CHARACTER CLASS REQUIREMENTS:�PRIVATE ��





Priest	ST	IN	WS	DX	CN	CH	HD	Alignment	Races Allowed


Adept	13	14	15	13	13	-	d8	non-chaotic	H





Cleric	-	-	9	-	-	-	d8	any	any except HOg


 Counselor	-	9	9	-	-	13	d8	non-chaotic	A, H, D, E, G, Ha, HE


 Orthodox Priest	-	-	9	-	-	-	d8	non-chaotic	any except HOg


 Pacifist	-	-	9	-	-	-	d8	non-evil	any except HOg


 Planewalker	9	9	9	9	9	9	d8	any	A, H, E, G, HE, T


 Scholar	-	14	14	-	-	-	d8	any	any except HOg


 Undertaker	-	9	12	-	-	-	d8	N, LN, NE, NG	A, H, D, HE, T


 Witch Hunter	12	12	12	-	-	12	d8	any but neutral	A, H, D, HE


 Zealot	-	-	9	-	-	-	d8	lawful	A, H, D, HE, HO





Crusader	12	-	9	-	-	12	d8	lawful or chaotic	A, H, D, E, HE, HO


 Battleguard	12	-	9	-	14	12	d8	lawful or chaotic	A, H, D, E, HE, HO


 Champion	14	-	9	14	14	12	d8	lawful or chaotic	A, H, D, E, HE, HO


 Justifier	12	9	9	9	-	12	d8	chaotic	A, H, D, E, HE, HO


 Purifier	12	12	14	-	14	-	d8	lawful or chaotic	A, H, D, E, HE


 Redeemer	12	12	12	12	12	12	d8	lawful	A, H, D, E, HE, HO


 Strategist	12	13	13	-	-	12	d8	lawful	A, H, D, E, HE





Druid 	-	-	12	-	-	15	d6	neutral	H, E, HE


 Beastfriend 	-	-	12	-	12	15	d6	neutral	H, G, Ha, E, HE


 Greenwood Druid	13	-	13	-	14	-	d6+1	neutral	H, E, HE


 Lost One	-	-	12	-	-	15	d6	neutral	H, E, HE


 Preserver	-	12	12	-	-	15	d6	neutral	H, E, HE


 Shapeshifter	-	-	12	-	-	15	d6	neutral	H, E, HE


 True Bard (Scholar)	-	12	12	-	-	15	d6	neutral	H, E, HE


 Wanderer	-	-	12	-	12	15	d6	neutral	H, E, G, Ha, HE





Monk	-	12	15	-	12	-	d6	lawful	A, H, HE


 Dervish	-	-	12	12	-	15	d6	non-lawful	any but HOg


 Mystic	-	12	12	-	-	15	d6	chaotic	H, E, Ha, HE


 Oracle	-	12	15	-	-	12	d6	N, LN, CN, NG, NE	 A, H, D, E, HE


 Seer	-	15	15	-	-	-	d6	any	any but HOg





Shaman	-	-	12	-	13	-	d8	non-lawful	H, D, HO, HOg


 Anagakok	9	9	12	-	13	-	d8	N, LN, CN, NG, NE	 H, D, HO, HOg


 Kahin	13	-	12	-	13	-	d8	special	H, D, HO, HOg


 Skald	-	-	12	-	13	13	d8	N, LN, CN, NG, NE	 H, D, HO, HOg


 Witch Doctor	-	13	12	-	13	-	d8	non-lawful	H, D, HO, HOg





Psionicist





Psionicist	 -	12	15	 -	11	 -	d6	non-chaotic	H, D, E, G, Ha, HE, T


 Advisor	-	12	15	-	11	15	d6	LN, NG, NE, N	H, D, E, HE


 Beastlord	11	12	15	-	13	-	d6	non-chaotic	H, D, E, G, Ha, HE


 Psiologist	-	16	16	-	11	-	d6-1	lawful	H, D, E, G, Ha, HE, T


 Raider	-	13	15	13	13	-	d6	NG, N, NE	H, E, Ha, HE, T


 Wilder	-	12	15	-	11	-	d6	NG, N, NE	H, D, E, G, Ha, HE, T


Sensei	12	12	15	15	15	-	d6+1	lawful	H, HE, T


 Avenger	15	12	15	15	15	-	d6+1	lawful	H, HE, T


�
Rogue	ST	IN	WS	DX	CN	CH	HD	Alignment	Races Allowed





Adventurer 	-	13	-	9	-	13	d8	any	any except HOg


  + Lorefinder (DotR)


 Acrobat	13	-	-	15	13	13	d8	any	any except HOg


 Blade	-	-	-	15	13	13	d8	any	any except HOg


 Buccaneer	-	-	-	13	13	-	d8	non-lawful	H, E(M), HE, HO, T


 Explorer	-	13	-	9	14	13	d8	any	any except A, HO, HOg


** Prospector - DotR


** Scavenger - JIoW (+ Wastrel & Weasel)


 Swashbuckler	-	-	-	15	-	15	d8	non-lawful	any except D, HO, HOg


* Trader	-	13	15	10	-	13	d6	any	any but HOg





Assassin 	-	13	9	13	-	13	d8	non-good	H, D, HE, HO, T


 Bounty Hunter	13	13	9	14	-	13	d8	any	H, E, D, Ha, HE, HO, T


 Executioner	15	13	-	13	12	-	d8	non-good	H, D, HE, HO, HOg, T


 Holy Slayer	-	13	13	13	-	13	d8	LN, LE	H, D, HE, HO, T


 Shadow	-	13	15	13	-	13	d8	N,LN,CN,NG,NE	H, HE, HO, T


 Spy	-	13	13	13	-	15	d8	any	any but A, HOg


 Stalker	14	13	9	13	14	-	d8	any	H, D, E, HE, HO, T





Bard	-	13	-	12	-	15	d6	N,LN,CN,NG,NE	H, A, HE


** Companion - JIoD


* Dilettante	-	13	-	12	-	15	d6	non-lawful	H, E, HE


 Jester	-	13	-	12	-	15	d6	chaotic	H, G, HE, T


 Minstrel	-	13	-	12	-	15	d6	non-evil	H, A, E, HE


 Riddlemaster	-	15	-	12	-	12	d6	any	H, A, E, G, Ha, HE, T


 Thespian	-	13	-	12	-	15	d6	any	H, G, HE


* Troubleshooter	-	13	12	12	-	12	d6	any	H, HE, G, T





Guildsman	-	10	15	10	-	12	d6	any	any but HOg


 Diplomat	-	13	15	10	-	15	d6	non-chaotic	H, A, D, E, G, Ha, HE


** Engineer - DotR (Artificer/Gunsmith)


 Fence	-	13	15	10	-	12	d6	any but LG	H, D, E, HE, HO, T


* Herald	-	13	-	12	-	15	d6	non-chaotic	H, A, D, Ha, HE, E


 Investigator	-	13	15	10	-	13	d6	any	any but HOg


** Merchant


 Outrider	-	10	13	13	13	12	d6	non-chaotic	H, A, E, HE, HO, T


** Physician - JIoD (Chirurgeon)


** Scribe - JIoD





Thief	-	-	-	9	-	-	d6	any but LG	any but A, HOg


 Bandit	-	-	-	13	13	-	d6	non-lawful	any but A, HOg


 Beggar	-	-	-	9	14	-	d6	any but LG	H, D, G, Ha, HE, HO, T


 Burglar	11	11	-	13	11	-	d6	any but LG	any but A, E(G,W), HOg


 Cutpurse	-	-	-	9	-	-	d6	non-lawful	H, D, E(M), G, Ha, HE, HO, T


** Mountebank - DotR


* Smuggler	-	10	15	10	-	14	d6	non-lawful	any but HOg


 Swindler	-	13	13	9	-	13	d6	non-lawful	any but A, HOg


�
Warrior	ST	IN	WS	DX	CN	CH	HD	Alignment	Races Allowed





Barbarian	15	-	-	9	15	-	2d6	non-lawful	H, D, HO, HOg


 Fenwalker	12	-	12	12	15	-	2d6	non-lawful	H, HO, HOg


 Feralan	15	-	-	14	15	-	2d6	non-lawful	H, D, Ha, HE, HO, HOg


 Forest Runner	12	-	12	14	14	-	2d6	any	H, E(W), HE, HO, HOg


 Highlander	15	-	-	9	15	-	2d6	non-lawful	H, D, HO, HOg


 Ice Hunter	14	-	12	12	14	-	2d6	lawful	H, D(A,S), HO, HOg


 Islander	12	-	-	14	14	-	2d6	non-lawful	H, HE, HO, HOg


 Nomad	9	-	-	15	15	-	2d6	non-lawful	H, HE, HO


 Northman	14	-	-	12	14	-	2d6	non-lawful	H, HO, HOg


 Ravager	15	10*	10*	14	15	-	2d6	non-lawful	H, D, HO, HOg


 Savage	9	9	-	15	15	-	2d6	any	H, D(J), E(W), Ha, HE, HO, HOg


 Vandal	15	-	-	9	15	-	2d6	non-lawful	H, D, HO, HOg





Cavalier	13	10	-	10	13	10	d10	any	H, A, E(D,G,M), HE


 Amazon	10	10	-	13	13	10	d10	any	H, A, E, HE, HO, T


 Dragonslayer	15	10	-	10	15	10	d8+2	any	H, A, D, E, HE, T


 Field Marshal	10	13	10	-	10	13	d10	any	any but HO, HOg


 Gallant	10	10	-	13	10	13	d10	non-evil	H, A, E, HE


 Legionnaire	13	-	10	10	13	10	d10	lawful	any


 Templar	13	-	13	10	10	10	d10	any	any


 Windrider	10	-	13	13	10	10	d10	any	H, A, E, HE, T





Fighter	9	-	-	-	7	-	d10	any	any


 Convict	12	-	-	12	14	-	d10	LN, N, CN, NG, NE 	H, D, HE, HO, HOg


 Corsair	9	-	-	13	13	-	d10	any	H, E(M), HE, HO, T


 Duelist	9	13	-	13	7	9	d10	any	H, A, E, HE, T


 Gladiator	9	-	-	13	7	13	d10	any	H, D, HE, HO, HOg, T


 Mercenary	12	-	-	-	12	-	d10	LN, N, CN, NG, NE 	H, D, HE, HO, HOg, T


 Sentinel	9	-	13	13	13	-	d10	lawful	any but G, HOg, T


 Thrall	9	-	-	-	14	-	d10	non-lawful	any but A





Paladin	13	-	13	-	9	17	d10	lawful good	H, A


 Anarchist	13	-	13	-	9	17	d10	chaotic evil	H, T


 Aquarian	13	-	13	13	9	17	d10	lawful good	H, A, HE(Aq)


 Athar	9	13	13	-	9	17	d10	neutral	H


 Chevalier	15	-	10	10	15	17	d10	lawful good	H, A, HE


 Guardian	13	-	14	-	14	17	d10	lawful good	H, A


 Marshal	13	13	13	-	9	17	d10	lawful good	H, A, Ha


 Ordainer	13	-	13	-	9	17	d10	lawful evil	H, T


 Vindicator	13	-	13	13	13	17	d10	lawful good	H, A





Ranger	13	-	13	14	14	-	d8*	good	H, A, E, HE, HO, T


 Archer	13	-	13	16	14	-	d8	good	H, A, E, HE, T


 Beastmaster	13	-	13	14	15	-	d8*	CG, NG, CN	H, HE, HO


 Giant Killer	15	-	13	15	14	-	d8*	good	H, A, D, E, HE, HO, T


 Harper	13	13	14	13	14	13	d8	good	H, A, E, HE, T


 Huntsman	13	-	13	14	14	-	d8*	good	H, A, E, HE, HO


 Mariner	13	12	13	14	14	-	d8*	good	H, A, E(M), HE, HO, T


 Outlaw	13	12	13	14	14	12	d8*	non-lawful	H, E, HE, HO, T


 Seeker	13	-	15	14	14	-	d8	good	H, A, E, Ha, HE, HO


 Warden	13	12	13	14	14	-	d8*	LG, NG, LN	H, A, D, Ha, E, HE





* Rangers of this type receive an extra d8 at 1st level


�
Wizard	ST	IN	WS	DX	CN	CH	HD	Alignment	Races Allowed





Arcanist	-	12	12	12	-	12	d4	any	H, A, G, HE


 Academic


 Astrologer	-	13	13	7	-	-	d4	lawful	H, A, E, HE


 Finder* (tracking, dwarven detection, find secrets--use 'em or lose 'em)


 Philosopher	-	16	-	-	-	-	d4	any	H, A, E, G, HE, T


 Sage


 Scribe





Elementalist	-	13	13	7	-	-	d4	any	H, E (A/W only), HE, T


 Aeromancer


 Geomancer


 Hydromancer


 Pyromancer	-	15	15	7	-	-	d4	any	H, E (A/W only), HE, T


 Hyperspecialist	-	16	16	7	-	-	d4	any	H, E (A/W only), HE, T





Enchanter


 Alchemist#	-	13	-	13	-	-	d4	any	H, E, G, HE, T


 Artificer	-	15	14	-	15	-	d4	any	H, E, G, HE, T


 Naturalist	-	15	-	7	15	-	d4	any	H, E, HE


 Transmuter	-	15	-	15	-	-	d4	any	H, HE, T


 Warder





Illusionist (+Disguiser, BoM)	-	15	-	16	-	-	d4	any	H, G, T


 Illuminator (+Sandman, JIoD)	-	16	-	17	-	-	d4	any	H, G


 Mentalist	-	15	15	7	-	15	d4	any	H, HE, T


 Sandman (porter/time/disguiser)


 Shadow Mage	-	15	16	7	-	-	d4	any	H, E(D), HE(D), T





Mage


 Conjurer	-	12	-	9	12	9	d4	any	H, A, HE, T


 Galvanist	-	12	12	-	12	-	d4	any	H, A, E, HE, T


 Summoner	-	12	-	9	15	9	d4	any	H, A, HE, T


 Wild Mage	-	16	-	15	-	-	d4	any	H, E, G, HE, T





Necromancer	-	15	16	7	-	-	d4	any	H, E(D), HE(D), T


 Anatomist


 Deathslayer	13	15	16	7	13	-	d4	any	H, E(D), HE(D)


 Dreadlord	-	15	16	7	-	16	d4	non-good	H, E(D), HE(D), T


 Ghul Lord#	-	12	12	-	12	-	d4	non-good	H, T


 Prolonger





Sorcerer	-	12	-	9	12	9	d4	any	H, A, E, HE, T


 Abjurer	-	12	12	12	12	-	d4	any	H, A, HE


 Chronomancer	-	15	15	9	9	-	d4	any	H, E, HE


 Porter	-	15	-	12	12	-	d4	any	H, A, HE, T


 War Wizard	12	12	-	9	12	9	d4+1	any	H, A, HE





Witch	-	15	15	7	15	-	d4	any	any


 Alienist	-	13	16	-	13	-	d4	non-lawful	H


 Demonologist


 Gypsy	-	13	-	15	-	15	d6	non-lawful	H, G, Ha, HE, E


 Incantatrix	-	15	15	-	-	-	d4	N,LN,CN,NG,NE	H, HE, T


 Sha'ir


�
Dwarf


 Battlerager


 Chanter


 Ironsmith - free Armorer/Blacksmithing/Weaponsmithing, warhammer spec, +1/2 lvl as 'floating bonus' w/warhammer


 Runecaster


 Sharpshooter = Archer


 Tunnel Rat





Elf


 Bladesinger - +1 to hit & dmg with one sword, +1/4 lvls to special maneuvers, parry (1/2 lvl + 1) while spellcasting; light armor, no other weapon profs ever, have to help other elves


 Kensai


 Loremaster	-	15	15	12	-	12	d6	any	A, H, E, HE, T


 Mageweaver


 Samurai


 Spellsinger	-	14	-	7	-	15	d4	any	H, E, HE


 Wu Jen





Gnome


 Clockwork Mage#	-	16	12	16	12	-	d4	any	H, G


 Digitalogist	-	15	14	7	-	-	d4	lawful	H, E, G, HE


 Fusilier = Archer


 Mountebank - bard/swindler/illusionist/thief


 Tunnel Rat





Halfling


 Jazst (comp. glad HB)**


 Rhodian Slinger = Archer


 Sojournist??


 Whistler





Half-Orc


 Beast Trainer/Reaver - no (Beastmaster/Huntsman ranger)


 Blind Fighter


 Howler


 Pit Fighter (slave gladiator)


 Slayer (SB assassin)


 Sniper = Archer








NOTE THAT CLASSES/KITS IN SHADED TEXT





REPRESENT THOSE THAT ARE STILL IN PROGRESS�
Races	ST	IN	WS	DX	CN	CH	Racial abilities


Aasimar (A)	+1	-	+1	-	-2	+1	Magic resistance, mental strength, spiritual strength


Dwarf (D)	-	-	-	-	+1	-1	Infravision, magic/poison save bonus, detect secret doors, mining skills


Elf, Dark (E(D))	-1	+1	-	+1	-2	-	Infravision, ambidexterity, stealth, mining abilities, magic, light sensitivity


Elf, Gold (E(G))	-	+1	-	+1	-2	+1	Excellent vision, magic save bonus, mental resistance, extreme vitality


Elf, Moon (E(M))	-	-	+1	+1	-2	+1	Stealth, find secret doors, surprise, mental resistance


Elf, Wild (E(W))	-	-	-1	+1	-	-	Woodland stealth, night vision, speak with forest animals, bow/spear bonus


Gnome (G)	-1	+1	-1	+1	-	-	Woodland stealth, speak with forest animals, magic save bonus, dodging


Half-Elf (HE)	-	-	-	-	-	+1	Minor bonuses based on type of elvish heritage


Half-Goblin (HG)	-	-1	-1	+1	+1	-3	??


Half-Ogre (HOg)	+2	-1	-2	-1	+2	-2	Poison/stun save bonus, size and strength, combat bonuses


Half-Orc (HO)	+1	-	-1	-	+1	-2	Infravision, poison/stun save bonus, weaponless combat bonuses


Halfling (Ha)	-2	-	-	+2	-	-	Stealth, magic/poison save bonus, throwing bonuses, dodging


Human (H)	-	-	-	-	-	-	no special bonuses or hindrances


Tiefling (T)	-1	+1	-1	+1	-	-	Infravision, random innate powers, random bizarre appearance





Note that the only abilities that can exceed 18 as a result of racial modifications are Dexterity (for elves, gnomes, halflings, and tieflings) and Constitution (for dwarves, half-ogres, and half-orcs), which may reach 19.





Background


Maritime	-	-	-	10	10	-	Negative reaction with land-dwellers, can combine with other background


Rural	10	-	-	-	10	-	Negative reaction with urban


Subterranean	-	-	-	-	-	-	Negative reaction with surface-dwellers


Urban	-	-	-	-	-	-	Negative reaction with rural


Wilderness	-	-	-	-	13	-	Negative reaction with rural and urban


�
Priest Requirements by Deity





	ST	IN	WS	DX	CN	CH	Alignment	Spheres of Influence


Greater Powers:


 Aegir-m	-	-	9	-	14	-	any		Oceans, Sea Travelers


 Boccob-m	-	14	12	-	-	-	CN, LN, N, NE, NG	Magic


 Chauntea-f	-	-	13	-	13	-	non-evil		Agriculture, Plants, Flowers, Abundance


 Crom-m	16	152	9	-	15	-	non-lawful	Warfare, Glory, Battle Fury, Strength


 Ilmatar-f	-	-	13	-	13	-	good		Healing, Motherhood, the Home, Safety


 Lendor-m	-	14	12	-	-	-	non-chaotic	Time, Fate, Law, History, Prophecy


 Moradin-m	13	-	13	-	12	-	LG, NG, LN	Smithing, Craftsmanship, Dwarves


 Nerull-m	14	14	14	-	-	-	evil		Death


 Oghma-m	-	12	14	-	-	-	non-evil		Lore, Knowledge, Discovery, Runes, Travelers


 Pelor-m	14	-	14	-	-	-	good		Sun, Light


 Shar-f	14	-	12	-	12	-	evil		Darkness, Night, Loss, Sleep, Nightmares


 Ukko-m	-	-	13	13	-	13	good		Air, Sky, Avians


Intermediate Powers:


 Asmodeus-m	-	14	14	-	-	14	LE, NE		Tyranny, Oppression, Intrigue


 Cyric-m	-	13	9	13	-	-	CE, NE, CN	Lies, Betrayal, Madness, Bad Luck, Disaster


 Helm-m	14	-	13	-	-	-	lawful		Guardians, Protection, Order, Discipline


 Hextor-m	13	-	9	-	13	13	LE, NE, LN	War, Bloodshed, Violence


 Luthic-f	-	-	13	-	13	-	any except CG	Tribalism, Wilderness, Caves, Outcasts


 Panzuriel-m	-	-	13	-	15	-	evil		Deep Oceans, Sea Storms, Evil Sea Creatures


 Selene-f	-	11	13	-	-	11	non-evil		Moon, Stars, Dreams, Night Travelers, Secrets


 Thor-m	14	-	9	-	14	-	CG, CN, NG, N	Thunder, Storms, Violent Weather


 Tymora-f	-	13	9	-	-	13	CG, NG, CN, N	Luck, Chance, Change, Freedom


 Tyr-m	161	-	12	161	161	-	LG, LN, NG	Battle, Honor, Heroism, Bravery


 Ulaa-f	13	-	13	-	13	-	non-evil		Mining, Gemstones, Underground Exploration


 Zilchus-m	-	-	13	-	-	13	non-chaotic	Merchants, Wealth, Trade


Lesser Powers:


 Araw-m	-	-	9	15	10	-	non-evil		Hunting, Archery


 Brigit-f	-	-	9	-	-	13	non-evil		Beauty, Love, Poetry, Fire, Youth


 Bralm-f	-	-	12	-	9	-	non-chaotic	Industriousness, Insects, Agriculture


 Kelemvor-m	-	-	14	-	12	-	non-chaotic	Death, Judge and Guardian of the Dead


 Mask-m	-	-	13	14	-	-	any		Mischief, Thievery, Rogues, Greed, Intrigue


 Meilikki-f	-	-	9	-	13	13	non-evil		Nature, Wilderness, Wild Animals


 Milil-f	-	13	14	-	-	14	non-evil		Music, Poetry, Storytelling


 Nienna-f	-	-	12	-	15	-	non-evil		Sorrow, Hope, Endurance, Pity, Compassion


 Orcus-m	-	-	9	-	-	-	evil		Undead, Necromancy


 Set-m	-	-	14	12	-	-	evil		The Desert, Snakes, Strife, Darkness


Demipowers:


 Anthraxus-m	-	-	9	-	15	92	evil		Pestilence, Disease, Decay, Terror


 Azuth-m	-	13	14	-	-	-	lawful		Magic, Energy


 Danae-f	-	-	13	-	-	13	CG, CN, NG, N	Joy, Happiness, Dancing, Wine, Revelry


 Deneir-m	-	15	15	-	-	-	non-evil		Literature, Art, Writing


 Eldath-f	-	-	14	-	-	13	non-evil		Peace, Tranquility, Waterfalls


 Geryon-m	13	-	9	13	13	-	non-good	Wild Beasts, Predators, Hunting, Strength


 Gond-m	-	14	14	14	-	-	any		Invention, Technology, Science, Craft


 Hecate-f	-	13	12	-	-	13	non-good	Magic, Pain


 Khaine-m	-	-	14	-	14	-	evil		Poison, Murder, Torture


 Kostchtchie-m	13	-	13	-	12	-	CE, CN, NE	Cold, Winter, Strength, Violence


 Mystra-f	-	14	12	-	-	-	non-evil		Magic, Wisdom


 Surma-m	12	-	12	12	-	-	CE, NE		Vengeance, Murder, Destruction


 Torm-m	-	-	15	-	12	-	LG, LN		Loyalty, Duty, Truth, Justice


 Zagyg-m	-	151	9	151	-	-	CG, NG, CN, N	Humor, Randomness, Wild Magic,Eccentricity


�
	ST	IN	WS	DX	CN	CH	Alignment	Spheres of Influence





Elemental Demipowers


 Akadi-f	-	-	9	13	-	13	any		Air


 Grumbar-m	13	-	9	-	13	-	any		Earth


 Kossuth-m	-	-	9	13	13	-	any		Fire


 Ringil-f	13	-	9	-	13	-	any		Ice


 Straasha-m	-	-	9	-	13	13	any		Water





Entities:  (These extra-planar entities are believed to be at least equivalent to Greater Powers, but they have no priests as such.  They do, however, have cult followings.)





 Ao, the Creator


 Klæl, the Destroyer





1 One of these scores must be at least this high, the others must be at least 9.


2 This is the maximum score allowable.





Note that the requirements for a deity's priests are cumulative with the requirements for priest sub-classes, although there is often some overlap, in which case the higher requirement takes precedence; e.g., a Seer (Int 13, Wis 15) who worshiped Oghma (Int 12, Wis 14) would find that his or her requirements overlapped, with the higher Seer requirements taking precedence.  A Scholar (Int 15, Wis 14) who worshiped Ukko (Wis 13, Dex 13, Cha 13) would need to satisfy all of the requirements for both, including the higher of the two Wisdom requirements.





	NOTE THAT THE FOLLOWING SECTION IS OUT OF DATE


	IT IS BASED ON MY PREVIOUS CLASS SYSTEM





For the following priest classes, a list is given here of deities which allow priests of that type:





Adept:		Asmodeus, Helm, Mystra, Oghma, Set, Shar, Torm


Crusader:


  Champion:		Araw (bow-any), Crom, Geryon (wrestling), Helm, Hextor, Kostchtchie (warhammer), Moradin (throwing hammer), Pelor, Set, Surma, Thor (throwing hammer), Torm, Tyr, Ulaa (pick-any)


  Knight:		Asmodeus, Helm, Hextor, Moradin (throwing hammer), Pelor, Set, Torm, Tyr, Ulaa (pick-any)


Druid:		Chauntea, Eldath, Luthic, Meilikki


  Beastfriend:#		Meilikki


  Diplomat:		Eldath


  Lost One:#		Anthraxus, Luthic


  Scholar:		Chauntea, Eldath


Monk:		Asmodeus, Azuth, Boccob, Deneir, Gond, Hecate, Lendor, Moradin, Mystra, Oghma, Selene, Shar


Priest:	


 Deathslayer:		Brigit, Helm, Ilmatar, Kelemvor, Mystra, Pelor, Selene, Tyr


 Dervish:		Anthraxus, Boccob, Brigit, Chauntea, Crom, Cyric, Danae, Eldath, Hecate, Ilmatar, Khaine, Kostchtchie, Meilikki, Milil, Mystra, Nienna, Oghma, Orcus, Pelor, Selene, Set, Shar, Thor, Tymora, Ukko, Zagyg, Zilchus


 Diplomat:		Asmodeus, Brigit, Cyric, Deneir, Eldath, Kelemvor, Lendor, Nienna, Oghma, Torm, Zilchus


 Free Priest:		Aegir, Akadi, Anthraxus, Araw, Azuth, Boccob, Brigit, Chauntea, Crom, Cyric, Danae, Deneir, Eldath, Geryon, Gond, Grumbar, Hecate, Ilmatar, Khaine, Kelemvor, Kostchtchie, Kossuth, Luthic, Mask, Meilikki, Milil, Moradin, Mystra, Nerull, Nienna, Oghma, Orcus, Panzuriel, Pelor, Ringil, Selene, Shar, Straasha, Surma, Thor, Tymora, Ukko, Ulaa, Zagyg, Zilchus


 Orthodox Priest:		Anthraxus, Asmodeus, Azuth, Boccob, Chauntea, Deneir, Hecate, Helm, Hextor, Ilmatar, Kelemvor, Lendor, Luthic, Moradin, Mystra, Oghma, Pelor, Selene, Set, Torm, Tyr, Ukko, Ulaa


 Scholar:		Asmodeus, Azuth, Boccob, Deneir, Gond, Hecate, Lendor, Moradin, Mystra, Oghma, Selene, Ukko, Zagyg


 Seer:  		Azuth, Boccob, Deneir, Eldath, Hecate, Lendor, Mystra, Nienna, Oghma, Selene, Shar, Torm


 Zealot:	  	Asmodeus, Helm, Hextor, Lendor, Set, Torm, Tyr





For Crusader Champions, if a weapon is indicated parentheses, that is the weapon type that must be selected as the Champion's 'weapon of choice.'  Note that Shamans do not venerate individual deities but draw their power from the animal spirits, the spirits of nature, and the spirits of the dead.
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