LENDOR

Diety Alignment: LN

Allowed Weapons:  Staff, Mace, and Hammer

Armor Allowed:  All + No Shield 

Vestments:  Grey + White

Title:  Watcher

Cleric Alignment: LN

Spells and Abilities of these clerics:  

A Watcher can gain access to any library in the Flanaess

Wis 12

Wis 16+ = 10% XP Bonus

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) 

Astral 
 Speak With Astral Traveler (1st) 

Astral Window (3rd) 

Join With Astral Traveler (4th)
Plane Shift (5th)

Astral Spell (7th) 

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) 

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) 
Law 
Command (1st) 

Calm Chaos (2nd)
Enthrall (2nd)

Hold Person (2nd) 

Rigid Thinking (3rd) 

Strength of One (3rd) 

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) 

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) 

Sun 
Light/Darkness (1st) 

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

Weather 
Faerie Fire (1st)

Obscurement (2nd)

Call Lightning (3rd)

