Thoughts on Building a Church


Once a month, the PC makes a Charisma check to determine how proselytizing has been going.  On  the reasoning that Mayaheine is above all a goddess of protection, the DC of the monthly check depends on how threatened the populace is feeling each month.  The more comfortable the people, the harder it is to make them feel the need of Mayaheine's presence in their lives.  

Secure mood:      
DC 25

Anxious mood:    
DC 20

Frightened Mood: 
DC 15 

Panicked mood:   
DC 10

He manages to draw one ordinary worshipper of Mayaheine for each point by which he beats the DC.  Each worshipper contributes a small sum to the church each month, and the number of worshippers accumulates month to month, so the church earns 1d10 sp x the number of worshippers each month.  For every 5 points by which he beats the DC, he also draws a worshipper who has either the means to make a more substantial donation (1d10 x 2gp per month) or to make some substantial commitment of time or service.  For every ten points by which he beats the DC, he also gets a major patron who can make a dramatic contribution to the church through charity or influence.  If he fails the DC for the month, he will lose worshippers along the same lines of calculation reversed.  E.g., missing the DC by 5 would entail losing the active devotion of 5 ordinary worshippers and 1 mid-range worshipper.  

Worshippers assume that any contribution they make will be used to further the interests of the Church of Mayaheine; any evidence that their contributions are being used for any other purpose will severely affect their loyalty to the Church.


There are actions the cleric can take to improve his modifier on the proselytizing roll, and other circumstances might negatively impact his performance as well.  The following list is not exhaustive; other modifiers will be applied at DM discretion.


PC is a cleric of the relevant deity:                          


+ 1/2 cleric level


PC makes a Perform (oratory, sermon, or homily) check,

+2


for which the DC is the city mood DC -5

PC is based in a well-kept church




+ Gp value of church/2000
PC publicly saves the life of an innocent



+ 2

PC publicly defeats a serious threat to the city


+ CR of threat/2

PC uses spells to care for citizens for free



+ # of spell levels donated*


PC has Knowledge (religion) 5-9 ranks



+1

PC has Knowledge (religion) 10 or more ranks


+2


PC has Will Save bonus +10 or higher



+1

PC has Strength score of 20 or higher



+1


NPCs serve the church as PC cohorts




+1/2 cumulative NPC levels

PC is defeated
in the public eye




-5

PC is publicly humiliated





DM discretion


PC is absent from the city for 3 days consecutively


-2


PC is absent from the city for a week




-5


PC fails to resist a public threat




-5


PC associates with a known criminal or other threat to the

-2



common good


PC associates with an evil outsider




-10


PC publicly engages in an evil act




-5

PC is caught misusing church funds




-15
· Each month, the player decides how many spell levels per day he is willing to donate to care for those who seek his deity’s aid.  When on a normal day he faces an encounter in the city without special preparation, he rolls percentile dice to determine how many of those spell levels he has already used, and then sacrifices that many levels of prepared spells of his choice.  Orisons count as ½ a level.
