Clerics of Zilchus

Zilchus is almost universally recognized as the head of the Draken Pantheon worshipped in South Province.  Since many revere Zilchus, a sect of clerics specialized in his worship has arisen in the Church of Aerdy.  Also, the Templars is an order of cleric/fighters who have devoted themselves to actively defending the interests of Zilchus on Oerth.

Clerics of Zilchus must have at least an 11 in Wisdom and a 10 in Charisma.

Clerics at 1st level:  Workers of Zilchus

These acolytes are encouraged to be humble and work at mundane chores.  Workers have duties at a chapel or shrine that may include singing in a choir, tending a garden, or writing documents, but will also involve guard duty and some martial training (duties can be excused during church-approved missions). 

Level One

	Title: Worker 
	XP:  0-1,250

	HD: 1d6 
	Fights As:  1st level


Special Abilities:  Once per 24-hour day (or more, with higher Wisdom), workers of Zilchus can invoke a miracle.  The game mechanics of the miracle are identical to a magic spell, though clerics have their own list of miraculous “spells”.

Spells (base) per day:  

	1 1st level


Workers can read and write in one of the languages they can speak (plus more if Intelligence is high or exceptional).

Workers can request up to 90 gp worth of purchases (including items, animals, and hirelings) from the church before undertaking a quest.
A worker of Zilchus can “pull rank” once per day and command one “0 level” human to perform a non-threatening task.  The human must revere Zilchus.

Limitations:  Workers are restricted to armor no better than scale armor (mail armor or better is forbidden).  They may use shields and helms.  They may fight with no bladed or pointed weapon larger than a dagger, and may never use a bladed or pointed magic weapon.  They can use only thrown or hurled missile weapons. 

They are expected to tithe 90% of all wealth gained or earned to the church.
Obligations:  Workers are expected to have earned at least 30 gp before leveling.  They must have prayed at a shrine at least once.

Clerics at 2nd level:  Supervisors of Zilchus

More adept in the ways of the Church, the supervisors monitor the workers, while having more direct contact with other superiors than the workers do.  Supervisors also tend to the needs of lay worshipers more than the workers do, and are allowed to assist in services when free to do so.  

Level Two

	Title: Supervisor 
	XP:  1,251-2,500

	HD: +1d6 
	Fights As:  1st level


Special Abilities:

Spells (base) per day:  

	2 1st level


Acquisitions:  Supervisors may request up to 180 gp worth of purchases before a quest.  A supervisor may request all light wounds (on his person only) healed free of charge after a quest (See Hit Points).  

Pull Rank:  Once per day, supervisors may order one workers (1st level clerics) or up to two 0 level humans who revere Zilchus to perform a task, even if it involves the risk of light injuries. 

Supervisors may identify and appraise any treasure, accurately guessing its approximate value, at will.  There is a 25% chance of being wrong if treasure is false (forged or concealed in some manner) via mundane means, and always wrong if the treasure is magically falsified (such as via illusions).

Limitations:  

Armor & Arms:  Supervisors are restricted to armor no better than light splinted armor (heavy splinted armor or better is forbidden).  They can use a sharp or bladed weapon no larger than a short sword.

Tithe:  They are expected to tithe 80% of all wealth gained or earned to the church.

Social Class:  At no time is a supervisor allowed to live as or appear to be a member of the lowest social class (lower lower class, or the beggar class), even in disguise.

Obligations:  

Earned:  At least 70 gp.  

Place of Prayer:  They must have prayed at a chapel at least once.

Supervisors must have met a deacon of the Church of Aerdy at least once before leveling. 

Clerics at 3rd level:  Acquisitioners of Zilchus

Acquisitioners of Zilchus are the most civically active of the clergy.  They preach to the laity, help collect taxes for both the church and state, and act as bankers to the merchant class.  

Level Three

	Title: Acquisitioner 
	XP:  2,501-4,500

	HD: +1d6 
	Fights As:  2nd level


Special Abilities:  

Spells (base) per day:  

	2 1st level
	1 2nd level


Read/Write:  One additional language

Acquisitions:  Acquisitioners may request up to 270 gp in purchases before a quest.  They may request all serious wounds (on themselves and one other) healed free of charge after a quest.

Pull Rank:  Once per day, an acquisitioner can command one supervisor, two workers, or up to three 0 level humans who revere Zilchus to complete a task, even if the risk of serious injury is involved.

Identify Treasure:  Acquisitioners can identify false treasure, unless magically concealed, at will.

Limitations: 

Armor & Arms:  There are no longer any armor restrictions.  Acquisitioners can use a sharp or bladed weapon no larger than a long sword or broad sword.  Acquisitioners can use a light crossbow in addition to thrown and hurled missile weapons.

Tithe:  They are expected to tithe 70% of all wealth gained or earned to the church.

Social Class:  At no time is an acquisitioner allowed to live as or appear to be a member of the lower or middle lower classes (beggars and common workers).

Obligations:  

Earned:  At least 150 gp.  

Place of Prayer:  They must have prayed at a chapel of at least medium size at least once

Audience:  Must have met an archdeacon of the Church of Aerdy at least once.

Clerics at 4th level:  Managers of Zilchus

Managers of Zilchus are in charge of shrines or chapels and the heads of their parishes; they are the top rung of the lower-level hierarchy.

Level Four

	Title: Manager 
	XP:  4,501-8,500

	HD: +1d6 
	Fights As:  2nd level


Special Abilities:  

Spells (base) per day:  

	3 1st level
	2 2nd level


Acquisitions:  Managers can request up to 360 gp in purchases before a quest.  They may request all critical wounds (on themselves and up to two others) healed free of charge after a quest.

Pull Rank:  A manager can, once per day, command one acquisitioner, up to two supervisors, up to three workers, or up to four 0 level humans who revere Zilchus to perform a task, even at the risk of serious injury, or if the task will take up to two days to complete.

Identify Treasure:  Managers can identify false treasure, even if concealed by 1st level spells.   

Limitations:  

Armor & Arms:  Managers cannot use any sharp magic weapon, nor any propelled missile better than a light crossbow.  

Tithe:  They are expected to tithe 60% of all wealth gained or earned to the church.

Social Class:  At no time is a manager allowed to live as or appear to be a member of the lower classes (including the mundane trades).

Obligations: 

Earned:  At least 300 gp.  

Place of Prayer:  They must have prayed at a chapel of large size at least once.

Audience:  Must have met a rector of the Church of Aerdy at least once before leveling.

Clerics at 5th level:  Prefects of Zilchus

The police of the church, the prefects are a mobile rank that moves from parish to parish wherever crime, corruption, or other chaos might be flourishing.

Level Five

	Title: Prefect 
	XP:  8,501-16,250

	HD: +1d6 
	Fights As:  3rd level


Special Abilities:

Spells (base) per day:  

	3 1st level
	3 2nd level
	1 3rd level


Read/Write:  One additional language.

Acquisitions:  Prefects can request up to 450 gp in purchases before a quest.  They may request, after completing a church-sanctioned quest, complete healing for themselves and up to three non-prefects.

Pull Rank:  Once per day, a prefect can order one manager, up to two acquisitioners, up to three supervisors, up to four workers, or up to five 0 level humans who revere Zilchus to perform a task, even if there is risk of critical injury or the task could take up to three days to complete.  Also, once per day, a prefect can summon up to six members of the two guard/militia in any town that contains a chapel to Zilchus and have them perform a similar task.

Identify Treasure:  Prefects can identify false treasure, even if concealed with 2nd level spells.

Limitations:

Armor & Arms:  Prefects may use a short bow. 

Tithe:  50% of all acquired wealth goes to the church.

Social Class:  Same as a manager.

Obligations:  

Earned:  At least 600 gp.

Place of Prayer:  They must have prayed at a small cathedral, such as the ones in Hexpools, Prymp, or Zelradton, at least once.

Audience:  Must have met with a bishop of the Church of Aerdy at least once before leveling.

Clerics at 6th level:  Directors of Zilchus

Directors are the middle managers of the sect’s hierarchy.  They coordinate activities between town and village parishes, and handle the daily operation of cathedrals or abbeys.  They typically enjoy close ties to local civic authorities, or may even act as a civic authority under certain circumstances.

Level Six

	Title: Director 
	XP:  16,251-31,500

	HD: +1d6 
	Fights As:  3rd level


Special Abilities:

Spells (base) per day: 

	4 1st level
	3 2nd level
	2 3rd level


Acquisitions:  Directors can request up to 540 gp in purchases before a quest.  They may request, after completing a church-sanctioned quest, complete healing for themselves and up to four non-directors, or raise dead for themselves only, given the need and the desire.

Pull Rank:  Once per day, a director can order one prefect, up to two managers, up to three acquisitioners, up to four supervisors, up to five workers, or up to six 0 level humans who revere Zilchus to perform a task, even if there is a risk of death or the task could take up to four days to complete.  

Identify Treasure:  Directors can identify false treasure, even if concealed by 3rd level spells.

Directors of Zilchus have the special ability of detecting “treasure” (anything worth at least 10 gp).  This ability does not count against spells cast, can be used twice per day, lasts 6 rounds, and has a range of a 3” radius.

Limitations:

Armor & Arms:  Same as prefects. 

Tithe:  40% of all acquired wealth goes to the church.

Social Class:  Directors are not allowed to live as or appear to be members of the lower middle class (common merchants) or lower.

Obligations:  

Earned:  At least 800 gp. 

Place of Prayer:  They must have prayed at a medium-sized cathedral, such as the one in Kalstrand, at least once. 

Audience:  Must have met with a cardinal of the Church of Aerdy at least once before leveling.

Clerics at 7th level:  Treasurers of Zilchus

Treasurers are literally that – in charge of the finances of the sect, if not well-placed accountants in the financial structure of the Church of Aerdy itself.

Level Seven

	Title: Treasurer 
	XP:  31,501-58,500

	HD: +1d6 
	Fights As:  4th level


Special Abilities:

Spells (base) per day: 

	6 1st level
	4 2nd level
	2 3rd level
	1 4th level


Acquisitions:  Treasurers can request up to 640 gp in purchases before a quest.  They may request, after completing a church-sanctioned quest, complete healing for themselves and up to five non-treasurers, or raise dead for themselves only, given the need and the desire.

Pull Rank:  Once per day, a treasurer can order one director, up to two prefects, up to three managers, up to four acquisitioners, up to five supervisors, up to six workers, or up to seven 0 level humans who revere Zilchus to perform a task, even if there is a risk of death or the task could take up to five days to complete.  

Identify Treasure:  Treasurers can identify false treasure, even if concealed by 4th level spells.

Treasurers of Zilchus have the special ability of detecting “treasure” (anything worth at least 10 gp).  This ability does not count against spells cast, can be used thrice per day, lasts 8 rounds, and has a range of a 5” radius.

Limitations:

Armor & Arms:  Same as prefects and directors. 

Tithe:  30% of all acquired wealth goes to the church.

Social Class:  Treasurers are not allowed to live as or appear to be members of the middle middle class (trade merchants) or lower.

Obligations:  

Earned:  At least 1,000 gp. 

Place of Prayer:  They must have prayed at a large cathedral, such as the one in Rauxes, at least once. 

Audience:  Must have met with the Pope of the Church of Aerdy at least once before leveling.

Clerics at 8th level:  Patriarchs of Zilchus

Patriarchs serve as assistants and go-betweens for the high acquisitioners of Zilchus and the bishops of the Church of Aerdy, often handling some of the administrative tasks of both or either. 

Level Eight

	Title: Patriarch 
	XP:  58,501-117,500

	HD: +1d6 
	Fights As:  4th level


Special Abilities:

Spells (base) per day: 

	7 1st level
	5 2nd level
	4 3rd level
	2 4th level


Acquisitions:  Patriarchs can request up to 750 gp in purchases before a quest.  They may request, after completing a church-sanctioned quest, complete healing for themselves and up to six non-patriarchs, or raise dead for themselves only and one other, given the need and the desire.

Pull Rank:  Once per day, a patriarch can order one treasurer, up to two directors, up to three prefects, up to four managers, up to five acquisitioners, up to six supervisors, up to seven workers, or up to eight 0 level humans who revere Zilchus to perform a task, even if there is a risk of death or the task could take up to six days to complete.  

Identify Treasure:  Patriarchs can identify false treasure, even if concealed by 5th level spells.

Detect Treasure:  This ability does not count against spells cast, can be used thrice per day, lasts 9 rounds, and has a range of a 5” radius.

Limitations:

Armor & Arms:  Same as prefects, directors, and treasurers. 

Tithe:  20% of all acquired wealth goes to the church.

Social Class:  Patriarchs are not allowed to live as or appear to be members of the middle middle class (trade merchants) or lower.

Obligations:  

Earned:  At least 1,000 gp. 

Place of Prayer:  They must have prayed at the Cathedral of Rauxes at least once. 

Audience:  Must have met a saint of the church (most likely via divine intervention) at least once before leveling. 

Clerics at 9th level:  High Acquisitioners of Zilchus

High acquisitioners are always also curates of the Church of Aerdy, and are responsible for overseeing the financial interests of the Church of Aerdy in their “region” (in South Province, this region is a grafdom, or county; the size and naming of the regions will vary outside of South Province). 

Level Nine

	Title: High Acquisitioner 
	XP:  117,500-229,500

	HD: +1d6 
	Fights As:  5th level


Special Abilities:

Spells (base) per day: 

	12 1st level
	8 2nd level
	5 3rd level
	3 4th level
	2 5th level


Acquisitions:  High acquisitioners can request up to 900 gp in purchases before a quest.  They may request, after completing a church-sanctioned quest, complete healing for themselves and up to seven non-high acquisitioners, raise dead for up to two of them, and resurrection for themselves, given the need and the desire.

Pull Rank:  Once per day, a high acquisitioner can order one patriarch, up to two treasurers, up to three directors, up to four prefects, up to five managers, up to six acquisitioners, up to seven supervisors, up to eight workers, or up to nine 0 level humans who revere Zilchus to perform a task, even if there is a likely chance of death or the task could take up to one week to complete.  

Identify Treasure:  High acquistioners can identify false treasure, even if concealed by 6th level spells.

Detect Treasure:  This ability does not count against spells cast, can be used thrice per day, lasts 10 rounds, and has a range of a 6” radius.

Limitations:

Armor & Arms:  High acquistioners can use heavy crossbows.

Tithe:  10% of all acquired wealth goes to the church.

Social Class:  Patriarchs are not allowed to live as or appear to be members of the middle or lower classes.

Obligations:  

Earned:  At least 1,000 gp. 

Place of Prayer:  They must have prayed at the Cathedral of Rauxes at least once. 

Audience:  Must have met an apostle of the church (most likely via divine intervention) at least once before leveling.

