Player’s Handbook Supplement for the World of Damiano (Rev.1)
Section 3, Appendix I: Variant Faiths


Section 3: Player Character Classes and Kits

Appendix I: Variant Faiths

New Classes

New Priest Classes (variant Faiths)


Unless otherwise noted below, portfolio, weapons allowed, armor allowed, spells allowed (major and minor spheres), and magical items allowed are a listed for each “Main Faith” god and goddess in FRA.  Granted Powers from the Main Faiths has been replaced by Special Abilities and Special Disadvantages.  Other Notes from the Main Faiths may either have been replaced or supplemented by the information in Description and/or Role-playing.  If information is not mentioned and does not conflict with the Variant Faiths, the information from the Main Faiths has priority.

Unless otherwise noted, priest of the Variant Faiths have the following General Class Information and General Proficiency Information.

General Class Information

Racial Requirements
Any

Ability Requirements
WIS 9

Prime Requisite
WIS

Hit Die Type
d8

Attack as
Priest

Save as
Priest

Advance as
Priest

Spell Ability?
Yes

Exceptional Strength?
No

Exceptional Constitution?
No

Starting Cash (x10gp)
3d6
General Proficiency Information

Weapon Slots
2

Additional Slot
4

Nonproficiency Penalty
-3

Nonweapon Proficiencies
4

Additional Nonweapon Proficiency Slot
3

Available Categories
General, Priest

Bonus Proficiencies
See description

Recommended Proficiencies
See description
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Auril – Chillbringer (Cleric)
Auril, the Frostmaiden, is the goddess of winter and cold.  Her devoted sect of priests, the chillbringers, engages in activities ranging from guiding parties through frozen arctic wastes to summoning winter storms for the glory of Auril.  Whatever their task, most “right-thinking” folk consider the chillbringers to be rather frightening individuals. 

Class Information

General
Proficiency Information

Bonus Proficiencies
Survival (arctic)

Recommended Proficiencies
Weather Sense
Description: Chillbringers wear long white robes with blue trim.  They wear a belt and wrist bracers made of real ice, which miraculously do not melt until the dawn of Greengrass.  During the Feast of the Moon, which marks the arrival of winter, new manacles and belts are created.  The belt and bracers are made from ice harvested from the Great Glacier, and carved by the highest-ranked clergy of Auril.

Chillbringers do not wear armor.  During winter, they use enchanted daggers made of ice as their primary weapons.  Otherwise, the priests use a hand axe, another one of the symbols of their faith.

Role-Playing: Chillbringers are like snow itself.  Snow can either be a hindrance to growing crops and traveling, or it can be a pleasant thing for romping in.  Chillbringers can either call down snow and ice on the unwilling, or serve as expert guides through the cold, giving invaluable advice on how to survive.

Most chillbringers are reclusive.  When they do associate with others, it is usually with fellow worshipers of Auril, especially crusaders and clergy.

Like ice itself, most chillbringers are cold and emotionless; an aloof priesthood that only gets involved when there are storms to be called up, or money to be made by lending their services as guides.

Special Abilities:

· The ice wrist manacles are magical, and bestow AC 7 protection as well as the abilities of a ring of warmth.

· The ice daggers are enchanted, and function as daggers +1.  Furthermore, if a natural 20 is rolled, the ice dagger does an additional 5 points of cold damage.

· Once a week per level, a chillbringer can summon a snowstorm, provided the temperature is already below 30 degrees.  This storm will last for 1d12 hours, dumping 1d4 inches of snow per experience level.  Winds will be at gale force, and the temperature will drop below 20 degrees Fahrenheit or lower. No animal can fly, no missile weapon can be used, movement rates are reduced by half, and all combat is penalized at -4 to attack rolls within the 5-mile radius of the storm.  Only priests of Auril are immune to the combat penalty from the snowstorm.

Special Disadvantages:

· Chillbringers cannot turn undead.

· Since their faith is one situated in the far North or extreme South, only those from the arctic regions may be a chillbringer.  Even worse, chillbringers lose all of their spells and powers if they ever venture out of the arctic regions during any season other then winter.  Even their magical ice items will melt and vanish before the appointed date, if taken into those lands.

· Chillbringers are forbidden from using any clerical spells or magical items that create fire or heat.
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Azuth – Golemmaster (Cleric)

The golemmasters are an elite branch of Azuth’s church, and golems are their lives’ work.  These priests build and maintain golems, and they also have a sworn duty to destroy rogue golems.

Class Information

Racial Requirements
Any except halfling

Ability Requirements
INT 16, WIS 16

Proficiency Information

Bonus Proficiencies
Artistic ability (sculpting), Stonemasonry

Recommended Proficiencies
Spellcraft

Description: Golemmasters are intense-looking individuals, usually covered in stone dust, iron filings, blotches of clay, and other materials used to make golems. They wear gray leather aprons and very common clothes.

Golemmasters only wear leather or studded leather armor when they are expecting battle or danger.  In those situations, they also favor hammers and staves as weapons.

Role-Playing: Many say that golemmasters are touched by a particular madness attributed to Azuth himself. Golemmasters see each golem’s fabrication as an active prayer to Azuth, and they are perfectionists when fabricating golems. 

Special Abilities:

· At 12th level and above, a golemmaster can build any type of golem in half the required time for half the price.  If he has a manual of golems of the right type, the time and price are quartered for the priest to construct a golem.

· Golemmasters have a special attack that allows them to attack any golems despite their normal weapon immunities.  Any weapon wielded by a golemmaster against a golem is considered a +4 magical weapon in terms of attack and damage rolls, since they know how to build them and take them apart.

· In the hands of a golemmaster, a rod of smiting will totally destroy a golem on a result of 17 or better.

Special Disadvantages: A berserk golem always attacks a golemmaster over any other target, with a +2 to its attack roll and its number of attacks per round is doubled.

Azuth – Magefriend (Cleric)
Azuth is the patron god of wizards and mages and all spellcasters to some extent. Magefriends are priests who advise and counsel wizards, much in the same way that Azuth advises and counsels Mystra.

Most magefriends are wanderers, as opposed to those who stay cloistered in Azuth’s temples. They are a common sight in adventuring parties.
Class Information

Racial Requirements
Any except dwarves and halflings

Ability Requirements
INT 16, WIS 9

Proficiency Information
Available Categories
General, Priest, Wizard

Bonus Proficiencies
Alchemy, spellcraft

Recommended Proficiencies
Herbalism, religion

Description: A magefriend could in fact pass for a mage himself.  Their vestments are long robes of shimmering gray topped by a light blue cloak and hood.  The holy symbol of Azuth is also often worn openly.  Most magefriends favor a simple staff as their weapon.  Like the wizards they advise, magefriends shun armor.

Role-Playing: Magefriends combine the best of both the ecclesiastical and magical worlds.  They have the wisdom, insight, and spells of the cleric, plus the experience of wizardly spellcasting.

As befitting a god of law and neutrality, the magefriends are a serious, orderly sect, easily able to lapse into metaphysical discourse at the drop of a hat.  Magical power must be wielded, they argue, with logic and rationality as the guiding forces.


They take their roles as wandering advisors to wizards very seriously.  To them, it is a high honor to counsel the wielders of magical energy.  Magefriends also spend time coming to the aid of wizards, magical sites, and shrines to Azuth and Mystra both.  For a sect of intellectuals, their spell-combat prowess is formidable, and they have no reservations about going into battle.

Mystra and Azuth are friends.  Consequently, the clerics of both gods freely help those of the other.

Special Abilities: In addition to their normal clerical spells, all Magefriends can acquire and cast wizard spells like wizards of half their level.  Magefriends can be specialist wizards, but they must still meet all the qualifications that the particular school has.  Wizard spells are gained not through studying spell books, but through meditation and prayer, the same way that they gain priest spells.

Special Disadvantages:

· Magefriends cannot wear armor.

· They are limited to the staff, darts, club, and dagger as their weapons.

· Gnome magefriends must be specialist wizards, choosing the Illusion school of magic.

· Despite their ability to cast wizard spells, magefriends cannot use magic items that are meant exclusively for wizards, with the exception of wizard spells on scrolls.

· All magefriends must be lawful neutral. Violation of this alignment results in all mage and priest spells being withheld until atonement is cast on the offender.

· Magefriends cannot turn undead.

· They cannot cast priest spells from the Animal, Plant, or Weather spheres.

· Magefriends also cannot be multi-classed characters, since they already are in some ways.
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Beshaba – Wormluck (Cleric)
Beshaba is the goddess of bad luck and accidents. In order to both spread her influence and to counter the efforts of the luck goddess Tymora, Beshaba has created the wormlucks, priests of bad fortune.  These purveyors of calamities cause bad things to happen around them, though they are just as subject to Beshaba’s whims as their victims.

Class Information

General

Proficiency Information
Bonus Proficiencies
None

Recommended Proficiencies
None

Description: The wormlucks wear bright red robes over whatever armor they choose.  All wormlucks must wear wigs of white hair in imitation of their goddess, although these wigs obviously look false and are badly placed most of the time. This bizarre wardrobe was forced on the wormlucks by the other clergy of Beshaba so no one confuses them with Beshab’s specialty priests.

Role-Playing: Wormlucks are gloomy, depressing people who walk around with a fatalistic air, which is hardly surprising when considering their patron.  They often tend to be pessimists who are highly suspicious of good fortune.  To them, good luck is but one shoe of a pair.  Once providence occurs, they know that the scales must be balanced and they spend days waiting for misfortune to strike.  They don’t go looking for trouble, since they know it will find them soon enough.

Special Abilities: Three times a week, the player of a wormluck character can alter a die roll to these effects:

· One victim’s die roll changes to an automatic failure

· One victim’s failed die roll regresses into a disastrous result

· A minor accident (no fatalities) occurs to NPCs encountered by the wormluck.

Special Disadvantages:

· Once a day, the wormluck must make a saving throw (no bonuses) vs. spell, or one of the above mishaps happens to him.

· Also, though a wormluck can turn undead, a failed attempt causes all the undead to immediately converge on the unlucky priest.
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Chauntea – Cultivator (Druid)

The cultivator of Chauntea is a priest who concentrates his efforts on blessing the crops, giving advice on life’s big and little problems, and delving into the philosophy of Chauntea, specifically keeping track of the religion’s parables and sayings.  The cultivators are definitely associated with the non-urban wing of the Great Mother’s church.

Class Information

Advance as
Druid

Proficiency Information
Bonus Proficiencies
Agriculture

Recommended Proficiencies
Animal handling

Description: Cultivators are clad simply, preferring a humble brown robe and sandals.  The higher-ranked cultivators wear belts adorned with gold or silver threads or precious stones.  Cultivators of 5th level and higher also wear a rare green rose that doesn’t wilt for an entire year.  Cultivators grow their hair long, with males sporting a moustache and beard.  Leather armor and a staff are the most common defensive and offensive tools.

Role-Playing: Cultivators are generally concerned with agriculture, and tend to speak and think in agricultural terms. The eternal cycle – sowing, growing, and reaping – is stressed in every action and conversation.  There are people who rapidly grow weary of parables about farming and home-spun old sayings about crops, but this doesn’t stop cultivators from sprinkling their dialogue with them.

Special Abilities:

· The cultivator can give a special bless to a farm’s crops, once a day.  This blessing will make the land produce at 150% its normal yield.  A collective field of crops can only be so blessed once a year.

· Spells from the Plant sphere are doubled in terms of duration, range, area of effect, and damage when cast by a cultivator.

Special Disadvantages:

· Cultivators cannot turn undead.

· They cannot cast spells from the Guardian or necromantic spheres.

· They cannot wear metal armor, nor use any sort of shield.
Chauntea – Lifewarden (Cleric)
Lifewardens of Chauntea are less concerned with plants and animals and more concerned about the health of humans, demi-humans, and humanoids.  Their specialty is healing people, brewing potions, and creating antidotes for poisons.  Unlike their druidic cousins, the lifewardens are found mostly in towns and cities.

Class Information

General

Proficiency Information

Bonus Proficiencies
Herbalism, healing

Recommended Proficiencies
Brewing, alchemy

Description: Lifewardens wear open-front brown cloaks over typical simple clothing such as tunics, blouses, and trousers.  As a badge of office, a lifewarden either wears a green sash around her left arm, or a circlet with a small green stone mounted on the front.  The latter is usually found on the higher-ranked lifewardens, and is commonly an emerald.

Despite living in “civilized” areas, lifewardens still have an aura of health and vigor, as if they’ve constantly been out in the sun and wind.  They even smell like wild flowers or fresh grass after a rainstorm.

Role-Playing: To a lifewarden, the preservation of life is paramount over everything else.  If a lifewarden sees injury, he will do everything in his power to bring healing. It doesn’t matter if the victim is a human, elf, orc, gnoll, ogre, or giant.  A lifewarden does not stop to ponder morality, nor does the idea of a being “not deserving to be healed” ever cross a lifewarden’s mind.


Any sentient who asks for healing is entitled to it. Obviously, an ogre who is in the midst of attacking the lifewarden’s party could not hope to be healed.  However, any being who is not involved in a combat situation or shows that he is not responsible for any recent attacks on others can fully expect to be healed.  Thus, an evil necromancer whose laboratory just blew up has a right to ask for healing from a lifewarden.

Special Abilities:

· Lifewardens have a 10% chance per level of diagnosing a disease or identifying a poison.  A lifewarden can brew an antidote to any poison that is properly identified.  This requires a proficiency check using the herbalism nonweapon proficiency, and takes 11 rounds minus the lifewarden’s level.  Naturally, the lifewarden must have access to plants and herbs used for the antidote’s ingredients.

· Lifewardens can brew any potion, elixir, or salve that deals with healing or plants, once they reach 9th level.  The basic cost of creation is halved, and for every level of the lifewarden above 9th level, the base chance of success goes up by two percent.

· A lifewarden’s curative spells always yield maximum healing results.  A cure light wounds heals eight hit points of damage every time.

Special Disadvantages:

· Lifewardens can wear only leather or hide armor for protection. They cannot use shields.

· Lifewardens are limited to clubs and staves for weapons.

· Lifewardens cannot cast any clerical spells from the Combat sphere.

· When casting spells, at least half of the granted spells of any given level must come from the Healing and Necromantic spheres.
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Cyric – Purifier (Cleric)
Cyric commissioned a group of priests to go forth and cleanse the Dark Sun’s church of all its half-hearted members.  In addition, these so-called purifiers are sworn to fight against the servants of the non-evil gods in an effort to reduce the respective deities’ power by reducing the number of worshipers.

Class Information

Racial Requirements
Half-elf, human

Ability Requirements
INT 12, WIS 9

Proficiency Information

Bonus Proficiencies
Inquisitor

Recommended Proficiencies
Religion

Description: Purifiers clad themselves in voluminous robes of deepest black, decorated with crimson streaks.  Each priest also wears silver bracers on his wrists, and a silver headband with a skull set against a black sun on the forehead.  Purifiers carry an ornate footman’s mace as another symbol of office.
Role-Playing: As guardians of the faith, Purifiers are stubbornly loyal to Cyric despite the god’s setbacks.  They are intellectuals who can argue the merits of their faith, but are not afraid to also be cruel.  To them, the worship of Cyric is the One True Faith, and all other gods and their worshipers must die.

Special Abilities: Once per week, a purifier of 5th level or higher can animate a human skull for a period of eight hours per level of the priest.  This skull has the hit dice, hit points, and intelligence of the purifier.  The skull always hovers about one foot away from the purifier at the height of the purifier’s shoulder, shouting the praises of Cyric.  The skull has an armor class of 4 and can either bite (1d4 points of damage) or let out a piercing shriek that acts as confusion spell.  The latter attack form can only be done twice a day.

Special Disadvantages: Purifiers cannot cast spells from the Healing sphere.

Cyric – Sword (Cleric)

As the god of treachery, strife, deception, and disaster, Cyric needs a branch of his clergy that delights in spreading these influences all over Damiano.  The swords are the militants of Cyric’s church who actively and openly battle the forces of the good deities.

Class Information

Racial Requirements
Half-elf, human

Ability Requirements
STR 12, WIS 9

Exceptional Strength?
Yes

Proficiency Information

Additional Slot
0

Bonus Proficiencies, weapon proficiency
Blind-fighting

Recommended Proficiencies
Religion

Description: The swords of Cyric are always ready for wars of all kinds.  They are thus always clad in chain, splint, or plate armor.  They carry only long swords and daggers.  Purple tabards embroidered with Cyric’s symbol complete the swords’ uniforms.  There is always an air of tension around the swords, as if they are waiting for the slightest excuse to kill someone.  This is not too far from the truth when dealing with a sword of Cyric.

Role-Playing: Whereas the purifiers are happy keeping the doctrine pure by means of discourse and violence, the swords live solely for violence, whether it is overt or subtle. “The purifiers hatch the plots, and the swords carry them out” is a common saying.  The hatred of the good religions bums so brightly in the hearts of the swords that they will attack anyone outright who wears a symbol of another god.

Still, the swords can be subtle when the situation warrants.  Many savor skulking through alleyways like thieves, releasing rumors to discredit foes politically, or simply poisoning a rival.  These are all effective uses of Cyric’s strife and treachery.  In any case, death, destruction and discord are still the meat and drink of the swords, and they love their work.

Lately, the Church of Cyric has decreed that any that have fallen away from the true faith are open targets for the swords.

Special Abilities:

· Swords have the ranger abilities of move silently and hide in shadows, which are modified by armor and dexterity.

· They can backstab like thieves of one level less than their current level.

· When battling an enemy who visibly wears the holy symbol of a good deity, the sword gains a +1 to his attack rolls, damage rolls, and saving throws.

Special Disadvantages: 

· The swords of Cyric are not very welcome, and are also openly reviled all over.  If a sword is found in city, a cry is raised, and city guards, watchmen, constables, and crusaders from any good temples in the city converge on the sword.  These swords are given the option to surrender or die.

· Due to the sheer destructiveness of the swords, they cannot use any spells from the Healing sphere.

· They cannot turn or command undead.

· Swords are severely limited in their weaponry.  They are allowed to use only long swords, and daggers and nothing else.  They do not gain any more weapon proficiency slots
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Deneir – Wordsmith (Cleric)

Wordsmiths are special clerics of Deneir, god of glyphs, images, literature, and art.  They act as teachers, scribes, librarians, and translators.

Class Information

Ability Requirements
INT 14, WIS 9

Proficiencies

Available Categories
General, Priest, Wizard

Bonus Proficiencies
Reading/writing

Recommended Proficiencies
Ancient language, Artistic ability (calligraphy)

Description: Naturally, the one thing all wordsmiths wear is the holy writing kit, a triangular leather belt pouch filled with parchment, ink, and quills.  Wordsmiths have a scholarly air about them, and seem generally inoffensive.

Wordsmiths wear the traditional tan-white tunics and golden circlets of the faith.  They wear medium-length cloaks of bright crimson.

Due to their noncombative exposure to the generally peaceful public, wordsmiths do not wear armor.  One might keep a short-hafted one-handed weapon, such as a hammer or horseman’s mace, discreetly tucked away for emergencies, or he might rely on his sturdy walking stick (quarterstaff) as a last-minute safeguard.

Role-Playing: Wordsmiths are intelligent, educated, articulate, creative, learned, and charitable.  Although some people may see such intelligence as an excuse to be elitist snobs, wordsmiths are surprisingly discreet about their intellectual abilities.


Wordsmiths are the kind of people who always have that elusive word that someone is looking for, though it is always offered in a helpful manner, not in an arrogant fashion.


There is a small sect of wordsmiths, comprised of poets and writers, who do act overly dramatic and angst ridden.  They moan and complain about things like “writer’s block” and “deadlines,” and how people constantly change their drafts.  The rest of the wordsmiths refuse to indulge these over-sensitive souls.

Special Abilities:

· Aside from the Common tongue, wordsmiths get two additional languages and the ability to read and write them for free.  Wordsmiths speak languages with such fluency that it becomes almost impossible to tell where the priest is originally from by the way he speaks.  For anyone attempting this, they must roll a 1 on a d20 in order to guess the wordsmith’s original home by his accent.

· A wordsmith has a base 20% chance plus 2% per level, of deciphering glyphs, symbols, and other magical writings.  In the case of things such as explosive runes, glyphs of warding, or other spell effects activated by reading, the wordsmith must make a saving throw (no bonuses) vs. spell. If he succeeds, the effects are not triggered.  Otherwise, the effects are unleashed.

· Wordsmiths gain a +4 bonus to saving throws versus

· Runes, glyphs, symbols, and other reading-activated effects.

Special Disadvantages:

· Anyone who cannot read or write well can ask a wordsmith for help, and that help must be given.  Whenever a wordsmith enters a town or city, there is a cumulative 10% chance per day that he will wind up doing 2d4 hours of charity work.

· Wordsmiths cannot turn undead.

· They cannot wear any armor.
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Eldath – Stillwater (Cleric)
Eldath is the pacifistic goddess of peace, pools, and druid groves.  A group of her clergy, sickened by how often priests get involved in battles, decided of their own volition to form a sect of priests devoted to peace and tranquility.  The stillwaters are not very popular, since many see them as being too pacifistic to do anyone any good.  Eldath supports them, however, and seems to be watching over them.

Class Information

General

Proficiencies

Weapon Slots
0

Additional Slot
0

Bonus Proficiencies
Healing

Recommended Proficiencies
 None

Description: Serenity is the word used to describe the bearing of the stillwaters. They seem to radiate peace.


Stillwaters wear long, flowing, blue-green robes and gowns, with light brown cloaks.  Many wear garlands of flowers in their hair, using flowers that symbolize peace in any given locale, depending on where the Stillwater operates from.

Role-Playing: All stillwaters want to be as calm and placid as a still, quiet pond.  Each cleric feels that achieving a state of perfect peace will bring him closer to Eldath herself.

No matter how heinous a being is, stillwaters will not raise a hand against them.  They believe that inner peace lies within all beings, if only everyone would look deep inside themselves and allow it to come forth.  Stillwaters try their best to talk and reason with everyone, pointing out to them the futility of violence.

Special Abilities:

· A Stillwater may utter a soothing word a number of times equal to his level per day.  This word affects two hit dice of creatures per level of the priest within a 20’ radius.  Creatures affected by the word cease hostilities and will listen to the cleric for 1d4+1 rounds.  At the end of this time, each affected creature must make a saving throw vs. spell or end the confrontation completely and walk away peacefully.

· At 3rd level, stillwaters can cast sleep once per day.  Note that they will not allow their compatriots to slaughter any sleeping foes.

· At 5th level, stillwaters can cast forget once per day.  This is cast with the intention of making the enemy forget its anger and why it is fighting in the hope that the enemy will wander away.

Special Disadvantages:

· Stillwaters cannot use any weapon nor wear armor.

· They cannot use any magical item that brings harm to another.

· They cannot cast any spell that causes disease or harm.

· Stillwaters can turn undead.
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Gond – Holy Builder (Cleric)

Gond is the god of inventions and artificers, and he has created a special brotherhood of priests called the holy builders.  These priests excel in repairing broken things, improving existing designs, and inventing new items and constructs.  Sometimes, should Gond be willing, the new inventions even work!

Class Information

Racial Requirements
Any except elf

Ability Requirements
INT 12, WIS 9

Proficiencies

Bonus Proficiencies
Blacksmithing, carpentry, engineering

Recommended Proficiencies
Reading/writing

Description: Holy builders of Gond are hardly what one would expect a priest to look like.  Most holy builders wear leather aprons and clothes of dark colors, making it easier to hide the inevitable grease stains, tears, and scorch marks. Many also have numerous quills, rulers, and hastily scribbled notes on bits of paper or parchment sticking out of their many pockets.  If not for Gond’s holy symbol of a cog wheel showing prominently on their persons, very few people would have any idea that these unkempt people were priests.

Role-Playing: Most people look at a device and wonder how to operate it.  Holy builders look at the same device and wonder what it can do, how well-built it is, and how can it be improved beyond its initial design.  Holy builders love spending their time drawing up designs, taking apart existing devices, and tinkering with anything constructed artificially. When holy builders enter a village or place they have never been before, they cheerfully start right in on repair work that they believe needs doing.


Many holy builders enjoy discussions with secular builders from outside of Gond’s temples.  One of their great joys is in exchanging ideas and comparing notes.  They are so absorbed in doing this that they often times forget to preach Gond’s faith to unbelievers.  Gond, however, doesn’t mind, since the deity sees all acts of building and construction as worship for him.


Unfortunately, holy builders are easily distracted from life-or-death matters by the simple presence of a unique device, gadget, or construct.  Rather than cast a spell to wreck an invader’s catapult, a holy builder would rather stare at it, taking it apart and putting it together in his mind, mulling over possible improvements, and admiring its craftsmanship.

Special Abilities:
· Holy builders take half the time as normal to repair or build anything, including weapons and armor.

· The following NWPs cost only one slot for holy builders to purchase or improve: armorer, bowyer/fletcher, building construction, engineering, machine making, set snares, and weaponsmithing.

· They gain a +2 bonus when using the proficiencies of armorer, blacksmithing, building construction, carpentry, engineering, machine making, stonemasonry, wagon making, and weaponsmithing.

Special Disadvantages:

· Holy builders cannot turn undead.

· They are so constantly distracted by devices around them that they suffer a +2 penalty to their initiative rolls.
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Helm – Bulwark (Cleric)

The Bulwarks are the ecclesiastics of Helm’s faith that acts as bodyguards, sentinels, or any other role that actively involves defense, protection, and warding.  Many folks in authority seek out bulwarks for those difficult defense-related tasks.

Bulwarks are responsible for much of the income flowing into the coffers of this church.

Class Information

Racial Requirements
Human

Ability Requirements
STR 14, WIS 9

Proficiencies

Bonus Proficiencies, weapon
Blind-fighting

Recommended Proficiencies
Law

Description: Bulwarks certainly live up to their name. They cut an imposing figure in their plate armor, open-faced helm with a sky blue plume, and a two-handed weapon such as a polearm, battleaxe, or two-handed sword.  Bulwarks give the impression of being immovable objects, planted in locations by their duty and staying there until their job is done.

Role-Playing: A bulwark takes his job of defender very seriously.  Many will not even talk while on duty.  To some, this seems to indicate that the bulwark is simply not paying attention.  On the contrary, he is so focused on defending his charge that he does not allow himself to be distracted by superfluous people and idle, empty-headed chit-chat.

The loyalty of a bulwark is beyond question.  Loyal and vigilant, they tackle each assignment with a serious, stolid determination.

Many bulwarks are aware of the sullen dislike that most other deities have of Helm, and they tend to watch the clerics of those deities with suspicion.

Special Abilities:

· Bulwarks are only surprised on a 1 on a d10.

· They gain a +2 bonus to any vision check that needs to be rolled due to constant vigilance.

· Bulwarks begin their careers with a free suit of plate mail armor and a two-handed weapon donated by the church of Helm.

· Bulwarks can also turn undead.

· In the realm of glyphs, a bulwark has a 10% chance per level of identifying a particular glyph of warding.

· At 7th level they can also cast a special glyph of warding spell once a day.  This glyph, which resembles the eye of Helm, causes 4d6+1 hit points of damage per level of the priest, exploding in a silent blue flash of magical cold energy when activated.  The special glyph is cast by pressing Helm’s holy symbol on a surface for one round; the glyph appears as a branded Helm’s eye and lasts for twelve hours per level of the priest.  In all other ways, it acts as a normal glyph of warding spell.

Special Disadvantages:

· Since the church of Helm is suffering a dramatic drop in popularity, the only steady sources of income are the proceeds from the bulwarks’ missions.  Thus, each bulwark must tithe 50% of his treasure or salary (coins, gems, jewelry) to the church for charity work.

· If a bulwark is somehow blinded by destruction of his eyes or by magical means, he must make a saving throw (no bonuses) vs. rods or suffer the effects of a fear spell for 1d12 hours.  While blind, bulwarks are reduced in status to normal clerics of the same level.  Regaining his sight will be the bulwark’s paramount goal, after which his status as a bulwark is also restored.
Helm – Quester (Cleric)

Helm, He of the Unsleeping Eyes, is the god of guardians and protection.  In his infinite wisdom, Helm created the quester a priest that retrieves lost items and rescues lost or kidnapped people.

Class Information

Racial Requirements
Human

Proficiencies

Bonus Proficiencies
Riding, land-based

Recommended Proficiencies
Law, tracking

Description: All questers wear full plate mail and an open faced helm with a golden plume.  Over this armor, these priests of Helm often don a golden-colored tabard with Helm’s eye emblazoned on the chest.  Questers can use any weapons, and many favor two-handed swords, totally rejecting the use of a shield.

Role-Playing: The concepts of guarding and protecting are passive and defensive by nature.  Questers, on the other hand, aggressively respond to crises that have already taken place like kidnappings or the theft of a valuable item.  The questers call this “reactive defense.”


Questers are very single-minded clerics.  They see each retrieval mission as a “quest”, and will single-mindedly go forth and carry out their mission.  Any being or force that stands in their way should either move aside or prepare to face their collective wrath.

Special Abilities:

· Questers cast spells from the Guardian and Protection spheres as if they were one experience level higher than normal.

· They also cast locate object spells that last 24 hours, rather than the usual duration.

Special Disadvantages: Questers cannot cast spells from the Animal and Plant spheres.
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Ilmater – Alleviator (Cleric)

Ilmater, the crying god, represents suffering, endurance, and martyrdom.  The priestly order of alleviators was started not by Ilmater but by the priests themselves.  Rather than passively accept the pain of others, this new faction within Ilmater’s church chose to teach people how to cope with pain and suffering.

Class Information

General

Proficiencies

Weapon Slots
1

Additional Slot
0

Bonus Proficiencies
Endurance

Recommended Proficiencies
None

Description: The alleviators live very simply, and most of them are commonly clad in simple gray robes with a length of rope for a belt.  Each wrist has a leather thong tied around it, in honor of Ilmater, although the priest’s wrists are not tied together.  Alleviators shun armor and shields, and can only use a staff as a weapon.

Role-Playing: The important thing to remember is that alleviators are not responsible for removing people’s suffering; they help people endure their sufferings.  The alleviators are aware that there is much evil and suffering the world, so they emphasize that coping with it makes a person stronger than opposing the pain and losing.


There are alleviators, however, who will try to alleviate suffering where it is found, or be an advocate for the rights of the common man.  This group of alleviators is viewed as radicals within the church.

Special Abilities: Due to their abilities to withstand suffering, alleviators can remain active until they reach a negative hit point total equal to their base hit point total.  They can only use this ability in melee if they are protecting someone else from getting hurt. Thus, an alleviator with 23 hit points will not drop until he is reduced to -24 hit points.  When a melee encounter concludes, the alleviator must be brought to at least 1 hit point within two rounds or he will die.

Special Disadvantages:

· Alleviators must give 70% of their treasure to the church of Ilmater.

· They cannot turn undead.
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 Lathander – Springlord/lady (Cleric)

The springlords of Lathander epitomize the most popular aspects of renewal as experienced by all the races.  These priests act as healers, midwives, and raisers of the dead.

Class Information

General

Proficiencies

Bonus Proficiencies
Artistic ability, healing

Recommended Proficiencies
Herbalism

Description: Springlords wear long, loose robes of yellow, pink, and red, the traditional colors of Lathander.  The hem, cuffs, and other borders are trimmed in green, which symbolizes renewal.  Springlords do not wear the more ostentatious ceremonial headgear except on holy days or when attending important rulers and the like.
Role-Playing: Springlords shun praise, pomp, and ceremony.  They enjoy being “priests of the people,” and are the least structured of Lathander’s clergy.


To a springlord, events such as births, rebirths, and restorations are all good causes for celebration.  If someone cannot afford to pay for healing or resurrection spells or other services, the springlord will perform them anyway.  However, they draw the line at healing the same party of adventurers who keep coming back time and time again.  This charity will be provided only once for any one person, and be sure that a springlord will remember.


Each springlord also has an artistic talent of some sort.  This can be painting, sculpting, singing, poetry, or any art medium and it is used to honor Lathander.

Special Abilities:

· All healing NWP checks gain a +2 bonus.

· The springlord can also use the healing proficiency to diagnose the precise nature and extent of the injury (how many hit points reduced, what sort of disease, or what type of poison used, etc.).

· All healing spells cast by the springlord gain a +2 bonus.

Special Disadvantages:

· Springlords cannot use Combat spells

· They can only wield clubs, staves, and slings.

· The heaviest armor a springlord can wear is chain mail.
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Leira – Mistwalker (Cleric)

Leira is the goddess of deception and illusion, and the patron goddess of liars and illusionists.

Class Information

Racial Requirements
Any except dwarves

Ability Requirements
WIS 9, INT 14

Proficiencies

Available Categories
General, Priest, Rogue

Bonus Proficiencies
Disguise, forgery

Recommended Proficiencies
Spellcraft

Description: The mistwalkers are fond of wearing soft clothing that is either gray or flat black in hue.  Each mistwalker also has a swirling cloak that is any color that was not chosen for her clothing.  The cloak has a large hood, which the mistwalker often wears drawn over her head, obscuring her features.  Mistwalkers always wear soft-soled shoes, which inspired their name.  Armor heavier than leather is never worn, shields are not used, and the most favored weapons are short swords, daggers, and garrotes.  No two-handed weapons are allowed for the mistwalkers.

Role-Playing: The mistwalkers enjoy playing mind-games with every one, and they never give a straight answer, no matter what the subject or the question.


Mistwalkers almost never raise their voices.  They speak and move softly, like mist and shadows.  Even when they tell the truth, they always seem to be holding back something.


Lies are the currency of mistwalkers, and they can spin a web of deception better than any other mortals who walk the surface world.  In fact, they pride themselves on their convincing lies.


Many mistwalkers learn the basics of acting and disguise as well as their usual clerical training.  The better an actor a person is, the more convincing a liar he or she will be.

Special Abilities:

· Mistwalkers get a saving throw to resist the power of a ring of truth.

· Also, all mistwalkers have +2 bonuses on their saving throws to disbelieve an illusion.

· Mistwalkers can cast phantasmal force once per day.

· At 3rd level, they can cast improved phantasmal force once per day.

· At 5th level, mistwalkers can cast spectral force once per day.

· At 9th level, a mistwalker’s holy symbol of Leira acts as an amulet of proof against detection and location.

Special Disadvantages:

· Mistwalkers suffer a -1 penalty to saving throws and attack rolls in direct sunlight.

· They cannot turn undead.

· Due to their notorious reputation as liars, Mistwalkers also suffer a -4 penalty to reaction rolls with all NPCs.

· Mistwalkers cannot wear any armor heavier than leather, and cannot use shields.

· They cannot use two-handed weapons of any kind.  Most weapons allowed are easily concealed, like daggers and short swords.  The only missile weapons allowed are throwing daggers and blowguns.
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Loviatar – Painteacher (Cleric)

Loviatar, the mistress of pain and agony, has taken special steps to ensure that her faith remains solid.  The painteachers are the inquisitors of her faith who keep it pure.  Naturally, the best way to purify something is to bum it.

Class Information

General

Proficiencies

Bonus Proficiencies
Endurance, inquisitor

Recommended Proficiencies
Religion

Description: Painteachers wear the pleated scale mail of their mistress, and they cover it with a sheer, nearly transparent full-length cloak of black gauze.  Many painteachers enjoy wearing a black silk hood in order to add to their intimidation abilities.  Painteachers favor either a wicked-looking morning star or a cat-o’nine-tails as their primary weapons.

Role-Playing: It is the painteacher’s role to weed out the “pathetic fools who snivel and grovel their way through life and clutter up the world.”  For such people, the painteacher has nothing but contempt, and if he finds one, they are removed from this life.


Painteachers understand that there is a fine balance between suffering unavoidable pain and enduring pain.  The philosophies of “that which does not kill me makes me stronger” and “pain is the great communicator, for everyone understands it” fit nicely into the doctrines of Loviatar as enforced by the painteachers.  Painteachers tend to lace their conversation with references to anguish and suffering, including the quotes in the above paragraph.


The painteacher’s unflinching acceptance of pain and lack of fear about it is eerie to nearly everyone else.  These priests simply cannot be bullied, although they themselves make excellent bullies.


Contempt and is openly expressed for the weak and those fearful of any pain.  Disgust to the point of violence is saved for those who either shudder at or savor pain without fighting back.  Returning pain for pain is a core precept of Loviatar’s faith, and Loviatar’s faithful only respect those who don’t give in to the torment and they judge people as worthy if they give as good as they get, trading wound for wound.  In fact, anyone who stolidly endures pain without losing his dignity is openly admired, whether he is a paladin of Tyr or a priest of Cyric.

Special Abilities: 

· Painteachers get a +4 bonus to their Charisma score whenever they attempt to intimidate a victim. Conversely, attempts at intimidating a painteacher suffer a -4 penalty.

· When a painteacher is in battle and his hit point total falls between 1 and -5, the priest must make a proficiency check against Endurance.  Succeeding the check means that the priest successfully endures the pain, stays conscious, and keeps fighting.  A check must be made every round until the painteacher either fails the roll and falls, or the damage is healed.

· Painteachers are immune to the symbol of pain.

Special Disadvantages:

· Painteachers cast healing spells at one level lower than their current level, and they are reduced 1 hit point on each die of healing.  The healing is also excruciatingly painful for the victim.

· Painteachers do not use too many magical means to get to the truth during interrogations.  Thus, divination spells are also cast at one level lower.

· Painteachers are unable to turn the undead.
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Malar – Beastheart (Cleric)

Malar the Beastlord is the chaotic evil god of marauding beasts, savagery, bloodlust, and the hunt.  Beasthearts seek to emulate their god, immersing themselves in the blood and frenzy of the hunt and very often losing their humanity in the process.

Class Information

Racial Requirements
Half-elf, human

Ability Requirements
STR 12, WIS 9

Proficiencies

Bonus Proficiencies
Animal lore, hunting, tracking

Recommended Proficiencies
Animal handling

Description: Beasthearts wear rough-spun clothing or animal skins and a headpiece of a bear, wolf, or great cat that the beastheart killed with his bare hands.  They all wear flat stone disks on leather thongs around their necks with Malar’s holy symbol scratched into the disks.

Most beasthearts use spears, battleaxes, or two-handed swords.  They favor hide or leather armor. Beasthearts carry a scent that seems to be a mixture of human sweat, animal musk, and spilled blood.

Role-Playing: Beasthearts seek to release the animals within themselves and submerge their human natures.  They love living out in the wilderness, running through forests and grasslands, howling at the moon, and killing prey with their bare hands.


Most beasthearts waver between savagery and the challenge of a difficult hunt.  In the latter case, they are more lucid and reasonable, as appreciation for a fine chase and the strategies of the hunt are more human qualities than animal attributes.

Special Abilities:

· When a beastheart begins his First Hunt (first level), he must select a species (not a monster) to empathize.  This empathy to a beast’s species is known as the blood bond.  The list of beasts for the blood bond includes, but is not limited to, the following: bear, wolf, fox, great cat, wild dog, or wolverine.  Almost any mammalian predator will do.  From this point on, the beastheart will never raise a hand or weapon to any animal of his blood bond, nor will those animals attack him.  This does not mean the animal is like a friend or familiar – both animal and beastheart respect the other, as if they were members of the same pack.

· When a beastheart reaches 7th level, he can talk to any representative of his blood-bonded species once a day.  He can use this ability for one round per level of the priest.

· When in battle, a beastheart can go into a special berserker rage.  The beastheart attacks twice per round with a +2 bonus to attack and damage rolls.  The berserk priest can fight into negative hit points, one point per level, to a maximum of -9 hit points.  Thus, a 3rd-level beastheart can fight until he reaches -3 hit points and then he falls unconscious.  The rage lasts for one round per level.

Special Disadvantages:

· Cities and towns make beasthearts feel uncomfortable.  Beasthearts suffer a -2 penalty to attack and damage rolls in these settings.  They cannot go into a berserk rage within an urban setting either.

· Beasthearts risk a regression into savagery.  Each time a beastheart goes berserk, there is a 20% chance that he will think he is actually an animal.  This savage effect lasts for 2d4+2 hours.  During this time, the priest loses all additional abilities and powers and is compelled to savagely attack opponents with his bare hands and teeth.

· Beasthearts cannot turn undead.
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Mask – Catfoot (Cleric)

The more forward-thinking of his clergy’s leaders correctly understand the need to bolster worship in their god and see the need to get the church better organized.  This has resulted in the creation of two special branches of priests, the catfoot and the nightrunner.


The catfoot is a priest of Mask whose specific locale of choice is an urban environment.  He stands ready to counsel, defend, heal, and get money out of any thief who worships Mask.


There is no plural form of catfoot; for some reason the priests dislike the sound of “catfeet.”
Class Information

Ability Requirements
DEX 16, WIS 9

Proficiencies

Available Categories
General, Priest, Rogue

Bonus Proficiencies
Appraising, disguise

Recommended Proficiencies
Gaming, tumbling

Description: The catfoot dresses solely in blacks and grays.  The only armor a catfoot wears is leather armor, and that must be dyed either black or gray as well.  The catfoot always wears a black or midnight-blue cloak with a hood.  All priests also wear black masks – either domino masks across their eyes or full masks covering their entire faces – to preserve their anonymity.


A catfoot can use any weapon a thief can use.

Role-Playing: A catfoot acts like a mixture of a streetwise local, an opportunistic thief, a smooth-talking conman, and a crooked priest.  Even though every catfoot’s mission is to minister to Mask’s faithful and bring in more worshipers (and their loot), each priest also has a healthy dose of self-interest.  In fact, Mask encourages his priests to beg, borrow, and steal as much for themselves as they can, provided he gets his share.


A catfoot excels at quoting what little written doctrine of Mask that exists, then turning around and deviating from it for his own personal gain.  However, when a worshiper of Mask is in a jam, a catfoot will do his best to help the thief out of his predicament, as long as he doesn’t have to unduly risk his own neck.

Special Abilities:
· A catfoot is intimately familiar with one city.  At the beginning of his career, a home city must be chosen.  The catfoot can make an ability check against Wisdom to know some uncommon knowledge about the city, like special short cuts, reliable fences, safe houses, corruptible city guards, and so forth.

· A catfoot has all the abilities of a thief of his level, but he begins with only the base thief ability scores; he has no initial discretionary points to allocate.  For each level he attains, the catfoot receives 10 points.

Special Disadvantages:

· Since the faith is in the midst of rebuilding, 50% of a catfoot’s take must go to the church coffers.

· A catfoot must be lawful, chaotic, or absolute neutral.
· A catfoot cannot turn undead. 

· They are limited to wearing leather armor for defense, and cannot use shields.
Mask – Nightrunner (Cleric)

The nightrunner is the wilderness counterpart of the catfoot, and is often found in adventuring parties.  These priests try to demonstrate how Mask’s good graces are important, even in non-urban settings.

Class Information

Racial Requirements
Half-elf, human

Ability Requirements
DEX 15, WIS 9

Proficiencies

Available Categories
General, Priest, Rogue

Bonus Proficiencies
Set snares, tumbling

Recommended Proficiencies
Appraising, direction sense

Description: Nightrunners dress like common adventurers.  Nightrunners wear leather armor, and use any of the weapons that thieves are allowed to use.  However, they have small medallions stamped on the hilts of their sacred daggers, which show Mask’s symbol.  These daggers are the nightrunners’ holy symbols.

Role-Playing: Nightrunners are at home in non-urban settings, be it the wilderness or a dungeon.  They make no secret of the fact that they are priests of Mask, and they do their best to extol his virtues of stealth, cunning, and a lust for gold to all who will listen.

Special Disadvantages:

· Nightrunners are limited to the thieving abilities listed above, and they start out with only the base scores.  For subsequent levels, nightrunners get 7 points to boost  these abilities as they see fit.

· Nightrunners can only turn undead of 5 hit dice or less, though they affect those undead as normal priests of their current levels.

· Nightrunners very often come across as a sort of poor man’s priest of Tymora, since they are just as cocky, overconfident, and opportunistic.  Still, as devotees of the god of thieves, they choose to make their own luck, rather than rely on Tymora.

Special Abilities:

· All nightrunners have limited thieves’ abilities.  They have three thieving abilities: move silently, hide in shadow, and climb walls.

· They are surprised only on a 1 or 2 on a d10.

· Nightrunners can backstab like a thief of the same level.
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Mielikki – Treespeaker (Cleric)

Mielikki, Lady of the Forest, has many diverse followers. Among the more interesting orders of her faith are the treespeakers of Mielikki.  They are exclusively elven maidens of grace and purity who ride unicorns and commune with nature as easily as others communicate with each other.  The treespeakers actively protect nature by any means necessary, although they prefer to remain quietly hidden in the background.

Class Information

Racial Requirements
Elf

Ability Requirements
CHA 12, WIS 12

Proficiencies

Bonus Proficiencies
Animal lore, herbalism

Recommended Proficiencies
Tracking

Description: Treespeakers are elven females who wear suits of elven chain mail and cloaks of elvenkind.  They can be either Grey elves or High elves.  The elf maidens carry themselves with an elegant presence, their every movement as smooth and effortless as a waterfall.  Treespeakers favor the long bow and the short sword as their primary weapons.

Role-Playing: Treespeakers are lovers of nature, and will jealously protect it.  Although they are serious in their duties, treespeakers also enjoy laughter and fun.  However, despite their beauty and charm, these women avoid any and all romantic entanglements.  They will not even flirt in jest with anyone, and they will defend themselves quite harshly against any advances.

Special Abilities:

· All treespeakers function as normal priests.  However, they are allowed to use long bows and short swords, as well as chain armor.  All of a treespeaker’s special possessions are provided by the church hierarchy, which keeps very close watch on the elven maidens.

· Beginning treespeakers get a free short sword, longbow, and a suit of mundane chain mail armor.

· At 3rd level they gain the ability to speak with plants at will.

· At 5th level, a treespeaker earns her cloak of elvenkind.

· At 7th level she receives her own suit of elven chain mail.

· At 9th level, each treespeaker undertakes a vigil in a grove dedicated to Mielikki.  During that vigil, she will meet a unicorn.  This beautiful animal is not a servant to be commanded, but rather an ally, friend, and equal companion, as well as a willing mount.  Given this rapport between rider and mount, there have been instances where unicorns have charged into certain death to save a beloved treespeaker.

Special Disadvantages:

· Only elven females can be treespeakers.  At the start of their careers, the females pledge their purity for two decades.  At the end of that time, they may renew the pledge and continue as treespeakers, or they may bow out and become a regular priest of Mielikki.  Any treespeaker who breaks the vow of purity forever loses all her spells and abilities immediately. Naturally, the unicorn instantly deserts her as well.

· Treespeakers cannot turn undead.

· They have no access to the Guardian and Necromantic spheres of priests’ spells.
Mielikki – Woodscout (Druid)

The woodscouts are a special group of priests with ranger abilities.  They act as guides, enforcers of Mielikki’s doctrines, and intermediaries with the “civilized” world.

Class Information

Racial Requirements
Elf, half-elf, human

Ability Requirements
CON 14, WIS 9

Attack as
Ranger

Advance as
Druid

Exceptional Strength?
Yes

Exceptional Constitution?
Yes

Proficiencies

Available Categories
All but Rogue

Bonus Proficiencies
Animal lore, tracking

Recommended Proficiencies
Direction sense, weather sense

Description: It is easy to confuse Mielikki’s woodscouts for “ordinary” rangers.  Woodscouts wear leather or studded leather armor, and cloaks of any color from forest green or gray, to tan or dark brown.  They favor short bows and long swords.

Role-Playing: Woodscouts see themselves as knowledgeable in the ways of city- and town-dwelling men, and also learned in Mielikki’s ways of the forest.  They do their best to live out her ethos of coexistence between the wild and the civilized.  Wise and patient, woodscouts often go exploring with adventuring parties, and they combat threats to the forests while trying to instruct their companions on the harmony of the woods.

Special Abilities: Woodscouts get the ranger’s benefits of the warrior’s attack table, a species enemy (+4 to attack rolls, -4 to reaction rolls), and the tracking NWP.  Even though they are not rangers, woodscouts do not suffer the -6 proficiency penalty for non-rangers using the tracking skill.

Special Disadvantages:

· Woodscouts cannot turn undead.

· Their spells are limited to the spheres of Animal, Combat, Plant, Sun, Weather, and Healing.

· Their armor choices are limited to leather or studded leather.
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Milil – Loresinger (Cleric)

Milil is the god of poetry, song, creativity, and inspiration.  It is not a surprise at all that a band of priests got together and declared themselves loresingers of Milil.  The loresingers specialize in storytelling, or to be more exact, storysinging.


Most loresingers are indistinguishable from bards, hardly surprising since there are many bards who worship Milil.  Milil is considered subordinate to Oghma the Binder, the patron god of the bards.  Aside from some competitiveness, especially from the sects of Oghma, the faiths are allied.

Class Information

Racial Requirements
Elf, half-elf, human

Ability Requirements
CHA 14, INT 12, WIS 9

Proficiencies

Available Categories
General, Priest, Rogue

Bonus Proficiencies
Artistic ability (poetry), folklore, singing

Recommended Proficiencies
Local history, musical instrument

Description: When performing, loresingers wear billowy white shirts with puffy sleeves, and either green or tan tights.  Each  loresinger has a short crimson cape with embroidered golden dragons cavorting up and down the length of the rich fabric.  In a concession to the dangers of the road, many loresingers wear leather armor while traveling.  Of course, they do their best to make the armor blend in with their other clothes.  Favored weapons of the loresingers are the rapier and the main-gauche.

Role-Playing: Singing and storytelling, and combinations of the two whenever possible, are at the center of every loresinger’s life. In fact, loresingers define everything, including life itself, in terms of songs and stories.

Whereas “normal” bards are equal parts rogue, performer, musician, and news-bearer, loresingers have a more romanticized idea about their roles.  They believe Milil intends the loresingers to be sensitive storytellers with sweet voices and vast fonts of creative inspiration.  A loresinger’s performance should, in their minds, invoke the dreams of the humble people of the Realms and motivate them all to do greater things.

Special Abilities: 

· Along with his priestly abilities, a loresinger has all the special skills of a bard except for additional spells.

· Loresingers cannot turn undead.

· Loresingers can use the local history proficiency in order to come up with a story that will appeal directly to the natives of the area he is currently visiting.

Special Disadvantages:

· If a loresinger ever loses his voice (a silence spell, a gag over his mouth, etc.), he must make a saving throw vs. spell or suffer the effects of a fear spell until his voice returns.

· Loresingers cannot turn undead.

· They cannot cast priest spells from the Combat sphere.
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Mystra – Apothecar (Cleric)
Apothecars are the holy alchemists of the church of Mystra.  Their main function is the fabrication and identification of potions, salves, ointments, and elixirs.  They are a proud line of priests, many of them having been in Mystra’s service for generations.

Class Information

Racial Requirements
Gnome, half-elf, human

Ability Requirements
INT 14, WIS 9

Proficiencies

Bonus Proficiencies
Alchemy, herbalism, pottery

Recommended Proficiencies
Spellcraft

Description: Apothecars wear the traditional midnight blue robes of Mystran clergy, and always have a silver holy symbol around their necks.  Aside from those two details, Apothecars look nothing else like their fellow clergy, mostly due to side effects of long-term alchemical work and exposure to weird substances.  Many apothecars are accompanied by a lingering scent of chemicals.  Most apothecars’ hair is frizzy, if not burnt in patches.  The hands of an apothecar are stained with sundry substances of wildly various colors.

Role-Playing: Apothecars are extremely proud of their positions in the church.  They know that their fellow clergy (and many other NPCs) come to them for help in this unique field of expertise.


Long-term exposure to alchemical fumes also causes bouts of eccentricity in apothecars.  Most of the time, this is manifested in extremes of behavior and emotion.  Loud apothecars talk loudly.  Excitable apothecars are very excitable, and so on.

Special Abilities:

· Apothecars have a 5% likelihood per level to identify a potion by just smelling it and a 10% chance per level to identify a potion by one small taste.

· Their base chance of successfully brewing a potion is 85%.

Special Disadvantages:

· Given their usual environment of tower laboratories, apothecars are ill-suited for combat and suffer a –2 penalty on attack rolls.

· They cannot turn undead.

· Their maximum allowable Strength score is 15.

Mystra – Monitor (Cleric)

Magic is a force of great power and presence, and Mystra desired a special form of priest who could watch over the different uses of magic power and prevent magical abuse.  For such a reason, the monitors were created.


Monitors keep the balance of magical power, destroy detrimental and cursed magical items, and help mages that are unjustly accused of crimes.


Imagine a priest who is also a mage who is also a detective, and one gets the idea of what a monitor does.

Class Information

Racial Requirements
Elf, half-elf, human

Ability Requirements
INT 12, WIS 9

Proficiencies

Bonus Proficiencies
Spellcraft

Recommended Proficiencies
Religion

Description: Mystra’s color is blue, and the monitors follow their Lady’s tastes.  Monitors wear soft robes of midnight blue with plenty of freedom of movement for somatic gestures.  Monitors wear a silver necklace made of a series of stars strung together.  It is their badge of office, as well as Mystra’s holy symbol.

Role-Playing: Monitors actually embrace a lawful, balanced attitude towards magic.  The monitors all have sharp, analytical minds and keen senses; their minds are always working.


While well-versed and highly focused on magic, magical theory, and proper use of spells, monitors are quite lacking in social graces.  These attributes make the monitors seem brusque and abrupt, offending others around them.  They do not intend to be offensive; they are simply single-minded in either destroying an item, restoring the magical balance, or clearing some poor wizard falsely accused.

Special Abilities:

· All Monitors can cast identify once a day.  However, Monitors do not have to actually handle the item in order to successfully identify it; they need only see it.  The spell accuracy is 15% per level, with a 99% maximum chance of classifying the item.

· Monitors can also attempt to dispel magic once per day plus one additional casting per day for every three levels of a monitor’s experience.

· Monitors can detect magic three times a day.

· They also can turn undead.

Special Disadvantages:

· Monitors are limited to using the weapons accessible to wizards, such as staves, daggers, darts, knives, and slings.

· They can wear any armor they wish.

· Certain cities where magic is regulated and restricted have a strong dislike of monitors.  They see a monitor as a pesky attorney trying to get arrested mages freed on technicalities in Mystra’s name.  As a result, in magic-hostile cities, monitors are penalized at -2 on interactions with municipal government NPCs.

· Monitors cannot cast any priests’ spells from the Combat, Necromantic, Plant, or Weather spheres.
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Oghma – Holy Singer (Cleric)
Holy singers are special priests of Oghma whose expertise lies in singing, peacekeeping, and arbitration.  Just as they seek harmony in their vocals, holy singers seek it in relationships between all people.  They are brought in not only to help resolve disputes, but to sing at the inevitable celebration held when both sides come to an agreement.

Class Information

Racial Requirements
Elf, half-elf, human

Ability Requirements
CHA 14, WIS 9

Proficiencies

Bonus Proficiencies
Musical instrument, singing

Recommended Proficiencies
Etiquette, law

Description: Holy singers wear white tunics and trousers, and a black vest trimmed with gold. Instead of the small, box-like hat normally worn by the clergy of Oghma, a holy singer wears a crimson hat with a feather stuck in it.


Given their role in the church, holy singers always look neat and clean, well-poised, and their voices are always clear and strong.

Role-Playing: Song is the heart and soul of holy singers.  Why would one ever simply speak something when it can be sung?  Even the holy scriptures of Oghma and its prayers to the deity are sung.


Despite bardic tendencies and their reputation for being prideful, arrogant, and self-promoting, the holy singers are actually humble in their dealings.  They have transcended the normal mortal desires for attention, and now sing for the glory of Oghma or to share Oghma’s harmony with others in mediation and song alike.  There is a strong sense of divine nobility in their words and deeds.

Special Abilities:

· Holy singers are held in such high regard as impartial arbiters that they gain a +2 to reactions with NPCs.

· Singing something makes it easier to remember.  Therefore, when a situation comes up that requires the characters to remember something that happened to them in the recent past, the holy singer can make an ability check using Intelligence with a +2 bonus.  A successful roll means that the details are well-remembered by the holy singer.

· Holy singers turn undead by singing to banish them.

· They can create a protection from evil 10™ radius by singing, although this can only be done once per week per level of the singer.

· When casting their clerical spells, holy singers can sing them and forgo the somatic component.  This adds 2 to the casting time.  Of course, this option is only open if the holy singer is able to sing and the song is not somehow being impeded.

Special Disadvantages:

· Singing is such a central point of the life of a holy singer that sudden deprivation of song has traumatic effects.  If a silence spell is cast upon a holy singer, he or she immediately suffers the effects of a confusion spell.  Since the more experienced holy singers are even more accustomed to song, the confusion effects last for two rounds per level of the singer.

· If a holy singer fails a singing proficiency check, he must make a straight, unmodified saving throw versus petrification.  Failure means the holy singer is utterly humiliated, and will remove himself from the listeners for one hour per level of the singer.
Oghma – Quill (Cleric)

Apart from being the patron deity of bards, Oghma is also the deity of knowledge.  The quills are a special branch within Oghma’s clergy that concentrates on the finding and recording of knowledge.

Class Information

Ability Requirements
INT 12, WIS 9

Proficiencies

Weapon Slots
1

Bonus Proficiencies
Folklore, reading/writing

Recommended Proficiencies
Ancient history, local history

Description: Quills wear the traditional white tunics and trousers, black vests trimmed with gold, and a small, tan, box-like hat.  Many also wear a sleeve protector on the forearm of their writing hand, to protect their shirt sleeve from the ink.  These protectors are normally ornamented and serve as a form of recognition.


Most quills have a rather bookish, scholarly appearance; a quill is definitely not the sort of person one would commonly find traipsing about a dungeon.

Role-Playing: Quills are diligent, inquisitive, well-read priests who take great pride in their roles as recorders of great deeds.  They may not be Oghma’s best singers, but they have great memories and good speaking voices.

Special Abilities:

· On proficiency checks involving ancient history, folklore, and local history, quills gain a +1 bonus for every three levels of experience.

· They also have access to the ingredients for writing clerical scrolls, and can use such ingredients for free, once a week.

· Quills automatically gain the reading/writing proficiency for free with each language they learn.

Special Disadvantages:

· Quills cannot turn undead.

· They cannot use spells from the Combat or Necromantic spheres.

· Combat is not overly emphasized in this priest’s training.  Therefore, quills can only use small- or medium-sized weapons.

· They are also limited to light armor, such as leather or studded leather, and small shields.
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Selûne – Moon Knight (Cleric)

The hostility of Shar, Selûne’s counterpart, has caused the latter to commission a more militant priestly order that supplements the Lady’s crusaders.  This order’s members are called the moon knights, and they are intimately tied to Selûne and her power.  It is each moon knight’s mission to defend the church against attacks from Shar and, if necessary, carry the battle to the dark goddess’ doorstep.

Class Information

Ability Requirements
STR 12, WIS 9

Exceptional Strength?
Yes

Proficiencies

Available Categories
General, Priest, Warrior

Bonus Proficiencies
Blindfighting

Recommended Proficiencies
Navigation

Description: The moon knights favor splint armor that is colored silver and white, the twin eyes of Selûne emblazoned on the chest.  Each moon knight also wears a helmet with a blue crest, and a midnight blue cloak.  For combat, they favor the moon’s hand mace.

Role-Playing: The moon knights are a highly militant group of soldier-priests that bear a strong hatred of Shar and her minions.  Although they are happy and jovial during times of celebration, this rapidly gives way to fury and bloodlust when an enemy of the church is near.

Special Abilities:

· During the three days of the full moon each month, a moon knight temporarily gains one level, with all the commensurate benefits of that level.

· Moon knights can turn undead, and during the full moon the moon knights turn undead as if they were two levels higher rather than just one.

· If any moon knight is infected with lycanthropy, she has a 5% chance per level of controlling her actions during the full moon and in her changed form.

Special Disadvantages:

· During the three days of the new moon, the moon knight temporarily loses a level, with all the resultant effects.

· Moon knights are incapable of turning undead at this time as well.

· Moon knights can never cast any spell, or use any magic item, that results in darkness.
Selûne – Silver Lady (Cleric)

Selûne, goddess of the moon, enjoys a vast variety of worshipers.  In an effort to better accommodate the many different factions of her worshipers, the order of the silver ladies was founded.  The function of the silver ladies is to act as healers, defenders of women and lycanthropes, midwives, and diviners. With all these responsibilities, they are kept quite busy.

Class Information

General

Proficiencies

Bonus Proficiencies
Healing, herbalism

Recommended Proficiencies
Astrology

Description: All silver ladies are female.  The clerics wear robes made of silver threads and silk or satin and top them with white cloaks and hoods.  Chain mail is the favored armor under a silver lady’s robes.  Of course, a smooth-headed mace called the moon’s hand is the preferred weapon.

Role-Playing: The silver ladies have a lot to keep them busy, but they still manage to enjoy themselves as worshipers of Selûne.  Most silver ladies have strong sympathetic feelings towards lycanthropes, especially contrite, infected ones.


They are also very suspicious of cities, nations, or cultures where women are treated as second-class citizens or as property.  Silver ladies find special satisfaction in hunting down men who cheat, harass, abandon, or persecute women and forcing the men to somehow compensate their victims. Silver ladies have been known to react violently to seeing any man exploit a woman, sometimes causing quite a public commotion and making themselves unwelcome in cities where certain reprehensible practices, such as slavery, are still quite legal.


Because of their visions of the future and their love of moonlit night, silver ladies always seem slightly out of step with normal society.  They seem to be preoccupied with something intangible, and find it hard to worry about present-day concerns, a behavior which frustrates people around them.

Special Abilities:

· Once a month, during the full moon, a silver lady can attempt to tell one person’s future.  This future is limited to events of the next month.  When each silver lady starts her career, she must choose a method of divining from the following: cards, tea leaves, the stars, bone-tossing, scrying pool, or dice.  The base chance of divination is 40% plus 2% per level of the Lady.  The effects of this divination, no matter what form it takes, are identical to those of the 4th-level priests’ spell divination, though the foretold events are beyond the one-week limit of that normal spell.

· Silver ladies can see perfectly well in the dark as if they had infravision.

· During the three days and nights of the full moon, they are immune to lycanthropy.

Special Disadvantages:

· Because these priests are meant to emphasize the part of Selûne’s portfolio that makes her watch over the well-being of women, only females may be silver ladies of Selûne.

· Their duties impose no restrictions on their romantic relationships.  There are many married silver ladies still dedicated to Selûne.

· During the week of the new moon, silver ladies suffer a -1 penalty to attack rolls and saving throws in combat against followers of Shar.

· For reasons still unknown, silver ladies cannot turn undead, despite this being an ability found in the rest of Selûne’s clergy.
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Shar – Darkcloak (Cleric)

Despite Shar’s evil alignment and her being the goddess of night, darkness, and loss, there is another side to the goddess, a side that is actually beneficial.  The Darkcloaks are members of Shar’s clergy that function as oracles and care-givers to the emotionally damaged. The Darkcloaks bring the bliss of forgetfulness to such troubled souls.  The Darkcloaks have actually made some progress in seeing Shar’s faith become a socially acceptable one.

Class Information

General

Proficiencies

Bonus Proficiencies
None

Recommended Proficiencies
Astrology

Description: Darkcloaks, like their names, are clad in long black hoods and cloaks, all trimmed with purple.  Their garments are black as midnight, and usually leave little to the imagination.  Darkcloaks have a special perfume scent that some people swear has amnesiatic properties, but this has never been proven, and the clergy of Shar is not saying anything on the matter.

Role-Playing: Darkcloaks believe that life is full of pain, and only the emotional oblivion of Shar makes it tolerable.  Unlike their nightbringer brethren, the darkcloaks actually have compassion towards the sufferers of mental anguish.


Preferring to cultivate a reputation as mysterious folk, the darkcloaks frame their oracular proclamations in obscure riddles and mysterious symbols.

Special Abilities: 

· All darkcloaks can see in the dark, courtesy of infravision.  This has a range of 60’ for those without infravision or adds 60’ of infravision for those who have it already.

· Darkcloaks can cast forget once per level, each day.

· A darkcloak’s augury is always successful, even though they give the results in riddles and evasive phrases.

· A darkcloak of 3rd level or higher can act as an oracle, telling the future for one questioner per day.  The base chance of accuracy is 40%, plus 5% per level above 3rd.

· Once a day, a darkcloak of 5th level or higher can utter a soothing word that will eliminate one bad memory from the victim, provided the latter allows the dark-cloak to use this ability on them.

· A darkcloak of 7th level or higher has access to a special perfume.  If the smeller fails a save vs. poison when within 5’ of a darkcloak, they are affected by a forget spell.  One application lasts for a day.  Darkcloaks are immune to the perfume’s effects.  If anyone else wears the perfume, they smell as if sprayed by a skunk (-4 temporary Charisma loss).

· Since darkcloaks do some good to people, they can have non-evil priests.  Darkcloaks can be true neutral, neutral good, or lawful neutral.

Special Disadvantages:

· Darkcloaks are not suited for combat.  They fight at a -2 penalty to hit in bright sunlight, or during the full moon.

· They are surprised on a 1-4 on a d10 in bright sunlight, or during the full moon.

· Darkcloaks can only take the reversed forms of spells from the Light sphere of clerical magic.

· They cannot take any spells from the Combat sphere of magic.

· Despite their benevolence, darkcloaks are often identified with the evils brought by the rest of Shar’s faithful and suffer a -2 reaction penalty accordingly.
Shar – Nightbringer (Cleric)

Shar’s greatest enemy is Selûne, the goddess of the moon.  Even though she has a group of crusaders, Shar insists on also having a branch of her clergy that is devoted to nothing else but bringing darkness to all (figuratively and literally) and directly opposing Selûne and her worshipers.  Thus, the nightbringers were created.

Class Information

General

Proficiencies
Bonus Proficiencies
Blindfighting

Recommended
Proficiencies None

Description: Nighibringers wear tunics and leggings of deep purple with black trim, over which lies a voluminous cloak and hood of black with purple trim.  A black disk adorns the front of the tunic.


They prefer weapons that are easily concealable, such as daggers, clubs, blowguns, hand axes, or even horseman’s maces.  Any armor is permitted, but the nightbringers prefer armor that is quiet and offers a good degree of flexibility like leather.

Role-Playing: Nightbringers are the children of Shar in every way.  They are dark-humored, soft-spoken folk, who make no sudden moves to draw attention to themselves.  They enjoy making others paranoid by wondering aloud “What could the darkness be concealing?”

To the nightbringers, filling someone with terror, dread, and uncertainty is even more satisfying than killing them.  Bear in mind that nightbringers are not indiscriminate murderers.  Only the servants of Selûne inspire overt homicidal impulses in them.

Special Abilities:

· All nightbringers have the move silently and hide in shadows abilities of rangers.  These are, of course, subject to armor, race, and dexterity modifiers.

· In combat against Selûne’s worshipers, nightbringers get a +1 to attack and damage rolls, and a +4 bonus to their morale.  If there are multiple opponents, nightbringers will ignore them and focus on a target known to be a worshiper of Selûne.

· At fifth level, nightbringers can cast darkness three times a day.

· At seventh level, nightbringers can cast continual darkness once a day.

· Starting at 9th level, nightbringers can call upon the power of Shar once during the week of the new moon.  This power grants an increase in experience levels as if he drank a potion of heroism (1d4 levels with additional 1d6 hit points per level).  These effects last until the immediate melee encounter is over.  This power affects only the nightbringer and is not nullified by his experience levels like a potion of heroism is.

Special Disadvantages:

· Nightbringers fight at a -2 penalty to hit in bright sunlight or during a night of the full moon.

· They are also surprised on a 1-4 on a d10 in bright sunlight or during a night of the full moon.

· Nightbringers can only take the reversed forms of spells from the Light sphere of clerical magic.

· Nightbringers cannot cast spells from either the Sun or the Weather spheres.
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Silvanus – Greenlord/lady (Druid)

Greenlords and greenladies are a special class of priest of Silvanus.  They are devoted to the aggressive defense of both flora and fauna, often to the detriment of “civilized” folk in the area.  They see cities, roads, and even farmland, as a threat to nature in its pristine state.  Most of the time, greenlords keep an eye on civilized expansion, making sure it does not grow too far too fast.

Class Information

Advance as
Druid

Proficiencies

Bonus Proficiencies
Animal lore, tracking

Recommended Proficiencies
Animal handling, herbalism

Description: Greenlords favor leather armor decorated with intricately worked carvings, mostly using a leaf motif.  Green cloaks, a bronze neck torc with green gems mounted on the ends, and a simple tan tunic completes the outfit.  For weapons, a simple wooden staff is the most common.

Role-Playing: Greenlords do not hate humans and demi-humans per se, but they simply devote extra favor to the flora and fauna instead.  Greenlords see nature in the “big picture.”  To them, a forest fire set by lightning is a good thing, since that is nature’s way of clearing out deadwood and preventing the overcrowding of tree growth.  A wolf pack that has moved into an area is a welcome sight if there is an overabundance of game.  If there’s a human settlement with livestock nearby, well, that’s too bad for the livestock.


The greenlords will aggressively protect wildlife to the point where they will sabotage human tools to prevent the land from being cultivated.  They will often warn away animals from hunting parties.  Since greenlords do respect all life, they will do their best not to kill civilized folk, because even the most fanatical greenlords see killing for the sake of saving life to be a contradiction in terms.


Greenlords are perfectly capable of functioning in cities and towns.  They merely have no real desire to do so for any length of time.  Urban society and its customs are held in high suspicion since the natural world is moved aside for the conveniences and comforts of civilization.


Even though relations with the church of Chauntea are cordial and marked by cooperation, many greenlords see clerics of Chauntea as misguided, half-hearted, and contaminated by too much civilization.

Special Abilities:

· At 3rd level Greenlords get the ability to speak with animals three times a day.

· At 5th level they can speak with plants three times a day.

· Greenlords also gain the ability to change into an animal once a day.  This ability works exactly like the 5th-level druid ability, but the greenlords gain this ability at 3rd level.

Special Disadvantages:

· Because of their fanatical defense of wild nature, greenlords are not well-liked among city and town dwellers.  To reflect this, greenlords suffer a -2 reaction penalty to NPC interactions in nonwilderness settings.

· In addition, since the undead are such a horrible contradiction to Silvanus’ ideas of nature, a greenlord must make a save vs. petrification every time he meets any undead.  If he fails the save, the greenlord suffers the effects of fear.  Obviously, greenlords cannot turn undead.

[image: image23.png]&




Sune – Aesthete (Cleric)

The aesthetes are a sacred branch of Sune’s clergy, devoted to healing disfiguring wounds, removing scars, and promoting the church’s ideals of physical beauty.

Class Information

Racial Requirements
Elf, Human

Ability Requirements
CHA 14, WIS 9

Proficiencies

Weapon Slots
1

Additional Slot
0

Bonus Proficiencies
Artistic ability (x3)

Recommended Proficiencies
Etiquette 

Description: Aesthetes are prime physical specimens of male and female beauty and grace.  The priests especially favored of Sune have red hair.


Clothing is always made of the finest materials and cut to the latest fashions, although most outfits leave very little to the imagination.  No matter how risqué the outfit, however, each priest has a red velvet cloak for personal comfort and those rare times when a more modest appearance is called for.

Role-Playing: Aesthetes divide “ugly” people into three categories: those that are born with unattractive appearances, those whose looks have been ruined by wounds, and those who have bad grooming habits.  Aesthetes pity the first people but try to bolster their self-images of inner beauty, do all they can to restore the outer visages of the second group of people, and publicly ridicule the third group of people.  People will often find themselves the unwilling recipients of fashion advice, grooming tips, or general criticism.

Special Abilities:

· All wounds that could leave a scar will never do so when healed by an aesthete.

· Protection spells cast by an aesthete have double the normal spell duration.

· Starting at 5th level, aesthetes can cast regenerate once per week.  The recipient regenerates 1 hit point for every 3 turns of full rest he gets during this regeneration effect that lasts for 1d10 hours +1 hour per aesthete’s level.

Special Disadvantages:

· Aesthetes can only use one weapon, ever.

· When initially entering melee, an aesthete must make a saving throw versus paralyzation or suffer a -2 to all rolls due to attempts to protect his face from harm. 
Sune – Silkwhisper (Cleric)

In addition to beauty, Sune’s portfolio also covers love and passion.  To better represent those two attributes, Sune created the silkwhispers.

Silkwhispers are matchmakers, etiquette experts, and seducers or seductresses.  The latter functions are important for roles such as spies or negotiators.

Class Information

Racial Requirements
Elf, half-elf, human

Ability Requirements
CHA 16, INT 11, WIS 9

Proficiencies

Bonus Proficiencies
Dancing, etiquette

Recommended Proficiencies
Artistic ability, reading lips

Description: Sune’s silkwhispers do not dress simply to attract notice, they dress to hold attention as a willing captive with no hope of escape.  Female silkwhispers favor sheer, smooth gowns that show off the priestess’ figures.  Males favor kilts and loose, billowing white silk shirts, if they bother wearing shirts at all.  While not noted for their strength, all silkwhispers are muscular and quite physically fit.  Long red cloaks and hoods of red velvet are used for comfort and modesty if needed.  The cloaks are reversible, with a black lining, should subtlety be necessary.

Role-Playing: Silkwhispers are beautiful, charming people who have a complete grasp on the amount of power they have over the opposite sex.  Far from being brazen, brainless, vain fools, silkwhispers never overdo it; they know the value of a discreet whisper, a raised eyebrow, the hint of a smile, or the “accidental” exposure of a little skin, an artful gesture that appears careless.


Silkwhispers are cunning, intelligent, diplomatic, and well versed in espionage.  They are superb actors and actresses, and their best skills involve seductively coercing information out of unsuspecting NPCs.

Special Abilities:

· Silkwhispers can cast the 1st-level wizard spell charm person once per day.  They regain this spell each day by praying to Sune, just like they do for their priest spells.

· Since they are masters of distraction, they are more able to spot a falsehood or an avoidance of truth.  When a silkwhisper talks to a NPC, the DM can roll an ability check based on the priest’s Wisdom, not allowing the rolled result to be seen.  If the NPC is not being truthful and the roll is successful, the Silkwhisper senses that the NPC is not being fully honest.  Of course, if the silkwhisper fails the check, the DM can still hint, inaccurately, that the priest thinks that the NPC is hiding something.

Special Disadvantages:

· Combat is not the Silkwhisper’s forte, though they are better at it than the aesthetes.  Silkwhispers can choose from this list of weapons: sling, dagger or knife, short sword, blowgun, dart, and club.

· Silkwhispers cannot wear armor of any type.  They must somehow find magical means of defense.

· If a silkwhisper’s Charisma somehow drops below 16, the priest must embark on a quest to regain the lost attribute.  This should take at least two months of game time, and be very challenging.  Such a quest should involve beauty in some form, either the preservation, protection, or discovery of such.  Until such time as the charisma is restored, the silkwhisper must wear a mask or veil, hiding their shame.

· Silkwhispers cannot turn undead.
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Talona – Fang (Cleric)

A fang is a special type of priest who serves Talona, the lady of poisons and diseases.  Fangs have a dual nature, where one aspect brings disease and venom to their victims, and another aspect cures diseases and creates poison antidotes. Heal and harm are the two sides of Talona’s fangs.

Class Information

General

Proficiencies

Available Categories
General, Priest, Wizard

Bonus Proficiencies
Alchemy, herbalism

Recommended Proficiencies
Healing

Description: Talona is always represented as an old crone with a hideously scarred and tattooed face.  Her fangs fare little better, and most of them voluntarily scar their faces, necks, and bare arms.  Tattoos are popular as well, especially on the cheeks and foreheads.

Fangs wear a sickly olive-drab, sleeveless over-garment.  Most also wear a black wimple that covers their hair and ears, while black leather gloves and a black half-cape are favored accessories.  The final touch in a fang’s wardrobe is a black iron chain worn around her neck and adorned with a triangular plate that bears the goddess’s holy symbol.

Fangs reject all armor except for leather that is dyed a sickly green or black.  For weapons, fangs rely on darts, daggers, blowguns, and short swords, since these weapons are better at delivering poison-laced wounds.

Role-Playing: Talona is a goddess more feared than worshiped, and her priests use that fear to their advantage. They never make overt threats, but, like poison, they insinuate fear by subtle means.  When a fang says something, there are at least two other meanings, each with deadlier implications than the previous one.


Although fangs do not fear combat, they very rarely enter melee.  They believe it is better to use poison or disease to do the killing rather than risk their necks and waste energy with so much swordplay.

Special Abilities:

· Fangs get a +4 bonus to all saving throws vs. poison.  A fang can also resist the effects of any poisons he is exposed to and double their onset time to possibly give himself time to neutralize it.

· A fang can brew poisons and antidotes.  A fang must learn one poisoning method from the DMG2 (Injected, Ingested, or Contact).  Starting at 3rd level, the fang learns how to brew the first listed poison (and its antidote) of his chosen method.  The fang learns how to brew a new poison and antidote every two levels thereafter (two poisons at 5th level, 3 at 7th level, etc.).  The poisons are learned in order from the top of the list to the bottom.  Once all poisons of  one method are known, the fang learns a new method and its poisons.

· Fangs are immune to disease, even magical diseases like mummy rot, though they are not immune to lycanthropy.

· They can cure or cause disease once per week for every three levels of the fang.

Special Disadvantages:

· Fangs do not like normal melee, as they prefer ambushes and backstabs.  They get a +1 penalty on initiative rolls and a -1 penalty on attack rolls if forced to fight in standard melee.

· Fangs cannot turn undead, and find them disturbing, since poisons cannot hurt them.

· The melee penalties double when a fang has to fight any undead.
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Talos – Chaos Knight (cleric)

In order to be better served in his role as the embodiment of random destruction, Talos created the chaos knights.  These priests, who fanatically adhere to the ethos of chaos colored by evil, revel in destruction of all types, natural and manmade. 

Chaos knights also serve as the spiritual advisors and “confessors” for the crusaders of Talos.

Class Information

Racial Requirements
Human

Proficiencies

Bonus Proficiencies
Inquisitor

Recommended Proficiencies
Religion

Description: Chaos knights do indeed resemble knights.  They favor plate or splint mail armor decorated with barbs and spikes.  This armor is colored jet black.  Chaos knights wear full helms, also colored black.  A shield is always employed, painted black with a trio of jagged yellow lightning bolts in the center.  To top off the whole image, chaos knights wear cloaks and hoods of black, with ragged hems dyed yellow.  A wicked-looking bastard sword, the chaos knights’ favored weapon is slung across the knight’s back in a scabbard (if not already in hand). 

Role-Playing: These priests have elevated destruction and the tenets of chaotic evil to a high art.  They urge others to commit random acts of destruction and join the revelries of chaos as well.


All chaos knights tend to be at least a little insane, intoxicated by acts of evil and destruction.  On many occasions, chaos knights have died amid such paroxysms of violence, yet all died happily in the process of serving Talos.


The philosophy adhered to and often quoted by the chaos knights can be summed up as follows: “Disregard all laws, rules, and social expectations.  Follow your own desires, and strike out at those around you before they strike at you.  The freedom of chaos is the only true freedom.”

Special Abilities:

· Chaos knights can detect good at will, 60’ in one direction.

· While Chaos knights can turn away undead, they can also attempt to command any undead except for sentient good undead like archliches.

· Chaos knights can befoul holy water created by good priests once a day, just by handling the vial and uttering a prayer to Talos.

· The favored weapon of the chaos knight is the bastard sword.  Each chaos knight begins his career by receiving a jet black bastard sword that is considered “his” sword.  When wielding this sword, the chaos knight gains a +1 to his attack and damage rolls.

· Chaos knights have access to the Chaos sphere of clerical spells, and gain a bonus of one extra Chaos spell per spell level.

Special Disadvantages:

· All Chaos knights must be chaotic evil, following as closely as possible in their god’s footsteps.
· Chaos knights cannot cast any curative spells, spells that raise the dead, regrow limbs, restore levels, or combat poison.  However, they can cast the reverse forms of the above spells.
· Curative spells do not work on Chaos Knights.  Healing must come from bed-rest, the healing non-weapon proficiency, or magical items such as a staff of curing, Keoghtom’s ointment, or potions of healing.
Talos – Stormrider (Cleric)

Talos, being the god of natural forms of destruction as well as destruction in general, has commissioned a sect of priests called stormriders, who can exercise Talos’ holy power to calm or raise storms.

Class Information

General

Proficiencies

Bonus Proficiencies
Weather sense

Recommended Proficiencies
None

Description: Most stormriders favor black cloaks, shirts, and pants.  Talos’ holy symbol is usually found on a chain around a stormrider’s neck.  For a weapon, they carry a staff made of wood and iron, topped with a silver ball (damage equal to a footman’s mace).  Even on the calmest day, a stormrider looks as if he has just emerged from a violent storm with his face craggy from windburn, his hair tossed wildly, and his clothing whipped around him.

Role-Playing:  Stormriders are chaotic individuals of foul dispositions.  They revel in natural destruction, even to the point of foolishly running into the heart of the disaster.  Stormriders also enjoy a good bout of looting.

Special Abilities:

· At 3rd level, a stormrider can cast whispering wind once per day.

· At 5th level, a stormrider can cast gust of wind once per day.

· At 7th level, a stormrider can cast a lightning bolt once per day.
· Once a week after reaching 10th level, a stormrider has a 5% likelihood per level, to a maximum of 90%, of raising a storm or other bad weather conditions. The effects and mechanics on how to affect the weather are identical to the 6th-level wizard spell control weather.

Special Disadvantages:

· Stormriders despise non-overcast weather.  On clear and partly cloudy days, every die roll of a stormrider is penalized by 2.

· Followers of Chauntea and Silvanus dislike any followers of Talos simply due to their disruption of natural weather patterns.  Stormriders suffer a -4 NPC reaction penalty when encountering said followers.
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Tempus – Battleforge (Cleric)

Tempus is the god of war and the lord of battles.  What sort of conflict can one have without weapons at the ready?  The battleforges of Tempus are the weaponers of the church, clerics who seem to be a bit too fond of “field-testing” their creations.

Class Information

Racial Requirements
Dwarf, gnome, half-elf, human

Ability Requirements
INT 14, WIS 9

Proficiencies

Bonus Proficiencies
Armorer, weaponsmithing
Recommended Proficiencies
Blacksmithing

Description: One bard has wryly observed that battleforges are “the least banged-up of the clergy of Tempus,” since battleforges spend much of their time in the weapon foundries.  Their task is to make new weapons and armor as the church priests need or demand them.


The average battleforge wears a sturdy suit of plate armor with a blood-red sash worn diagonally across the chest from shoulder to hip.  They favor warhammers and swords in combat.  Battleforges never wear helmets.

Role-Playing: Imagine a blacksmith who creates a set of horseshoes and then cannot resist immediately putting them on a horse and riding it twenty miles.  Battleforges come from such a mindset.  They see the forging of every weapon or suit of armor as an act of devotion.

Special Abilities:

· Battleforges immediately start out with a suit of plate mail and the choice of one weapon.

· By looking at any weapon, suit of armor, or shield, a battleforge can correctly discern its magical bonuses and any special abilities.

· Using non-magical weapons they themselves forged, battleforges can attack and damage monsters that normally requires a magical weapon to hit.

Special Disadvantages:

· Battleforges cannot cast spells from the Animal, Healing, or Plant spheres.

· They cannot turn undead.
Tempus – Gloryblood (Cleric)

The glorybloods are the soldier-priests of Tempus in every sense of the word.  Not only are they fanatically devout followers of Tempus’ teachings, but they specialize in military matters such as strategy, tactics, logistics, and morale.

Class Information

Ability Requirements
STR 14, WIS 9

Exceptional Strength?
Yes

Exceptional Constitution?
Yes

Proficiencies

Bonus Proficiencies
Blindfighting

Recommended Proficiencies
Endurance, riding (land-based)

Description: Glorybloods wear battered, bloodied armor of all types, though most wear chain, splint, or plate mail.  These priests also use any number of different weapons.  Glorybloods would be mistaken for any normal follower of Tempus, but they seem to radiate a definite air of command and authority in battle.

Role-Playing: Just as the sight of a king’s banner can inspire and rally the troops in war, the glorybloods rouse those around them and lead everyone to that state of glory that can only be achieved through hard-fought battles in Tempus’ name.


Glorybloods are not mere armchair generals leading the troops from the safety of the rear lines.  Rather, they recklessly lead the charge, screaming bloody murder and smiting any enemies that dare get in their way.


Many glorybloods will charge at overwhelming opponents single-handed, heedless of certain death.  This exasperates the priest’s comrades, as it usually forces them into the battle as well.  Glorybloods never ask anyone to attack anything that they themselves wouldn’t fight by themselves!


Glorybloods are especially intolerant of mistakes made in combat.  If someone misses a target, fumbles a melee attack, or accidentally hits a comrade, the gloryblood will insist on improving his comrades’ combat skills.  The priests command these offenders to attend combat drills at dawn or some other exercises.


If a gloryblood is ever forced to retreat, he will swear to return someday to “finish the job.”  From that point on, this return engagement will be foremost in his mind.  When he feels confident of his chances for victory against the foe who forced his retreat, he will seek that adversary out and force a confrontation.

Special Abilities:

· In battle, glorybloods inspire their comrades to greater feats of battle.  Companions in sight range (maximum 50 yards) get +1 bonuses to attack and damage rolls and saving throws, and +2 bonuses to morale.

· Once a day per level, at the beginning of an encounter, a gloryblood may call on his tactical knowledge.  If he does, everyone of his allies gets a -1 bonus to their initiative rolls.

Special Disadvantages:

· Glorybloods cannot cast any spells from the Healing sphere

· They cannot turn undead.

· A gloryblood can never retreat from battle unless he is either opposed by more than three equal-sized foes or an enemy with at least three times as many hit dice as the priest.  If he leaves a battle of lesser odds than this for any reason, the gloryblood disgraces his office.  His priestly spells and abilities are gone immediately and he is considered a fighter of his current level.  He can regain his gloryblood status once he has slain or helped slay as many foes as he has levels.  These foes must all be slain in melee combat, and must be of at least equal level/hit dice to him.
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Torm – Paragon (Cleric)

Paragons are best described as priests who act like paladins, much in the same way as Torm’s crusaders, but paragons have much closer ties to the organized church.


Paragons focus on completing quests or leading people in a great cause or crusade. With the rise in Torm’s popularity (from a corresponding fall in Helm’s reputation and church), the paragons always hope to lead new worshipers to great deeds in Torm’s name.

Class Information

Racial Requirements
Human

Ability Requirements
CHA 15, WIS 9

Exceptional Strength?
Yes

Exceptional Constitution?
Yes

Proficiencies

Available Categories
General, Priest, Warrior

Bonus Proficiencies
Religion

Recommended Proficiencies
Blindfighting

Description: Paragons wear glistening white plate mail, massive pearl-white helms, and sky-blue cloaks.  They look every inch the hero, and one would swear that they actually glow with holiness.  Paragons favor two-handed swords or bastard swords, and thus refuse to use shields.

Role-Playing: Paragons are scrupulously honest and fiercely loyal to Torm’s credos.  They do not utter vows lightly, because they will die before breaking one.  Paragons are idealistic heroes who love grand quests and crusades.  These holiest of priests deliberately keep a high profile wherever they go to inspire those around them.

Special Abilities:

· Paragons have all the special powers of a paladin, except for a paladin’s priestly spell abilities.

· They turn undead at four levels lower than their actual experience level.

Special Disadvantages:

· Paragons have all the restrictions of paladins.

· At 6th level and each level after that, a paragon must undergo a quest, commit a heroic deed, or slay a monster of twice the paragon’s level single-handedly before he can advance to the next level.
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Tymora – Favored (Cleric)

As the goddess of good luck, Tymora’s favors are frequently sought after by adventurers.  In a lucky inspiration, Tymora realized that it would be useful to have a group of wandering priests who enjoyed adventuring and exploration.


The favored are itinerant priests of Tymora who sometimes turn up under lucky circumstances and minister to adventurers and explorers.

Class Information

Ability Requirements
CHA 12, WIS 9

Proficiencies

Bonus Proficiencies
Direction sense

Recommended Proficiencies
Local history, riding (land-based)

Description: There is no set clerical garb for the favored; arms, armor, and clothing is such a matter of taste that many could pass for “just another adventurer”.  However, the observant will notice the confident, almost cocky grin, and the tell-tale silver disk that is the holy symbol of Lady Luck.  Indeed, when the contents of a chamber pot emptied from a second story window manage to cover everyone in a group except for one seemingly overconfident adventurer, odds are that the clean one is a favored of Tymora.

Role-Playing: The favored are among the most highly prized clergy to one of the most popular (and thus influential) gods.  Life is good.  Is it any wonder that the favored seem supremely confident?


Paladins, cavaliers, and other dramatic warriors cannot help but admire the seemingly “nick of time” arrival of a favored in the middle of a crisis.  Even the dour, violent priests of Tempus, Lord of Battles, are impressed at the recklessness of the favored when the latter priests enter battle.  The favored have learned that there is no sense in worrying about the future; Lady Tymora has their luck in her hands.  Why, a favored could fight a red dragon and emerge victorious and unscathed, only to choke to death on a chicken bone at the inn where the victory party is held!


Thus, the favored, while not foolish, will often throw caution to the wind and trust in luck.  Considering how many adventurers die despite their meticulous plans, this is not so ridiculous a tactic.

Special Abilities:

· Once a day, a favored can do one of the following things: turn an enemy’s attack roll result into a 1, turn her own attack roll into a 20, make one person in her group gain a +1 on an attack roll for one round, penalize the attack roll of one person on the enemy’s side with a -1 penalty, automatically succeed at a proficiency or ability check, or cause an enemy to fail at such a check.

· The favored can also turn undead.

Special Disadvantages: Tymora is a fickle goddess, even for the favored.  There is a cumulative 2% chance per day that the Special Ability will not work, because Tymora is distracted with someone else that she favors.  Once a failure has been reached, the chance resets back to the initial 2%.  This likelihood is checked at the beginning of the day.  Of course, if the favored unknowingly does not use his special ability that day, well, that’s a stroke of luck!
Tymora – Luckrider (Cleric)

It is said that every back-alley dice game is an act of worship to Tymora.  Whether this is true or not, Tymora has commissioned a type of cleric that oversees games of chance.  Called the luckriders, these priests make sure that no one is involved in “luck tampering”, (also known as “cheating”).  They oversee as well as play in games of chance, and are familiar with the rules to all of them.

Class Information

General

Proficiencies

Bonus Proficiencies
Appraising, reading lips

Recommended Proficiencies
Gaming (x2)

Description: Luckriders dress in simple black robes that are neither tight-fitting nor voluminous.  A shining silver disk, the sign of Tymora, hangs on a chain around the luckrider’s neck at all times.

Role-Playing: Even more so than the favored, luckriders eat, drink, and sleep luck.  They take games of chance quite seriously, making sure that no one cheats.  Just because a cleric of Tymora seems to be enjoying himself in a game of cards doesn’t mean he’s not on the lookout for cheats.

Special Abilities: If a luckrider is either playing or watching a game of chance, anyone attempting to cheat using the Gaming proficiency suffers a +1 penalty to the die roll for every experience level of the luckrider.  Note that this may be sufficient to push that NPC’s proficiency roll to 17 or higher, which means that the person is caught cheating.

Special Disadvantages:

· If a luckrider plays a game of chance and rolls a 20, her opponents believe that she has cheated.

· If a luckrider does cheat in gaming, he loses access to his spells for 24 hours.

· In combat, if the luckrider successfully calls the number on a d20 attack roll before rolling the die, he hits the target successfully despite the die roll amount needed normally.
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Tyr – Hand (Cleric)

The scales are the priests of Tyr who judge evildoers, but Tyr’s hands are the priests who actively track down and capture any malefactors.  Hands of Tyr are similar to paladins in motivations, but they are still priests and members of Tyr’s clergy.


Hands are responsible for defending the weak and hunting down criminals and outlaws.  If there are no local law authorities or scales of Tyr to judge an apprehended miscreant, the hands often dispense summary justice at the scene of the crime.

Class Information

Racial Requirements
Human

Ability Requirements
STR 14, WIS 9

Exceptional Strength?
Yes

Exceptional Constitution?
Yes

Proficiencies

Bonus Proficiencies
Law, tracking

Recommended Proficiencies
Blindfighting

Description: Hands of Tyr wear white plate armor and full helms.  Over their armor, they wear white and gold tabards with the symbol of Tyr embroidered in gold on the chest.  Each hand wields a warhammer as the primary weapon, and hands never use shields.  Hands of Tyr convey an image of themselves as pure, invincible, unstoppable instruments of the law.  In that respect, they succeed rather well.

Role-Playing: Each hand has the burning obsession to preserve the laws of his home city, province, or kingdom, no matter where they might be.  The primary duties of the hand are defending the helpless and hunting down criminals anywhere and bringing them to justice.  “Thou shalt not get away with it” is the sacred credo of the hand.  Tireless agents of law and good, hands will go to nearly any lengths to catch a lawbreaker.  However, a hand will never harm innocents or break any laws to bring a criminal to justice, no matter what the provocation or who the miscreant is.


On many occasions, the hand forgets to “defend the weak” in his passion to aggressively hunt down of criminals who’ve evaded justice.  If the hands have a flaw, it is this single-minded, obsessive pursuit of justice.  It often cools their compassion towards the weak and helpless, and leaves little or no mercy for criminals, no matter what provoked their lawbreaking.

Special Abilities:

· A hand can detect evil at will up to a range of 60 feet, just like paladins can.

· When a hand reaches 7th level and she is allowed to handle items at the crime scene or any personal effects of an escaped criminal, she can use a unique form of find the path to track down the felon.  This ability can be used once a month and, aside from operating until the felon has been captured, has all the normal abilities of a find the path spell.

Special Disadvantages: If a criminal who is captured personally by a hand escapes justice, the priest will abandon all other duties and obsessively hunt down the felon.  The hand’s total concentration and full resources are dedicated to hunting down the fugitive of Tyr’s judgment.  For every twenty days that pass without capturing the criminal, the priest suffers a cumulative -1 (or +1, if applicable) penalty to all die rolls.  If 200 days pass without the arrest or death of the criminal, the hand becomes ill and bedridden (Strength 2), and another hand of Tyr or a paladin must pursue the felon.  If the criminal is captured or slain, the hand recovers his health and loses any penalties; if the villain isn’t captured within a year of escaping, the hand dies.

Tyr – Scale (Cleric)

As the god of justice, Tyr has made it a priority for justice to be adequately served.  The scales are priests who act as arbiters and judges over any disputes they find, especially in communities with no courts or legal authorities of their own.

Class Information

Racial Requirements
Human

Ability Requirements
WIS 16

Proficiencies

Bonus Proficiencies
Law

Recommended Proficiencies
Religion

Description: Scales wear white robes of office, and they often wear chain or plate armor underneath them.  They carry hammers as their main weapons.  When in court, the scale’s hammer also acts as a symbol of Tyr’s presence.  In the other hand, the priest holds the other symbol of Tyr’s justice: a set of silver balance scales.


The final piece of the scale’s wardrobe is a gleaming white great helm with a sealed visor plate that can effectively render the priest blind.  In this condition, the scale is ready to judge a case without being distracted by extraneous details or swayed by the parties’ appearances and any acts on their parts.

Role-Playing: By their own and their god’s natures, scales are stern, humorless, logical, and highly-practical people.  They are not concerned with mercy, but solely with justice.  Even the cockiest and most cavalier thieves find their knees buckling before their stern presence.

Special Abilities:

· With the balance scales, Tyr’s scale can detect lie three times a day.

· If he wears a ring of truth, he can force someone to answer one question truthfully once per day.  No saving throw is allowed against this effect.

Special Disadvantages:

· If a scale ever deliberately lies, he is struck dumb until a specialty priest of Tyr casts remove curse on him.

· When a scale reaches 5th level, he has certainly jailed someone in the past that bears a grudge.  The DM should create an evil NPC of 1d6 levels higher than the scale, who will become his sworn enemy.
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Umberlee – Anchor (Cleric)

Even without the mercurial gods, the sea is a place rife with danger.  Storms, navigational hazards, and sea creatures all combine to make water travel a challenging hazard.  The anchors are priests who save people from drowning and help guide boats past water hazards.  Naturally, a fee is involved for these services.

Class Information

Ability Requirements
CON 14, WIS 9

Proficiencies

Bonus Proficiencies
Swimming

Recommended Proficiencies
Navigation, Seamanship

Description: Since anchors wind up in the water more often that not, they wear just enough clothing to preserve their modesty.  This is usually dark blue swimming apparel.  When on land, they dress in blue-green body stockings and they also wear a warm white cloak draped over their shoulders for comfort.  Some have a rare tiara of black coral as a badge of distinction among the clergy.


Most anchors favor harpoons, tridents, and daggers for weapons.  They reject armor, which tends to make them sink in water.

Role-Playing: An anchor is a cross between a mercenary and a lifeguard.  On one hand, the anchors do have a genuine desire to save drowning victims and prevent ships from running aground.  On the other hand, they expect to be well paid for it, usually demanding 50gp per level or hit die of the rescued being.

Special Abilities:

· All Anchors can speak with animals at will, though this is limited to marine life.

· They can turn aquatic undead only.

· These priests are not limited to evil alignments: they can be true neutral or chaotic neutral as well.

Special Disadvantages:

· Anchors cannot wear armor.

· They cannot cast any spells that deal with fire or earth.

· Like tempests, they must donate 30% of their earned fees, but this money goes directly to the church of Umberlee.
Umberlee – Tempest (Cleric)

Umberlee, the goddess of storms, waves, and sea winds, has seen the benefits of creating a sect of priests called tempests.  These special priests work with weather, and help fill the coffers of Umberlee with the donations of mariners who want to have smooth sailing for their voyages.

Class Information

Racial Requirements
Half-elf, human

Proficiencies

Available Categories
General, Priest, Wizard

Bonus Proficiencies
Weather sense

Recommended Proficiencies
Seamanship, swimming

Description: The tempests dress in the traditional body stocking of blue-green, with a white cape trimmed with white fur.  However, some clerics also wear a tiara of jet black coral, a special badge of honor among Umberlee’s faithful.


Tempests refuse to wear armor and shields, and favor carrying a trident if forced into battle.

Role-Playing: Like the waters of the Moonsea in Uktar, the tempests of Umberlee have violent mood swings that go from tranquility to violent physical rage in mere moments.  These extreme moods are usually triggered by an offense, although the definition of offense is completely in the mind of the tempest and it is totally unpredictable.


Despite their chaotic evil alignment, Tempests can be trusted to do what they are paid for.  If a ship captain pays for a good westerly wind and no storms, then it shall be done.  Fees are usually 1d4+1 gold pieces for each person on the boat and an additional 3d10 gold pieces for the vessel itself.


The tempests’ chaotic and evil impulses are manifested in fits of destruction when angered.  During these tantrums, no one and nothing is safe from their wrath.  Tempests are, all in all, extremists.  They are fiercely loyal to friends, passionate lovers, and violent brutes to their enemies.

Special Abilities: Tempests can cast certain mage spells that duplicate meteorological phenomena.  The eligible spells are: wall of fog, fog cloud, whispering wind, lightning bolt, cone of cold, death fog, incendiary cloud, wind wall, solid fog, control weather, lower water, part water, and gust of wind.  Others can be added if mutually agreed to by the players and the DM.  These spells are prayed for as if they were clerical spells of their same spell levels, since Umberlee herself grants them.  They do replace the regular priest spells the tempest can cast.  The tempest casts them at his level of experience as a priest.

Special Disadvantages:

· Tampering with the weather is not without its risks.  Gods such as Talos, Silvanus, Eldath, and Chauntea do not tolerate such things often.  Every time a tempest directly affects the weather (summoning a storm, using the spell control weather), there is a 5% chance that one of the above deities will prevent the spell from happening.  Then, in 1d4+1 weeks, a druid or respective specialty priest of 0-3 levels higher (1d4-1) than the tempest will pay a visit to the cleric and convince him of the “error of his ways”.  Most of the time, this is done with call lightning.

· Tempests must tithe 30% of all the fees paid to him by mariners directly to Umberlee.  In other words, the money is thrown into the sea after receiving it.

· Tempests cannot turn any undead whatsoever, regardless of whether or not it came from the sea.
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Waukeen – Profitprophet (Cleric)

The profitprophets continuously preach and portend the Merchant Goddess’ return, all the while making lots of money in business ventures.

Class Information

Ability Requirements
INT 12, WIS 9

Proficiencies

Bonus Proficiencies
Appraising

Recommended Proficiencies
Reading/writing

Description: The profitprophets are stubbornly determined to keep the customs and vestments of the church of Waukeen alive.  They strut around in tunics made of the most expensive materials, covered by heavy cloaks decorated with small in-laid bars of precious metals, gems, and ermine trim.  The profitprophets look every bit an affluent and successful priesthood.  The visible displays of wealth are meant to assure everyone that the goddess of wealth is still quite alive indeed.  Many believe, however, that the profitprophets are the ones who need that reassurance more than most.

Role-Playing: Profitprophets walk the fine line between public shows of opulence and private fits of desperate doubt. Publicly, they continue to bless new businesses, advise and make business deals, and amass wealth.  Privately, they hope and pray that they will not end up flat broke.


Still, old habits die hard, and profitprophets cannot resist a good bargain, a hearty round of haggling, an exciting investment, or a jingling purse full of gold.

Special Abilities:

· Profitprophets can discern real precious metals and gems from clever fakes. This even includes false valuables created by magical means.

· The profitprophets can also estimate, give or take 5%, the cost of any goods or service they can see.  Services applies to things like rooms for the night at a particular inn, a smithy’s price for forging an item, or even a mercenary’s pay rate for guarding a caravan.

· The clerics can turn undead.

Special Disadvantages: There is friction between the profitprophets and the Lliiran church.  Hostilities often break out between the two, even in public places.
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