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	Occupation: Clergy
	Occupational Benefits: Can use Theology or Reassurance to gain access to church records, documents, and resources.  
	Description: 
	Build Points: 16/65
	Pillars of Sanity: There is a loving and just God.
Mankind is inherently good
	Sources of Stability: Bishop Iacona, Leader of Archdiocese
Anabelle Von Goering, Sister
Gladys O'sheim, Parishoner
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