
Gods of Iourn

Deity Archetypes Domains Subdomains
Calafax Moon Faith, Firestarter, 

Bombastic, Warmaker
Chaos, Community, Destruction, 
Fire,  Healing, Law, Sun, War

Arson, Ash, Blood, Catastrophe, 
Loyalty, Rage, Smoke, Tactics, Torture

Archetypes

MOON FAITH (ARCHETYPE)

All  clerics  that  worship  one  of  the  six  Moon  Gods  (Terranor,  Zephyre,  Calafax, 
Sharrash, Vítaeous, or Mortis) must select the Moon Faith archetype. Clerics with 
this archetype find that their spell-casting and deity domain powers wax and wane 
with the  changing  phases  of  their  patron  moon.  During  the  full  moon they  find 
themselves empowered, but during the dark of the moon they are weakened.

Lunar Spellcasting: The spellcasting powers of the cleric are affected by the phases 
of  his  patron  moon.  During  the  Dark  of  the  Moon  the  cleric's  spellcasting  is 
diminished. He receives a -2 penalty to his caster level, and prepares spells as if he 
was a cleric  two levels  lower.  This  means that  he loses access to  spell  slots  and 
therefore  cannot  prepare  his  highest  level  of  spells.  If  this  penalty  reduces  the 
cleric's caster level to zero or less then he cannot cast spells at all.

During the Full Moon, the cleric's spellcasting is enhanced. He receives a +2 bonus to 
his caster level, and prepares spells as if he was a cleric two levels higher. This gives 
the cleric access to additional spell slots, including spells that would normally be too 
high a level for him to cast. When preparing spells in the full moon the cleric chooses 
a spell (or spells) of that of the higher level from his list of domain spells. The cleric 
must still have an ability score high enough to cast this new level of spells.

This ability modifies the cleric's normal spellcasting abilities.

Lunar  Powers: The  domain  powers  granted  the  cleric  by  his  deity  domain  are 
modified depending on the phase of his patron moon. During the Dark of the Moon 
his deity domain powers are diminished. During the Full  Moon, his deity domain 
powers  are  enhanced.  The  manner  of  this  diminishment  or  enhancement  are 
explained in the text of the relevant deity domain. The domain powers granted by 
the cleric's other two domains are not affected.

This ability modifies the deity domain of the cleric.



FIRESTARTER (ARCHETYPE)

Clerics  of  Calafax  who  belong  to  the  Church  of  Fire  must  take  the  Firestarter 
archetype.  These  clerics  venerate  Fire  as  an  agent  of  change  and  rebirth.  A 
philanthropic  church they are  believers  in  freedom, heroism and giving  others  a 
second chance. They are a relaxed and approachable faith.

Class Skills: Bluff (Cha), Craft (Int), Diplomacy (Cha), Heal (Wis), Knowledge [arcana], 
Knowledge  [elemental],  Knowledge  [history],  Knowledge  [nobility],  Knowledge 
[religion] (Int), Linguistics (Int), Perform (Cha), Profession (Wis), Sense Motive (Wis), 
Spellcraft (Int), Streetwise (Cha). The replaces the cleric's normal list of class skills.

Favoured Weapon: The longsword

Holy Symbol: The Phoenix

Channel  Flame (Su): Firestarters have the ability to channel  deific  fire  instead of 
positive energy. Chanelling flame causes a burst of holy fire that affects nominated 
creatures within a 30-foot radius of the cleric. The cleric decides whether or not to 
include himself in the effect, and whether the energy will heal or harm. The amount 
of damage healed or dealt is 1d6 points for every two levels of the cleric beyond 1st 
(2d6 at 3rd, 3d6 at 5th, and so on). Damage inflicted is fire damage, and targets may 
make a Reflex saving throw to halve the damage. The DC of this save is equal to 10 + 
½ the cleric's level + the cleric's Charisma modifier. Fiery healing is far from safe: any 
excess healing over a target's hit points is instead inflicted as hit point damage (no 
save).  A  cleric  may  channel  flame  a  number  of  times  per  day  equal  to  3  +  his 
Charisma modifier.  This  is  a  standard  action that  does  not  provoke an  attack  of 
opportunity. A cleric must be able to present his holy symbol to use this ability.

This replaces the cleric's default Channel Energy ability. The class ability is otherwise 
unchanged.

Spontaneous Casting: Firestarters spontaneously cast spells with the Fire descriptor 
instead of cure spells. The class ability is otherwise unchanged.

WARMAKER (ARCHETYPE)

Clerics of Calafax who belong to the Church of Contention must take the Warmaker 
archetype. This is a church that worships Calafax as the god of war. They are as much 
soldiers as they are clerics, highly competent battle tacticians. The high priests are 
decorated generals, and are often called to serve in national armies. The Warmakers 
never back down from a fight.

Class Skills: Athletics (Str or Con), Craft (Int), Diplomacy (Cha), Handle Animal (Cha), 
Heal  (Wis),  Intimidate  (Str  or  Cha),  Knowledge  [elemental],  Knowledge  [history], 
Knowledge  [engineering],  Knowledge  [nobility],  Knowledge  [religion],  Profession 



(Wis),  Ride  (Dex),  Sense  Motive  (Wis),  Spellcraft  (Int).  This  replaces  the  cleric's 
normal list of class skills.

Hit Die: d10. This replaces the cleric's normal hit die.

Weapon & Armour Proficiency: Proficient their favoured weapon, and all simple and 
martial weapons, light armour, medium armour, heavy armour and shields (but not 
tower  shields).  This  replaces  the  cleric's  normal  proficiencies  in  weapons  and 
armour.

Favoured Weapon: Any heavy blade

Holy Symbol: Flaming longsword

Channel  Flame (Su): Warmakers have the ability to channel  deific  fire  instead of 
positive energy. Chanelling flame causes a burst of holy fire that affects nominated 
creatures within a 30-foot radius of the cleric. The cleric decides whether or not to 
include himself in the effect, and whether the energy will heal or harm. The amount 
of damage healed or dealt is 1d6 points for every two levels of the cleric beyond 1st 
(2d6 at 3rd, 3d6 at 5th, and so on). Damage inflicted is fire damage, and targets may 
make a Reflex saving throw to halve the damage. The DC of this save is equal to 10 + 
½ the cleric's level + the cleric's Charisma modifier. Fiery healing is far from safe: any 
excess healing over a target's hit points is instead inflicted as hit point damage (no 
save).  A  cleric  may  channel  flame  a  number  of  times  per  day  equal  to  3  +  his 
Charisma modifier.  This  is  a  standard  action that  does  not  provoke an  attack  of 
opportunity. A cleric must be able to present his holy symbol to use this ability.

This replaces the cleric's default Channel Energy ability. The class ability is otherwise 
unchanged.

Spontaneous Casting: Warmakers spontaneously cast spells with the Fire descriptor 
instead of cure spells. The class ability is otherwise unchanged.

BOMBASTIC (ARCHETYPE)

Clerics  of  Calafax who belong to the Bombastic Church must take the Bombastic 
archetype. The Bombastics worship Calafax as a force of chaos and destruction. They 
are  anarchists  that  seek to overthrow the established order,  often by infiltrating 
other churches that worship the god of Fire. They are sneaky and conniving, as well 
as being extremely dangerous.

Saving  Throws: Bombastics  have  good  Reflex  and  Will  saving  throws,  and  poor 
Fortitude saving throws. This replaces the normal cleric saving throw progression.



Class Skills: Appraise (Int), Craft (Int), Diplomacy (Cha), Disable Device (Dex), Disguise 
(Cha),  Heal  (Wis),  Intimidate  (Str  or  Cha),  Knowledge  [elemental],  Knowledge 
[religion], Linguistics (Int),  Perception (Wis), Profession (Wis),  Sense Motive (Wis), 
Spellcraft (Int), Stealth (Dex), Streetwise (Cha). This replaces the cleric's normal list of 
class skills.

Weapon & Armour Proficiency: Proficient in all simple weapons and light armour.

Favoured Weapon: Dagger.

Holy Symbol: A fiery burst.

Channel  Flame (Su): Bombastics  have the ability to channel deific fire instead of 
positive energy. Chanelling flame causes a burst of holy fire that affects nominated 
creatures within a 30-foot radius of the cleric. The cleric decides whether or not to 
include himself in the effect, and whether the energy will heal or harm. The amount 
of damage healed or dealt is 1d6 points for every two levels of the cleric beyond 1st 
(2d6 at 3rd, 3d6 at 5th, and so on). Damage inflicted is fire damage, and targets may 
make a Reflex saving throw to halve the damage. The DC of this save is equal to 10 + 
½ the cleric's level + the cleric's Charisma modifier. Fiery healing is far from safe: any 
excess healing over a target's hit points is instead inflicted as hit point damage (no 
save).  A  cleric  may  channel  flame  a  number  of  times  per  day  equal  to  3  +  his 
Charisma modifier.  This  is  a  standard  action that  does  not  provoke an  attack  of 
opportunity. A cleric must be able to present his holy symbol to use this ability.

This replaces the cleric's default Channel Energy ability. The class ability is otherwise 
unchanged.

Spontaneous Casting: Bombastics spontaneously cast spells with the Fire descriptor 
instead of cure spells. The class ability is otherwise unchanged.

Deity Domain

Calafax Domain

Deities: Calafax (Firestarter, Bombastic, Warmaker archetypes)

Granted Powers: A priest of Calafax is one with the Inferno. Protected by his god's 
elemental powers and able to call forth the chaos of the eternal flame. The granted 
powers of the cleric wax and wane with the phases of the moons.

Cloak of Calafax (Su): From 1st level, the cleric gains complete immunity to 
fire damage. No degree of heat may burn the character, although he may still 
fall victim to other effects such as inhaling smoke or drowning in lava.



DIMINISHED: During  the  Dark  of  Calafax,  the  cleric  loses  his  immunity  and 
instead has Fire Resistance 10.
ENHANCED: During the Full of Calafax fire actually heals the cleric. For every die 
of fire damage inflicted, the cleric regains 1 hit point.

Fiery Aura (Su): From 8th level, the cleric gains the ability to encase himself in 
a fiery aura. Anyone within the aura (either friend or foe) takes 1d6 points of 
fire damage. This damage is added to successful mêlée attacks made by the 
cleric, as long as he is using a weapon with a Reach of 5-feet or less. Enemies 
who attack the cleric with a mêlée weapon with a Reach of 5-feet or less also 
take this damage each time they successfully attack. If the cleric successfully 
grapples, then that target automatically takes 1d6 fire damage per round for 
as long as the cleric maintains the grapple. The fiery aura sheds light as a 
torch,  therefore  making  stealth  very  tricky.  It  automatically  sets  fire  to 
combustibles  within  5-feet  of  the  cleric,  but  has  no effect  on  the  cleric's 
clothing or anything the cleric is holding. Activating the aura is a free action 
that the cleric takes on his turn. The aura remains in existence until the cleric 
wills it to stop, or until he falls unconscious or sleeps.
DIMINISHED: During the Dark of Calafax, the aura is no longer hot enough to 
combust near-by objects or inflict hit point damage. However, it continues to 
shed light as a torch.
ENHANCED: During the Full of Calafax, the damage inflicted by the aura increases 
to 1d8. Also, the cleric can choose to increase the radius of the fiery aura out 
to 10-feet, giving him added protection and utility with reach weapons. While 
the aura is extended to maximum range, the cleric gains concealment (20% 
miss chance).

Domains Spells1: 1st – Bless Element; 2nd – Mastery of Flame; 3rd – Unchaining the 
Flame; 4th – Dominion of Calafax; 5th – Fire of Wrath, Repentance; 8th – Divine 
Rebirth, Summon Phoenix.

1 The text of most of these spells haven't been written yet. Some are adaptations of old domain or 
granted powers that need to stay in the game, others are spells invented by Steve while we were 
considering converting Nicos in to Pathfinder. They don't represent a definitive list, as any number of 
spells could be added into the domain. However, it is my intention that these spells are unique to 
Clerics of Calafax, and wouldn't be available to other clerics of different gods (even fire gods).

I know there's more work to do here, but at this stage in the process I thought the intent is more 
important than the specifics. You get the idea, right?


