JAXA (‘Jaks-a)
The Battle Mistress, Divine Death, Lady of the Fray

Lesser Power
Goddess of War
Aspects: War, battle, fights, strategy
Neutral Evil
Natural form: Human female
Symbol: Horizontal, double-bladed double-ended battleaxe-warhammer
NOTES:  Jaxa is a truly unforgettable sight to behold.  When viewed the first thing that is noticed is her stunning beauty.  Her short, cropped black hair and bright blue eyes complement her olive-toned skin and the scars upon her face enhance rather than detract from her beauty.  This initial image, however, is quickly overwhelmed by the rest of her.  Short and compact, Jaxa appears like she just stepped out of a battle of epic proportions.  She wears plate armor with chain backing that is covered with scratches and dents and is splattered with the blood of her enemies.  In her left hand she carries a blood splattered double-headed battle-axe and in her right she carries a spiked shield that is covered in blood and tattered bits of flesh and armor.
Jaxa is a capricious Goddess, rarely standing still and always looking for a fight.  She takes offense at the slightest provocation and is quick to challenge the offender to a battle of honor to settle the dispute.  Fortunately for the other Gods and Goddesses she is easily distracted by the battles of mortals and is seldom around long enough to fight her divine brethren.  When not spoiling for a fight she paces restlessly back and forth.  If she is not carrying on a conversation with someone she is mumbling to herself.  She will occasionally stop and stare off into the distance, her eyes taking on a wild, slightly fearful expression.  She will then resume her pacing.  The battle axe in her hand is constantly shifting shape, changing to many different weapons, but always coming back to battle axe on a regular basis.  The only time she will ever stop pacing for any length of time is to observe a battle in progress.
She takes great delight in observing her worshipers fighting for Her glory and honor.  On rare occasions if a favored worshiper is fighting exceptionally well that day she may reach out with her mind and touch this warrior.  This favor will make the warrior immune to all damage, make him immune to fear, and double her number of attacks.  This favor lasts for one turn.  Only truly exceptional warriors have ever received this blessing.  As a general rule, however, she does not interfere in the fights of mortals, preferring to let skill and luck weed out the weak and covering the strong in glory.  
When fighting the Battle Mistress can change her weapon at will to whatever weapon is best suited for the moment.  Regardless of the weapon used it is always +5 to hit and damage and does triple damage.  Though she will only use weapons that can be used in melee she is capable of throwing any weapon as a missile weapon.  The range on such weapons is as far as she can see.  After any such missile attack the weapon instantly vanishes.  She can instantly sum up the situation at hand and as such she always wins initiative.  
While fighting she is always yelling battle cries, hurling insults are her opponents, and laughing.  This laughter is tinged with a bit of insanity.  It is said that at some point in the past she challenged Symea to a fight.  The legend says that Symea just stood there, uncaring, while attack after attack was deflected by her swarm of insects.  Jaxa worked herself into a berserker rage, her attacks coming faster and faster.  Eventually Jaxa became exhausted and staggered back.  At that moment Symea stretched forth her hand and Jaxa was engulfed in swarm of insects.  Nothing the Battle Mistress did could stop the swarm and for a long time she stood there, flailing her arms uselessly, her screams smothered by the insects.  And as soon as it started it was done.  Once more Symea was standing there.  Jaxa did not have a scratch on her, but there was a wild look in her eyes.  This look lasted for many years and only slowly faded away.  To this day she has never discussed this fight, but her laughter has never been the same.  And neither has she.
Jaxa’s realm in Morycia is a land of vast plains interspersed with rolling hills.  The entire region is dotted with castles of all shapes and sizes.  When one of her worshipers dies they are assigned to a castle where they reside eternally.  Every day the forces of most of the castles will march forth and fight each other.  No one ever declares who they will fight; they just know instinctively which force they will fight on that day.  These battles rage every single day and at the end of the day all of the dead are returned to their castle, alive once more and ready for the night’s feasting with the survivors.  Some castles, however, do not engage in battle.  Instead they will empty their castle and march off to lay siege to another castle.  The defenders always know that they will be attacked and have ample time to prepare.  When not observing the battles of her living worshipers Jaxa can be found striding around her realm, watching her fallen disciples fighting for their Goddess.  Every night she feasts a giant tent with the new arrivals to her realm.  
Duties of the Priesthood

Priestesses of Jaxa have very few duties except to fight.  Most priestesses will join an organized military organization, be it a mercenary unit, an army, or the armed forces of a city.  They are expected to fight as much as possible, though this does not prevent them from using their spells to help their fellow warriors.  Priestesses will take almost any role within a military force, from scouts to light infantry to cavalry to shock troops or even sappers/engineers.  Most priestesses prefer to remain in the ranks, rarely taking on any positions of leadership higher than that of a sergeant.  A few, though, are born leaders and will quickly work their way up through the ranks, even to that of General.  On rare occasions a large band of priestesses will form their own mercenary unit and sell their services to the highest bidder or some favored cause. These units tend to strike fear in the hearts of their opponents.  

There are very few actual churches devoted to Jaxa, and those that exist are either located in very large cities or are situated on the locations of very large battles.  Those few churches that exist are always some form of fortified structure, be it a keep or even a full blown castle.  These churches, known as War Colleges, always contain great libraries on military history and have priestesses who are experts in the art of war.  It is very common to find non-priestesses residing at War Colleges, studying the art of war from the priestesses.  Unless current situations warrant otherwise (such as being chased by enemy forces) priestesses of Jaxa are required to stop and pray at the sites of important battles.  And even if being chased or unable to stop the priestess will still say a quick prayer.
Requirements:  AB Str. 12, Con. 12; AL Any; WP Any non-missile bludgeoning or any weapon from within a single non-missile tight group (such as short blades, axes, or spears).  They can never pick any non-bludgeoning weapon outside of that tight group.  For example, a priestess might select warhammer as her main weapon and then select hand-axe from the axes tight group.  When she chooses a new weapon proficiency she can take a standard cleric weapon or another weapon from the axe tight group.  A priestess may take a melee weapon that can double as a missile weapon; AR Any plus shield; SP Major All, Elemental (all), Combat, Divination, Healing, Protection, War; SP Minor Charm, Guardian, Plants, Weather; PW 1) Combat Casting: priestesses can cast spells while in combat, they may not attack but they are not required to stand still and do not lose any dexterity bonuses to their AC; 6)  Priestesses may cast “spiritual weapon” once per day as a bonus spell, this will be the same type of weapon that the priestess is using and will attack alongside her normal attacks, much like a sword of dancing and at the same THAC0 as the priestess; 12) Flame strike as a bonus spell once per day; TU Priestesses may not turn, but they can destroy when at the appropriate level.

Specialty Priests (Battle Maiden or Battle Lord)
Requirements: 

Strength: 15

Constitution: 14

Granted Powers:
-1st Level: Specialty priestesses may not take any missile weapon unless it can also be used as a melee weapon, such as spear or warhammer.
-1st Level:  Favored Weapon, the priestess picks one particular weapon and spends a month becoming familiar with this weapon through practice, combat, and rituals.  At the end of that month and from that point on the weapon is the equivalent of a non-magical +1 weapon to hit and damage.  This is not a type of weapon such as “long swords” but a specific, unique weapon, such as “this long sword.”  
-1st Level: bonus non-weapon proficiency blindfighting.

-1st Level: Specialty priestesses use the Constitution hit point adjustment of fighters and may have exceptional strength.
-3rd Level: Melee missile, a specialty priestess may throw any melee weapon as a missile weapon without penalty (except for normal penalties such as for range or for non-proficiency, etc.) with a range of 1/2/3.
-9th Level: Once per day the priestess may cast a spiritual shield.  This is a bonus spell that does not have to be memorized.  This spell has the same stats of spiritual hammer, except for a range of 5’.  When cast the shield hovers around the priestess and improves her armor class against all frontal and flank attacks by -1.  It does not require concentration to maintain and does not interfere with her attacks.  The spiritual shield will also absorb magic missiles much like the first level mage spell shield.

-15th Level: Once per day the specialty priestess may cast the mage spell stone skin as a bonus spell.  Any stone skins still in effect at the end 12 hours are lost. 
Other Notes: Battle Maidens tend to shun service in organized military units as they normally do not see enough combat.  They instead prefer to travel as lone mercenaries or adventurers.  The only duty they need perform is to fight for their Goddess, and for glory.  Contrary to popular myth, Battle Maidens are not blood thirsty maniacs roaming the world getting into fights.  They are usually very aware of local laws and customs and tend to go out of their way to not start fights in population centers or places where it can get them in serious trouble.  With that being said, they rarely back down from a fight.  This does not mean that they will rush in blindly in hopeless situations.  There is no dishonor with avoiding an unwinnable fight.  Nor is there anything wrong with fighting in a hopeless battle if there is great glory to win.  Retreat is not a sin nor a disgrace for and worshipers of Jaxa.  
