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	Priest spells, level 1

	Armor of Faith
Absorbs damage from magical/non-magical attacks.
Quick casting and long lasting. Use when priest attacked.
	Bless

+1 bonus to attack rolls and save against fear effects.

Slow casting, so use only before battle.
	Doom

Saving throws and attack throws are set to -1.
Slow casting and doesn’t last very long. Less useful.

	Remove Fear
Prevent morale loss, including due to spells.
Also works on target that already has been affected.
	

	

	Priest spells, level 2

	Barkskin
Set AC to 6 plus -1 to AC every 4 levels, +1 to saving.
Level 20 priest gets AC 1 for 24 rounds. Great on mages.
	Chant
Friendly attack/damage/save get +1, enemy get -1.
Slow casting and short duration. Use just before a battle.
	Draw Upon Holy Might

Raise STR/DEX/CON by 1 point for every 3 levels.
Increase damage, AC and resistance. Long lasting.

	Slow Poison
Reduce or eliminate damage caused by poison.
Saves you a lot of healing spells and potions.
	Silence, 15’ Radius

Creatures within 15’ are silenced, but can be saved.
Duration improves over time making the spell better.
	

	Priest spells, level 3

	Animate Dead
Summon skeletons, or skeleton warrior at level 15.
Duration is 8 hours. Immune to most mind control spells.
	Cure Disease
Cures disease, blindness and deafness.
A rest can also take care of this. Cast instantly.
	Cure Medium Wounds
Heals target for 14 HP.
Not a lot, but good for those small injuries.

	Dispel Magic
Removes all magic effects from 30’ area.
Good for removing mind control spells and protections.
	Holy Smite
All evil in 20’ get 1d4 damage per level and blindness.
Very good for demons. Be wary of evil party members.
	Zone of Sweet Air

Remove toxic vapors (e.g. cloudkill) in 30’ area.

Strange that it is centered on the caster!?

	Priest spells, level 4

	Cure Serious Wounds
Heals target for 17 HP.

Actually not much better than Cure Medium Wounds.
	Death Ward

Protects target from death magic (e.g. disintegrate).

Can be used on a fighter against a high-level mage.
	Defensive Harmony
Gives -2 in AC to all allies in 10’ area.
Quick casting. Great defensive spell. Lasts 10 rounds.

	Free Action
Makes target immune to hold/paralysis/slowing magic.
Also consider using it in combination with Web spell.
	Lesser Restoration

Restores lost levels from level drains by vampires.
The caster will be fatigued after casting this spell.
	Neutralize Poison
Remove poison and heal 1d8 HP.
Slow Poison, Cure Light Wounds and Cure Disease.

	Poison
Poison target for 8d8 + 6 levels per round for level 17.
More effective than first imagined, but can be saved.
	Protection from Evil 10’ Radius.
All evil -2, all good +2, also protects against demons.
Great for demons, but generally always a useful spell.
	

	Priest spells, level 5

	Chaotic Commands
Immune to charm, confusion, sleep, domination, etc.
Especially good against those pesky mind flayers.
	Insect Plague
Swarm target and 5 nearest, spell casting impossible.
Disables spell casting from even invisible mages.
	Iron Skins

Covers druid in skin of iron, every 2 levels one more.
Identical to 4th level mage spell Stoneskin.

	Mass Cure
Cures all allies in 30’ for 1d8 HP, plus 1 HP per level.
Cures a lot of HP for entire party. A must have.
	Raise Dead
Raises a dead party member but gains only 1 HP.
An important spell, but have a Heal ready too.
	Slay Living
Attack in 3 rounds to damage 2d6+9, save or be killed.
Can be powerful if a fighter needs help.

	True Seeing
Dispels all illusion and invisibility in 70’ area.
Cast from paladin for a fast and efficient version.
	
	

	Priest spells, level 6

	Animal Summoning III
Summons 2 or 3 creatures of 12 hit dice.
More useful as canon fodder.
	Bolt of Glory
Damages certain types of enemies greatly, no save.

Slow casting. Best for undeads and demons.
	Conjure Fire Elemental
Summon a 12, 16 or 24 hit dice fire elemental.
The priest version always works, no turning against you.

	Dolorous Decay
Slows for 2 rounds and suffer poison unless saved.
Can really annoy a mage and disrupt his spell casting too.
	False Dawn
Undead in 30’ area get 6d6 damage and confusion.

Only useful in an area infested with undeads.
	Heal
Restores all HP for target and cures many things.
Slow casting, but certainly worth the wait.

	Sol’s Searing Orb
Target get 6d6 damage and blinded, undead 9-12d6.
Slow casting, and the priest could miss the attack.
	
	

	Priest spells, level 7

	Conjure Earth Elemental
Summon a 12, 16 or 24 hit dice earth elemental.
The priest version always works, no turning against you.
	Creeping Doom
Insects sting nearby targets for 2 HP damage per sec.

Damages 12-72 HP per round and disrupts spell casting.
	Finger of Death
Does 2d8+1 damage, and if not saved the target dies.

Slow casting, but is a missile attack and is hard to save.

	Greater Restoration
Cures lvl drain, poison, disease, negates mind spells.
The caster will be fatigued after casting this spell.
	Shield of the Archons
A magical shield that absorbs most spells.
The priest’s answer to the spell trap of a mage.
	Sunray
3d6 damage to foes in 20’ area, undead even more.
Best to save this for use against undeads.

	Priest spells, quest (placed in level 7 slots) – Throne of Bhaal only

	Elemental Summoning
2 elementals of 16 hit dice, or 1 elemental prince.
They last shorter than the usual elemental summons.
	Elemental Transformation
Druid gets -5 AC, THAC0 of 2 and 1-2d10 damage.
Caster becomes a tank, but can’t cast any spells.
	Energy Blades
Throw discs with THAC0 of -10 and moderate damage.
Effective missile weapons with a fast rate of fire.

	Greater Elemental Summoning
Summons a random elemental prince.
Short duration, but the prince can cast effective spells.
	Storm of Vengeance
Poison, fire and electrical damage in 30’ area.
Only affects enemies, making it a brilliant spell.
	Summon Deva
Summons an angelic guardian.
A deva has good spells, but not as powerful as a planetar.

	Summon Fallen Deva
Summons a demonic guardian.
Slightly less powerful since it is vulnerable to holy spells.
	
	


