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In faith and the miracles of the divine, many find a greater purpose. Called to serve 
powers beyond most mortal understanding, all priests preach wonders and provide 
for the spiritual needs of their people. Clerics are more than mere priests, though; 
these emissaries of the divine work the will of their deities through strength of arms 
and the magic of their gods. Devoted to the tenets of the religions and philosophies 
that inspire them, these ecclesiastics quest to spread the knowledge and influence of 
their faith. Yet while they might share similar abilities, clerics prove as different from 
one another as the divinities they serve, with some offering healing and redemption, 
others judging law and truth, and still others spreading conflict and corruption. The 
ways of the cleric are varied, yet all who tread these paths walk with the mightiest of 
allies and bear the arms of the gods themselves.

Role: More than capable of upholding the honour of their deities in battle, clerics 
often  prove  stalwart  and  capable  combatants.  Their  true  strength  lies  in  their 
capability to draw upon the power of their deities, whether to increase their own 
and their allies' prowess in battle, to vex their foes with divine magic, to lend healing 
to companions in need, or myriad other powers in keeping with their faith.

Deity: All clerics must revere a specific deity. In doing so, they accept a deity-specific 
Archetype that is applied to the cleric class. This archetype may replace or reflavour 
certain elements of the base cleric. Players who wish divine spellcasting characters 
without the benefit of religious dogma should choose to play a Mystic instead.

Alignment: A cleric's alignment must be within one step of her deity's, along either 
the law/chaos axis or the good/evil axis.

Hit Die: d8

Class Skills

The cleric's  class skills  are Appraise (Int),  Craft (Int),  Diplomacy (Cha),  Heal  (Wis), 
Knowledge  (arcana)  (Int),  Knowledge  (history)  (Int),  Knowledge  (nobility)  (Int), 
Knowledge  (planes)  (Int),  Knowledge  (religion)  (Int),  Linguistics  (Int),  Profession 
(Wis), Sense Motive (Wis), and Spellcraft (Int).

Skill ranks per level: 2 + Int Modifier



Table: Cleric Advancement
Level Base Attack 

Bonus
Fort 
Save

Ref 
Save

Will 
Save

Special

1st +0 +2 +0 +2 Aura, channel energy 1d6, domains, domain power, 
orisons

2nd +1 +3 +0 +3
3rd +2 +3 +1 +3 Channel energy 2d6
4th +3 +4 +1 +4 Domain power
5th +3 +4 +1 +4 Channel energy 3d6
6th +4 +5 +2 +5
7th +5 +5 +2 +5 Channel energy 4d6
8th +6/+1 +6 +2 +6 Domain power
9th +6/+1 +6 +3 +6 Channel energy 5d6
10th +7/+2 +7 +3 +7
11th +8/+3 +7 +3 +7 Channel energy 6d6
12th +9/+4 +8 +4 +8 Domain power
13th +9/+4 +8 +4 +8 Channel energy 7d6
14th +10/+5 +9 +4 +9
15th +11/+6/+1 +9 +5 +9 Channel energy 8d6
16th +12/+7/+2 +10 +5 +10 Domain power
17th +12/+7/+2 +10 +5 +10 Channel energy 9d6
18th +13/+8/+3 +11 +6 +11
19th +14/+9/+4 +12 +6 +12 Channel energy 10d6
20th +15/+10/+5 +12 +6 +12 Domain power

Table: Cleric spells per day
Level 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
1st 3 2 --- --- --- --- --- --- --- ---
2nd 4 3 --- --- --- --- --- --- --- ---
3rd 4 3 2 --- --- --- --- --- --- ---
4th 4 4 3 --- --- --- --- --- --- ---
5th 4 4 3 2 --- --- --- --- --- ---
6th 4 4 4 3 --- --- --- --- --- ---
7th 4 5 4 3 2 --- --- --- --- ---
8th 4 5 4 4 3 --- --- --- --- ---
9th 4 5 5 4 3 2 --- --- --- ---
10th 4 5 5 4 4 3 --- --- --- ---
11th 4 5 5 5 4 3 2 --- --- ---
12th 4 5 5 5 4 4 3 --- --- ---
13th 4 5 5 5 5 4 3 2 --- ---
14th 4 5 5 5 5 4 4 3 --- ---
15th 4 5 5 5 5 5 4 3 2 ---
16th 4 5 5 5 5 5 4 4 3 ---
17th 4 5 5 5 5 5 5 4 3 2
18th 4 5 5 5 5 5 5 4 4 3
19th 4 5 5 5 5 5 5 5 4 4
20th 4 5 5 5 5 5 5 5 4 5



Class Features

The following are features of the cleric:

Weapon and Armour  Proficiency: Clerics  are proficient  with  all  simple  weapons, 
light armour, medium armour, and shields (except tower shields).  Clerics are also 
proficient with the favoured weapon of their deity.

Aura (Ex): A cleric of a chaotic, evil, good, or lawful deity has a particularly powerful 
aura corresponding to the deity's alignment (see the detect evil spell for details).

Spells: A cleric casts divine spells which are drawn from the cleric spell list presented 
in the Spell Lists section, and the bonus spells granted from any of her Domains. Her 
alignment may restrict her from casting certain spells opposed to its moral or ethical 
beliefs; see chaotic, evil, good, and lawful spells. A cleric must choose and prepare 
her spells in advance.

To prepare or cast a spell, a cleric must have a Wisdom score equal to at least 10 + 
the spell level. The Difficulty Class for a saving throw against a cleric's spell is 10 + the 
spell level + the cleric's Wisdom modifier.

Like other spellcasters, a cleric can cast only a certain number of spells of each spell 
level per day. Her base daily spell allotment is given on Table: Cleric spells per day. In 
addition, she receives bonus spells per day if she has a high Wisdom score. 

A cleric may know any number of spells, but must choose which to prepare each day. 
Clerics meditate or pray for their spells. The faith of each cleric prescribes a time 
each day when she must spend 1 hour in quiet contemplation or supplication to 
prepare her daily allotment of spells. 

A cleric begins play knowing all 0-level cleric spells (except those which are forbidden 
due to her alignment), and three 1st-level spells of her choice. The cleric also selects 
a number of additional 1st-level spells equal to her Wisdom modifier. At each new 
cleric level, she gains two new spells of any spell level or levels that she can cast 
(based on his new cleric level). The spells do not have to be written down, although 
some such spells are kept in written format. The cleric can also add additional divine 
spells from either the cleric list or any of her domains; these may be taught by other 
clerics or found in ecclesiastical writings or on divine scrolls. There is no limit to the 
number of spells a cleric might eventually learn.

Channel  Energy  (Su): Regardless  of  alignment,  any  cleric  can  release  a  wave  of 
energy by channelling the power of her faith through her holy (or unholy) symbol. 
This energy can be used to cause or heal damage, depending on the type of energy 
channelled and the creatures targeted. 

A good cleric (or one who worships a good deity) channels positive energy and can 
choose to deal damage to undead creatures or to heal living creatures. An evil cleric 



(or one who worships an evil deity) channels negative energy and can choose to deal 
damage  to  living  creatures  or  to  heal  undead  creatures.  A  neutral  cleric  who 
worships a  neutral  deity  must choose whether she channels  positive or  negative 
energy.  Once  this  choice  is  made,  it  cannot  be  reversed.  This  decision  also 
determines  whether  the  cleric  casts  spontaneous  cure  or  inflict  spells  (see 
spontaneous casting). 

Channelling  energy  causes  a  burst  that  affects  all  creatures  of  one  type  (either 
undead or living) in a 30-foot radius cantered on the cleric. The amount of damage 
dealt or healed is equal to 1d6 points of damage plus 1d6 points of damage for every 
two cleric levels beyond 1st (2d6 at 3rd, 3d6 at 5th, and so on). Creatures that take 
damage from channelled energy receive a Will save to halve the damage. The DC of 
this  save  is  equal  to  10  +  ½  the  cleric's  level  +  the  cleric's  Charisma  modifier. 
Creatures healed by channelled energy cannot exceed their maximum hit point total 
– all excess healing is lost. A cleric may channel energy a number of times per day 
equal to 3 + her Charisma modifier. This is a standard action that does not provoke 
an attack of opportunity. A cleric can choose whether or not to include herself in this 
effect. A cleric must be able to present her holy symbol to use this ability. 

Domains: A cleric's deity influences her alignment, what magic she can perform, her 
values, and how others see her. A cleric chooses three domains from among those 
belonging to her deity, one of which must be the Deity Domain named after her god. 
A  cleric  can  select  an  alignment  domain  (Chaos,  Evil,  Good,  or  Law)  only  if  her 
alignment matches that domain. Unless otherwise noted, using a domain power is a 
standard action. Cleric domains are listed at the end of this class entry.

Each domain grants the cleric access to two domain powers. The cleric chooses one 
of these domain powers to use at 1st level, and gains access to one other domain 
power every four levels until she can use all six at 20th level. Some domain powers 
have a level based prerequisite. The cleric must be at least that level before being 
able to select that domain power.

Each domain also grants the cleric access to a number of bonus spells. When a player 
decides upon the spells the cleric knows at 1st level, or chooses the two spells a 
cleric gains when she advances level, that choice is made from the cleric's list of 
domain spells as well as general cleric spell list.

Orisons: Clerics  can prepare  a  number  of  orisons,  or  0-level  spells,  each  day,  as 
noted on Table: Cleric spells per day. These spells are cast like any other spell, but 
they are not expended when cast and may be used again. When a cleric prepares her 
spells she decides which of the orisons she knows are prepared for the day.

Spontaneous Casting: A good cleric (or a neutral cleric of a good deity) can channel 
stored spell energy into healing spells that she did not prepare ahead of time. The 
cleric can "lose" any prepared spell that is not an orison or domain spell in order to 
cast any cure spell of the same spell level or lower (a cure spell  is any spell  with 
"cure" in its name). 



An evil cleric (or a neutral cleric who worships an evil deity) can't convert prepared 
spells to cure spells but can convert them to inflict spells (an inflict spell is one with 
"inflict" in its name).

A cleric who is neither good nor evil and whose deity is neither good nor evil can 
convert spells to either cure spells or inflict spells (player's choice). Once the player 
makes this choice, it cannot be reversed. This choice also determines whether the 
cleric channels positive or negative energy (see Channel Energy).

Chaotic,  Evil,  Good,  and Lawful  Spells: A  cleric  can't  cast  spells  of  an alignment 
opposed to her own or her deity's. Spells associated with particular alignments are 
indicated by the chaotic, evil, good, and lawful descriptors in their spell descriptions.



Gods of Iourn

Deity Archetypes Domains Subdomains
Calafax Firestarter, Bombastic, 

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

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



Domains

Notes on Rules Changes:

The domain powers of all  domains listed in the Pathfinder game are unchanged. 
However,  the  list  of  spells  granted  by  such  domains  is  expanded  to  include 
thematically appropriate spells. This doesn't automatically grant clerics the ability to 
cast these spells, but it widens their choice when selecting the spells they know.

Subdomains  (from  the  Advanced  Player's  Guide)  become  sources  of  alternative 
domain powers, and not of alternative domain spells.

Below I list all the domains available to clerics who worship Calafax. The spell lists for 
the Domains has been expanded to include other spells from the Core Rules (2009) 
only. If we go ahead with these rules, then the list would be expanded to inflict spells 
from  the  Advanced  Players  Guide (2010),  Ultimate  Magic (2011)  and  Ultimate  
Combat (2011) as a minimum. This is why, at present, not every level is represented 
in each domain.

I have also introduced a new Subdomain called Warbound.

The spells granted by the new Deity Domain ("Calafax") are unique spells that are 
not available to any other class except clerics who worship this deity.

Calafax Deity Domain

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 Iourn's moons (see Cleric of 
Calafax archetype for more information):

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 range of the aura (either friend or foe) takes 1d6 points of fire 
damage. This damage is added to each 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).

Domain Spells: 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.

Chaos Domain

Granted Powers: Your touch infuses life and weapons with chaos, and you revel in 
all things anarchic.

Touch of Chaos (Sp): You can imbue a target with chaos as a melee touch attack. For 
the next round, anytime the target rolls a d20, he must roll twice and take the less 
favourable result. You can use this ability a number of times per day equal to 3 + 
your Wisdom modifier.

Chaos Blade (Su): At 8th level, you can give a weapon touched the anarchic special 
weapon quality for a number of rounds equal to ½ your cleric level. You can use this 
ability once per day at 8th level, and an additional time per day for every four levels 
beyond 8th.

Domain Spells: 1st – entropic shield, protection from law; 2nd – align weapon (chaos 
only), shatter; 3rd – magic circle against law; 4th – chaos hammer; 5th – dispel law; 
6th – animate objects; 7th – reverse gravity, word of chaos; 8th – cloak of chaos

Community Domain

Granted Powers: Your touch can heal wounds, and your presence instils unity and 
strengthens emotional bonds.



Calming Touch (Sp): You can touch a creature as a standard action to heal it of 1d6 
points of nonlethal damage + 1 point per cleric level. This touch also removes the 
fatigued,  shaken,  and  sickened  conditions  (but  has  no  effect  on  more  severe 
conditions). You can use this ability a number of times per day equal to 3 + your 
Wisdom modifier.

Unity (Su): At 8th level, whenever a spell or effect targets you and one or more allies 
within 30 feet, you can use this ability to allow your allies to use your saving throw 
against the effect in place of their own. Each ally must decide individually before the 
rolls are made. Using this ability is an immediate action. You can use this ability once 
per day at  8th level,  and one additional  time per day for every four cleric levels 
beyond 8th.

Domain  Spells:  1st  –  bless,  create  water,  Tenser's  floating  disc;  2nd  –  aid,  calm 
emotions,  magic mouth,  shield other,  status; 3rd –  create food and water,  helping 
hand,  prayer; 5th –  Rary's telepathic bond; 6th –  heroes' feast; 7th –  refuge; 8th – 
sympathy

Destruction Domain

Granted  Powers: You  revel  in  ruin  and  devastation,  and  can  deliver  particularly 
destructive attacks.

Destructive Smite (Su): You gain the destructive smite power: the supernatural ability 
to make a single melee attack with a morale bonus on damage rolls equal to ½ your 
cleric level (minimum 1). You must declare the destructive smite before making the 
attack. You can use this ability a number of times per day equal to 3 + your Wisdom 
modifier.

Destructive Aura (Su): At 8th level, you can emit a 30-foot aura of destruction for a 
number of rounds per day equal to your cleric level. All attacks made against targets 
in this aura (including you) gain a morale bonus on damage equal to ½ your cleric 
level and all critical threats are automatically confirmed. These rounds do not need 
to be consecutive.

Domain Spells: 1st – inflict light wounds, true strike; 2nd – inflict moderate wounds, 
shatter; 3rd – inflict serious wounds,  rage; 4th – inflict critical wounds,  shout; 5th – 
mass inflict light wounds, slay living; 6th – disintegrate, harm, mass inflict moderate  
wounds; 7th –  destruction,  mass inflict serious wounds; 8th –  earthquake,  greater  
shout, mass inflict critical wounds, sympathetic vibration; 9th - implosion

Fire Domain

Granted Powers: You can call forth fire, command creatures of the inferno, and your 
flesh does not burn.



Fire Bolt (Sp): As a standard action, you can unleash a scorching bolt of divine fire 
from your  outstretched hand.  You  can  target  any  single  foe  within  30 feet  as  a 
ranged touch attack with this bolt of fire. If you hit the foe, the fire bolt deals 1d6 
points of fire damage + 1 point for every two cleric levels you possess. You can use 
this ability a number of times per day equal to 3 + your Wisdom modifier. 

Fire Resistance (Ex): At 6th level, you gain resist fire 10. This resistance increases to 
20 at 12th level. At 20th level, you gain immunity to fire.

Domain Spells: 1st – burning hands, endure elements (fire only), produce flame; 2nd 
–  flame blade,  flaming sphere,  heat  metal,  pyrotechnics,  resist  energy (fire  only), 
scorching ray; 3rd –  continual flame,  fire trap,  fireball,  flame arrow,  quench; 4th – 
elemental  body I (fire only),  fire shield;  5th –  elemental  body II (fire only),  flame 
strike, wall of fire; 6th – elemental body III (fire only), fire seeds; 7th – delayed blast  
fireball,  elemental  body  IV (fire  only);  8th  –  fire  storm,  incendiary  cloud;  9th  – 
elemental swarm (fire only), meteor swarm

Healing Domain

Granted Powers: Your touch staves off pain and death, and your healing magic is 
particularly vital and potent.

Rebuke Death (Sp): You can touch a living creature as a standard action, healing it for 
1d4 points of damage plus 1 for every two cleric levels you possess. You can only use 
this ability on a creature that is below 0 hit points. You can use this ability a number 
of times per day equal to 3 + your Wisdom modifier.

Healer's Blessing (Su): At 6th level, all of your cure spells are treated as if they were 
empowered, increasing the amount of damage healed by half (+50%). This does not 
apply to damage dealt to undead with a cure spell.  This does not stack with the 
Empower Spell metamagic feat.

Domain Spells: 1st – cure light wounds; 2nd – cure moderate wounds, delay poison; 
3rd –  cure serious wounds,  remove blindness/deafness,  remove disease; 4th –  cure 
critical wounds, neutralise poison; 5th – breath of life, mass cure light wounds, raise  
dead;  6th –  heal,  mass cure moderate wounds;  7th –  mass cure serious wounds, 
regenerate,  resurrection;  8th  –  mass  cure  critical  wounds;  9th  –  mass  heal,  true  
resurrection

Law Domain

Granted Powers: You follow a strict  and ordered code of  laws,  and in so doing, 
achieve enlightenment.



Touch of Law (Sp): You can touch a willing creature as a standard action, infusing it 
with the power of divine order and allowing it to treat all attack rolls, skill checks, 
ability checks, and saving throws for 1 round as if the natural d20 roll resulted in an 
11. You can use this ability a number of times per day equal to 3 + your Wisdom 
modifier. 

Staff of Order (Su): At 8th level, you can give a weapon touched the axiomatic special 
weapon quality for a number of rounds equal to ½ your cleric level. You can use this 
ability once per day at 8th level, and an additional time per day for every four levels 
beyond 8th.

Domain Spells: 1st –  protection from chaos; 2nd –  align weapon (law only),  calm 
emotions; 3rd – magic circle against chaos; 4th – order's wrath; 5th – dispel chaos; 
7th – dictum; 8th – shield of law

Sun Domain

Granted Powers: You see truth in the pure and burning light of the sun, and can call 
upon its blessing or wrath to work great deeds.

Sun's  Blessing  (Su): Whenever  you  channel  positive  energy  to  harm  undead 
creatures,  add  your  cleric  level  to  the  damage  dealt.  Undead  do  not  add  their 
channel resistance to their saves when you channel positive energy.

Nimbus of  Light  (Su): At  8th level,  you  can emit  a  30-foot  nimbus of  light  for  a 
number of rounds per day equal to your cleric level. This acts as a daylight spell. In 
addition, undead within this radius take an amount of damage equal to your cleric 
level each round that they remain inside the nimbus. Spells and spell-like abilities 
with  the  darkness  descriptor  are  automatically  dispelled  if  brought  inside  this 
nimbus. These rounds do not need to be consecutive.

Domain Spells: 1st – endure elements (fire only), faerie fire; 2nd – heat metal; 3rd – 
continual  flame,  daylight,  searing  light;  4th  –  fire  shield;  7th  –  sunbeam;  8th  – 
sunburst

War Domain

Granted Powers: You are a crusader for your god, always ready and willing to fight 
to defend your faith.

Battle Rage (Sp): You can touch a creature as a standard action to give it a bonus on 
melee damage rolls equal to ½ your cleric level for 1 round (minimum +1). You can 
do so a number of times per day equal to 3 + your Wisdom modifier.

Weapon Master (Su): At 8th level, as a swift action, you gain the use of one combat 
feat for a number of rounds per day equal to your cleric level. These rounds do not 



need to be consecutive and you can change the feat chosen each time you use this 
ability. You must meet the prerequisites to use this feat.

Domain  Spells:  1st  –  bless  weapon,  divine  favour,  mage armour,  magic  weapon, 
shield; 2nd – bear's endurance; 3rd – keen edge; 4th – divine power,  greater magic  
weapon; 6th – blade barrier, mass bear's endurance,  Tenser's transformation; 7th – 
Mordenkainen's sword, power word blind; 8th – power word stun; 9th – power word 
kill

Arson Subdomain

Associated Domain: Fire

Replacement Power: The following granted power replaces the fire bolt power of 
the Fire domain.

Call Fire (Su): As a standard action, you can stretch out your hand toward any visible 
fire source within 60 feet and beckon it toward you. This causes a ribbon-thin streak 
of fire to approach you in a straight line through the air. Any creature directly in the 
fire ribbon’s path takes 1d4 points of fire damage; a successful Reflex save (DC = 10 + 
½ your cleric level + your Wisdom modifier) negates this damage. When the ribbon 
of fire reaches your hand, it either extinguishes or lights a flammable object of your 
choice that you’re holding. You can use this ability a number of times per day equal 
to 3 + your Wisdom modifier.

Ash Subdomain

Associated Domain: Fire.

Replacement Power: The following granted power replaces the fire resistance power 
of the Fire domain.

Wall of Ashes (Su): At 8th level, you can create a wall of swirling ashes anywhere 
within 100 feet. This wall is up to 20 feet high and up to 10 feet long per cleric level 
you possess. The wall of ash blocks line of sight, and any creature passing through it 
must make a Fortitude save or be blinded for 1d4 rounds. The wall of ash reveals 
invisible creatures that are inside it or adjacent to it, although they become invisible 
again if  they move away from the wall.  You can use this ability  for a number of 
minutes per day equal  to your cleric level,  but these minutes do not need to be 
consecutive.

Blood Subdomain



Associated Domain: War.

Replacement  Power: The  following  granted  power  replaces  the  weapon  master 
power of the War domain.

Wounding  Blade  (Su): At  8th  level,  you  can  give  a  weapon  that  you  touch  the 
wounding special weapon quality for a number of rounds equal to ½ your cleric level. 
You can use this ability once per day at 8th level, and an additional time per day for 
every four levels beyond 8th.

Catastrophe Subdomain

Associated Domain: Destruction.

Replacement  Power: The  following  granted  power  replaces  the  destructive  aura 
power of the Destruction domain.

Deadly Weather (Su): At 8th level, you can unleash a furious call  to the heavens, 
summoning forth an ever-changing storm of destruction for a number of rounds per 
day equal to your cleric level. This storm has a radius of 5 feet per cleric level. Each 
round, the storm has one of the following effects: driving rain (–4 on all Perception 
checks and ranged attack rolls), howling winds (–8 on Fly skill  checks and ranged 
attack rolls), heavy snow (all terrain is considered difficult), or lightning bolt (as call 
lightning). Other effects depending on the weather might also apply (at the GM's 
discretion). You choose which effect takes place each round, but no effect may be 
repeated on the following round. These rounds do not need to be consecutive.

Loyalty Subdomain

Associated Domain: Law.

Replacement Power: The following granted power replaces the touch of law power 
of the Law domain.

Touch of Loyalty (Su): You can touch a willing creature as a standard action, granting 
it a +4 sacred bonus on saving throws to resist charm and compulsion effects. This 
effect lasts for 1 hour or until you prematurely end it (a free action). You can use this 
ability a number of times per day equal to 3 + your Wisdom modifier.

Rage Subdomain

Associated Domain: Destruction.



Replacement  Power: The  following  granted  power  replaces  the  destructive  aura 
power of the Destruction domain.

Rage (Su): At 8th level, you can enter a fearsome rage, like a barbarian, for a number 
of rounds per day equal to your cleric level. At 12th and 16th level, you can select 
one  rage  power.  You  cannot  select  any  rage  power  that  possesses  a  level 
requirement, but otherwise your barbarian level is equal to ½ your cleric level. These 
rounds  of  rage  stack  with  any  rounds  of  rage  you  might  have  from  levels  of 
barbarian.

Smoke Subdomain

Associated Domain: Fire.

Replacement Power: The following granted power replaces the fire bolt power of 
the Fire domain.

Cloud of Smoke (Su): As a standard action, you can create a 5-foot-radius cloud of 
smoke. This  power has  a  range of  30 feet.  Creatures  inside  the cloud take a  –2 
penalty on attack rolls and Perception skill checks for as long as they remain inside 
and for 1 round after exiting the cloud. Creatures inside the cloud gain concealment 
from attacks made by opponents that are not adjacent to them. You can use this 
ability a number of times per day equal to 3 + your Wisdom modifier.

Tactics Subdomain

Associated Domain: War.

Replacement Power: The following granted power replaces the battle rage power of 
the War domain.

Seize the Initiative (Su): Whenever you and your allies roll for initiative, you can grant 
one ally within 30 feet the ability to roll twice and take either result. This decision is 
made before results are revealed. You can use this ability a number of times per day 
equal to 3 + your Wisdom modifier.

Torture Subdomain

Associated Domain: Destruction

Replacement Power: The following granted power replaces the destructive smite 
power of the Destruction domain.



Painful Smite (Su): Prior to making a melee attack roll, you can choose to convert all 
damage from that strike into nonlethal damage, adding your Wisdom modifier to the 
damage. If you succeed in your attack, you can make an Intimidate check against 
your target to demoralize them as a free action. You gain a bonus on your Intimidate 
check equal to the nonlethal damage dealt by the painful strike. You can use this 
ability a number of times per day equal to 3 + your Wisdom modifier.

Warbound Subdomain

Associated Domain: War

Replacement Power: The following granted power replaces the battle rage power of 
the War domain.

Martial Cleric (Ex): You gain proficiency in all martial weapons, heavy armour and 
with tower shields.



Archetypes

CLERIC OF CALAFAX (ARCHETYPE)

Clerics who worship the god Calafax belong to one of three different faiths. Players 
must select one of these faiths for their character. The choice of faith also alters the 
cleric's list of class skills:

Church of Fire: Clerics of the Church of Fire must are called Firestarters. 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.

Favoured Weapon: Longsword

Holy Symbol: Phoenix

Class Skills: GAIN Bluff (Cha), Knowledge (local) (Int) and Perform (Cha); LOSE Appraise 
(Int), Knowledge (nobility) (Int) and Knowledge (the planes) (Int). 

Church of Contention: Clerics of the Church of Contention are called Warmakers. 
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.

Favoured Weapon: Any heavy blade

Holy Symbol: Blazing sword

Class  skills: GAIN Handle  Animal  (Cha),  Intimidate  (Cha),  Knowledge  (engineering) 
[Int], and Ride (Dex);  LOSE Appraise (Int), Knowledge (arcana) (Int), Knowledge (the 
planes) (Int) and Linguistics (Int).

Bombastics: 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.

Favoured Weapon: Dagger

Holy Symbol: Stylised burst of fire



Class  Skills: GAIN Bluff  (Cha),  Disguise  (Cha)  and  Stealth  (Dex);  LOSE Heal  (Wis), 
Knowledge (history) (Int) and Knowledge (the planes) (Int).

Lunar Spellcasting: The spellcasting powers of the cleric are affected by the phases 
of  the moon of  Calafax.  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 to the cleric  by Calafax 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 Calafax 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.

Channel Flame (Su): Clerics of Calafax have the ability to channel deific fire instead 
of positive energy. Chanel 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: Clerics  of  Calafax  spontaneously  cast  spells  with  the  Fire 
descriptor instead of cure or inflict spells. The class ability is otherwise unchanged.


