Healer

 
	A healer is a person who studies the art of healing so intensely that he becomes divinely empowered.  This divine power may or may not come from a deity.  It is common, however, for most healers to come from the ranks of clerics who worship gods of healing.  Healers tend to be pacifists, as they will lose all of their healer abilities for 24 hours if they willingly cause harm to an intelligent creature.  This can be avoided if the healer undoes any harm done within 1 hour of the transgression.


 
 
	Requirements

Alignment: Must be Non-Evil
Feats: Empower Spell, Maximize Spell, Skill Focus (Heal)
Skills(Ranks): Heal(8), Profession[herbalist](5)
Spells: Can cast Cure Light Wounds, Cure Moderate Wounds, and Cure Serious Wounds

	Hit Die: 1d6

	Skill Points: 2 + Int modifier

	Class Skills

Alchemy (Int), Concentration (Con), Craft (Int), Diplomacy (Cha), Heal (Wis), Knowledge [all skills, taken individually] (Int), Profession (Wis), Spellcraft (Int)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+0
	+0
	+0
	+2
	Wise Healing

	2
	+1
	+0
	+0
	+3
	Master Healer (+1)

	3
	+1
	+1
	+1
	+3
	Brew Potion

	4
	+2
	+1
	+1
	+4
	Master Healer (+2)

	5
	+2
	+1
	+1
	+4
	Divine Health

	6
	+3
	+2
	+2
	+5
	Master Healer (+3)

	7
	+3
	+2
	+2
	+5
	Empowered Cure

	8
	+4
	+2
	+2
	+6
	Master Healer (+4)

	9
	+4
	+3
	+3
	+6
	Maximized Cure

	10
	+5
	+3
	+3
	+7
	Master Healer (+5)


 
	Class Features

Weapon and Armor Proficiency: none
 
Spells - The healer gains bonus spells for Wisdom and his spells are cast like a sorcerer’s though they are divine, not arcane.  When he is able to cast a new level of spells, he learns all of the spells from his spell list for that level.  His caster level for his healer spells equals his class level plus his highest divine caster level (if he has another divine spell casting class).  The DC of the healer’s spells is based on his Wisdom.
 
Wise Healing - The healer can cast Cure Minor Wounds a number of times per day equal to his Wisdom bonus without using any spell slots.  In addition, when the healer uses one of his healer spells to cast a Cure spell, he adds his Wisdom bonus to the total amount of hit points the spell heals.
 
Master Healer - The healer gains the listed bonus to his Heal checks.
 
Brew Potion - The healer gains the Brew Potion feat for free.
 
Divine Health - The healer is immune to all diseases, including magical diseases such as mummy rot and lycanthropy.
 
Empowered Cure - When the healer uses the Empower Spell feat on a Cure spell, the spell only uses up a spell slot one level higher than the spell’s actual level, instead of two levels higher.
 
Maximized Cure - When the healer uses the Maximize Spell feat on a Cure spell, the spell only uses up a spell slot two levels higher than the spell’s actual level, instead of three levels higher.


 
	Spells per Day

	Level
	1
	2
	3
	4
	5
	6
	7
	8

	1
	2
	1
	1
	-
	-
	-
	-
	-

	2
	2
	2
	1
	1
	-
	-
	-
	-

	3
	3
	2
	1
	1
	-
	-
	-
	-

	4
	3
	2
	2
	1
	1
	-
	-
	-

	5
	3
	3
	2
	1
	1
	-
	-
	-

	6
	3
	3
	2
	2
	1
	1
	-
	-

	7
	3
	3
	3
	2
	1
	1
	-
	-

	8
	3
	3
	3
	2
	2
	1
	1
	-

	9
	3
	3
	3
	3
	2
	1
	1
	-

	10
	3
	3
	3
	3
	2
	2
	1
	1


 
	Healer Spell List

	Level
	Spells

	1
	Cure Light Wounds

	2
	Calm Emotions
Cure Moderate Wounds
Delay Poison
Gentle Repose
Lesser Restoration
Remove Paralysis

	3
	Cure Serious Wounds
Remove Blindness/Deafness
Remove Disease

	4
	Cure Critical Wounds
Death Ward
Freedom of Movement
Neutralize Poison
Restoration
Status

	5
	Healing Circle
Raise Dead

	6
	Heal

	7
	Greater Restoration
Regenerate
Resurrection

	8
	Mass Heal


