Knights Militant

"Some seventy years after the Emancipation [i.e. in 426 CY], a splinter group of clerics rebelled against the central rule of Wintershiven. Their claim was that a person's spiritual relationship with Pholtus was a personal thing, and shouldn't be dictated through political expediency. This apostasy was quickly put down by an army division led by three of the Council . The hierarchy learned its lesson: sometimes spiritual force must be augmented by physical force. 
The result was the founding of the Church Militant, a paramilitary body of warrior-priests. The commander in chief of the Church Militant holds the rank of "Priest-Commander, and reports directly to the Theocrat [and] the Church Militant uses army rankings coupled with clerical rankings. Thus, officers of the Church Militant are termed Father-General, Acolyte-Corporal, etc. The rank and file troops are known as Legates.4 

Although it has other duties, the Church Militant is primarily responsible for 'ensuring purity of doctrine' in the Theocracy of the Pale. This mission is enforced via ecclesiastical law, which concerns itself with blasphemy, desecration, and other similar sorts of crimes against the Church. The Church is solely responsible for the administration of these laws, and possesses its own courthouses and jails. 

It should be noted here that ecclesiastical justice tends to be considerably harsher than the civil variety, and dispenses with such legal niceties as habeus corpus and 'innocent until proven guilty'. Most Palites are thus unshakably devout, or at least pretend to be, in order to avoid the attentions of the Church Militant. The Whitecloaks are notorious for their late- night knock on the door, ususally leading to some poor 'heretic' facing The Question in a windowless room and being put to death before sunrise the next morning." 5 

The Church Militant is composed mostly of fighters and priests, with a handful of Bards and a very few Mages in addition. A select subgroup of the fighters, however, are holy warriors who have dedicated their lives to Pholtus. In return, Pholtus has imbued them with power much as he does with paladins outside of the Pale. Due to their lack of Goodness, however they are unable to receive and wield certain positive energies normally granted to their paladin brethren. 6 

Knights Militant follow a very strict code of conduct. They must be beyond moral reproach, serving as shining examples of what Pholtus expects of his followers in that strictly religious country. Nevertheless, it must be kept in mind that they are essentially lawful, not good; their code is law without the balancing force of mercy or compassion. While they will not take life without provocation, neither will they shirk from handing out the severe and xenophobic "justice" which their faith and nation so often demand. 

Knights of this Order rarely give quarter once battle is joined, fighting resolutely unto death and taking no prisoners. Despite their legendary intolerance, however, they are invariably dedicated and extremely brave. They are deadly enemies of the Tanar'ri and other chaotic evil powers, especially the arch-fiend Xazivort (see From the Ashes Campaign Guide, "The Sin Eater"). 

As noted above, the Knights Militant are a strictly organized group, with clear lines of command and military titles. This (and the reception they get outside their nation's borders from other faiths and lawful good worshippers of Pholtus) tends to keep them within their country's borders most of the time. Some Knights who 'feel the calling' are permitted to temporarily leave the organization and travel beyond the lands of the Pale, however, in order to pursue special quests or just to bring illumination of the One True Path to the ignorant masses. 

Ability Requirements: Str 14, Con 14, Wis 13, Cha 13
Armor: Chainmail or Plate. 
Weapons: Any
Alignment: Lawful Neutral
Races: Human only
Experience: advance as a Paladin
Weapon Proficiencies: as Fighter
Non-Weapon Proficiencies: Warrior, Priest (and see below) 

ABILITIES: 

(1st) - All saving throws @ +2 due to divine favour.
(1st) - Immune to fear of all sorts.
(3rd) - Acquires a 30% resistance to charm spells, which increases by 5%/level.
(4th) - Call for warhorse.
(9th) - Attracts a body of followers just like any other fighter, but only if the stronghold is within the Theocracy or a similar area strongly allied with Pholtus.
(10th) - Cast priest spells as a Justifier Ranger from the spheres of Law and Sun.

Restrictions:

· May not take Rogue or Mage non-weapon proficiencies at all, unless these are also on an approved list. 

· Intense religious training does not allow for weapon specialization. 

· Must tithe all money, save a minimum for personal expenses (Knights Militant are expected to live in fairly spartan conditions), to the Church Militant organization. 

· Can only employ hirelings and henchmen who are also part of the Church Militant Order. 

· Must retain their state of grace by following the rigid strictures of the Codex Lumenis at all times. Any breach above the level of minor transgression, or any two minor transgressions in one's career, will cause the loss of all granted powers and forfeiture of status in the organization. 

· May not possess more than 10 magical items (as paladins), for this would represent the sins of pride and vanity. 

Notes:

Refugees of The Anapholtite Apostasy (or Anapholtites, as they call themselves) can be found today all over the Flanaess, predominantly in Nyrond and New Almoria. Their remnants form a small, lawful good sect of Pholtus who place great importance on reciprocal bonds of connection and duty to one's community as the primary focus of their efforts to build a more just world. 

Although Anapholtites will cheerfully preach their doctrine to those willing to listen, force will not be used to compel others' conversion to their point of view; indeed, this practice is seen as completely abhorrent to them, and they will react quite strongly (even violently) against this if they see it. The light of Pholtus is indeed to be brought to all, but only through peaceful means, persuasion, and example. 

They should not be mistaken for pacifists, however. Anapholtites will serve in the army of a just ruler, will fight with incredible ferocity in defense of their homes or kin, and are implacable opponents of evil everywhere. In addition, they are often protected by priests and followers of Trithereon, who receive little welcome but appear to have a soft spot themselves for the Anapholtites. Whether they do this out of respect for the Anapholtites' ordeals, the hope of eventually building bridges of understanding, or simply a desire to annoy the hated lawful neutral sects of Pholtus, however, remains a matter of some controversy. 

In a community dedicated to this kind of religious freedom, it is not surprising that occasionally members will reject the creed of their fellows. While this brings no physical penalty, it is cause for ostracism or a sad and regretful expulsion. Adventuring is somewhat frowned upon, therefore, due to the potential for being seduced away from the community and its creed. In practice, their dedication to individual spiritual growth and need of powerful defenders means that adventuring will still be tolerated; nevertheless, the adventuring individual invariably becomes the focus of much comment, speculation and gossip thereafter until such time as they return and settle down. 

The perceptive and well traveled will notice that many of these socio-cultural traits closely approximate important beliefs and attitudes of halfling races. This has become the subject of several jests outside the Anapholtite communities, but it is true that halflings get along better with this sect than they do with almost any other group of humans, and neighbouring communities of these types will often have close links of friendship, trade, and aid (though not always religion). 

It is rumoured that Lady Farene of Shining White (q.v. "WGR4: The Marklands") is a member of this sect, a fact which would certainly explain her hatred of the Valorous League and her recent forcible (indeed, almost violent) expulsion of a group of these proselytizers from her lands. The prowess required to achieve this should be carefully considered by the curious, however, before they attempt to pry into such private and sensitive subjects involving the Lady of Shining White. 

