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Introduction
first, with every ﬁood work you

initiate, pray to him most earnestly to
see that your task is upright. In his
goodness, he has alrca&r counted us as his
sons and daughters, and therefore we
should never grieve him by our unjust
actions. With his good if{ of fairness
which is in us, and by tﬁ: strength of
justice he provides us, we must obey him
at all times that he may never become the
angry father who disinherits his children,
nor, enraged by our sins, the dread lord
who punishes us forever as worthless
servants for refusing to follow him to

glory.”
—Book of Penitence, 2:231

What are the names of the priests your player characters
(PCs) turn to for healing? When your PCs line up for vials of
holy water, what does the temple look like? Where did your
player-character clerics and priests receive their training?
Where do they go when they advance in level and the time
comes to be initiated into higher mysteries? What temple
serves as the patron church for the adventuring party’s zeal-
ous paladin? And what secrets lie in the catacombs deep be-
neath the temple’s cloisters, hidden from commoners and
adventurers alike? All these questions are answered in Bastion
of Faith.

Bastion of Faith presents a complete priest’s temple. This
product offers maps and keys, a temple hierarchy, holy indi-
viduals and stats, sacred observances, specialty priests,
prayers and spells, and new relics and sanctified magical
items—all describing a temple and ifs priestly inhabitants.

Bastion of Faith is suitable for instant insertion into your
campaign world. Whether your campaign takes place on
QOerth, Toril, Cerilia, or a world of your own creation, this
product is designed for you to drop in and use as a complete
piece. Of course, as when mending a cassock, you may prefer
to do a bit of trimming and tailoring of the new material to
make it fit established storylines; however, you'll find the ef-
forts of incorporation are minimal.

how to Use This Book

Ideally, many of the temple’s elements presented in Bastion of
Faith will find their way into your campaign. Browse through
this book, and you'll see that it's useful on two levels.

In the most basic sense, this sourcebook provides new
spells, items, doctrines, observances, adventure hooks, and
nonplayer characters (NPCs) that you can insert into your
game at a moment's notice. Take what you need and leave the

rest—the art of gamemastering has been described by some as
the art of selective looting and skillful application of said loot.

In a broader sense, you can use everything as it stands.
The temple, the clergy, their interactions and agendas, the
holy days, the holy rule, the Secret Doctrine, and everything
else you see here forms a whole. Change the name of the
deities and the key personalities to fit your world, but the
core design can remain as presented.

Published Worlds &
the Bastion of Faith

To maintain continuity with TSR’s published worlds and to
enhance your ability to make use of this product, here are
some suggestions for incorporating Bastion of Faith into TSR's
settings. The guidelines presented below are merely sugges-
tions; DMs should feel free to alter this material as desired,
and to use any part of it in their personal settings.

Quick References for the DM
If your PCs come to the Bastion to get healing, see
1f you want to use the Bastion as a patron to send the
PCs on an adventure, see “Missions.”
1f you want to use the Bastion as the “home church” for
a’PC, see “Entry and Advancement” or “Observorship and
isy eyt e now Ahe S Bre ol e
the Bastion, see the first few sections of the “Overview of
the Temple.” '

GreyhAWK®, Oerth

Given GREYHAWK's traditional AD&D fantasy focus, the Bas-
tion of Faith is particularly suited to Oerth and the fact that
Heironeous is drawn from one of GREYHAWK's pantheons. For
example, the temple can be easily inserted into the Free City
of Greyhawk itself, where so many temples cluster. Other
likely settings for the Bastion include the northern reaches of
the Kingdom of Furyondy, the Shield Lands, and the King-
dom of Nyrond.

The Bastion of Faith can be renamed and used to detail an
existing house of worship that is currently undetailed except
for its name and possibly a few NPCs. Likely candidates for
such a substitution include the Spire of Glory in Chendl, capi-
tol of Furyondy, and the Shield Reclaimed, which lies at the
heart of the recently reclaimed city of Critwall in the Shield
Lands. A temple dedicated to Heironeous already exists in the
Free City of Greyhawk in the Garden Quarter, right off High
Street within bow shot of the Duke’s Gate (and city wall). To
use Bastion of Faith as Heironeous’ existing temple in Grey-
hawk exactly as written, assume the local clerical hierarchy
has been recently reorganized. The old abbot, Jaikor Demien
(LG human male F5/C10), was displaced by a newcomer,
Abba Gaius. With his position he renamed the Sanctum of
Heironeous, calling it the Bastion of Faith as it had been
called in previous years. Under Abba Demien, the Sanctum of
Heironeous focussed more heavily on the military aspects of
the Heironean faith; however, under Abba Gaius, the temple



has refocused on the pursuit of justice, though force of arms
and templars remain ever important.

ForcoTTeN ReaLMs®, Toril

The Bastion of Faith is easily inserted into the Forgotten
Realms, and can appear in nearly any rural setting or urban
settlement in the Realms. Heironeous is easily replaced by
Torm, god of duty, loyalty, obedience, and paladins. Other
possible candidates from the Faertinian pantheon to replace
the Archpaladin include Helm, god of guardians, protectors,
and protection; llmater, god of endurance, suffering, martyr-
dom, and perseverance; or Tyr, god of justice. Or, the Bastion
of Faith might serve two or even three of the above-men-
tioned deities simultaneously. Of particular note, Torm and II-
mater serve Tyt, and collectively the three gods are known as
the Triad. (Further details on Torm, as well as on Helm, Il-
mater, and Tyr, are found in Faiths & Avatars [TSR #9516].)

The Bastion of Faith can either serve as a heretofore un-
mentioned and undetailed temple or can be used to detail an
existing, largely undetailed house of worship. Possible candi-
dates for the latter approach include Barakmordin (Tyr, Torm,
& Ilmater; County Alonmarch, Tethyr), the Citadel of the
Rampant Eagle (Torm; Eagle Peak, Cormyr), the Fortress
Faithful (Tyr; Zazzespur, Tethyr), the Halls of Justice (Tyr; Wa-
terdeep, the North), the Halls of Justice (Tyr & Torm; Never-
winter, the North), the Halls of Justice (Tyr & Torm; Sundabar,
the North), the House of the Hand (Torm; Procampur, the
Vast), the House of Tyr's Hand (Tyr; Milvarune, Thesk), the
Noble Hand (Helm; Tsurlagol, the Vast), and the Temple of
the Vigilant Guard (Helm; Tljak, the Vilhon Reach).

For existing temples, it may be necessary to change the
names of one or more NPCs. For example, the clergy of the
Halls of Justice in Waterdeep includes Hykros Allumen (LG
human male P10 of Tyr) as high priest and Karkas Kormallis
(LG human male Pal11) as Tyr's Champion. Simply substitute
Hykros for Abba Gaius and Karkas for Templar Lugo.

It is even paossible to mirror the rivalry between Heiro-
neous and Hextor if the Bastion of Faith is located in the
Realms. If the priests of the Bastion worship Tyr or Torm,
then make their historical enemy be the followers of Bane, re-
cently reborn in the form of Iyachtu Xvim, the Baneson.

One intriguing notion is to suggest that Ferrante and Ka-
habros were avatars of Torm and Ivachtu Xvim, respectively,
when both were merely demipowers. Then the legends of the
conflicts between the Thallari and the Medegi can be trans-
posed to two ancient kingdoms long since forgotten. For ex-
ample, the two lost kingdoms could be rival kingdoms of the
Talfir, a largely unknown human culture that dwelt along the
banks of the River Chionthar after the fall of elven Shantel
Othreier but before the rise of the Carvan Cities of Irieabor,
Berdusk, and Scornubel. (Further details on Bane and Iyachtu
Xvim may be found in Faiths & Avatars. Hints regarding the
Talfir may be found in the novels Crypt of the Shadowking and
Curse of the Shadowmage, by Mark Anthony.)

PrLANescApE”, Sigil

In the god-rich setting of the Outer Planes, a temple dedi-
cated to a god of a single crystal sphere doesn’t raise an eye-
brow:. In fact, it is not really even necessary to substitute the
name of a better-known power in lieu of Heironeous. With
the gods so much more tangible and so much more numer-
ous, Heironeous could very well have a temple in Sigil. A DM
can use the Bastion of Faith as is, placing it in the Lady’s
Ward in the city of Sigil. The NPCs presented here can also be
used as is, but the DM might keep in mind that the temples in
the Lady’s ward are showy structures with grandiose presen-
tation and awe-inspiring architecture. Abba Gaius could well
be a proxy of Heironeous, possessing enhanced powers and
greater abilities than those presented here.




DracoNLANCE®, Krynn

Chaos walked Krynn, and the gods departed. With their de-
parture, the priests of Krynn lost their ability to channel
magic from higher powers. Despite the fickle nature now as-
cribed to the gods, some still believe, and temples to the old
gods remain. The missing god of justice is Kiri-Jolith, who can
be substituted for the god Heironeous. The city of Palanthus
holds many temples to the vanished gods; the Bastion of
Faith could easily be one more.

With the gods’ departure, priests lost their power and
were forced to find other means to serve their ends. To use
this product in conjunction with AD&D rules, a DM can re-
place priests’ powers with those of devout mages. To use this
product as a sourcebook in conjunction with FiFtH AGE® rules,
substitute all priests’ powers for those of sorcerers and mys-
tics. Mystics, with their Power of the Heart, most closely re-
semble the priests of yesteryear. In place of Ferrante’s
preserved form (see the “Secret Doctrine”), substitute some
relic of a vanished god. It is the secret hope of the “priests” of
the Bastion that their monthly rituals with the relic will call
the attention of their missing god back to Krynn.

BIRThRIGHT®, Cerilia

To prevent the evil god Azrai from having its way with the
world, Cerilia’s gods sacrificed themselves at the Battle of Mt.
Deismaar. Many followers of the dead gods were radiated
with divine essence. Though most were killed, and some
gained powers over the land (the Bloodlines), a very few
were themselves forcibly raised to godhood. Of these New
Gods, Haelyn the Law Maker is a perfect substitution for
Heironeous.

Priests of Haelyn are the most powerful clergy in the
Anuirean lands. Large temples are often bases for legions of
holy soldiers led by paladins, and thus the Bastion of Faith
can be used, for the most part as presented here. An espe-
cially interesting substitution would be to replace the truth
behind the Secret Doctrine (see that section) with a similar sit-
uation: A secret cadre of priests maintain a hidden reliquary
where they believe they hold a physical piece of the Old God
Anduiras (Haelyn’s patron god). In fact, the reliquary holds a
physical piece of the evil god Azrai. If ever disturbed, the
contents of the reliquary could prove deadly for all of Cerilia.
(Further details on the gods of the BIRTHRIGHT setting can be
found in the Book of Priestcraft [TSR #3126].)

DARK SUN®, Athas

On a world with no gods, what do priests serve? The priests
of Athas carry edged weapons and worship no gods, revering
instead the Elements: Earth, Air, Fire, or Water.

The Pact of Earth, with its stern commandment to fight de-
filing magic at every step, makes a good substitution for the
Archpaladin. A DM might replace the simple earth shrine of
Gunginwald with the Bastion of Faith, calling it the Bastion of
Earth. Gunginwald lies in the Ringing Mountains, in a stony,
rugged district just north of the city Tyr. Substitute Horth
Araxis (NG human male C12 of Earth) for Abba Gaius. Horth
has spent many years developing what was previously a
simple cavern shrine into the fortified temple that is the Bas-
tion. Unlike other Athasian clerics, he’s attracted a large
group of followers, who can be used for the most part as de-

scribed here. Replace the private chapel inside the Bastion
with a circular field of healthy, green grass bordered by four
menhirs, which serves as the focus of the earth priests’
powers. If the interior of the Bastion is breached, the menhirs
turn into four giant stone golems intent on repelling the
attack.

Stormport, Neverness

If you don’t plan on using a specific campaign world with
this product and would appreciate a city suggestion, use the
city of Stormport. Stormport is a large city whose main claim
to fame is its magnificent port facility, which facilitates trade
with every comner of the civilized (and uncivilized) world.
The city contains amenities and services of every variety, in-
cluding noted sages, adventuring companies, and merchant
guilds. Stormport also hosts a venerable college of wizardry, a
mysterious den of thieves, several temples (including the Bas-
tion), and a prestigious martial academy. (The first two were
detailed in earlier products entitled, appropriately enough,
College of Wizardry [TSR #9549] and Den of Thieves [TSR
#9513].) Stormport is a free city, ruled by the Lords and Ladies
of the d’Allesandro Dynasty. Lady Elspeth d’Allesandro cur-
rently rules from the ancestral estate known as Storm King on
a promontory overlooking the city.



Overview of the Tem]_ale

This product focuses on a fortified temple dedicated to the
deity called Heironeous, particularly in the Archpaladin’s role
as a god of justice. The temple goes by many names, includ-
ing the Temple of Justice, the Just Bastion, and, coincidentally
enough, the Bastion of Faith. The clerics who call the Bastion
home are dedicated to Heironeous and the ideals attributed to
him. Expanded explanations are presented for each of the sec-
tions and topics below.

The Grounds

The Bastion of Faith is most readily located in a large city on
your campaign world. The temple is well fortified—50-foot-
thick battlements rise 60 feet in the air, enclosing an interior
courtyard measuring 270 feet by 180 feet, so that the exterior
dimensions of the Bastion are 370 feet by 280 feet. The hollow
battlement wall is inhabited by members of the order. In the
courtyard are the campanile, or bell tower, and a free-stand-
ing private chapel dedicated to Heironeous. Usually only the
clerics meet here, for the devout public attends sermons and
ceremonies in the public chapel just outside the Bastion’s
walls, beside the main entrance. The retreat, where weary and
devout travelers may lodge, is also just outside the main
gates, across from the public chapel. Next to the retreat lies
the agora, where gold and favors are exchanged for services
rendered and trappings of the faith. Maps of the Bastion can
be found near the end of this book; keyed entries later in this
book explain the features found on the maps.

mm““&w the of choice for
is presented as the weapon

Bastion specialty priests. At the DM’s option, a more tra-
ditional weapon such as the footman’s mace can be sub-
aﬁmwdﬁorevery‘;ﬁfmmmﬁ&?axm?eﬁ
shtmlabedone:fﬂuelggl the Bastion
i&ﬁmexisﬂngmﬁpmwtmbpm&wﬂhbmﬂmes

are inappropriate,

Organization

The holy men and women serving in the temple of Heiro-
neous are many and varied.

Postulants (pre-novitiates) are not uncommon in the Bas-
tion's halls, working at odd tasks and manual labors to
demonstrate their faith to their patrons and themselves.

Tonsured novitiates are more common. While they do
manual labor and tasks, they are also required to attend semi-
nary classes. Many who enter the temple are content to
remain novitiates, glad to serve their god through a strict life
of fasting and labor. Novitiates of this order have the title
Brother or Sister.

Professed priests still take a hand in menial tasks from time
to time, but the hoods (known as cowls) on their dark robes
symbolize greater responsibilities in the temple. A professed

priest has taken a Vow of Humble Profession. Professed
priests generally spend their entire time of service inside the
Bastion of Faith, and are sometimes called cloistered clerics.
Professed priests have the title Father or Mother. If the whis-
pers are true concerning a Secret Doctrine which supercedes
the Holy Rule, it is in the keeping of the professed priests.

Priests who make a Vow of Solemn Affirmation are called
affirmed priests. Affirmed priests are the men and women
most often seen in the outside world, striding the length and
breadth of the land, doing good works and spreading the
word of Heironeous, Simply put, they are adventuring clerics
and specialty priests. An affirmed priest wears a holy symbol
and a long dark blue robe or alb with a cowl. Affirmed priests
are seen infrequently in the Bastion, because one of their main
obediences (duties to the temple) is taking missions, generally
tasks that take them outside the Bastion for days, months, or
even years. They are called Mother or Father, at least inside
the temple or among their fellow priests.

Serving the Archpaladin, Heironeous, the Bastion is heav-
ily invested in martial trappings and houses a number of elite
holy warriors. These paladins and other devout fighters
(called templars) adhere to strict martial vows, and spend
their days in fierce competitions and exhausting drills. Their
nights are spent in prayer. As with affirmed priests, the Bas-
tion’s holy warriors and paladins perform missions for the
temple; however, they must spend at least a month of every
year inside the temple’s grounds, training and praying.

The Bastion of Faith is large, and Heironeous has a simi-
larly large portfolio. Sometimes it is impossible to fight evil
and establish equity using only the skills of the priests and
paladins normally associated with a temple. The Bastion of
Faith sponsors a small group of devout men and women
whose talents lie in other areas. While fighters can become
templars, rogues and mages who profess their faith and take
a vow of service become associated with the temple as in-
quisitors (devout rogues) and catechists (devout mages).

Tcm];llc hierarchy

Abba Gaius is the temporal and spiritual head of the Bastion
of Faith, By Bastion tradition, Abba Gaius was chosen from
among the ranks of affirmed priests to succeed the previous
temple head.

Directly below the abbot are three hierodeacons, one af-
firmed and two professed clerics. The hierodeacons, who hand
down Abba Gaius’s obediences and manage the temple’s day-
to-day operation, are Hierodeacon Caernarvon, Hierodeacon
Dolaucoth, and Hierodeacon Landra. Hierodeacon Dolaucoth
generally assigns or approves the missions undertaken by af-
firmed priests, unless the mission is extremely important or a
special or secret quest, in which case Abba Gaius personally
meets with the priests or other mission members.

The next level of the hierarchy is almost completely com-
prised of professed priests, currently 32 in number. Each has
specific duties within the temple, but the most visible clerics
include Mother Loughora, who has charge of the retreat,
Father Netherby, who runs the agora, and Mother Annan,
who holds services in the public chapel. Inquisitor Ravenglass
has charge of the inquisitors, while Catechist Cassante over-
sees the catechists. Templar Lugo commands the templar



company housed in the Bastion. Father Abbregio has charge
of the postulants, and Mother Fela is head of the novitiates.
Everyone knows Brother Nod, who never took additional
vows after receiving his tonsure, but whose piety is so great
that he is rumored to have performed miracles when every
other recourse has failed. Finally, anyone who spends time on
the temple grounds is familiar with Lelay the Bellringer who,
morning and evening, rings the bells in the campanile.

Adventurers and the Bastion

Adventurers not affiliated with the Bastion may come to the
fortress for any number of reasons. PCs looking for holy
water (or other religious articles) will be directed to the agora,
where holy water is readily available for a reasonable price.
Injured PCs, or PCs hoping for a resurrection, exorcise, or raise
dead spell to be cast on an unfortunate companion will end up
at the public chapel, where Mother Annan can address their
needs. Adventurers looking for a place to stay will be sent to
the retreat, where food, ale and wine, and a safe bed are all
available.

A member of a sister church of Heironeous traveling
through the area on a mission or obedience may make herself
known to the Bastion brethren, introducing herself to Mother
Annan, then meeting with Abba Gaius and the heirodeacons
to discuss the state of the faith and the two churches.

An adventurer may choose to dedicate his life to the serv-
ice of the Archpaladin. If interested in such a step, he will
meet with Mother Loughora and Father Abbregio to discuss
the calling.

histor)' of the Bastion

DM'’s Note: Even if vou substitute Tyr or another god for
Heironeous, you can still make use of the following spe-
cific history.

The Oeridian Migrations

Centuries ago, tribes of Oeridian horse barbarians migrated
eastward into the lands known as the Flanaess. During their
generations-long trek across eastern QOerik, the Oeridian con-
federation fragmented. Most tribes settled along a route that
led just north of the Lake of Unknown Depths into the heart-
lands of would one day become the Great Kingdom. The
strongest tribe, the Aerdi, settled the vast, fertile plains of the
Flanmi River valley, whereupon they fragmented into numer-
ous smaller tribes,

By the year 303 cy, two principalities had emerged among
the Aerdi populace. To the west, along the Harp River valley,
arose the Kingdom of Thalland, home to the Thallari sub-
tribe. To the east, along the coast east of the Mikar River, were
established the Medegian Bladelands, home to the Medegi
sub-tribe. Although both tribes venerated all the gods of the
Qeridian pantheon, the Kingdom of Thalland was governed
chiefly according to the tenets of the Heironean faith, while
the Medegian Bladelands were ruled chiefly by the doctrines
of the Hextorian faith.

The Tale of Ferrance

In time, among the Thallari there arose a great champion
named Ferrante, As recorded in the Book of Peniterice, 6:472:

“Ferrante lived long ago, when the sky was
still purple and diff%rcnt stars shone. he was
a knight, pure and true, and in his youth he
pledged himself to heironcous. A power
came into him, and even in the deepest shad-
ows his face was illuminarted as if by sun-
light. Ferrante moved across the land
righting wrongs, shining the light of heiro-
neous into every shadow of evil. None could
stand against him, and in time Ferrante
became the foremost of heironeous’s cham~
pions within the Material realm. And this
was good.

“In that time the skies to the east grew
dark, and a pestilence came upon the land.
Crops withered, animals fled, and fear grew
in the hearts of the people. heroes who went
cast to fight the darkness never returned,
and the darkness grew. Finally, Ferrante
turned his attention to the east, and vowed
to see justice done. And this was good.

“Ferrante’s journey into the pestilent lands
was not easy. his path was barred by the
Two~-headed hound of Sthalash, but when
that barctle ended, the One-headed hound of
Sthalash slunk away, licking its E:iwous
wound. his path was barred by t Eindless
Wyrm, but after a mighty exchange, the

rm fled, leaving severed coils behind to
writhe mindlessly in the dust. Ferrante pen-
etrated at last the heart of the pestilence,
and forced the Lord of €vil, a tyrant called
Kahabros, to face justice. And this was good.

“Kahabros employed many magical powers
supplied to him by chtor. he called forth
Enchantments, which Ferrante steeled him-
self against. he brought down Evocations,
which Ferrante batted aside with his shining
blade. On and on fought Kahabros, becoming
ever more desperate. Finally, his magics

were depleted, and Kahabros proffered



Tcmptatlons. Ferrante spake, saymg, Your
prurmscs mean nothing to one who is wholly
in the service of heironeous!’ So saying, he
slew the Lord of §vil.

“Yet the proffered Temptations haunted
the thoughts of Ferrante ever after. And this
was evil.”

Founding of a Church

Ferrante was the original servant of Heironeous, and is
revered as both the first prophet and the first saint of the
church. Ferrante went on to accomplish many tasks in service
to his god. A group of holy men and women gathered around
him, hoping to chronicle his achievements and emulate his
ways. The core of the new church was drawn from his follow-
ers; its holiest book grew from their writings. That book,
which all servants of Heironeous study, is The Book of Peni-
tenice, also called the Just Book (see “Apocrypha” for more in-
formation). Many passages and parables in The Book of
Penitence speak of the subtle temptations Ferrante endured in
his climactic battle with Kahabros, self-styled Lord of Evil and
servant of Hextor. The lesson from these passages seems to be
that despite temptation, a strong will always triumphs over
thoughts of evil.

The Book of Penitence also describes Ferrante’s final days.
He pledged himself on a grand crusade across the Solnor
Ocean, and was not seen by mortal man again. Most mem-
bers of the temple take it on faith that somewhere, in some
distant realm, Ferrante battles evil yet, upholding the cause of
Heironeous. See “Secret Doctrine” for information regarding
Ferrante’s fate.

Ferrante’s name is often invoked in the church. Common
phrases include, “The strength of Ferrante be with you,” or
“May your actions please Ferrante,” and, among the less
devout as an exclamation or curse, “Tempt Ferrante!”

Benefits of the Temple

Belonging to the Bastion brings many responsibilities and
duties, which are described under “Entry and Advancement.”
However, there are tangible benefits for those who submit to
the rigors of temple life.

* All priest novitiates and affiliate (fighter, mage, or rogue)
novitiates are tempered with mettle to better achieve Heiro-
neous’s ends. Once per week, novitiates automatically suc-
ceed at one saving throw (the player must declare the use
of this ability rather than roll for the saving throw). If
membership in the Bastion is terminated for any reason,
this ability fades within a month. Otherwise, this ability is
retained in addition to any additional abilities gained
through Bastion membership.

* Affirmed and professed priests, templars, catechists, and in-
quisitors are tempered with endurance. Once per week, a
member gains a saving throw of 15 for harmful effects that
do not normally allow saving throws. Success indicates half
damage if the effect generates damage, and negation of the

Who Was Kahabros?
-AI The Book of Penitence casts Kahabros as some mys-
force, in truth he was a servant of Hextor and half-
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The truth of the matter is of course somewhere in be-
tween, with most scholars agreeing that the two sides
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their strength in the process. Weakened by their endless
warfare, the Kingdom of Thalland and the
Bladelands were eventually absorbed into the Kingdom of
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effect if it does not. If membership with the Bastion is ter-
minated for any reason, this ability fades within a month.
Otherwise, this ability is retained in addition to any addi-
tional abilities gained through Bastion membership.

New spells specifically tailored to the church of Heiro-
neous are described in “Heironeous and the Faith.” Cer-
tain clerics become specialty priests of Heironeous, known
as gloryaxes, which are also described here.

Affiliate Benefits

Player characters and NPCs who join the temple as affiliates
(templars, catechists, or inquisitors) are invested with powers
above and beyond their normal class and race abilities. These
benefits are not kits, but affiliates cannot have powers re-
ceived as part of a kit and also gain the specific abilities
granted to affiliates of the Bastion—it's one or the other. If a
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layer character wishes to join the Bastion, she must give up

all special powers granted by kit, although she may retain
any proficiencies previously learned.

Templars. At 3rd level, Bastion templars can invoke mournt
(as the 1st-level wizards’ spell) once per day. At 5th level,
templars can invoke aid (as the 2nd-level clerics’ spell) on
themselves once per day. At 13th level, templars can
invoke strength (as the 2nd-level wizards’ spell) on them-
selves once per day. At 16th level, templars can invoke free
action (as the 4th-level clerics’ spell) on themselves once
per week.

Catechists. At 3rd level, Bastion catechists can identify an
item once per day. At 7th level, catechists can cast legend
lore ( as the 6th-level wizards' spell) once per week. At 13th
level, catechists can cast vision (as the 7th-level wizards”
spell) once per week. At 16th level, catechists can cast fore-
sight (as the 9th-level wizards’ spell) once per week.

Inquisitors. At 3rd level, Bastion inquisitors can invoke
friends (as the 1st-level wizards’ spell) once per day. At 7th
level, inquisitors can invoke detect lie (as the 4th-level
priests’ spell) once per day. At 13th level, inquisitors can
invoke ESP (as the 2nd-level wizards’ spell) once per day.
At 16th level, inquisitors can invoke domination (as
5th-level wizards’ spell) once per week.



Priesthood &
People of Note

Here follows a comprehensive presentation of the important
people associated with the Bastion, including the powerful,
the mysterious, and the merely mterestmg A summary chart
of the full membership of the temple is also provided, along
with notes describing how various members get along with
each other.

Abba Gaius
Abba Gaius is the temporal and spiritual head of the Bastion
of Faith. Abba is a title of respect; “Abbot” is also appropriate.

Abba Gaius, human male F10/C17: AC -2 (platemail +2, shield
+2); MV 12; hp 100; THACO 7 (Str bonus, battle-nx +3); #AT 2;
Dmg 1d8+4 (Str bonus, battle-ax +3); SA spells, turn undead;
SD mettle, endurance; MR 30% (battle-ax +3); SZM (5 117 tall);
ML champion (16); Str 17, Dex 14, Con 16, Int 14, Wis 18,

Cha 18; AL LG; XP 13,000.

Spheres: Gaius has major access to all spheres as a cleric,
but restricts himself to those favored by his deity. That is, he
uses major access to All, Charm, Combat, Guardian, Heal-
ing, law, Necromantic, Protection, and War, and he uses
minor access to Divination, Summoning, Sun, Wards, and
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Weapon proficiencies; Battle-ax, Long Sword, Staff, Long
Bow, Dagger.

Nonweapan proficiencies of note: Engineering, Healing, Her-
aldry, Herbalism, Ancient History, Language (Ancient; Su-
loise), Languages (Modern: Old Oeridian), Religion,
Reading/Writing, Riding (Land-based).

Special Equipment: platemail +2, long sword +1, battle-ax +3
“Fair Razor"” (grants wielder 30% MR, allows wielder to cast
flamestrike at 20th-level of ability 2/day), shield +2, ring of spell
storing (contains hold person, dispel magic, cloak of bravery), rod
of resurrection (8 charges), 3 vials consecrated water (see “New
Magical Items”).

Spells Memorized: (9/9/8/8/5/3/2) 1st—bless (x2), com-
mand (x2), cure light wounds, detect evil, detect magic, protection
from evil, lesser glyph of warding™; 2nd—aid(>2), augury, hold
persan (x3), know alignment, silence 15 radius, withdraw; 3rd—
dispel magic, glyph of warding, hand of Heironeous®, locate object,
negative plane protection, protection from fire; remove curse, venge-
ful fist of Heironeous*; 4th—cure serious wounds (x3), defensive
harmony™, leadership**, neutralize poison, protection from evil 10'
radius, spell immunity; Sth—commune, cure critical wounds,
dispel evil, greater glyph of warding®, raise dead; 6th—blade bar-
rier, heal, call templars”; 7th—personal savior®, miracle”.

Note: While Gaius retains many of the skills of his earlier
career as-a warrior, he has largely given up the external trap-
pings of a fighter except on special occasions. Likewise,
though he retains a magical sword from his adventuring
days, he has given it up in favor of a magical battle-ax,

* See “Heironean Spells.”

** From the Tome of Magic.

Physical Description (53 years old): Though Abba Gaius
doesn't tower over average people like many of the templars
under his command, the abbot is quite broad, even beneath
the flowing vestments he wears in the temple. His hair is
brown and he keeps it shaved close, although strips of gray
are visible on his temples. His eyes are also brown, with
flecks of green that flash when Gaius gives a sermon. Gaius
keeps his old mission armor polished and his mission blade,
“Fair Razor,” in his chambers. In an emergency, Gaius arrays
himself in the adventuring gear of his younger years, ready to
take on any threat to the faith.

Personality: Gaius is kind and generous, but he doesn't
flinch from hard duty when matters of justice are set before
him. His keen mind is well trained, and he can often find an
equitable solution to even the most obscure moral problem.
Abba Gaius is not judgmental in his day-to-day dealings—re-
gardless of faith or nature, those with nothing to hide get
along with him quite well.

History: Abba Gaius rose from obscurity over many years
of mission work in foreign lands and Under-Oerth. His ac-
tions proved instrumental in defeating evils both great and
small. Though originally a templar of great renown, Abba
Gaius felt the call to a deeper form of worship, and began to
serve his god in this dual capacity, as warrior and cleric. Ac-
cording to Bastion tradition, abbots are drawn from the most
respected and virtuous of affirmed priests; honored for his
faith and his actions, Abba Gaius was chosen to succeed the
last temple head, Abba Lanark.

Goals: The abbot is truly and completely devoted to the
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church, and to promoting the values of equity and fairness on
which the church was built. Apart from these overarching
goals, he doesn’t have any particular agendas. He does not
belong to the secret Fellowship of Penitence, though he
knows it exists and has his suspicions about which cloistered
cleries belong to it (see “Secret Doctrine”). He doesn't know
the Fellowship’s true goals but believes its ends are benign
and that membership is a harmless perk for clergy who want
to feel “even more invested” in their faith.

Personal Schedule: Abba Gaius performs a weekly service in
the private chapel, and three yearly services in the public
chapel, for Fortnight’s Feast, the Day of Just Rebellion, and
Valomight (see the write-up of Heironeous for details of these
holidays). Otherwise he generally follows the schedule of a
professed cleric (see “Daily Personal Schedule”), save that his
work periods often include time spent with his hierodeacons,
conferring on Bastion matters. In very rare cases when special
petitions are granted, Abba Gaius may perform high-level res-
urrections and spells generally beyond the capacity of other
temple members (see “Healing” under “Temple & Commu-
nity Interactions”).

hierodeacon Caernarvon

Caernarvon serves on the temple’s tripartite council immedi-
ately below Gaius, Unlike the other two hierodeacons,
Caernarvon is affirmed, and spent many of his early years
abroad on missions for the temple. He also belongs to the Fel-
lowship of Penitence (for details on the Fellowship, see
“Secret Doctrine,” later in this book).

Hierodeacon Caemarvon, half-elf male P13 of Heironeous
(gloryaxe): AC 0 (Dex bonus, elven chainmail, shield); MV 12;
hp 46; THACO 10, (battle-ax +1, +1 gloryaxe bonus); #AT 3/2
(gloryaxe bonus); Dmg 1d8+2/1d8+2 ( gloryaxe bonus, battle-
ax +1); SA spells, gloryaxe specialty abilities; SD mettle, en-
durance, half-elf abilities (infravision 60’, 30% resistant to sleep
and charm, accidentally discover secret doors on a 1 on 1d6,
specifically find secret doors on 1 or 2 on 1d6); SZM (5" 7"
tall); ML elite (13); Str 14, Dex 18, Con 10, Int 11, Wis 18,

Cha 7; AL NG; XP 8,000.

Weapon proficiencies: Battle-ax, Staff, Whip,

Nonweapon proficiencies of note: Healing, Heraldry, Ancient
History, Local History, Languages (Modern: Old Oeridian),
Reading /Writing, Religion, Riding, Spellcraft, Field of Spe-
cialty (Cryptography).

Special Equipment: battle-ax +1, amulet of life protection, iron
bands of Bilarro.

Spheres: As gloryaxe,

Spells: (8/8/7/5/2/2) 1st—command, couraget, cure light
wounds (x2), mountt, protection from evil, purify food & drink,
reniove fear, sanctuary (x2); 2nd—enthrall (x2), hold persan (<2),
know alignment, strengtht, silence 15" radius, withdraw, wyvern
watch; 3rd—continual light, dispel magic (x2), magical vestment,
prayer, remove curse, speak with dead; 4th—cure serious wounds
(x2); fortify®, imbue with spell ability; spell immunity; Sth—dispel
evilt, elemental forbiddance®, unceasing vigilance of the holy sen-
tinel*; 6th—power word stunt, forbiddance, heal.

* From the Tome of Magic.

+ Bonus spells as gloryaxe. These can all be cast once per
day.
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Physical Description (60 years old): Caernarvon'’s half-elf her-
itage is less than evident: Scar tissue from a burn mars the left
side of his face, his left arm, and his left hand. His eyes and
hair are black, and his skin, where it is not the shiny pink of
burn scars, is pale. Caermarvon generally wears priestly robes,
but dons elven chainmail in the event of conflict,

Personality: Caernarvon is a stickler for the rules. He ap-
pears devoid of humor, clumsy in social interactions that do
not center on the temple topics, and closemouthed. On the
other hand, Caernarvon’s devotion to the Archpaladin is clear
and unwavering, and serves as an example to all who meet
him. His devotion counteracted his position as an affirmed
priest, and Caernarvon was chosen as a hierodeacon, a posi-
tion that usually goes to a cloistered cleric. Caernarvon has a
psychological fear of fire, and flinches even from carrying a
torch,

History: Caernarvon was a street urchin. He never knew
his parents, but his mixed heritage was obvious to all; con-
stantly attacked as a half-breed by other street-dwellers, he
had a hard time of it. The harassment passed into violence,
which climaxed when burning oil was poured on him.
Caernarvon barely escaped with his life, but the incident per-
manently scarred him (even magical healing has had no effect
on his scars). 5till a child, Caernarvon yearned to see those
who had burned him punished. This desire for justice
brought him to Heironeous, and propelled him with
unswerving purpose up the ranks of the priesthood. Those
who burned him so long ago were never brought to account.
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Goals: Beyond the immediate demands of his position as a
hierodeacon, Caernarvon’s goals are simple: to find and
punish anyone who injures street children. While a corner of
his heart still longs to punish those who burned him, a con-
crete result of this goal is his maintenance of a clean and safe
orphanage a few streets from the Bastion.

Personal Schedule: The orphanage takes the few hours of his
work period that are not filled with tripartite business.
Caernarvon manages occasional secret meetings with Inquisi-
tor Ravenglass (see below) concerning the almost impossible
task of finding those who still stalk his nightmares. These
meetings are secret because it is explicitly against the temple’s
charter to pursue personal crusades.

hierodeacon Dolaucoth

Hierodeacon Dolaucoth is generally responsible for assigning
or approving missions undertaken by the affirmed (adven-
turing) clerics. He is a professed, or cloistered, cleric (not a
gloryaxe) and is also a member of the Fellowship of Peni-
tence.

Hierodeacon Dolaucoth, human male C12: AC 2 (chainmail
+2, shield); MV 12; hp 44; THACO 12 (footman’s mace +2);

#AT 1; Dmg 1d6+3 (footman’s mace +2); SA spells, turn
undead; SD mettle, endurance; SZM (5" 117 all); ML elite (13);
Str 8, Dex 10, Con 8, Int 14, Wis 18, Cha 12; AL NG; XP 7,000.
Special Equipment: footman’s mace +2 “Avenger” (inflicts X2
damage vs. undead, x3 damage vs, evil foes on natural attack
roll of 20), chaimmail +2, decanter of endless holy water, 1 vial
holy water.

Weapon proficiencies: Footman's Mace, Staff

Nonweapon proficiencies of note: Healing, Heraldry, Herbal-
ism, Ancient History, Local History, Languages (Modern: Old
Oeridian), Reading/Writing, Religion, Spellcraft, Field of Spe-
cialty (Sociology).

Spheres: As cleric,

Spells: (8/7/6/4/2/2) 1st—command, cure light wounds (<2},
protection from evil, lesser glyph of warding®, remove fear, sanctu-
ary (>2); Znd—hold person (x2), know alignment, messenger, si-
lence 15' radius, withdraw, wyvern watch; 3rd—call lightning;
cure blindness, remove curse, speak with dead, stone shape, vengeful
fist of Heironeous"; 4th—cure serious wounds (x2); neutralize
poison; spell immunity; Sth—word of recall, greater glyph of ward-
ing®; 6th—heal (>2).

* See “Heironean Spells.”

Physical Description (85 years old): Dolaucoth is a dry and
withered old man. What hair remains on his tonsured head is
stringy and white. Despite his age, his eyes are ice blue, and
are so penetrating that a reference to them, “Eyes!”, has
become a common exclamation among the templars and in-
quisitors.

Personality: Hierodeacon Dolaucoth is highly judgmental.
His advanced years give him a perspective on “how things
used to be,” but others just think he’s stodgy. He disapproves
of Gaius, possibly because of the abbot's forward thinking,
proactive policies. He humors Caernarvon’s quest for per-
sonal justice, which he is aware of. He hangs on Landra’s
every word with very much the manner of a lost puppy, an
incongruous sight to many. Regardless of what others may
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think of him, Dolaucoth thinks of himself 