Priest


Priests are very much similar to clerics – however, priests are less militant and more religious than their clerical counterparts.  They resemble wizards, in ability and from a discipline standpoint, than clerics.

Hit Dice: d6.

Class Skills: As cleric, but add Knowledge (all) and Sense Motive.  Skill points are 4 + INT modifier.

Weapon Proficiencies: As wizard, but they are proficient with their deity’s favored weapon like a cleric.

Armor Proficiencies: None.

Shield Proficiencies: Light shields.

	Lvl
	Base

Attack

Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special

	1
	+0
	+0
	+0
	+2
	Domains, Scribe Scroll

	2
	+1
	+0
	+0
	+3
	

	3
	+1
	+1
	+1
	+3
	Divine empowerment 1/day

	4
	+2
	+1
	+1
	+4
	

	5
	+2
	+1
	+1
	+4
	Priestly training

	6
	+3
	+2
	+2
	+5
	

	7
	+3
	+2
	+2
	+5
	

	8
	+4
	+2
	+2
	+6
	Divine empowerment 2/day

	9
	+4
	+3
	+3
	+6
	

	10
	+5
	+3
	+3
	+7
	Priestly training

	11
	+5
	+3
	+3
	+7
	

	12
	+6/+1
	+4
	+4
	+8
	

	13
	+6/+1
	+4
	+4
	+8
	Divine empowerment 3/day

	14
	+7/+2
	+4
	+4
	+9
	

	15
	+7/+2
	+5
	+5
	+9
	Priestly training

	16
	+8/+3
	+5
	+5
	+10
	

	17
	+8/+3
	+5
	+5
	+10
	

	18
	+9/+4
	+6
	+6
	+11
	Divine empowerment 4/day

	19
	+9/+4
	+6
	+6
	+11
	

	20
	+10/+5
	+6
	+6
	+12
	Priestly training


Abilities: They have turn undead, an aura, spontaneous casting, and cannot cast spells of an alignment opposite of their own, just like a cleric.

Domains: They receive 2 domains at 1st level instead of 1.  Additionally they receive a third and fourth at 10th and 20th level.

Scribe Scroll: They gain this feat for free.

Divine Empowerment: When the priest casts a spell, he can decide to use his divine empowerment.  If so, he gains bonuses to his spell, where applicable: a bonus to his spell’s save DC equal to his Charisma modifier, a bonus his attack rolls with the spell equal to his Charisma modifier, and a bonus on the spell’s damage or healing equal to his priest level.  The bonuses granted by his Charisma modifier cannot exceed his Wisdom modifier.

Priestly Training: Bonus divine, item creation, or metamagic feat.

Spells: As a cleric, except use the chart below. 

	-- Spells Per Day --

	Lvl
	0
	1st
	2nd
	3rd
	4th
	5th
	6th
	7th
	8th
	9th

	1
	3
	0
	--
	--
	--
	--
	--
	--
	--
	--

	2
	3
	1
	--
	--
	--
	--
	--
	--
	--
	--

	3
	4
	1
	0
	--
	--
	--
	--
	--
	--
	--

	4
	4
	2
	1
	--
	--
	--
	--
	--
	--
	--

	5
	4
	2
	1
	0
	--
	--
	--
	--
	--
	--

	6
	4
	3
	2
	1
	--
	--
	--
	--
	--
	--

	7
	4
	3
	2
	1
	0
	--
	--
	--
	--
	--

	8
	4
	3
	3
	2
	1
	--
	--
	--
	--
	--

	9
	4
	3
	3
	2
	1
	0
	--
	--
	--
	--

	10
	4
	3
	3
	3
	2
	1
	--
	--
	--
	--

	11
	4
	3
	3
	3
	2
	1
	0
	--
	--
	--

	12
	4
	3
	3
	3
	3
	2
	1
	--
	--
	--

	13
	4
	3
	3
	3
	3
	2
	1
	0
	--
	--

	14
	4
	3
	3
	3
	3
	3
	2
	1
	--
	--

	15
	4
	3
	3
	3
	3
	3
	2
	1
	0
	--

	16
	4
	3
	3
	3
	3
	3
	3
	2
	1
	--

	17
	4
	3
	3
	3
	3
	3
	3
	2
	1
	0

	18
	4
	3
	3
	3
	3
	3
	3
	3
	2
	1

	19
	4
	3
	3
	3
	3
	3
	3
	3
	2
	1

	20
	4
	3
	3
	3
	3
	3
	3
	3
	3
	2


Special: At every spell level a priest can prepare an amount of bonus spells equal the amount of domains they have.  There is no restriction as to which domain spells they can prepare into what spots.  Also, they can spontaneously convert any spell (including other domain spells) into one of their domain spells, similar to how a cleric spontaneously casts cure or inflict spells, though a priest can only do this a number of times per day equal to his Wisdom modifier (minimum of 1).

