EHLONNA

Diety Alignment:  NG

Allowed Weapons:  Javelin, Polearm, Spear, Mace, Hammer, Club

Armor Allowed:  Leather (Natural Armors) + Wooden Shields

Vestments:  Green 

Title: Oaken Defender

Cleric Alignment: NG

Spells and Abilities of these clerics:  

Oaken Defenders are allowed to know woodland languages.  These include – centaurs, dryads, elves, fauns, gnomes, dragons, giants, lizard men, manticores, nixies, pixies, treants, and sprites.

Wis 12 and Cha 12 

16+ 10% XP Bonus

Humans and ½ Elves

TU – Nil

Lvl 2 - +2 Saving Throws vs. fire and electricity

Lvl 3 – ID Plants and Animals AND Pass without Trace

Lvl 7 – Immune to charm and enchantments from dryads and sprites

Lvl 7 – Shapechanging abilities begin (See DM)

Spheres and Access:

All 
Bless/Curse (1st)
Combine* (1st) 

Detect Evil/Detect Good (1st) 

Purify Food & Drink/Putrefy Food & Drink (1st)

Sanctify/Defile* (2nd) 
Focus* (4th) 

Uplift* (5th)
Atonement (5th) 

Animal 
Animal Friendship (1st)

Invisibility to Animals (1st)

Locate Animals or Plants (1st)

Charm Person or Mammal (2nd)

Messenger (2nd)

Snake Charm (2nd)

Speak With Animals (2nd)

Hold Animal (3rd)

Summon Insects (3rd)

Charm 
Command (1st) 

Remove Fear/Cause Fear (1st)
Enthrall (2nd)

Hold Person (2nd) 

Music of the Spheres (2nd) 

Mystic Transfer* (2nd) 

Emotion Control (3rd) 
Divination 
Analyze Balance (1st)
Detect Magic (1st)

Detect Poison (1st)

Detect Snares & Pits (1st)

Locate Animals or Plants (1st)

Augury (2nd) 

Detect Charm/Undetectable Charm (2nd)
Find Traps (2nd) 

Know Alignment/Undetectable Alignment (2nd)
Speak With Animals (2nd) 

Extradimensional Detection (3rd) 
Locate Object/Obscure Object (3rd)
Speak With Dead (3rd) 

Healing 
Cure Light Wounds/Cause Light Wounds (1st)
Slow Poison (2nd) 

Cure Serious Wounds/Cause Serious Wounds (4th) 
Fortify* (4th) 
Neutralize Poison/Poison (4th) 

Cure Critical Wounds/Cause Critical Wounds (5th) 

Heal/Harm (6th) 
Necromantic 
Invisibility to Undead (1st)

Aid (2nd)

Animate Dead (3rd) 

Cure Blindness or Deafness/Cause Blindness or Deafness (3rd) 

Cure Disease/Cause Disease (3rd)
Feign Death (3rd)

Negative Plane Protection (3rd) 

Raise Dead/Slay Living (5th) 

Plant 
Entangle (1st)

Locate Animals or Plants (1st) 

Log of Everburning (1st)
Pass Without Trace (1st)

Shillelagh (1st)

Barkskin (2nd) 

Goodberry/Badberry (2nd)
Trip (2nd) 

Warp Wood/Straighten Wood (2nd)
Plant Growth (3rd) 

Slow Rot (3rd)
Snare (3rd)

Spike Growth (3rd)

Tree (3rd) 

Hallucinatory Forest/Revealed Wood (4th)
Hold Plant (4th)

Plant Door (4th)

Speak With Plants (4th) 

Sticks to Snakes/Snakes to Sticks (4th)
Anti-Plant Shell (5th)

Pass Plant (5th)

Liveoak (6th)

Transport Via Plants (6th)

Turn Wood (6th)

Wall of Thorns (6th)

Protection 
Endure Cold/Endure Heat (1st) 

Protection From Evil/Protection From Good (1st) 
Ring of Hands/Ring of Woe* (1st)
Sanctuary (1st)

Barkskin (2nd)

Resist Fire/Resist Cold (2nd)

Withdraw (2nd)

Dispel Magic (3rd) 

Line of Protection/Line of Destruction* (3rd) 
Magical Vestment (3rd) 

Negative Plane Protection (3rd) 

Protection From Fire (3rd) 

Remove Curse/Bestow Curse (3rd)
Remove Paralysis (3rd) 

Summoning 
Call Upon Faith (1st) 

Draw Upon Holy Might (2nd)
Summon Insects (3rd)

Abjure (4th)

Animal Summoning I (4th)

Call Woodland Beings (4th)

Animal Summoning II (5th) 

Dispel Evil/Dispel Good (5th)
Aerial Servant (6th)

Animal Summoning III (6th)

Animate Object (6th)

Conjure Animals (6th) 

Conjure Fire Elemental/Dismiss Fire Elemental (6th)
Wall of Thorns (6th)

Weather Summoning (6th)

Word of Recall (6th) 

Weather 
Faerie Fire (1st)

Obscurement (2nd)

Call Lightning (3rd)

