FHARLANGHN

Diety Alignment: N (NG tendencies)

Allowed Weapons:  Javelin, Bill, Dagger, Dart, Hand Axe, Knife, Stiletto, Rapier, Short Sword, and Sabre

Armor Allowed:  non-metal + no shield

Vestments:  Brown and Red 

Title: Traveler

Cleric Alignment: any Neutral

Spells and Abilities of these clerics:  

Travelers are granted the Endurance proficiency at 3rd level.

Wis 12 and Cha 13

Both 16 + = 10% XP Bonus

TU – Std.

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) 

Charm 
Command (1st) 

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

Hold Person (2nd) 

Music of the Spheres (2nd) 

Mystic Transfer* (2nd) 

Emotion Control (3rd) 
Cloak of Bravery/Cloak of Fear (4th)
Free Action (4th)

Imbue With Spell Ability (4th) 

Meld* (5th)
Quest (5th)

Combat 
Magical Stone (1st)

Shillelagh (1st)

Chant (2nd)

Spiritual Hammer (2nd)

Prayer (3rd) 

Unearthly Choir* (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) 

Detect Lie/Undetectable Lie (4th)
Divination (4th)

Reflecting Pool (4th) 

Tongues/Babble (4th)
Commune (5th)

Commune With Nature (5th) 

Consequence (5th)
Magic Font (5th) 

Thoughtwave* (5th) 
True Seeing/False Seeing (5th) 
Find the Path/Lose the Path (6th)
Speak With Monsters (6th)

Stone Tell (6th) 

Guardian 
Sacred Guardian (1st)
Silence, 15' Radius (2nd)

Wyvern Watch (2nd)

Glyph of Warding (3rd) 

Unceasing Vigilance of the Holy Sentinel (5th)
Blade Barrier (6th)

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

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) 

Protection From Evil, 10' Radius/Protection From Good, 10' Radius (4th)
Protection From Lightning (4th)

Repel Insects (4th)

Spell Immunity (4th)

Anti-Plant Shell (5th) 

Dispel Evil/Dispel Good (5th)
Anti-Animal Shell (6th)

Forbiddance (6th)  

Sun 
Light/Darkness (1st) 

Continual Light/Continual Darkness (3rd)
Starshine (3rd) 

Wards 
Anti-Vermin Barrier (1st) 

Weighty Chest (1st) 

Frisky Chest (2nd) 

Zone of Truth (2nd) 

Efficacious Monster Ward (3rd) 

Invisibility Purge (3rd) 

Squeaking Floors (3rd) 

Thief's Lament (3rd) 

Zone of Sweet Air (3rd) 

Weather 
Faerie Fire (1st)

Obscurement (2nd)

Call Lightning (3rd)

