 false vision
6 mislead
7 ethereal jaunt; project image; screen
8 mass invisibility
9 time stop

Void

Level Domain Spells
1 feather fall
2 hypnotic pattern; levitate; summon monster II
3 fly
4 lesser planar binding
5 overland flight; summon monster V
6 planar binding
7 reverse gravity; insanity; sunbeam
8 greater binding
9 interplanetary teleport; meteor swarm

War

Level Domain Spells
1 bless weapon; divine favour; mage armour; magic weapon; shield
2 aid; bear's endurance; spiritual weapon
3 keen edge; magic vestment; vampiric touch
4 divine power; greater magic weapon
5 flame strike; greater command; wall of thorns
6 blade barrier; mass bear's endurance; Tenser's transformation
7 mass inflict serious wounds; power word blind; Mordenkainen's sword
8 greater planar ally; power word stun
9 power word kill
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Water

Level Domain Spells
0 drench
1 bless element (water only); create water; obscuring mist
2 fog cloud; resist energy (cold only); slipstream
3 quench; sleet storm; water breathing; water walk; water form
4 control water; elemental body I (water only); rusting grasp
5 elemental body II (water only); ice storm
6 elemental body III (water only); cone of cold; wake of Sharrash
7 elemental body IV (water only); Otiluke's freezing sphere
8 Abi Dalzim's horrid wilting
9 elemental swarm (water spell only); polar ray; tsunami

Weather

Level Domain Spells
1 create water; goodberry; obscruing mist
2 fog cloud
3 call lightning
4 blight; sleet storm
5 call lightning storm; ice storm
6 acid fog; control winds; sirocco
7 control weather
8 sunburst; whirlwind
9 storm of vengeance
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New Spells

MASTERY OF FLAME
School transmutation (fire); Level fire 6
Casting Time 1 standard action
Components V, S
Range Medium (100 ft. + 10 ft./level)
Effect one small fire per caster level; see text
Duration 1 round/level
Saving Throw none
Spell Resistance no

You can  imbue a  normal  fire  with  a  semblance of  life,  and command it  to  your 
bidding.  This  might  be to attack your  enemies,  consume objects  or  simply cause 
mischief.  The fire becomes ambulatory,  and takes on the characteristics of a fire 
elemental, although it is a construct and not an extraplanar creature.

There must be a sufficiently large source of fire present to animate. This fire can be 
can be magical in origin, but cannot be an instantaneous effect such as fireball or red 
dragon breath. The size of the fire determines the maximum size of the animated 
creature that can be drawn forth, although the cleric's level may mean he cannot 
draw upon the full potential of the fire.

Fires are defined as Small, Medium, Large, Huge, Gargantuan and Colossal. Each fire 
has enough material to animate one creature of the maximum size. So a Colossal fire 
has sufficient material to produce one colossal animated fire creature. Instead of the 
largest possible animated creature the cleric can produce multiple smaller animated 
fires as follows:

A Medium object counts as two Small or smaller objects, a Large object as four, a 
Huge object as eight, a Gargantuan object as sixteen, and a Colossal object as thirty-
two. So it is possible to animate a maximum of thirty-two small animated fires from 
one Colossal fire. However, the cleric himself is only able to unleash a maximum of 
one small animated fire per caster level.

Animated fires take on the statistics of a fire elemental of the sizes Small, Medium, 
Large  and  Huge  as  defined  in  the  Bestiary.  Gargantuan  animated  fires  use  the 
statistics of a greater fire elemental, while Colossal animated fires use the statistics 
of an elder fire elemental. These creatures lose the extraplanar subtype and gain the 
construct type. This means they gain various immunities and bonus hit points, and 
are not subject to magic spells designed to protect against summoned creatures.

Special: This is a spell created by the Church of Fire, and it is extremely unlikely that 
it would be known outside the faiths of Calafax.
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OTYUGH SWARM
School Conjuration (Creation); Level pestilence 9
Casting Time 1 standard action
Components V, S, M (6000 lbs of sewage, offal or refuse)
Range medium (100 ft. + 10 ft./level)
Effect three or more otyughs, no two of which are more than 30 ft. apart
Duration seven days or seven months (D); see text
Saving Throw none
Spell Resistance no

Otyugh swarm creates otyughs from a large collection of refuse and filth, such as a 
sewer or cesspool. You can choose to create 3d4 ordinary otyughs or 1d3+1 Huge 
otyughs with 15 HD (see page 295 of the Bestiary). The otyughs willingly aid you in 
combat or battle, perform a specific mission, or serve as bodyguards. They remain 
with you for seven days unless you dismiss them. If the otyughs are created only for 
guard duty, the duration of the spell is seven months. In this case, the otyughs can 
only be ordered to guard a specific site or location. Otyughs summoned to guard 
duty cannot move outside the spell’s range.

You must create the otyughs in an area containing at least 6,000 pounds of sewage, 
refuse, or offal. After you cast the spell, otyughs not summoned for guard duty may 
leave the area of offal at your command.

WAKE OF SHARRASH
School conjuration (teleportation); Level water 6
Casting Time 1 standard action
Components V, S
Range unlimited
Target you and touched objects or willing creatures
Duration 1 round
Saving Throw none
Spell Resistance no

You enter a body of water of sufficient size to completely immerse you and pass any 
distance to another body of water of similar or greater size. The bodies of water may 
be completely separate, or you could use this ability to travel from one side of a 
single body of water (such as an ocean) to the other. The destination need not be 
familiar to you. If you are uncertain of the location of a particular body of water, you 
need merely designate direction and distance and the wake of Sharrash spell moves 
you as close as possible to the desired location. If a particular body of water is the 
desired destination, and that body has dried up or is no longer there, the spell fails 
and you are ejected from your point of entry.

You can bring along objects as long as their weight doesn't exceed your maximum 
load. You may also bring one additional willing Medium or smaller creature (carrying 
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gear or objects up to its maximum load) or its equivalent per three caster levels. Use 
the following equivalents to determine the maximum number of larger creatures 
you  can bring  along:  a  Large  creature  counts  as  two Medium creatures,  a  Huge 
creature  counts  as  four  Medium  creatures,  and  so  forth.  All  creatures  to  be 
transported by the spell must be in physical contact with one another, and at least 
one of those creatures must be in contact with you.

You can't use this spell to travel through water creatures such as elementals.

Special: This is a spell created by the Church of Water, and it is extremely unlikely 
that it would be known outside the faiths of Sharrash.

WATER FORM
School transmutation (water); Level water 3
Casting Time 1 round
Components V, S, DF
Range touch
Target a volume of water, up to 10 cu. ft. + 1 cu. ft/level
Duration concentration + 1 round/level
Saving Throw none
Spell Resistance no

The cleric is able to take water and reshape it into any shape that suits his purpose. 
The water is held together by the force of the cleric's will, and only remains in the 
chosen  form  for  a  limited  duration  after  the  cleric  stops  concentrating  on  it.  If 
concentration is broken, the cleric can regain concentration at any point before the 
duration of the spell expires.

Any object can be created as long as it does not have complicated moving parts. 
Equaly although you can make crude chests, doors and the like even objects with the 
simplest moving parts have a 30% chance of not working at all. Objects created by 
water form have the heft and weight of the intended objects. A longsword made of 
water hits like a real long sword, a wheel made of water can be used to repair a 
wagon. The size of the object created depends both on the limitations of the spell, 
and the amount of water available to the cleric. He couldn't created a 20 ft. high wall 
from a glass of water regardless of his level.

The cleric may not keep more than one such object in existence at any one time. 
There are other uses of this power including opening a doorway in a water wall, or a 
wall of ice. However it can have little effect on instantaneous effects so the cleric 
could not use this power to deflect a cone or cold or white dragon breath. 

Special: This is a spell created by the Church of Water, and it is extremely unlikely 
that it would be known outside the faiths of Sharrash.
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UNCHAINING THE FLAME
School transmutation (fire); Level fire 5
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Effect one creature, object or 10 ft. cube of matter
Duration concentration
Saving Throw Fortitude partial
Spell Resistance yes

The cleric can set objects and creatures on fire with a glance. He creates an internal 
fire in his target that grows in intensity the longer maintains this power. If the object 
is larger than a 10 ft. cube (such as a dungeon wall) then the cleric only affects a 10 
ft. cube of the object.

The cleric can only effect objects with a Hardness rating equal to his caster level or 
less, and creatures with a DR equal to his caster level or less. If the cleric can affect 
the target, then any damage inflicted automatically bypasses hardness or DR.

The cleric inflicts 1d6 fire damage in the first round he uses this power. In the second 
round he inflicts 2d6 fire damage, in the third round 3d6 and so on. The damage 
continues  to  escalate  as  long  as  the  cleric  maintains  concentration.  If  the 
concentration is broken then the spell ends. Unattended objects cannot resist this 
power, although creatures can make a Fortitude saving throw to avoid the effect. If 
they succeed they still take 1d6 fire damage.

Special: This is a spell created by the Church of Fire, and it is extremely unlikely that 
it would be known outside the faiths of Calafax.
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New Domains

Pestilence

Granted Powers: You gratefully accept the pestilential embrace of your god. You are 
a creature of horror, dedicated to spreading disease and strife wherever you go.

Plaguedog (Su): You are immune to the effects of all diseases and magical diseases, 
although you can still be the carrier of infectious diseases.

Cloak of Vermin (Su): From 8th level, as a standard action, you gain the ability to 
transform yourself into a swarm of Tiny crawling vermin. Unless otherwise noted, 
the cleric's abilities and statistics are unchanged by the shift in form.

The swarm fills the same space as a large creature, although you can take any shape 
that fills  the same area.  You can occupy the same space as other creatures, and 
squeeze through any space large enough to accommodate one of your component 
creatures.

In swarm form you have no discernible anatomy and are not subject to critical hits or 
flanking,  and  never  provoke  attacks  of  opportunity.  You  take  half  damage  from 
slashing or  piercing weapons.  You cannot be staggered,  tripped, grappled or  bull 
rushed. Equally, you cannot flank, intitiate any of the listed combat manoeuvres or 
make attacks of opportunity. You are immune to spells that target single creatures 
unless those spells attack the mind; however area-effect spells deal half as much 
damage again (+50%) against you.

You retain your mental  faculties,  but you lose the ability to cast spells and make 
conventional  attacks.  In place of  your  normal  attacks  you can swarm up to four 
medium-sized foes. You do not make an attack roll, and your attack is not subject to 
a miss chance from concealment. You inflict automatic damage depending on your 
level.  You  also  gain  the  Distraction  universal  monster  rule.  Spellcasting  or 
concentrating on spells within the area of the swarm requires a caster level check 
(DC 20 + spell level). Using skills that involve patience and concentration requires a 
DC 20 Will save.

You decide what the appearance of the creatures that make up the swarm. They can 
be  rats,  giant  insects,  snakes  or  anything  else  that  fits  in  to  the  Vermin  type. 
Regardless of your choice your base speed is unchanged. The swarm does a base 2d6 
damage (do not add any additional modifiers). This damage increases to 3d6 at level 
11, 4d6 at level 16 and 5d6 from level 21 onwards.

From 13th level you can turn into a flying swarm instead of a crawling one. You gain 
a Fly speed equal to your base speed with Average manoeuvrability. From 15th level 
your swarm can be made up of Fine and Diminutive sized creatures. These creatures 
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take no damage from slashing or piercing weapons, but are otherwise statistically 
identical to Tiny creatures.

A cleric that is reduced to 0 hit points when it swarm form immediately returns to his 
normal form.  This ability can be used a number of times per day equal to 3 + your 
Wisdom modifier. You can remain in this form for 1 round per cleric level.
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New Subdomains

Aquanaut

Associated Domain: Water

Replacement  Power: The  following  granted  power  replaces  the  Cold  Resistance 
power of the Water domain.

Born of Water (Su): You gain a Swim speed equal to your land speed and can move in 
water at that speed without making Swim checks. You also gain a +8 bonus on any 
Swim check to perform a special action or avoid a hazard. You can always chose to 
take 10 on a Swim check, even when distracted or endangered while swimming. You 
can also take the run action while swimming, as long as you travel in a straight line. 
Additionally, you are able to breathe water as well as air.

Interrogation

Associated Domain: Knowledge

Replacement  Power: The  following  granted  power  replaces  the  Remote Viewing 
power of the Knowledge domain.

The Ear that Hears All (Su): At 8th level the cleric can fix one creature within short 
range with a cold stare and instinctively know if they are telling the truth, as if he 
had cast  discern lies upon them. The target  is  entitled to a Will  saving throw to 
negate the effect. The DC of this saving throw is 10 + half the cleric's level + the 
cleric's Wisdom modifier. This ability can be used for a number of rounds per day 
equal to the cleric's level, the rounds do not need to be consecutive. The cleric can 
swap to a different target each round.

Pyre

Associated Domain: Fire

Replacement Power: The following granted power replaces the Fire Bolt power of 
the Fire domain.

Fiery Aura (Su): On his turn, as a free action, the cleric can encase himself in 5 ft. 
radius aura of broiling fire. Anyone who is within range of the aura at the beginning 
of the cleric's turn takes 1d6 fire damage. A single target can take this damage no 
more  than  once  each  round.  Combustibles  within  the  aura  automatically  ignite, 
although anything the cleric is wearing or holding is unaffected.  The fiery aura also 
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sheds light as a torch, which can be helpful but also imposes a -10 penalty on stealth 
checks in anything other than full daylight. The cleric can dismiss the aura as a free 
action on his turn.

Stone Voyager

Associated Domain: Earth

Replacement Power: The following granted power replaces the Acid Dart power of 
the Earth domain.

Path of Terranor (Su): The cleric can enter and move through barriers on unworked 
stone. The cleric can move and breath normally through stone, but must remain on 
the same horizontal plane on which he entered. The cleric can maintain this ability 
for one round per cleric level each day. The rounds do not need to be consecutive. If 
the cleric is within solid matter when the duration expires he takes 5d6 damage and 
is expelled at his entrance point.

Sweet Air

Associated Domain: Air

Replacement Power: The following granted power replaces the Lightning Arc power 
of the Earth domain.

Aura of Purity (Su): The cleric continuously purifies the air directly around her making 
it safe to breathe. This means that the cleric (and only the cleric) is immune to the 
effects of smoke inhalation as well as all poisonous mists, stinking clouds, gases, and 
airborne diseases. All such things are magically neutralised before they make contact 
with the cleric. This power only works to purify air; it will not allow the character to 
breath underwater, nor to function in the absence of air.

Terranite

Associated Domain: Earth

Replacement  Power: The  following  granted  power  replaces  the  Acid  Resistance 
power of the Earth domain.

Skin of Stone (Ex): The cleric gains a natural armour bonus to armour class of +1 per 
three cleric levels of the cleric to a maximum of +5 at 15th level. In addition he gains 
DR 5/adamantine at 10th level, and DR 10/adamantine at 20th level.
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Warbound Subdomain

Associated Domain: War

Replacement Power: The following granted power replaces the Battle Rage power of 
the War domain.

Martial Cleric (Ex): You gain proficiency in all martial weapons, heavy armour and 
with  tower  shields.  You  also  gain  the  Weapon  Focus  feat  with  your  favoured 
weapon.

Windborn

Associated Domain: Air

Replacement Power: The following granted power replaces the Electricity Resistance 
power of the Air domain.

Divine Flight (Su): At 9th level, the cleric gains the ability to fly as per the fly spell. 
The cleric can use this ability for one minute per cleric each day. This time does not 
need to be continuous, but must be spent in minute-long chunks. From 15th level 
the cleric has the ability to fly at will.
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Modified Domains and Subdomains

The following domain and subdomain powers have been modified. Please replace 
the printed text of these domain powers with the following:

Air

Electricity Resistance (Ex): At 1st level, you gain resist electricity 5. This resistance 
increases to 10 at 6th level, and 20 at 12th level. At 20th level, you gain immunity to 
electricity.

Deception

Sudden Shift (Sp): In the blink of an eye, you can appear somewhere else. As an 
immediate action, after you are missed by a melee attack, you can teleport up to 10 
feet to a space that you can see. You can use this power a number of times each day 
equal to 3 + your Wisdom modifier.

Earth

Acid Resistance (Ex): At 1st level, you gain resist acid 5. This resistance increases to 
10 at 6th level, and 20 at 12th level. At 20th level, you gain immunity to acid.

Fire

Fire Resistance (Ex): At 1st level, you gain resist fire 5. This resistance increases to 10 
at 6th level, and 20 at 12th level. At 20th level, you gain immunity to fire.

Water

Cold Resistance (Ex): At 1st level, you gain resist cold 5. This resistance increases to 
10 at 6th level, and 20 at 12th level. At 20th level, you gain immunity to cold.
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New Archetypes

Divine Prodigy

The divine prodigy is a cleric that is one step closer to her god than her fellows. 
Where they tap into the most general divine power to channel energy or heal the 
sick, the divine prodigy gains a deeper insight into the powers and miracles of her 
priesthood.

Extra Domains: The Divine Prodigy gains access to a third domain granted by her god 
at level one, and a fourth domain granted by her god at level 11. Instead of gaining a 
new domain, she may instead add two powers from related subdomains that she has 
access to in addition to the powers of the governing domain.

Channel Energy: The Divine Prodigy cannot channel energy.

Spontaneous Casting: The Divine Prodigy cannot channel stored spell  energy into 
spells that she did not prepare ahead of time.

Lunar Priest

The priests that follow the Moon God pantheon find that their powers wax and wane 
with the phases of the moon related to their god. During the full moon their powers 
and their spellcasting are enhanced, but during the dark of the moon they are left 
bereft of their most powerful abilities. This is a cost-neutral archetype that must be 
applied to all clerics who worship Terranor, Zephyre, Calafax, Sharrash, Vítaeous or 
Mortis.

Requirements: Must worship one of the six moon gods.

Lunar Spellcasting: The spellcasting powers of the cleric are affected by the phases 
of  his  patron  moon.  During  the  Dark  of  the  Moon  the  cleric's  spellcasting  is 
diminished. He receives a -2 penalty to his caster level, and prepares spells as if he 
was a cleric  two levels  lower.  This  means that  he loses access to  spell  slots  and 
therefore  cannot  prepare  his  highest  level  of  spells.  If  this  penalty  reduces  the 
cleric's caster level to zero or less then he cannot cast spells at all.

During the Full Moon, the cleric's spellcasting is enhanced. He receives a +2 bonus to 
his caster level, and prepares spells as if he was a cleric two levels higher. This gives 
the cleric access to additional spell slots, including spells that would normally be too 
high a level for him to cast. When preparing spells in the full moon the cleric chooses 
a spell (or spells) of that of the higher level from his list of domain spells. The cleric 
must still have an ability score high enough to cast this new level of spells.

This ability modifies the cleric's normal spellcasting abilities.
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Lunar  Powers: The domain  powers  granted  to  the cleric  his  Moon God are  also 
modified depending on the phase of his patron moon. During the Full  Moon, his 
domain powers are enhanced. During the Dark of the Moon his domain powers are 
diminished. The manner of this enhancement or diminishment are explained below.

This ability modifies the deity domain of the cleric.

Modified Domain Powers:

Domain or 
Subdomain

Power Enhanced Diminished

Air Electricity Reisistance You gain immunity to 
electricity. If you already 
have immunity to 
electricity, then electricity 
now heals 1 hit point for 
each die of damage it 
would otherwise inflict.

If you have resistance to 
electricity then you lose 
your resistance. If you have 
immunity then you gain 
resistance 10 to electricity 
instead.

Air Lightning Arc The arc inflicts 2d6 damage 
+1 per cleric level.

The arc inflicts just 1 point 
of damage per 2 cleric 
levels.

Analysis The Ear that Hears All The duration of this ability 
increases to two rounds per 
cleric level each day.

The duration of this ability 
is halved.

Ancestors Speak with Dead You can use this ability on a 
corpse that has already 
been subject to a speak  
with dead spell in the past 
week.

The number of times per 
day you can use this ability 
is halved.

Animal Animal Companion You animal companion's 
abilities are calculated at 
your cleric level instead of 
your cleric level -3.

Your animal companion's 
abilities are caculated at 
your cleric level -6.

Animal Speak with Animals You gain the ability to speak 
with animals at will.

You lose the ability to speak 
with animals.

Aquanaut Born of Water Your swim speed increases 
by +30 ft.

You lose the ability to 
breathe water. However, 
you can hold your breath 
for three times your 
Constitution score instead 
of twice your Constitution 
score.

Arcane Arcane Beacon All arcane spells cast in the 
aura gain a +1 bonus to 
their caster level and to 
their saving throw DC.

The radius of the aura is 
reduced to 5 ft.

Archon Aura of Menace Once per round as a free 
action you can make an 
intimidate check against 
one target within the aura. 
If successful the target is 
frightenened for the 
duration of the aura.

The total number of rounds 
per day that you can use 
this ability is halved.
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Domain or 
Subdomain

Power Enhanced Diminished

Arson Call Fire The fire ribbon inflicts 1d6 
damage per 2 cleric levels.

It take two rounds to light 
an object in this manner, 
and the fire ribbon only 
inflicts 1 point of damage.

Ash Wall of Ashes Anyone passing through the 
wall takes fire damage 
equal to your cleric level. 
There is no saving throw 
against this effect.

The total number of 
minutes per day that you 
can use this ability is 
halved.

Blood Wounding Blade You confer the wounding 
weapon quality on your 
weapon  and the weapon of 
1 willing ally per level in a 
30 ft. radius.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Catastrophe Deadly Weather Two weather effects 
instead of one occur each 
round, one of which can be 
repeated on the following 
round.

The radius of this effect is 
halved.

Caves Tunnel Runner The bonuses conferred by 
this ability are continuous 
during the full moon.

The total number of 
minutes per day that you 
can use this ability is 
halved.

Chaos Chaos Blade You confer the anarchic 
weapon quality on your 
weapon  and the weapon of 
1 willing ally per level in a 
30 ft. radius.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Chaos Touch of Chaos Each time the target rolls a 
d20 he must roll three 
times and take the lowest 
result.

When you use this ability 
there is a 50% chance that it 
affects you instead of the 
target.

Charm Charming Smile You can use Charming Smile 
as an immediate action, 
and target continues to be 
charmed for 1d4 rounds 
after you end the effect.

The total number of rounds 
per day that you can use 
this ability is halved.

Charm Dazing Touch This ability can affect 
targets with more Hit Dice 
that your cleric level. 
However, such targets get a 
saving throw to avoid the 
effect.

Targets get a saving throw 
against the dazing effect.

Cloud Thundercloud This ability functions as a 
solid fog spell instead of a 
fog cloud spell. All other 
effects are unchanged.

This ability functions as an 
obscuring mist spell instead 
of a fog cloud spell. All 
other effects are 
unchanged.

Community Calming Touch Your calming touch heals 
lethal as well as nolethal, 
and also removes the 
exhausted, frightened, 

Your touch restores 
nonlethal damage, but does 
not remove conditions.
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Domain or 
Subdomain

Power Enhanced Diminished

panicked or nauseated 
conditions.

Community Unity If an ally chooses to use 
your saving throw to avoid 
an effect he can roll twice 
and take the higher result.

This power only affects one 
ally within 30 ft. instead of 
all allies within 30 ft.

Curse Malign Eye The penalty inflicted by the 
malign eye increases to -4.

The penalty inflicted by the 
malign eye is reduced to -1.

Daemon Whispering Evil The fascination effect 
persists for 1 round per 
cleric level after the cleric 
stops speaking.

The total number of rounds 
per day that you can use 
this ability is halved.

Death Bleeding Touch The bleed damage inflicts 
2d6 damage per round and 
can only be stopped with a 
DC 20 heal check or a cure  
serious wounds or better 
spell.

The wound is minor and can 
be closed with a DC 10 Heal 
check or any spell that 
restores hit point damage.

Death Death's Embrace Channelled negative 
restores hit points equal to 
150% of the damage they 
would otherwise inflict.

Channelled negative 
restores hit points equal to 
50% of the damage they 
would otherwise inflict.

Decay Aura of Decay The damage inflicted by the 
aura of decay is doubled. 
The cumulative penalty to 
strength increases to -2 
each round. 

The aura of decay also 
affects the cleric.

Deception Sudden Shift You can teleport up to your 
Speed to a space that you 
can see.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Defence Deflection Aura The deflection bonus 
increases to +4.

The area of effect of this 
power is reduced to a 10 ft. 
radius.

Destruction Destructive Aura The threat range of all 
attacks made by allies are 
doubled while within the 
destructive aura.

Critical hits are not 
automatically confirmed.

Destruction Destructive Smite A successful destructive 
smite also inflicts additional 
damage equal to your cleric 
level.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Divine Divine Vessel Your divine boon grants 
allies a +2 bonus to all 
attack rolls, skill checks or 
ability checks made before 
the end of their next turn.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Earth Acid Dart The dart inflicts 2d6 
damage +1 per cleric level.

The dart inflicts just 1 point 
of damage per 2 cleric 
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Domain or 
Subdomain

Power Enhanced Diminished

levels.
Earth Acid Resistance You gain immunity to acid. 

If you already have 
immunity to fire, then acid 
now heals 1 hit point for 
each die of damage it 
would otherwise inflict.

If you have resistance to 
fire then you lose your 
resistance. If you have 
immunity then you gain 
resistance 10 to fire.

Evil Scythe of Evil You confer the unholy 
weapon quality on your 
weapon  and the weapon of 
1 willing ally per level in a 
30 ft. radius.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Evil Touch of Evil Targets become nauseated 
instead of sickened.

Targets are only sickened 
for a duration of 1 round.

Exploration Door Sight You gain the benefits of 
clairvoyance and 
clairaudience when using 
Door Sight. There is no limt 
to the duration of the 
power as long as you keep 
touching the surface.

You cannot see through a 
surface that is thicker than 
six inches.

Family Binding Ties When you touch an ally you 
can transfer all the 
conditions afflicting the ally 
onto yourself.

The transfer only lasts for a 
number of rounds equal to 
half your cleric level.

Fate Tugging Strands When you force a target to 
make a reroll they must roll 
three d20s and take the 
worse result.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Fear Feed on Fear The damage inflicted by this 
ability is doubled to 4d6.

The damage inflicted by this 
ability to halved to 1d6.

Feather Eyes of the Hawk You cannot be surprised, 
and your initiative roll is 
automatically considered 
20.

You gain a +2 bonus on 
Perception checks, but 
none of the other benefits 
of the ability.

Fire Fire Bolt The bolt inflicts 2d6 
damage +1 per cleric level.

The bolt inflicts just 1 point 
of damage per 2 cleric 
levels.

Fire Fire Resistance You gain immunity to fire. If 
you already have immunity 
to fire, then fire now heals 
1 hit point for each die of 
damage it would otherwise 
inflict.

If you have resistance to 
acid then you lose your 
resistance. If you have 
immunity then you gain 
resistance 10 to acid.

Flotsam Sift Your ability to retrieve 
objects from water moves 
up one step. Clerics of 
levels 6-11 gain the 12th 
level ability. Clerics of levels 
12-19 gain the 20th level 
ability. For 20th level 

Your ability to retrieve 
objects from water moves 
down one step. 20th level 
clerics use the 12th level 
ability. Clerics of levels 12-
19 use the 6th level ability. 
Clerics of levels 6-11 lose 

50 New Deal Clerics – version 3



Domain or 
Subdomain

Power Enhanced Diminished

clerics, objects taken with 
this ability are permanent.

access to this power 
entirely.

Freedom Liberty's Blessing When the target uses your 
boon to make a saving 
throw, they may roll twice 
and take the higher result.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Fur Predator's Grace The duration of predator's 
grace increases to 1 round 
per cleric level.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Good Holy Lance You confer the holy weapon 
quality on your weapon 
and the weapon of 1 willing 
ally per level in a 30 ft. 
radius.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Good Touch of Good The bonuses from the 
Touch of Good persist for 1 
round per 2 cleric levels.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Growth Enlarge The duration of enlarge 
increases to 1 round per 
cleric level.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Healing Healer's Blessing Your cure spells restore 
double the amount of listed 
hit points.

Your cure spells function 
normally, and are not 
enhanced.

Healing Rebuke Death Roll d8s instead of d4s 
when determining the 
amouny of hit points 
restored by this ability.

Using this ability restores a 
target to consciousness 
with 1 hit point.

Home Guarded Hearth The maximum radius of the 
ward is doubled. Non-
designated creatures 
entering the area must 
make a Wil saving throw or 
be struck blind for one 
round.

The maximum radius of the 
ward is halved.

Ice Body of Ice You do not gain a special 
vulnerability to fire.

You do not gain DR while in 
ice form.

Inevitable Command The ability functions as 
greater command instead 
of command, enabling you 
to affect more targets.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.
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Domain or 
Subdomain

Power Enhanced Diminished

Knowledge Lore Keeper The effective check result of 
the Knowledge check 
increases to 20 + half your 
cleric level + your Wisdom 
modifier.

The effective check result of 
the Knowledge check 
decreases to 10 + half your 
cleric level + your Wisdom 
modifier.

Knowledge Remote Viewing Using this ability allows you 
to see and hear a specific 
location.

The number of rounds you 
can use thia ability each day 
is halved.

Language Rune Shift You can shift a rune that is 
any distance from you as 
long as it is still in effect.

The shifted rune must be 
within 15 ft.

Law Staff of Order You confer the axiomatic 
weapon quality on your 
weapon  and the weapon of 
one willing ally per level in a 
30 ft. radius.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Law Touch of Law The Touch of Law persists 
for one round per cleric 
level.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Leadership Inspiring Command The affect of the inspiring 
command persists for 1 
round per cleric level.

The number of targets you 
can affect with this ability is 
halved.

Liberation Freedom's Call In addition to removing 
conditions this ability also 
removes physical 
incommodes and restraints. 
Ropes fall away, mannacles 
spring open, doors are 
unlocked etc.

The number of rounds you 
can use thia ability each day 
is halved.

Liberation Liberation The freedom of movement 
effect runs continuously 
during the full moon.

The number of rounds you 
can use thia ability each day 
is halved.

Love Adoration Adoration thwarts all 
attacks made by the target 
until the end of your next 
turn.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Loyalty Touch of Loyalty The sacred bonus to Will 
saving throws increases to 
+8.

The sacred bonus to will 
saving throws falls to +2.

Luck Bit of Luck The Bit of Luck effect 
persists for 1 round per 2 
cleric levels.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Luck Good Fortune When you choose to re-roll 
a d20 you may roll twice 
and keep the higher of the 

You must choose to use this 
ability before making the 
initial die roll.
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Domain or 
Subdomain

Power Enhanced Diminished

two rolls.
Lust Anything to Please The target takes a penalty 

on its saving throw equal to 
your Charisma modifier (or 
a minimum of 1).

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Magic Dispelling Touch When you use dispelling 
touch you gain a +10 bonus 
to your caster level.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Magic Hand of the Acolyte Your weapon automatically 
strikes without making an 
attack roll. Using Hand of 
the Acolyte does not 
provoke an attack of 
opportunity.

The weapon does not 
return to your hand.

Martyr Sacrificial Bond You only take half the 
damage inflicted on an ally 
and can immediate make 
appropriate saving throws 
against any inherited effect.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Memory Recall You can also use this ability 
to recall any spell you have 
cast in the past minute. The 
spell must be cast 
immediately, and uses up 
an existing unspent spell 
slot of the appropriate level 
using the same mechanics 
as spontaneous casting.

The second Knowledge 
check does not gain a bonus 
equal to your wisdom 
modifier.

Metal Metal Fist The fists are considered 
adamantine for the purpose 
of overcoming damage 
reduction. The duration of 
the ability increases to 1 
round per cleric level.

The fists do not ignore 
Hardness.

Murder Killing Blow The amount of bleed 
damage increases to your 
full cleric level.

A successful critical hit 
inflicts an additional 1d4 
bleed damage.

Nobility Inspiring Word Your inspiring word also 
heals hit points equal to a 
cure light wounds spell.

The duration of this ability 
is reduced to 1 round.

Nobility Leadership The bonus on your 
Leadership score increased 
to +5.

You do not gain the +2 
bonus on your Leadership 
score.

Oceans Surge The wave is able to effect 
all creatures in a 15 ft. If 
you target one creature you 
gain a +5 bonus on your 
CMB checks, and the wave 

Using this ability provokes 
an attack of opportunity.
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Domain or 
Subdomain

Power Enhanced Diminished

inflicts 2d6 nonlethal 
damage.

Plant Bramble Armour Once activated this ability 
remains in continuous 
effect unless you choose to 
surpress it.

Bramble armour inflicts a 
flat 1d6 damage on 
attacking foes.

Plant Wooden Fist Once activated this ability 
remains in continuous 
effect unless you choose to 
surpress it.

You do not gain a bonus on 
damage rules equal to half 
your cleric level.

Protection Aura of Protection Your aura grants an 
addtiional +2 to AC and +5 
to energy resistance.

The number of rounds you 
can use this ability each day 
is halved.

Protection Resistant Touch You do not lose the 
resistance bonus of the 
Protection domain when 
you confer it on others.

The duration of this ability 
is reduced to 1 round.

Purity Purifying Touch Each saving throw gains a 
bonus equal to your 
Wisdom modifier.

The Purifying Touch only 
has a chance to remove one 
condition (chosen by the 
target).

Pyre Fiery Aura The fire intensifies. It now 
inflicts 1d8 damage. If the 
cleric maintains 
concentration he can 
extend the fiery aura out to 
a 10 ft. radius. While the 
aura is at this radius the 
cleric gains the benefit of 
Concealment.

The aura is no longer hot 
enough to combust near-by 
objects or inflict hit point 
damage. However, it 
continues to shed light as a 
torch.

Rage Rage Your effective barbarian 
level is equal to your cleric 
level during the full moon.

You can only rage for a 
number of rounds equal to 
half your cleric level each 
day.

Repose Gentle Rest Your touch automatically 
causes a living target to fall 
asleep for one round.

Your touch has not effect 
on living creatures, and 
makes undead creatures 
staggered for 1 round.

Repose Ward Against Death In addition to the ability to 
generate the aura, you are 
under the effect of a 
continuously active Death 
Ward spell.

The duration of this ability 
is reduced to 1 round.

Resolve Bestow Resolve The hit points bestowed by 
this ability are increased by 
half as much again. 
Additionally you can use 
this ability two extra times 
per day.

You bestow half as many 
temporary hit points, and 
the number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Restoration Restorative Touch In addition to the listed 
conditions, your restorative 
touch can also remove the 

The number of times per 
day that you can use this 
ability is halved.
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Subdomain

Power Enhanced Diminished

confused, exhausted, 
frightened, panicked, 
nauseated, and stunned 
conditons.

Resurrection Gift of Life During the full moon your 
gift of life power restores a 
target fully to life as per a 
raise dead spell.

The target is restored to life 
for a number of rounds 
equal to half your cleric 
level.

Revolution Powerful Persuader During the full moon you 
are not limited in your use 
of the powerful persauder 
power and may use it every 
time you make an 
intimidate or diplomacy 
check.

The number of times per 
day that you can use this 
ability is halved.

Rune Blast Rune The rune inflicts 2d6 
damage +1 per cleric level, 
and lasts for a number of 
minutes equal to your cleric 
level.

The rune just inflicts 1 point 
of damage per 2 cleric 
levels.

Rune Spell Rune Your spell rune can hold a 
spell equal to the highest 
level you can cast.

The spell rune cannot hold 
a spell of greater than third 
level.

Seasons Untouched by the 
Seasons

Your touch also confers 
energy resistance 10 to 
both fire and cold.

The duration of this ability 
is halved.

Smoke Cloud of Smoke The area covered by the 
smoke increases to a 20 ft. 
radius.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Souls Touch of the Spirit 
World

You confer this 
empowerment onto your 
weapon  and the weapon of 
one willing ally per level in a 
30 ft. radius.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Stone Voyager Path of Terranor The cleric can use this 
ability at will.

The number of rounds per 
day that you can use this 
ability are halved.

Storms Gale Aura Each round anyone 
attempting to approach the 
cleric must make a 
Fortitude saving throw or 
have their movement 
checked. For every 5 points 
they fail the saving throw 
by, they are forced back 5 
feet.

You can only use this power 
for half as many rounds per 
day.

Strength Might of the Gods The increase in strength is 
continuous during the full 
moon. As long as your bare 
feet touch unworked stone 

The bonus conferred by this 
ability is halved.
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the bonuses also apply to 
attack and damage rolls.

Strength Strength Surge The bonus conferred by this 
ability is doubled.

The bonus conferred by this 
ability is halved.

Sun Nimbus of Light The cleric can call on his 
nimbus of light at will 
during the full moon.

The radius of the nimbus of 
light is reduced to 10 ft.

Sun Sun's Blessing Add twice your cleric level 
to damage dealt against 
undead when you channel 
positive energy.

You do not add any 
additional damage to the 
damage dealt to undead 
when you channel positive 
energy.

Sweet Air Aura of Purity The cleric can extend his 
aura of purity out to a 10 ft. 
radius. He must maintain 
concentration to keep it 
extended.

The aura can be used for a 
maximum of 1 round per 
cleric level each day. The 
rounds do not have to 
consecutive.

Tactics Seize the Initiative Yourself and all your allies 
can roll twice for their 
initiative and take either 
result.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Terranite Skin of Stone The cleric's DR intensifies 
from 5/adamantine or 
10/adamantine to 5/-- or 
10/-- respectively. He also 
gains an additional +2 
natural armour.

The cleric loses any DR and 
his natural armour bonus is 
halved (round down). His 
skin now has the 
consistancy of stiff putty.

Thievery Thief of the Gods During the full moon you 
can always roll twice and 
take the higher result when 
using Disable Device or 
Sleight of Hand.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Thought Read Minds Your power also gains the 
utility of the seek thoughts 
spell.

It is more difficult to pierce 
the minds of others. All 
targets get a +2 to their Will 
saving throws against this 
power.

Torture Painful Smite Each point of damage from 
your strike is converted into 
2 points of nonlethal 
damage.

Each 2 points of damage 
from your strike is 
converted into 1 point of 
nonlethal damage.

Trade Silver-Tongued 
Haggler

The bonus to your Bluff, 
Diplomacy or Sense Motive 
skill increases to your cleric 
level.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Travel Agile Feet This ability lasts for 1 round 
per cleric level,and also 
confers a +5 ft. increase in 
your Speed.

You lose access to this 
ability during the dark of 
the moon.
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Travel Dimensional Hop As long as you have at least 
10 ft. of distance remaining 
in your daily allowance, you 
can teleport 10 ft. at will as 
a move action.

The distance you can 
teleport each day is halved.

Trickery Copycat You create 1d4 illusory 
doubles +1 additional 
double per three cleric 
levels (to a maximum of 
eight doubles). 

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Trickery Master's Illusion You can use this ability as 
an immediate action that 
happens just before the 
triggering action. The 
duration of this ability 
increase to 1 minute per 
cleric level.

The area of effect of this 
ability is reduced to a 10 ft. 
radius.

Undead Death's Kiss The target becomes 
susceptible to Turn Undead, 
Command Undead and 
similar abilities that affect 
the Undead type.

The affect only lasts for one 
round.

War Battle Rage The battle rage persists for 
1 round per cleric level.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

War Weapon Master You gain access to combat 
feats when you use this 
ability.

The number of rounds you 
can use this ability each day 
are halved.

Warbound Martial Priest You also gain the feat 
Greater Weapon Focus 
during the full moon.

During the dark of the 
moon you lose access to the 
Weapon Focus feat.

Wards Warding Rune You are considered invisible 
against any target that fails 
the saving throw associated 
with this power. The 
invisibility lasts for as long 
as the sanctuary effect, but 
can end prematurely if you 
attack the target of the 
warding rune.

The target may make a 
saving throw at the 
beginning of its turn each 
round to shake off the 
sanctuary effect.

Water Cold Resistance You gain immunity to cold. 
If you already have 
immunity to fire, then cold 
now heals 1 hit point for 
each die of damage it 
would otherwise inflict.

If you have resistance to 
cold then you lose your 
resistance. If you have 
immunity then you gain 
resistance 10 to cold.

Water Icicle The icicle inflicts 2d6 
damage +1 per cleric level.

The icicle inflicts just 1 point 
of damage per 2 cleric 
levels.

Weather Lightning Lord The damage inflicted by The damage inflicted by 
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each bolt increases to 
5d10/5d8/

each bolt is reduced to 
1d10/1d8.

Weather Storm Burst If you wish, the area of 
effect of the storm 
increases to a 30 ft. radius; 
and its duration persists for 
as long as you maintain 
concentration. All targets 
within range can make 
Reflex saving throws each 
round to avoid its effects.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Wind Wind Blast The wind inflicts 1d6 
nonlethal damage, and you 
gain a +5 bonus to your bull 
rush attempt.

The number of times per 
day you can use this ability 
is reduced by two. If this 
brings you number of uses 
to zero or less, you cannot 
use this power.

Windborn Divine Flight The cleric can fly at-will. If 
the cleric can already fly at 
will then his fly speed 
increases to 90 ft. and his 
manoeuvrability becomes 
Perfect.

The time that the cleric can 
fly is limited to one round 
per cleric level each day.
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