
Cleric

Base Attack Bonus: Average.

Saving Throws: Good Fortitude and Will saving throws.

Class Skills: Appraise, Craft, Diplomacy, Heal, Knowledge [arcana], Knowledge [history], Knowledge 
[nobility], Knowledge [the planes], Knowledge [religion], Linguistics, Profession, Sense Motive and 
Spellcraft as class skills.

Skill Ranks: 2 + Int Modifier per level.

Hit Points: 1d8 hit points per level.

Alignment: Must be within one step of the deity the Cleric worships.

Weapon and Armour Proficiency: The favoured weapon of the deity, as well as all simple weapons, 
light armour, medium armour and shields (but not tower shields).

Aura: An Aura that corresponds with the deity’s alignment.

Spells: Access  to  all  spells  on  the  generic  Cleric  spell-list.  Clerics  are  acquired  spellcasters  that 
prepare their spells in advance. They have a set number of spell-slots of each spell level that they 
can cast each day; although they can prepare a lower level spell in a higher level slot. Clerics gain 
bonus spell  slots  for having a high wisdom. The Cleric  also has orisons that  he can cast  at-will; 
although he must still select which orisons are available to him in any one day and prepare them 
accordingly. The Cleric gains a bonus spell of each level due to their access to a domain. This bonus 
spell slot can be used to prepare any spell from the generic spell list.

Channel Energy: All Clerics can unleash a wave of energy that affects targets within a 30-foot radius 
of the Cleric, and the Cleric as well if  desired. Good aligned Clerics channel Positive energy, Evil-
aligned Clerics channel Negative energy. Neutral Clerics choose which type of energy they channel 
during  character  creation,  after  which  time  it  cannot  be  changed.  Positive  energy  heals  living 
creatures and harms undead. Negative energy harms living creatures and heals undead. However, 
the Cleric must announce whether he is chanelling energy to heal or harm when he uses it. He can’t 
both heal and harm at the same time. The energy inflicts (or heals) 1d6 damage per odd-numbered 
Cleric level to a maximum of 10d6 at nineteenth level. The Cleric can use the ability 3 + his Charisma 
modifier  times per  day.  Certain  divine  feats  can be selected that  modify this  power with other 
abilities such as Turn Undead.

Domains: The Cleric selects two domains from his god’s portfolio. He may only select an Alignment 
domain if his own alignment matches it. Each domain adds nine new spells to Clerics list of known 
spells: one of each level from 1st to 9th for each domain. These spells can be prepared in any of the 
Cleric’s spell  slots.  In addition, the domains grant two special powers: one at first level and one 
(usually) at eighth level. 

Spontaneous Casting: At the point of casting the Cleric can replace any prepared spell with a spell of 
the equivalent or lower level from any of their domains. 



The Moon Faiths

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 during the full 
moon, the Cleric chooses a spell (or spells) of that or 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.

Bonus Domain: The Cleric receives a bonus domain which must be the deity domain of the god he 
worships. This replaces the ability Channel Energy.

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 is 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.



Calafax 

Favoured Weapon – Longsword

Domains – Calafax, Chaos, Community, Destruction, Fire, Healing, Law, Sun, War

The Calafax Domain is as written but it also grants the Streetwise and Intimidate skills as class skills

Sub-domains - Arson, Ash, Blood, Catastrophe, Loyalty, Rage, Smoke, Tactics, Torture, Bombastic, 
Firestarter, Warmaker

Bombasticism:

This is a subdomain of the Destruction domain

Replacement Power: This replaces the Destructive Smite power of the Destruction domain.

Unchaining the Flame (su)

The  cleric  can  set  objects  on  fire  with  a  glance.  As  a  full  round  action  the  cleric  must 
concentrate  on  a  particular  object  or  creature.  The  cleric  can  only  effect  objects  (or 
creatures) that have a Hardness rating (or natural armour bonus) of less than or equal to his 
class level. For example, an 8th level cleric could use this power on stone (hardness 8), but 
could not use this power on iron (hardness 10). The hardness ratings of common substances 
are found on p166 of the PHB. If the cleric can affect the object then he inflicts 1d6 damage 
per  round  that  he  maintains  concentration  (this  damage  by-passes  the  item's  hardness 
rating). During this time the cleric can take no other actions. Given sufficient time a high 
level cleric could melt through a foot thick adamantine wall simply with the power of his 
mind. Flammable objects (such as cloth and paper) will continue to burn even after the cleric 
stops  concentrating.  Creatures,  attended  objects  and  magical  items  can  make  Fortitude 
saving throws at  DC 10 + half  cleric's  class level + cleric's  wisdom modifier to avoid the 
effect. The range of this power is 10 feet per class level. The cleric can either affect the 
equivalent of a 1×1×1 foot cube of material per level or one creature.

Firestarting:

This is a subdomain of the Fire domain

Replacement Power: This replaces the Fire Resistance power of the Fire domain.

Mastery of Flame (su)

The cleric gains the ability to control and animate an existing fire. He has no control of an 
instantaneous fire effect (such as a fireball). The cleric can exercise this control over a fire 
that has a radius of 5 feet per class level - he can effect a portion of a larger fire. The cleric 
can diminish or increase the illumination given by the fire from a tiny flicker to full daylight 
without effecting the amount of heat given off. He may automatically extinguish any natural 
fire within the size limit set down by the power. The cleric may also feed the flame making it 
impossible to extinguish by normal means. Opposed caster level checks are required if one 



cleric of Calafax is attempting to extinguish a fire that another is currently feeding. Most 
impressively, the cleric can animate the fire into a creature ressembling a fire elemental that 
will act as directed by the cleric for as long as the cleric maintains concentration + 1 round 
per class level thereafter. Use the statisitcs for animated objects (not fire elements) on p13 
of the MM. All damage inflicted by the creature is fire damage. The size and power of the 
creature is dependent on the size of the flame and the cleric's level. Tiny fire objects can be 
created at 1st level from a fire of at least a 5 foot radius; Small at 3rd from a 15 ft radius fire; 
Medium at 6th from a 30 ft radius fire; Large at 9th from a 45 ft radius fire; Huge at 12th 
from a 60 ft radius fire; Gargantuan at 15th from a 75 ft radius fire and Colossal at 18th from 
a 90 ft radius fire.

Warmaking:

This is a subdomain of the war domain

Replacement Power: This replaces the Battle Rage power of the War domain.

Military Training

The Warmaker gains proficiency with all martial weapons and with heavy armour and gains 
weapon focus in one weapon.


