WASTRI

Diety Alignment: LN (LE tendencies)

Allowed Weapons:  Std. Cleric + Spear

Armor Allowed:  Non-metal + Shield

Vestments:  Green

Title:  Prophet

Cleric Alignment: LN, LE

Spells and Abilities of these clerics:  

+5% XP Bonus due to weak church

Humanoids and Humans only

Wis 10 and Dex 9

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) 

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)

Animal Summoning I (4th)

Call Woodland Beings (4th) 

Giant Insects/Shrink Insect (4th)
Repel Insects (4th) 

Animal Growth/Animal Reduction (5th)
Animal Summoning II (5th)

Chaos 
Mistaken Missive (1st) 

Dissension's Feast (2nd) 

Miscast Magic (3rd) 

Random Causality (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) 
Combat 
Magical Stone (1st)

Shillelagh (1st)

Chant (2nd)

Spiritual Hammer (2nd)

Prayer (3rd) 

Unearthly Choir* (3rd)
Elemental Water 
Create Water/Destroy Water (1st) 

Water Breathing/Air Breathing (3rd)
Water Walk (3rd) 

Lower Water/Raise Water (4th)
Elemental Forbiddance (5th) 

Transmute Rock to Mud/Transmute Mud to Rock (5th)
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) 

Protection 
Endure Cold/Endure Head (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)
Weather 
Faerie Fire (1st)

Obscurement (2nd)

Call Lightning (3rd)

