
1

Stats for Jesus
OGL/Pathfinder Stats for Jesus of Nazareth



2

CREDITS

Written & Produced by 
Murder of Crows Publishing

Front Cover Art
“Chi-rho page”

Book of Kells, ca. 800 A.D.

©2013 Murder of Crows Publishing. All rights reserved. 

Reproduction without the written permission of the publisher is expressly 
forbidden. Murder of Crows and the Murder of Crows logo, End of Autumn is a 
trademark of Murder of Crows Publishing. All rights reserved.

All characters, names, places, items, art and text herein are copyrighted by 
Murder of Crows Publishing. The mention of or reference to any company or 
product in these pages is not a challenge to the trademark or 
copyright concerned.

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder 
Roleplaying Game from Paizo Publishing, LLC. See http://paizo.com/pathfinder-
RPG for more information on the Pathfi nder Roleplaying Game. Paizo Publishing, 
LLC does not guarantee compatibility, and does not endorse this product.

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder 
Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo are 
trademarks ofPaizo Publishing, LLC, and are used under the Pathfinder Roleplay-
ing Game Compatibility License. See http://paizo.com/pathfinderRPG/compatibili-
ty for more information on the compatibility license.



3

Introduction

“[Reverend] Bennett looked at him with the 
triple-ringed uninterest of a creed that lumps nine-
tenths of the world under the title of ‘heathen’.”
--Kim, Rudyard Kipling

In 1980, TSR, Inc. published Deities and Demigods, 
which gave the game statistics (for the then-
current Dungeons and Dragons game) for the 
gods of many real-world religious panthea.

With one rather notable exception.

Can you really have stats for Jesus?

Well . . . yes. It’s only really western, modern and/
or Judeo-Christian chauvinism that holds that 
while stats for Brahma or Zeus or Osiris are okay, 
that stats for Jesus Christ are somehow beyond 
conceiving.

This actually goes deeper than many people might 
think. The traditional, pre-modern understanding 
in Judaism, Christianity and Islam is not that other 
gods “do not exist” but rather that they are de-
mons in disguise. That is, that idols are “vain but 
not empty” as several early saints and theologians 
described it. This dovetails with our conception of 
other religions as polytheistic in such cases as an-
cient Greece and Egypt (rightly) or India (wrong-
ly).

Across the various books of the Bible, you will find 
varying depictions of Jesus’ abilities. Plus, then 
there’s the centuries of philosophical and theolog-
ical parsing that further seek to define what Jesus 
is capable of and/or what his goals and methods 
(we might say alignment) will be. So included in 
this book, you will find the OGL game stats for not 
one but multiple Jesuses (Jesi?).

       Image copyright TSR, Inc. 1980.
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Jesus - Unitarian/Jefferson Bible ver-
sion

“In extracting the pure principles which 
he taught, we should have to strip off 
the artificial vestments in which they 
have been muffled by priests, who have 
travestied them into various forms, as in-
struments of riches and power to them-
selves. 

We must dismiss the Platonists and Plo-
tinists, the Stagyrites and Gamalielites, 
the Eclectics, the Gnostics and Scho-
lastics, their essences and emanations, 
their logos and demiurges, aeons and 
daemons, male and female, with a long 
train of … or, shall I say at once, of non-
sense. 

We must reduce our volume to the sim-
ple evangelists, select, even from them, 
the very words only of Jesus, paring off 
the amphibologisms into which they have 
been led, by forgetting often, or not un-
derstanding, what had fallen from him, 
by giving their own misconceptions as his 
dicta, and expressing unintelligibly for 
others what they had not understood 
themselves.”

--Excerpts from the Correspondence of 
Thomas Jefferson

CR 8
XP 4,800
Human expert 10
CG Medium humanoid (human)

Init +2; Senses Perception +4
AC 12, touch 12, flat-footed 10 
hp 90 (10d8+10)
Fort +6, Ref +5, Will +13
Speed 30 ft.
Melee unarmed +13/1d3+2 nonlethal

During Combat Unitarian Jesus attacks only in 
defense of others and/or while confronting cor-
rupt or abusive worldly powers

Str 16, Dex 14, Con 16, Int 16, Wis 18, Cha 18

Base Atk +13; CMB +6; CMD 12

Feats 
Iron Will, Skill Focus (Knowledge [geography, lo-
cal, nature, history], Diplomacy)

Skills 
Appraise +14, Diplomacy +17, Knowledge (dun-
geoneering, engineering, local) +13, Knowl-
edge (geography) +12, Knowledge (history) +14, 
Knowledge (nature) +17, Knowledge (nobility) 
+5, Knowledge (religion) +10, Linguistics +14

Languages 
Aramaic, Hebrew

Combat Gear/Treasure
robe, sandals
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Jesus - Mortal Ministry version

“One day Jesus was teaching, and Phar-
isees and teachers of the law were sit-
ting there. They had come from every 
village of Galilee and from Judea and Je-
rusalem. And the power of the Lord was 
with Jesus to heal the sick. Some men 
came carrying a paralyzed man on a mat 
and tried to take him into the house to 
lay him before Jesus. When they could 
not find a way to do this because of the 
crowd, they went up on the roof and 
lowered him on his mat through the tiles 
into the middle of the crowd, right in 
front of Jesus.

When Jesus saw their faith, he said, 
“Friend, your sins are forgiven.”

The Pharisees and the teachers of the 
law began thinking to themselves, “Who 
is this fellow who speaks blasphemy? 
Who can forgive sins but God alone?”

Jesus knew what they were thinking 
and asked, “Why are you thinking these 
things in your hearts?  Which is easier: 
to say, ‘Your sins are forgiven,’ or to 
say, ‘Get up and walk’? But I want you to 
know that the Son of Man has authori-
ty on earth to forgive sins.” So he said 
to the paralyzed man, “I tell you, get up, 
take your mat and go home.” Immediate-
ly he stood up in front of them, took 
what he had been lying on and went home 
praising God. Everyone was amazed and 
gave praise to God. They were filled with 
awe and said, “We have seen remarkable 
things today.”

--Luke 5:17-23

CR 18
XP 153,600
Human cleric 19
NG Medium humanoid (human, extraplanar 
(good))

Init +4; Senses Perception +21

AC 15, touch 14, flat-footed 15 (+4 deflection, +2 
natural)
hp 219 (19d8+95+35)
Fort +17 (and may re-roll a Fort save once/day), 
Ref +6, Will +20 (and may re-roll a Will save 
once/day)
Speed 30 ft.
Space 5 ft.  
Melee unarmed +14/+9/+4 (1d3+2) nonlethal

Special Attacks 
Channel positive energy 7/day (DC 23, heal 10d6 to 
living creatures or do 10d6 to undead)

Domain Spell-Like Abilities
Touch of Good (Sp): Jesus can touch a creature as 
a standard action, granting a +9 bonus on at-
tack rolls, skill checks, ability checks, and saving 
throws equal to half your cleric level (minimum 
1) for 1 round. He can use this ability 9 times per 
day.          

Rebuke Death (Sp): Jesus can touch a living creature 
as a standard action, healing it for 1d4+9 points of 
damage. He can only use this ability on a creature 
that is below 0 hit points. He can use this ability 9 
times per day.

Healer’s Blessing (Su): All 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.

Water Walk (permanent)

Cleric Spells Prepared (CL 19th; concentration 
+25)
9th—mass heal (x4)
8th—holy aura (x2), mass cure critical wounds (x2)
7th—greater restoration, holy word (x2), resurrection 
(x2)
6th—banishment (x2), heal (x2), heroes’ feast
5th—breath of life (x2), dispel evil (x3)
4th—cure critical wounds (x2), dismissal, holy smite 
(x2), restoration
3rd—create food and water, dispel magic, invisibility 
purge, magic circle against evil, magic vestment
2nd—gentle repose, hold person (x2, DC 18), lesser 
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restoration, shield other
1st—protection from evil, remove blindness and deaf-
ness, remove curse, remove disease, remove fear
0 (at will)—detect magic, guidance, read magic, virtue

Domains Good, Healing

Before Combat 
Jesus casts protection from evil, magic vestment, 
remove fear

During Combat 
Jesus refuses to attack any foe himself, excepting 
moneychangers occupying religious buildings, 
which case He makes either unarmed or impro-
vised weapon attacks until they leave the area. He 
also seeks to grapple/restrain any ally who draws 
a weapon to defend Him.

Str 18, Dex 10, Con 18, Int 8, Wis 22, Cha 18

Base Atk +11; CMB +16; CMD +26

Feats 
Alignment Channel (Good), Combat Casting, 
Great Fortitude, Heavy Armor Proficiency, Im-
proved Great Fortitude, Improved Initiative, Im-
proved Unarmed Strike, Improved Iron Will, Iron 
Will, Selective Channeling, Toughness, Turn Un-
dead

Skills 
Craft (carpentry) +4, Knowledge (local) +6, 
Knowledge (religion) +13, Perception +21, Sense 
Motive +10

Languages 
Aramaic, Hebrew (?), Latin(?)

Gear 
robe, sandals

Special Abilities
And on the third day . . .: If Jesus is ever reduced to 
0 hp, 72 hours later, He is subject to a resurrection 
spell and returns at 100% of normal hit points (al-
though those wounds responsible for initially re-
ducing him to zero hp remain). He gains Strength 
25 for 10 rounds thereafter. He also then gains the 
ability to cast fly and tongues at will.
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Jesus - Day of Judgement version

“When the Son of Man comes in His glory. 
All the nations will be gathered before 
Him, and He will separate people one 
from another as a shepherd separates 
his sheep from the goats, and He will 
set the sheep on His right hand but the 
goats at the left. Then the king will say 
to those on His right hand, “Come, you 
blessed of My Father, inherit the king-
dom prepared for you from the founda-
tion of the world; for I was hungry and 
you gave me food, I was thirsty and you 
gave me drink, I was a stranger and you 
took Me in, I was naked and you clothed 
Me, I was sick and you visited me, I was in 
prison and you came to me.” ... “Assuredly, 
I say to you, inasmuch as you did it to one 
of the least of these My Brethren, you 
did it to me.”

“Then He will also say to those on the 
left hand, “Depart from Me, you cursed, 
into the everlasting fire prepared for 
the devil and his angels; for I was hungry 
and you gave Me no food, I was thirsty 
and you gave Me no drink, I was a strang-
er and you did not take Me in, naked and 
you did not clothe Me, sick and in prison 
and you did not visit Me.” ... “Assuredly, I 
say to you, inasmuch as you did not do it 
to one of the least of these, you did not 
do it to me.” And these will go away into 
everlasting punishment, but the righ-
teous into eternal life.”

---Matthew 25:31-36, 40-43, 45-46

CR 23          
XP 819,200           
LG Medium outsider (human, extraplanar, good)

Init +9; Senses darkvision 60 ft., detect evil, true 
seeing; Perception +33
Aura protective aura       
AC 45, touch 6, flat-footed 43 (+14 armor, +1 Dex, 
+1 dodge, +19 natural, +4 deflection vs. evil)       
hp 363 (22d10+242); regeneration 15
Fort +25, Ref +14, Will +23; +4 vs. poison, +4 re-

sistance vs. evil
DR 15/epic and evil; Immune acid, cold, petrifi-
cation; Resist electricity 15, fire 15; SR 34   
Speed 50 ft., fly 150 ft. (good); 35 ft., fly 100 ft. 
(good) in armor               
Space 5 ft.  
Melee +5 flaming greatsword +35/+30/+25/+20 
(3d6+18) or slam +30 (2d8+13)
     
Spell-Like Abilities (CL 20th)
Constant—detect evil, discern lies (DC 21), fly, true 
seeing, water walk

At Will—aid, animate objects, commune, continual 
flame, dimensional anchor, greater dispel magic, holy 
smite (DC 21), imprisonment (DC 26), invisibility (self 
only), lesser restoration, remove curse, remove disease, 
remove fear, resist energy, speak with dead (DC 20), 
waves of fatigue               

3/day—blade barrier (DC 23), earthquake (DC 25), 
heal, resurrection, waves of exhaustion

1/day—greater restoration, power word blind, power 
word kill, power word stun, prismatic spray (DC 24), 
wish

Spells Prepared (CL 20th)       
9th—mass heal, miracle, storm of vengeance (x2; DC 
27)       
8th—fire storm (DC 26), holy aura (x2; DC 26), mass 
cure critical wounds (x22)       
7th—destruction (DC 25), dictum (DC 25), greater 
restoration, holy word (x2; DC 25)       
6th—banishment (DC 24), heroes’ feast, mass cure 
moderate wounds, undeath to death (DC 24), word of 
recall           
5th—break enchantment, breath of life, dispel evil (DC 
23), plane shift (DC 23), righteous might, symbol of 
sleep (DC 23)           
4th—cure critical wounds (x3), dismissal (x2; DC 22), 
neutralize poison (x2; DC 22)   
3rd—cure serious wounds, daylight, invisibility purge, 
magic circle against evil, prayer, protection from ener-
gy, wind wall
2nd—align weapon, bear’s endurance, consecrate (x2), 
cure moderate wounds (x3)  
1st—bless, cure light wounds (x3), shield of faith (x3)       
0 (at will)—detect magic, purify food and drink, stabi-
lize, virtue           
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Str 28, Dex 20, Con 30, Int 23, Wis 27, Cha 25               

Base Atk +22; CMB +32; CMD 47               

Feats 
Cleave, Dodge, Great Fortitude, Improved Initia-
tive, Improved Sunder, Improved Iron Will, Iron 
Will, Lightning Reflexes, Mobility, Power Attack, 
Toughness       

Skills 
Craft (carpentry) +31, Diplomacy +32, Fly +32, 
Knowledge (history) +40, Knowledge (nature) 
+40, Knowledge (religion) +40, Perception +33, 
Sense Motive +40, Spellcraft +31, Stealth +21

Languages 
All                   

Treasure 
+5 full plate, +5 flaming greatsword       

Special Abilities  
Eternal and Uncreated: If Jesus is ever reduced to 
0 hp, He is immediately subject to a resurrection 
spell at the beginning of the next round and re-
turns at 50% of normal hit points.
         
Spells: Jesus can cast spells as a 20th-level cleric. In 
His aspect as herald of the Day of Judgement, he 
does not have access to domain spells or special 
domain abilities.

Note also that in this iteration of Himself, which 
emphasizes divine Righteousness rather than 
Mercy, Jesus switches from the Neutral Good of 
his earthly self to the pure Lawful Good of Heav-
en Itself.
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Jesus - Post-Tribulation Prince of Peace 
version

“Then I saw a new heaven and a new earth, 
for the first heaven and the first earth 
had passed away, and there was no lon-
ger any sea. I saw the Holy City, the new 
Jerusalem, coming down out of heav-
en from God, prepared as a bride beau-
tifully dressed for her husband. And I 
heard a loud voice from the throne say-
ing, “Look! God’s dwelling place is now 
among the people, and he will dwell with 
them. They will be his people, and God him-
self will be with them and be their God. 
‘He will wipe every tear from their eyes. 
There will be no more death’ or mourn-
ing or crying or pain, for the old order 
of things has passed away.”

--Revelation, 21:1-4

CR 25                
XP 1,614,000           
NG Medium outsider (human, extraplanar, good)

Init +7; Senses darkvision 60 ft., detect evil, true 
seeing; Perception +40
Aura healing aura (see below), peaceful aura (see 
below)       
AC 14, touch 10, flat-footed 14
hp 310 (31d10); regeneration 50 (see also “Eternal 
and Uncreated” under Special Abilities below)
Fort +22, Ref +22, Will +30
DR 25;
Immune domination, electricity, fire, acid, cold, 
sleep, petrification
Speed 30 ft., fly 150 ft. (good)           
Space 5 ft.  
Melee N/A (never attacks)
     
Spell-Like Abilities (W 20th, CL 20th)
Constant—detect evil, discern lies (DC 21), fly, true 
seeing, water walk

At Will—aid, animate objects, commune, continu-
al flame, create food and water, dimensional anchor, 
greater dispel magic, greater restoration, heal, heroes’ 
feast, holy word, imprisonment (DC 26), invisibility 
(self only), lesser restoration, power word blind, power 

word stun, remove curse, remove disease, remove fear, 
resurrection, resist energy, speak with dead (DC 20), 
waves of fatigue

5/day--limited wish (except: cannot duplicate 
spells that directly do damage)

3/day—wish (except: cannot duplicate spells that 
directly do damage)

Str 18, Dex 18, Con 18, Int 23, Wis 27, Cha Total 
(Jesus automatically succeeds and/or outrolls ad-
versaries on all Charisma checks; in such case as a 
numeric bonus may be needed, use +100)               

Base Atk N/A (never attacks)               

Feats 
Dodge, Great Fortitude, Improved Great Forti-
tude, Improved Initiative, Improved Iron Will, 
Improved Lightning Reflexes, Iron Will, Light-
ning Reflexes, Mobility

Skills 
Craft (carpentry) +30, Diplomacy +40, Fly +40, 
Knowledge (history) +40, Knowledge (nature) 
+40, Knowledge (religion) +40, Perception +40, 
Sense Motive +40, Spellcraft +40, Stealth +40

Languages 
All                   

Treasure 
none       

Special Abilities
Eternal and Uncreated: If Jesus is ever reduced to 
0 hp, He is immediately subject to a resurrection 
spell at the beginning of the next round and re-
turns at 50% of normal hit points.

Healing Aura: Within 100’ of Jesus, all healing, 
natural or magical, is multiplied by 3. Also, all 
creatures (including undead) have regeneration 
10 and, if currently affected by poison or disease, 
may make a save against that poison or disease 
at +25 at the beginning of each round, before any 
damage or other effects occur for that round. All 
creatures affected by ability score damage regain 
lost ability points at a rate of 1 per round per abil-
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ity.

Peaceful Aura: Within 100’ of Jesus, any character 
or creature that would make an attack, use an abil-
ity or cast a spell that would cause 1 hp or more of 
damage must make a Will save (DC 50) in order to 
carry out the attack, ability or spell casting. “Inani-
mate” sources of damage (i.e. fires or traps) simply 
fail to do any damage whatsoever. All Diplomacy 
skill checks whose aim is to reduce conflict and/
or avert harm are at a +20 to succeed.
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LEGAL APPENDIX
OPEN GAME LICENSE Version 1.0a

Stats for Jesus is written under version 1.0a of the Open Game License. As of yet, none of the material first appear-
ing in Stats for Jesus is considered Open Game Content.

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc 
("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open 
Game Content; (b)"Derivative Material" means copyrighted material including derivative works and translations 
(including into other computer languages), potation, modification, correction, addition, extension, upgrade, im-
provement, compilation, abridgment or other form in which an existing work may be recast, transformed or 
adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or oth-
erwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, 
processes and routines to the extent such content does not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and 
means any work covered by this License, including translations and derivative works under copyright law, but 
specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and 
identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other 
trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or its products or the associated products contributed to the 
Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the 
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open 
Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to or subtracted from this License except as described by 
the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this 
License.

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this Li-
cense.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a per-
petual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game 
Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights 
conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, 
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and You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of 
any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, 
except as expressly licensed in another, independent Agreement with the owner of each element of that Product 
Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark 
in conjunction with a work containing Open Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that 
you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may 
use any authorized version of this License to copy, modify and distribute any Open Game Content originally dis-
tributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You 
Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to 
some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not 
Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to 
cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of 
this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only 
to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000. Wizards of the Coast, Inc; Authors Jonathan Tweet, Monte Cook, 
Skip Williams, based on material by E. Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on mate-
rial by Jonathan Tweet, Monte Cook,and Skip Williams.

Pathfinder Bestiary Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by Jona-
than Tweet, Monte Cook, and Skip Williams.

Stats for Jesus, Copyright 2013, Murder of Crows Publishing.
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