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Introduction

Deities: spiritual beings embodying the loftiest (and basest
principles of morality, ethics, and every aspect of mortal existence

. or just some really powerful monsters?

|.'|||' ANSWer to l!l.ll l'!-.th lllll“\“llll, llLv S0 many IIJJIL'[ ques-
tions in the DuNGEONS & DRAGONS game, is up to you, and the
answer you decide on will have a lor ro do with how you use
this book. There is no right answer beyond what's right for your
campaign, vour players, and your game. If you're really inter-
ested in whether Heironeous can defeat Thor in battle, we've
given you a set of rules and statistics in this book that can help
you answer that question. (Early playtest reports say: not
bloody likely.) On the other hand, if you want help creating a
\'Ih:‘.'lnl. realistic ]"'.‘lﬂ[i'n‘vl‘l tor your campaign, a sel of deities
that helps shape the course of events in adventures of epic
scope, deities who inspire the clerics, druids, paladins, and
other characters in your game to the greatest heighrs of hero
well, we've given you

ism and the lowest depths of villainy
the tools for that as wel

DEITIES AND DEMIGODS

This book can help you decide what role deities can play in your

Q |||11F‘||l!-_'|l'| Irom Ihl'l.l l‘hl‘ll"-ﬂllhli"\ Il|||1l'|| Armor Class
Chapter 1: Deities in Your Game addresses the role of

deities, as well as religions, in the D&D ga It discusses

ditferent models of religions, from the traditional D&D *loose
p.LJ'|I|'||'u|I" n'|‘l|h|m|'.f.1'd by the deities described in the Player's
Handbook to alternative models such as monotheism, dualism,
and animism. You'll find some discussion of mystery cults, as
well as a different look at the pantheon. This chapter goes on to
talk about what influence the deities have on your campaign
world, what deities are like, and where they live. It closes with

some concrete advice on how to build your own pantheon of

deities for your campaign

Chapter 2: Deities Defined delves into the rules thar help
quantify deities. It introduces the concept of divine rank as a
measure of godly power, and spells out whart a deiry of a certain
rank can do—in the same terms as any other character’s abilities
are delined. Hercules may have a Strength score of 55 (as does
Kord), but it's still a Strength score that works like any character's
Or monsgers g\.[['l'['lh-'lh sCore

In an extensive discussion of divine characteristics, you'll read
.]l‘l“l“ Lll[ |hl' :]i]l]l[]l'.‘\ :|J'|ti pl'l\.\'l']".' l]1.|[ iii'”]l"- |'|_|\.'l' In commaon.
Next, the concept of portfolios is defined. Following thar are
descriptions of nearly one hundred salient divine abilities
Sped I.Ii il.m'vl 5 .|\."|||.|l1]\' uu!j‘ { {1] -h'Llu'h | hl' I.'i].lF\[(‘] .ll»u pu-wnlL
thirty feats that deites can acquire, over and above the fears
described in the Player’s Handbook

Chaprer 2 continues with suggestions for the Dungeon Master
on how to roleplay a god. It describes rtwo types of divine minions,
the proxy and the pertitioner, and it concludes with information
on how to read the deity descriptions that make up the bulk of the
four chapters that follow.

Chapter 3: The D&D Pantheon describes a group of deities
specifically created for the DunceoNs & Dracons game. Most of
these deities were introduced in the Player's Handbook (see the

cleric class description in Chapter 3 and the discussion of re
in Chapter 6 of that book) and are also briefly discussed in Chapter
& of the DunceoN Master's Guide. Four of the members of the D&D
pantheon are presented here for the first ime—rthe dragon deiries
Bahamut and Tiamart plw‘- Kurtulmak and Lolth. If you want the
-1L|~.l|1n|ug\, and I'l'll' deities ol your L'.1111|\.[L_L:Jl o contorm wuh |||e‘

igion

information in the D&D core rulebooks, then the D&D panthean
is designed just for you

Chapter 4: The Olympian Pantheon is the first of three
i'hill‘ll'l"-' ll\'lll{'.il:'Ll o my EIH'[UNI[ ;i| ]r.|11l|1.:'n|1'1 |llll'~1‘i', i1;h=‘\i on
lll!\'[\‘[ |L.i| [L'll:l_'.JE_lJl.‘). I.IIL‘ LIL'l"Jl'.\ L'IJ ’I'lL" \.&l\- I'l'l}'.‘l.][" 'P.l“[ht‘l]ﬂ were
worshiped in ancient Greece, and many of them are wel
|~.Inr\\'|1 names |IliJ[ are 1[|Ulid n L'l'l]'lll'l'l'lpl.ll'd[". Il.ll‘ rafure as \'.l'“

as the classical rales and sagas where they first appeared, The
ll\liﬂp[l'l bL'j,.':J[IT\ \\'l‘h a '|IIL|]'I I.Il‘*'tll.‘s'“-ll.'l'l of '\‘l\'rﬂr‘hln Ihﬂ'ﬂ][u}\
ind Olympian cosmology before presenting detailed statistics
and general informarion abour each of the nineteen deities that
make up the pantheon. Following the deity descriptions is a
brief treatment of the religious philosophy known as the
Academy, as well as a section on Olympian monsters that
includes game informarion for two types of cyclopes and the
race \.\I- 1["\' i{rli"“' 1 A8 ‘..ILJHH.

Chapter 5: The Pharaonic Pantheon is siructured the same as
Chaprer 4.1
the religion of ancient Egypt, and then gives extensive descrip
s, At the end of the
i h.ll"ll'l are lIt'\l'I'IP[llIHH of 'wWo new U.'l‘;ll}ll”ﬁ. H_”Ii(‘ ‘;l,”l‘-ll‘t‘- for

& [ext 1'-['}.}_”‘.‘: I'l\ summarzing li]l‘ hJ'\ll P[L'l'['p[‘- |'|r-

. 1
nons or I:.lL'l'l ol Ihl' il.]l'lll'l('ul‘lh tourteen d

the minion of Set (a new monster), and details abour a new
'l':lli"l.llt'. lhl‘ lL'.[l‘.“l'l mummy

Chapter é: The Asgardian Pantheon deals with the deities
of the ancient Norse n'hgiu[‘. J-'nl]u\\'mg the lIt"-i'II'|,‘|illI1.‘\ of the

twenty deities in this pantheon is a section on Asgardian
monsters, nd [Hd””.'_ ||lJ1'l' |\'Pi'.\ ol t'|[|l'll'l Jar; TwWo Lty |"l'.‘\' ot jll'””h'
JH\.l lJll.' \'HIL\']'IL'.": A th.l' t']'|il l'lf. |1'|(' 1'[1;]]3[!'1' 15 4 new P|'l";“!_'l'
class, the berserk, which is especially suited for use with the
Asgardian pantheon.

Chapter 7: Other Religions provides examples of three alrer-
native religious models: a monotheistic religion (the Faith of the
Sun), a dualistic religion (Following the Light), and a mystery culr
These are all-new

that is not connected to a pantheon (Dennari).
fantasy religions, not derived from historical faiths, The chaprer
also includes iwo new prestige classes: the justiciar of Taiia and the
soldier of light.

Appendix 1: Domains and Spells details all the domains
mentioned in this book, including thirteen new domains thar
do not appear in the Player’s Handbook. It also contains twelve
new l.iu']lk, l'.ll']'l ul- \\']'IIL'l'I s .Jh‘\l‘l'l.l[{'ll \\'Ilh onge nf Ih:' new
domains

Appl.'n.di_\r. 2: Divine Ascension describes the process of divine
ASCENSIOn 1!][' means l"\' \L'llh'll a ]'ll.]\'l'l- h'hJ racter can l'lf‘l-l“'n(‘ a
deity (if you choose to allow this option in your campaign).

Deities and Demigods takes D&D adventuring to a whole new
level, in more ways than one. Whether vou're a Dungeon Maste
\'«'hL'I wiants th’llll“.\ o |'I]L'I‘r' a4 more .‘\'Jﬂ['ﬁ]i‘ll'ﬂﬂt I'l'lll' In vour L'_iln'l'l:i]),'[\
or a player who wants to know how your character stacks up
against the divine entiries thar oversee the universe, this book
holds all the answers you could want.




o i
3.
1 Ilgt andithe Il]l},lull they ||1~p:n Hpn 1”\ |1]1\ an
menrlqm rale in DuNncEons & Daac
Xhgther ivs aclericof Fharlanghn whu chanrs “Hail
Ihadpn;,hn mlhhl) Fharlgnghn!" every rime he casts a
g spell arrheevilcul thar lurks in the Temple of Ele-
mental Byil, lhumun.llsrn1mu f these deities are everywhere in

Hhe gathd,and powets they serve hold an equally important, if
_mmhlle disang place.. »

Thischapter sxamines the role of these forees in your éam-

paign lutwqdutﬁiqfwhmm First, it discusses various models of

[ e|1gi ntheans; wonetheism, dualism, animism; mystery

l‘ullb, hﬁ!nﬁt‘li‘] htlirf (fores and philosophies). You need 1o

decide whicl of these mpdels your campaign will use before you

can ppm.ll..nx‘ your woil with deities. Second, this chaprer walks

you ugh trl@q,l decigiops about the nature of the gods in

/i wm'tuwp.ngn Ate theygrively involved in the world; or are

INS campe II}_HH

ou and unl:arm ?i0p they depend on worshipers or

mi ogher exiprnal sougee h“'ﬁll‘ll-‘ll' power, or are they worshiped
r b[-biusi qfthn?lpowcrmanthny be killed?

«._rdjaum.s in \‘Uurcim and the deities those religionsrevere,

pe

’}ﬁﬁ ey 1o stan ygur pantheon in earnest, and the
ol 'ﬁﬂﬂ”ﬂll’_ﬁ'ol t]nlﬂ&lﬂﬂ‘f &-;..uld.am: in that process,
] L £
L N }:r"*h-'- rJ'\f"_ N
Ll Il- Y y
\.'_!;
:'F\._l deirie
Yl ally e xpu.:i‘hgor drmn.ndinl, worship frol

expecting a certain standard of behavior {ros, el :
In other words, deities ave parrs of wltglcﬁ'ls the cénte

L)ude iy msdﬁ:gﬁwlunm abour the basicnarure of

“eities, such a8

*. T

LOOSEWPANTHEQNS

Fyamg gy

ano ¥a1dvHd  JWWYD ¥noANi ST1113Q

v Wl :
msi churghes, the objeets of worship and ritual, gall the’
receivers of prayver and sacrifige
L afantesy serning, as in thereal world, religion canvtake
many furms The \IJ[]LJ'llll :ts:u.l*nplmn as described in the
Player's Handbool, is thatimulghple deities loosely grouped
wgethdr form g pantheon; a'collection of gods not united
by a single debrtine or philosophy. Detties and Denvigods
refers o this modelas o [oosetpantheon. Other groups of
m Pharaonic deities; alsooform a pan
theon, hif thelr worship is more closely interrelated. All
the deigies show a'leagr some respect for a parricula
}I:I!'[j_tr}-nphu;.ul principle or averdeiry. In the case of the
hamonic pantheon, for example, the deites are keenly
tnfbrested in Maar, the principle of divige ordecin the
Uptverse. These pancheans are called ght pititheons,
Not all religions in a faptagyworld need o' fgvolve
i;ruulul. a pantheon of dejgies! In yaur camipaign, you
cart ¢ teate monotheistic religions (ﬁ'uﬂiﬂp of 4 single
Heiry), dualistic gystems (defreréd Hoound wo deities
or forces), mysréry culis (involving persendl drmlmn
toa single deityaisually as part of apa Systein ),
animistic re ll'. 0ns dl'\'H'JI'I[{ the !Pﬂ'ﬂl l.lhll%m in
nature), or gven forces and philosoph 'El"%ﬂ '
centeron deiries. This Secrion dises ow Feli-
glon works in each of these ypes of Sysiemss how
peaple worship, how clerics funcgion, angd other
implicarions fof your campaign.

The'Bahies of feligion in.a loose pantheon are
dewﬁ’nud in-the Player’s Handbook. A multitude of




deiries rule the various aspects of mortal existence, variously coop
erating with and competing with each other in administering the
affairs of the universe. People gather in temples to worship gods
such as Pelor, or meet in hidden places to venerate Erythnul

Each deity in a loose pantheon has a portfolio and is responsible
for advancing that portfolio in the mortal world and in the divine
Heironeous, god of valor, calls clerics and paladins 1o his service
and encourages them to spread the ideals of honorable warfare in
society. His followers propagate notions of chivalry and justice
through their societies. Even in his never-ending war with Hextor,
Heironeous promotes his own portfolio—war fought nobly and in

the cause of justice.

Hextor, similarly, promotes his portfolio of war and tyranny
through his actions and those of his worshipers. His clerics preach
military readiness and quick, harsh action in response to any
wrong. In the divine realm, he I'L!_‘,Jlt.\ his war with Heironeous on
his terms—as brutally, destructively, and underhandedly as he can

i“lll\']lilJnll‘!—"Ulh € ll'rll"‘ .[l'll] In}ll\'—}:l'hi'hi”'!' r-l'll.]l“'-' oaneg I.it'll'u'
of a loose pantheon above all others, choosing one as a patron deiry
Hl'l'(il.l.‘\“ l‘ill'h lII.'II'S' 15 'IIL‘ lll'lhli‘!i‘il“'kl master i'] .IH Ihll'l.k"‘\' |'I‘|Ilil'{| Lo
hl‘w or hl‘r i'l('l'rf t‘llllU, I'Il'l\.\'l"\ (= I.|'\-' l'll.'lll".'l'r.‘; l\l‘tL‘]'l IJ.l'\'L'i e Pf-l\'l'r.‘\ da ['JL[
sacrifices 1o other gods than their patrons, as long as those other
gods are not enemies of their patrons. Even a devour follower of
Heironeous would do well to make an offering to Fharlanghn
before serting out on a journey, for example, and might offer
prayers to Wee Jas at a funeral. No self-respecting devotee of
Heironeous would consider making a sacrifice to Hextor, however,
since Heironeous and Hextor are mortal enemies,

Not everybody has a patron deity, though most people show at
least some degree of devorion to some of the gods. In most loose
pantheons, not choosing a patron deity has no penalty. Most
people are assured of finding a home on the Outer Planes after
death. Their souls simply go to the plane corresponding to their
alignment. Though the rewards of serving a deity might be great in
this life and in the next, there is no punishment for those who do
not make a commitment to a single god, or even for those who neg
lect the t'_\'}“('l'[:‘li sacrilices,

There are some exceptions. In the FORGOTTEN REALMS® campaign
setting, for example, the souls of those with no patron deity are con
signed to wander the Fugue Plain until they are either taken in by a
merciful deity or captured by demon or devil raiders and drafted
into service in their infernal war. The souls of the * l..llll'lIL‘En, ' those
who actively oppose worship of the gods, are bound into the living
\\'J”. .'lfl]LI.nil lhl' ( :|[\' lFi.]Ull}!ml'n[. [.Tl]rl'l '\-\'h]l'h l]ll‘\' Can néver refurn
In the world of Toril, nearly everyone has a patron deiry

In some ways, a loose pantheon is like a number of small, dis

THE DIVINE GLOSSARY

The following terms are used frequently in Deities and Demigods.

Animism: Belief in a multitude of spirits that influence the
natural world.

Deity: A god. Deities have from 0 to 20 divine ranks.

Divine Rank: A measure of how powerful a deity is. More
powerful deities have more divine ranks.

Dualism: Belief in two deities. The deities are often oppo-
sites in conflict with one another.

Lay Member: A worshiper who doesn't receive spells from a
deity. Within a religion, the nonclerics are sometimes referred
to as the laity.

Monotheism: Belief in a single deity. Many modern religions
in the real world are monotheistic.

distinet code of ethics, practices certain unigue rites, and retells
certain myths about its deiry, usually withour reference 1o any other
deity (except for specific cases of enmity berween two deities, such
as Heironeous and Hextor or Corellon Larethian and Gruumsh)
Of course, even devored followers of a single deity recognize the
existence and power of other deities and occasionally sacrifice 1o
them as well, but they worship enly one god at a time

In terms of game-mechanic implications, the loose pantheon is
ihl' ‘-ll‘l‘lp|r“~l nh"lll('l [(8) .1[[‘ PI-\[ mn your l':l]’T‘Ii‘I:Iljln_ since 1t 1s |hl' 11.‘|.\L’|||'|('
for the D&D game, Simply substiture your pantheon for the default
pantheon in the Player's Handbook. Most of the guidelines in this
L'|1.II1I('1' ,Ipph‘ lE]Tl'L'l |',-' 1o A |m\~1- P.III['R'IIH 111|u|t'|, .||h|. you |1='1'|.] 1o
decide such issues as how many gods there can be, what gods are, and
where their power comes from (see The Nature of Divinity, below)

IGHT PANTHEONS

If the deities of a loose pantheon are the multitudinous centers of
p

—

many distinct religions, a tight pantheon, by contrast, is the focus
of a single religion. Practitioners of that religion may revere all the
deities, a select number of them, or even just one, but whicheve
deity or deities they worship, they share a certain body of myths,
rituals, and ethics.

The Olympian, Pharaonic, and Asgardian pantheons described
in Chapter 4, 5, and 6 are examples of tight pantheons. The gods of
the Olympian pantheon are united under the rulership (and, in
many cases, the paternity) of Zeus, as the Asgardian gods are
united under Odin. The Pharaonic pantheon is unified by the poli-
tics of the mortal kingdom, the idea of a divine ruler (pharaoh), and
the concept of a divine order in the universe (Maat)

J_ll{l' ]i’(' E‘Iul'- I||-.'| |l||“il' P_In!bl'i\n, [|1{' l]t'ﬂ]l"ﬁ 11[-.l |'|£_’I']l I'l_inlhl'n'n
each have their own areas of control (portfolio), Within their own
pantheons, Ares and Odin are gods of war much like Hextor and
Heironeous, and they have similar agendas. Aphrodite and Freya
are responsible for all affairs of the heart, while Athena and Thoth
oversese matters lrl Ii'.“'l”“': .l”hi k[ll"\"'ll.'ll':_'.l'

Some individuals, more often clerics than laity, devote themselves
to individual gods of a tight pantheon—aoften as members of 4 mys
tery l'llh‘ LS bl']l]\\'; Most l‘ll'l‘]"l{'. |T|l']LlLi|]'||_f many L'll'rlL‘.‘i. are
devoted to the entire pantheon, As with a loose pantheon, a follower
ol th‘ k_”‘v'['[lpldl] EJJ”[}]L‘U“ “']Jlil"!l n_?lli.'l'l]”."ﬂ to Demeter 1o ensure a
good harvest, to Poseidon before traveling by boar, to Aphrodite
when seeking assistance in romance, and to :'\}‘-u“u for healing. The
sacrifices each god expects are part of the shared doctrine of the pan-
theon, and sometimes the gods even share remples

Most tight pantheons have one or more aberrant gods, deities
whose worship is not sanctioned by the clerics of the pantheon as
a whole. These are usually evil deities and enemies of the pantheon

Mortal: A creature with no divine ranks. Mortals include
humanoids, outsiders, and the other creatures in the
Moanster Manual,

Mystery Cult: A secret society, usually devoted to the worship
of a single deity.

Pantheon: A group of deities. Each D&D campaign has its
own pantheon, and some have mare than one.

Patron Deity: The primary deity worshiped by an individual
Jozan's patron deity is Pelor, for example.

Polytheism: Belief in many deities. Most D&D campaigns,
including the one described in the Player's Handbook, are
polytheistic.

Portfolio: One or more aspects of the world that a deity has
responsibility for. For example, Thor's partfolio includes storms.




such as the Titans (Olympian pantheon), Set (Pharaonic), and Loki
Asgardian), These deiries certainly have cults of their own, artract
ing social ourcasts and perverse villains to their worship. These
cults resemble mystery cults, their members strictly devoted o
their single god, though even members of aberrant cults often pay
||p service in the |L'J|Il‘!L“| of the itlllia]L‘t'll

A tight pantheon requires only a few modifications to the stan
dard D&D rules. Clerics may choose a specific patron deity, in
which case they choose their domains from among those offered
by the deity. Clerics also have the option of serving the entire pan-
theon, in which case they can choose their two domains from
among all the domains offered by all the deities of the pantheon
except aberrant gods. A cleric of the Pharaonic pantheon could
choose Sun (offered by Re-Horakhty) and Luck (offered by Bes) as
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nis two t|u|‘|1.s|l1'-. tor l‘\.]ﬂ'lp]!‘ A cleric can l'J'IE\' select an ;lJI.p:ll
ment domain if his alignment marches thar domain. The cleric’s
alignment must match the alignment of some deity in the pan-
[I'l('l\l'l :('Kt'llll““g .'ll-'ll,"rr.]r” g;}li\.l.

A tight pantheon is more likely than a loose one to limit the pos-
sible number of gods and the means 10 divine ascension. Divinity
may be imparted, but can rarely be simply earned (see The Narure
of Diviniry, below)

MYSTERY CULTS
A mystery « “II IS d secrenve [l"ll}lll IS l']k:d]ll(dlh'f‘. l'l'nl.‘ct'il ana lltllkli
of initiation, in which the initiate is mystically identified with the
!.',!”l hl‘”'lt.', \\'i'l-‘!hll""li .‘\I'r"!ll'l Vi |||[‘| are _P_I'”{']';II!T hil'\'lﬂl'd o Nl]]_l.:ll'
deities, or at most a small handful of related deities (see the entries
for Demeter and Dionysus in Chapter 4 and Thoth in Chapter s for
‘i.“]]].\‘il.' ”I\\E'Ll ¥ L'U]lh s _‘\1\'.‘\[{”'\' \.ll][.‘\ are lnll'n.‘;l'l\-' !'Il'l"‘ul“')ill. con
cerned with the initiate’s individual relationship with the deity and
experience of salvation.

A mystery cult is acrually a specific type of worship within the
context of a tight or loose pantheon, rather than a distinct religious
system itsell. Even if the god at the center of a mystery cult is part
of a tight pantheon, however, the mystery cult itself is more like
the worship of a deity in a loose pantheon. It stands as a religion
unto itself, related to the myths and rituals of the pantheon’s cult,

i]lJI ]1]'["\(‘“'[““ 1S OwWn m\-‘lh\ .'H'Ill TGS as P][]11.]|‘,'

The myths of a mystery cult are irs essential element. The his-
tory ol |hL‘ li;‘L‘l.l 15 Ehl‘ [Ull]ldulmn ol |l|L‘ LLll' l!l'llj 1 rl'l'ﬂJL'[('Li Lsym
bolically) in the cult’s initiation ritual. The foundation myth of a
mystery cult is usually simple and often involves a god's death and
rising, or a journey to the underworld and a return, Sun and moon
deities and agriculrural deities—gods whose portfolios reflect the
are often [Jlt‘ centers ol mystery ( lll[‘G

cycles of nature

The cult’s ritual of initiation follows the pattern of its toundation
m'flh .\':‘l'-|‘|1'.r'h'H retrace Ihl' F_l'\l"' |LH'lh[1'Pw mn uh]t'J o -.Il_llt‘ lil(‘
god's ultimate fate, In the case of dying and rising gods, the (sym
bolic) death of the initiate often represents the idea of death to the
old life and rebirth inro a rransformed existence. Initiates live a
ane of human affairs, partly ele-

new life, partly remaining on the p
vated to a matter of divine concern, The iniriare is j.:uLli.lll[t'L'Li d
place in the god's realm after death, but also experiences new depth
and meaning in his or her life

As a subset of a pantheon religious system, a mystery cult needs
no special modifications to the standard rules for clerics and
patron deities

MONOTHEISM

Monotheistic religions revere only one deity—and, in some cases,
deny the existence of any other deiry. If you introduce a monothe
istic religion into your campaign, you need to decide whether
other gods exist or not. Even il they don't, other religions can exist
side by side with the monotheistic religion. If these religions have

clerics with spellcasting ability, their divine spells may powered

]1\' I|'|:- one truaeé 111'111_.' iw |1'k~<1‘r \|1|I'ill- \.\'lln are not true Ill'll)l‘\'

(possibly including powerful demons and devils), or simply by
their faith, however misguided
Unlike the gods of a pantheon, the deity of a monotheistic reli

demands exclusive worship. Usually, such a deity has a very

portfolio and is portrayed as the creator of everything, in control of
everything, and concerned with every aspect of exisience, Thus, a
worshiper of this god offers prayers and sacrifices to the same god
regardless of whar aspect of life is in need of divine assistance
Whether marching into war, serting off on a journey, or hoping to
win someones affections, the worshiper prays ro the same god.
Monotheistic religions often promise dire consequences to those
who do not adopt their deity as a patron, whether they follow a dif-

ferent, “false” god or no god ar all. Such religions border on dualism

(see below), with an outer-planar paradise reserved for the souls of

the faithful, and another plane ol torment tor the souls of those who
did not revere the deity in life. Other monotheistic relig
universal, reaching thar only one Outer Plane exists (to ¢

the one deity), in which all souls, sooner or later, come to rest

LONs are more

'I'('N}H!Ill] o

Monotheistic religion is perhaps the most divergent system from
the core D&D rules, and requires some adjustments to the rules for
cleries. In some cases, the deity of a monotheistic religion may grant
access to every cleric domain, while in other cases such a deity
grants access only to a large subset of the available domains. The god
ola “]l‘[tl‘lhl'lﬁfll' |l'1jp1_'|l'ln receves li'll'l]'lU‘\ '-':Illl']'ll lll\'l]]l' .ilTlIL"I("-» ‘-U!.
ficient to give the deity access to fifieen domains. However, the deiny
ll(H'H not gam |h(' "Pl'” ]'l]".l' _I[‘ll]r}l'ﬁ oar ltl‘m.‘in Fﬂ\\'(‘f\ I‘T.[hv.\]l' exim
e, Taiia, the monotheistic deity described in
Chapter 7, grants access to twenty domains. She has the Extra

domains. For examp.

Domain salient divine ability for five domains (in addition to the
three domains she originally had), so she can use the domain powers
and Hl‘l'“‘- Irom 1‘|}_',|1I ol rhl-w lII"[l'IHII)N, l\llt not ]|]r .1thr'. T\\'u*[\r

Different clerics of the same deity may possess very different abili

ties. One cleric of Taiia may venerate her Destroyer aspect and choose
access to the Strength and War domains, while another might wor

ship her Creator aspect and choose access to the Knowledge and

(o
Magic domains. In some religions, clerics may group themselves
into different religious orders in order to berter differentiate
between clerics who choose different domains. For example, the
church of Taiia includes an order called the Purifying Flame,
whose members typically choose from the domains of Death,
Destruction, Law, and War. The same church also includes a devo

tional order, the Sun’s Path, whose members usually choose from
the domains of Good, Healing, and Protection

[nstead of a church with different orders, some monotheistic reli
gions describe different aspects of their deiry. A single god appears in
different aspects as the Creator and the Destroyer, and the clerics of
that god may focus on one aspect or the other, determining their
domain access and possibly even their alignment on that basis.

II]'ll' maost 'llnl\'l"l"\'.ll dl'lllﬂ'ﬁ l"[-'-l‘l— aACcess 10 .]” ‘hl‘ .lllgT‘ln1l1'1T
domains (Law, Chaos, Good, and Evil}. As with a tight pantheon,
however, no cleric can choose alignment domains thar do not
match his alignment. While the mind of an infinite god may be

able to contain diamerrical |\|'I-]}n~.Jh'-. such as \'lli]ﬂtt'[ll‘lg -I|l‘|_‘I]:1lL‘]'|I
domains, mortal minds are much more limited

In a monotheistic religion, the alignment of the deity is particu
.lﬂl.i ac Ill.]”‘.‘

larly important, The most universal deities are neutra
allow cleries of any alignment, including neutral. Other deities

have other a iments (usually )_',l'l‘ll'. and may or may not allow
clerics to violate the general rule thar a clerics alignment must be
within one step of his deity's. Some good deities are served by evil
clerics, though it is also possible that these clerics acrually gain
their spells from another source, such as a powerful demon, devil,
or celestial, or simply from the power of their faith. You should
carefully consider whether you want 1o outlaw clerics of a certain
alignment; in general, it is best to allow clerics of any alignment,

Different orders within a church, or different aspects ol a -.1|-_g]q-
deiry, may have ditferent alignments as well. In this case, the peneral




rule applies: A cleric’s alignment must be within one step of his
orders or chosen aspect’s alignment

If the god of a monotheistic religion is good, and evil clerics ger
their spells from an evil source, the religion shades over into dual
ism. The only real distinction in this case is the power of the evil
torce, and the distinction is purely philosophical, not practical. I
doesn't matter if the |1r|m.1l force of evil is a j;.'ui or a demon lord, as
long as it is there and grants spells o those who serve i

luL‘I'll‘l".l“\'. ihL' P_l.‘il ||'j d [T'l\"ﬂ\'l'l]‘ll'}‘-[ll' |'i'|l|_:]|'ln 15 11|'I|"|'| l||'~'|'|'|l' .|['|li
no possibility of divine ascension exists (though it may be possible
for mortals to ascend to semidivine status, possibly divine rank 0,
as chosen agents of the deity). In effect, 8 monotheistic religion is
limited to 20 total ranks of divine power, all of which are concen
trated in a single deity (though any number of beings with divine
rank 0 may be present). However, a monotheistic religion could
cénteron a lEI'I:\' '|L'|'|1" ear f'.l'il 'il.ll I*\I‘\'llli!” |1\' k)”i“;'_ lhl' |"|'{'\ 1ous
sole deity of the universe, or a deity who destroyed all the other
deities in recent or mythological history, In such a case, a mortal
could conceivahbly l'l'[‘l_lu' that deity to become the supreme ]1|-|n_.1

DUALISM
A dualistic religion views the world as the stage for a conflict berween
two diametrically opposed deities or divine forces. Most ofien, the
opposed forces are good and evil, or opposed deities representing
those forces. In some pantheons, the forces or deities of law and chaos
are the fundamental opposites in a dualistic system. Life and death,
light and darkness, matter and spirit, body and mind, health and ilk

.|I["|'n!'|1[. pl‘.\ﬂl e .1“11 |1|,"‘_'L‘:.'|[|'L'i" l,'|5|,‘t'g\' {hl.'

ness, ]‘llll’lT\' .||-ll[ {l{
D&D universe is full of polar opposites that could serve as the foun-
darion for a dualistic |'<']|[:mn Whatever the terms in which the dual
ism is expressed, however, one half of the pair is usually believed o
be “good"—beneficial, desirable, or holy—while the other half is
“bad” il not explicitly evil. If the fundamental conflict in a religion is
expressed as the opposition between matter and spirit, the followers
ol |||-I[ ['I.'llll.,'_lﬂn i‘l'lll'\'l' r]T.” aneg ll[Ith' wo ll.‘i“;i“'ﬁ' martter) 1s ey |] .l]]ll
the other (spirit) is good, and so seek to liberate their spirits from this
r”.lll"l;i! '“'45|'|.l| .11"' 115 l'\']lh. 1hl'l1l|_|[h ascencism .||".|| l'll]“(']npl.“il'n

Rare dualistic systems believe that the two opposing forces must
remain in balance in the universe, always pulling away from each
L'[ht'l blll [L'[?:i“[!”l}_f I.TLJ[[IILI lU_ﬂ_l'lJ]L']' in creative tension.

Most dualistic religions have two deities, but some have a number
of deities arrayed on opposing sides of the grear conflict berween
good and evil (or law and chaos). If not hosts of gods, many dualistic
religions ar least have hosts of lesser spirits (possibly including pow
erful spirits of divine rank 0) on either side of the conflict. The key
distinction berween a dualistic religion and a monotheistic religion

with a strong opposing force is that, in a dualism, the rwo forces are
believed 1o be l'L]llkll. Neither one existed before the other, neither is
mare powerful than the other, and it is quite possible thar neither
can exist without the other, despite their eternal animosity.

The majority of those who follow a dualistic religion worship
the deity or force identified as "good” within the religion. Wou
shipers of the good deity trust themselves to that god's power 1o
protect them from the evil deity’s forces and the woes they bring
Since the evil deity in mosr dualistic religions is viewed as the
source of everything that is detrimental to human existence, only
the perverse and depraved actually offer worship ro this divine
abominarion, However, monsters and hiends often serve the evil
deity, as do dark cults that meet in secret. While the official rexts of
a dualistic religion usually predict with certainty that the good
deiry will triumph in a final, apocalypric bartle, the forces of evil
believe that the outcome of that battle is not predetermined and
actively work to promote their deity’s goals

Deities in a dualistic system maintain la ge i'n.:ﬂ]hh.m All aspects
of existence reflect the dualistic struggle, and all things fall on one
side or the other of the conflict, If day 1s !-_.\n.], :1|];h] is evil; if fire is
evil, water is good. Agriculture, mercy, the sky, medicine, and
poetry :II1L_"hI be in the i'-nli!uhwu] the _u‘mu| deity, while famine,
|"|.|Ilrt1. the earth, disease, and war 1‘1."\![3.1,' to the evil deity. As
within a pantheon, each deity has absolurely no influence over the
portfolio of the other—the good deity cannot cause disease any
more than the evil deity can cure it

Ina cosmology defined by an erernal conflict berween good and
evil, mortals are expected to take sides. 1f an apocalyptic battle lies
in the furure, the winner of that battle is sure to reward the mortal
souls who helped that deiry achieve ultimate victory, while pun
ishing those who aided the other side. Again, the established texrts
of most dualistic religions predicr the ultimare victory of good over
evil, and thus urge mortals to take a stand on the good side while
opposing evil in all its forms.

Dualism is essentially a very small loose pantheon consisting of
two deities, and works much like a pantheon in terms of the D& D
game rules. However, not all alignments are available to clerics in
most dualistic systems. Lf the polarity of the universe is between
good and evil, then clerics of the good deity must be good, while
clerics of the evil deiry must be evil. There is no room for fence
SUTNg in Suc ha I1'|I_..(|n|| Likewise, a law/chaos dichoromy demands
that clerics be lawful or chaotic, not neutral ;1|ll[!||! that axis

Each deity grants access to about half of the available domains in
the game, though it is difficulr to divide the domains strictly
evenly (see Following the Light in Chapter 7 for an example), With
each deity offer Ing access to berween nine and thirteen domains,

B - - . ] e am - ———

DEMON PRINCES AND ARCHDEVILS

The default assumption of the D&D game is that, while power-
ful outsider and elemental lords exist, they are not gods, and
they cannat grant spells to clerics the way deities do. Though
they are powerful and often revered by those who share their
alignment, they reach no higher than divine rank 0. The demon
prince Yeenoghu is a classic example: He is revered by gnoll
clerics, but the god Erythnul actually grants them their spells.
Yeenoghu acts simply as a go-between, a patron of the gnolls
and a loyal servant of Erythnul. Loyal, at least, until the chance
for real godhood comes within his grasp.

In an alternate cosmology, however, it may be important to
allow these figures to grant spells. If evil clerics are to exist in
a world dorminated by a monotheistic religion with a good
deity, they must have a source for their spells. In such a

carnpaign, the demon princes and archdevils, as well as other
elemental and outsider lords, may achieve divine rank 1 or
higher, though they should not rise higher than demigod status
(divine rank 5). Making them actual deities, however, means
that the religion is not strictly monotheistic, since there are
now multiple deities in the religion. If only one such evil deity
exists, the religion is dualistic. If there are more than one, you
have created a loose pantheon.

The alternative is to maintain these powerful creatures al
divine rank 0 but give them the special ability to grant spells to
their servants, If you want to limit this ability in some way, you
can allow them to grant access to only a single domain, hand-
icapping the demon-worshipers in a minor way when
compared to clerics of the “true faith." This approach better
maintains the feel of a monotheistic religion in the game
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the followers of each deity may form orders that emphasize certain
aspects of the deity and select certain domains, as described under
Monotheism above

l]].ru' rare iJlIJ]l‘%IlL' EL'[l_I:,lL||lS ih.ll L'I11i1|‘|.].~.l;f1' IJH' [1;I|.ln1. e ol

forces in the universe may act more like tight pantheons, allowing

clerics to serve the dualism itself. Such a religion is usually true
neutral, and may allow clerics of any alignment, In this case, clerics
may usually choose access to any two domains, with the usual
restrichions on .iil_l_l,ltllu‘lli domains

As with monotheism, the pods of dualistic religions are usually

born divine and have no room for mortal ascension. In the case of

dualism, there is generally a limit of about 30 total ranks of divine
power, split more or less evenly between the two gods of the religion
There may be many spirits of divine rank 0, of course. As the eternal
struggle berween the two gods progresses, however, it is certainly
possible for one god 1o take divine ranks from the other, upsetting
the balance of power berween them. In some religions, it may be pos-
sible for mortals or powerful spirits to take ranks from one of the gods
as well—perhaps by fighting or stealing from the god, perhaps by the
god investing a portion of power into a chosen servant for a time

ANIMISM
Animism is the belief that spirits inhabit every part of the natural
world. In an animistic worldview, everything has a spirit, from the
grandest mountain to the lowliest rock, from the great ocean to a
babbling brook, from the sun and moon 1o a fighter's ancestral

sword. All these objects, and the spirits that inhabit them, are alive
and senrient, l]hnl}',h some are more aware, .Ill.'l'[. and I.]'II\'||.1.1',L‘I1I
than others. Some are also more powertul than others and might
even be considered deities. All are worthy of respect and veneration,

Clerics in an animist religion have the ability 1o command or
|:H|\|l1|'t' the SPIrits 1o l‘{'lli‘”ll. specilic tasks on their behalf. Instead
of a patron deity, these clerics have two or three specific patron
spirits who grant them domain spells and powers, Most other char
acters do not pay allegiance to any one spirit over the others
Instead, they offer prayers and sacrifices to different spirits at differ
ent times, as appropriate to the situation. A pious character probably
makes daily prayers and offerings to her ancestor spirits and the
spirits of the house, regular petitions to important spirits such as
the Seven Fortunes of Good Luck, occasional sacrifices of incense
1o locarion SPILOs suc h as the spinit of a forest, and S yraiclic prayers (o
a host of other spirits as well

An animistic religion is very rolerant. Most spirits don't care to
whom a character also offers sacrifices, as long as they get the sac
rifices and respect they are due. As new religions spread through
out animist lands, they typically win adherents but not converts.
People incorporate new spirits and deiries into their prayers without
displacing the old ones. Monks and scholars may adopt complex
philosophical systems and practices without changing their belief
in and respect for the spirirts at all
ly as a large tight pantheon. All
clerics serve the p_illlhuu]l as a whole, and so may choose any rwo

Animism tunctions essentia

domains (each domain representing a patran spirit of sorts for that
cleric), with the usual restrictions on alignment domains. Clerics
may be of any alignment, since there are spirits of every alignment

Spirits represent the whole range of divine ranks, from 0 to 20.
Animism is certainly an example of an infinite pantheon, since
new spirits come into being all the rime. The spirits probably gain
their power through worship—a spirit thart is not worshiped does
not die, but it rarely rises above divine rank 0. Divinity is earned in
an animistic system. People who engender the reverence or fear of
others \.]I.Jll.ll_l.', their lives can expect o !Jll}‘.k'l 48 MINOT SPIrIS atier
their death, and the worship of more people grants them increas

ing power. 1t may also be possible 1o achieve divinity before dearh,
usually by attaining some sort of enlightenment, but this is really
the province of a philosophical system that overlays an animist

religion, rather than of the animist system itself.

FORCES AND PHILOSOPHILES
Not all cleric powers come from deities. In some campaigns, philoso-
phers hold enoug

1 conviction in their ideas about the universe that
power from that conviction. In others, impersonal

they gain magica
torces ol nature or |'|1.]1_'|L' '||'|.|[ 3]!'.![)] PU‘\\'('I o ]nll['[.li‘; \.';'hl.] are
attuned to them may rep
rangers can gain their spell ability from the force of nature itself,

ace the gods. In the D& D rules, druids and

rather than from a specific nature deity, and some clerics also devore
themselves to ideals rather than to a deity. Paladins may serve a phi-

losophy of justice and chivalry rather than a specific deity,

By their nature, forces and philosophies are not worshiped
they are not beings thar can hear and respond to prayers or accept
sacrifices. Devotion to a PhlLH‘-n]‘r]H' or a force is not necessarily
exclusive of service toa dl't[‘_{ A peErson can be devoted to the ]"'I'.Illl.l‘-'
ophy of good and, asa result, offer worship ro various good deiries, or
revere the force of nature and also pay service o the gods of narure,

who might be seen as personal manitestations of the impersonal

force, Few philosophies in a fantasy world deny the existence of
deities :a||:i1nug|1 a common ].'|1|l|.-h|.'phiL'.|| belief states that the
ike mortals than they would have mortals believe.
According ro such philosophies, the gods are not truly immortal
(just very long-lived), and humans may be quite able to attain divin
ity themselves. In fact, ascending to godhood is the ultimate goal

nJG'IIIi"\ are more

of some philosophies

Generally, the power of a philosophy comes from the belief that
]‘|‘||1r'1;||,\' invest im 1t A |.‘]1I.IP“~I"P|'|'-' T|'|.]I |1[1|\' one person 1‘L']1L‘\'L‘h mn
15 not strong vnnnp,h to bestow BT al power on that person. A
force, on the other hand, can have power apart from the beliefin it
Or even apart from the existence of mortals,

l,lt‘l'h'i I\'-IIELTIII..‘-' .|r',¢| nl-l"(lnu' }‘r]llln-&f\[nhl.u:- Wul'li li]—iL‘ ! ]I:'TII"\ W I|]1
escribed in the Player's Handbook. The clerie
can choose any two domains, except .1]|g|m1c|‘.l domains that do

no specitic deity, as ¢

not maich his ,g|i.|_'|:|1|]1-.'|][_ Othe phl|u.~hll‘l|]lt'h dicrate the domains
.'I\'J]l.ihl[' o th']l L‘]l']lL'?'- as U.'i.‘l] as fl'l.l.‘ l'!L‘I'lL 5 .Ill_l_[]'l[‘_!L‘]'l[. Just as

deities in a loose pantheon do

—THE NATURE OF DIVINITY

This section will help you make decisions when designing a pan
theon for your campaign. The rules requirements for designing a
pantheon appear elsewhere, The material here is about flavor, feel,
and the impact of such decisions on your game. Numerous cam
paign and adventure ideas illustrate how your decisions can focus a
campaign or provide gripping adventures. Each part of this section
contains notes for applying the decisions to monotheistic, dualis
tic, animistic, and other systems if the applications differ from
polytheism. If a choice affects clerics and paladins, the conse

quences of the choice are mentionec
Your decisions affect players and their characters. Be very c

with your players from the beginning about the impact of your deci-
sions. Depending on your style as a DM, vou may want to discuss
these ropics with your players as you develop your pantheon. If your
]_'\|.Wx'rn WUII!L] jl]\l' [l!t'll Ch.lt'ii\'li'r'- o l'l.]\-l' ll‘lr L|}1|_!1-|'I1II]I1", o
become .:.'ﬂll-‘-- You need 1at. 11 you |1|.I< e a barrier
berween the gods and mortals, doing so may affect spells thar invoke
other p caster will want 1o know,

INFINITE OR LIMITED DIVINE POWER

One of the first decisions in designing a pantheon is whether the

o ]1|.|11 tort

Anes,; i ||li anyone iTl.H Img a ‘~|‘I‘|

number of gods is limited or not. If the universal toral of divine
power is limited, then a pantheon can have a few powerful members
or many weaker ones. If no limit exists, then nothing prevents an
infinite number of pods af any rank, even if they don’t all have dif-
ferent portfolios, Household or local gods are more common. Bur if
there is only a finite amount of divine power, no god can advance
unless another surrenders power or dies
should establish a total number of divine ranks for the pantheon

In such a system, you
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and divide those ranks among your gods, See Building a Pantheon,
below, for the minimum number of gods you need. Limited divine
power can mean cutthroat divine politics, and you may nor want
your gods to act in such a manner. A supreme god could instirute
some sort of “divine ].‘LTliCt“ o J'\'.L'I'P order in the !_'I,Kl" home if such
imited system in
which the existing gods do not assimilate all the divine ranks ar

a system interests youl. It's ]1u--li'l]r to build a

first, leaving some room for growth and the addition of new gods

A single spark of divinity is not mandated in 0@ monotheisric
system. If you build a religious system with a single god, you may
choose 1o give divine ranks to servants of that god, calling them
Sa1nts, :il'l.“h.lt‘.pc']'\. or ll'Jl.IIt".':‘i you like, The same is true for a dual
istic system. The two opposed deities may have hosts or choirs of
rerything and
is best when paired with an infinite amount of divine power.

HIDDEN KNOWLEDGE

As you design your pantheon, keep notes about whar is
knowledge among mortals, and w
themselves You could lit'\lgn a i‘lﬂl‘ﬂl‘lt'uh where the total of

servants. Animism assumes l|'|..|l Spiritual power in g

yublic

e 1at secrets the gods keep for
divine power has a limit and the gods constantly scheme to assas
sinate each other, or 1o protect themselves and their followers

trom such activiries (depending on alignment). Mortal wor-

shipers know nothing of this, and the gods strive ro keep their
limitarions hidden

H'lnl-_ir']'l |\'nL1'L'-'1L'l{‘I_E‘_l' Inl}.!hl J__[l'nllini'l\' l'\l.‘ [|u‘ -ii\'111.'|||1 o |'|u. JL_lu.ik'l
or it might be hidden in ancient texts, perhaps in a numerical or
symbolic code. Ancient beings such as dragons and titans might
hold |"II~. and pieces ol hidden I(J]l'\\'li"L]#l‘ as well. Such know |1~|.]1_tr
e of valuable
10d by which one earns
divine status (see The Nature of Divinity, below)

has value both to mortals and to p,ndx Une examp
hidden knowledge could be the exact met

Your choice of pantheism, monotheism, dualism, or animism
affects the source of hidden knowledge. In the first three cases,
that knowledge can come trom mortals, divine servants, or one of
the gods (or the one god, in the case of monotheism), How the
gl\ll‘- interact with the world affects the likelihood of their J]|d|:|‘|;gI
or sharing knowledge of themselves. If you build an animistic
system, most |'III1\lL‘Ih kl:l‘\\'!l'thfr comes from mortals who learned
something about the spirits, or about a specific spirit. If your
system contains mystery cults, many of them possess at least one
fragment of hidden knowledge shared only with initiares.

“Hidden" can be a relative term. The knowledge can be in a
commaon text but hidden in numerical code. It can be in a dead lan
guage, awaiting only translation. Or perhaps any literate person
could read it easily, if only the librarian could remember where the
text was RL‘pl

HE NATURE OF DIVINITY

Gods are immortal beings with power beyond mortal -.".IP:Ll'-ihln‘w.

—

You decide where they came from. Consider the divine spark, the
indefinable qualiry thar separates god and mortal, separately from the

source of divine power (see Dependent and Independent Deities
below). While they may be the same thing, they don't have to be

Innate i"l'.l|r||||]

Diviniry, the divine H].hl['l\' that makes gw.|=. able to perform their
I'I'\ll."x'. may l‘:t' innate to I|'Ic' _g_',miﬁ I'he Ul\'lnpl.ill l!ulik‘ \l{“-l'(‘l]\](‘li
from the Titans, were born with their divine status. In this case,
mortals such as your player characters cannot earn divinity (though
You may Lii‘t'l.l.ll.' IE\:II' '\’1'|[lL‘?‘ cian I[Ilp;il'l t||\'1|‘ll' status to mortals

Rarely are such gods born during recorc
predate the intel
With this option, you set the number and identity of the gods at

ed history. They generally

igent races, and may have created those races

the beginning of the game, and these quanrities generally remain
static. If your campaign will never focus on player-characters
.I'ﬂ.t'lhjlﬂ_l.: o gm“llw| or on divine events, this decision on the

nature of divinity may be your best choice. See Building a Pan-
theon, below, for the minimum number of gods you need

The choice of pantheism, monotheism, or dualism is independ
ent of this choice. In animistic sysfems, assuming the Spirits are
“born” with their divine spark is best. There are a lot of spirits, and
new ones come into existence all the time. Siill, it's possible to
design an animist system in which the spirits were all mortals who
somehow acquired divinity

(:ﬂ'ﬂ‘lp:‘ligl‘l ll.lt'ﬂ; Descended froma previous generation ol deities
the pmi\ defeated their ancestors and re-created the universe accord

ing to their own ideas. They imprisoned their ancestors in various

}I
-ll.l'l'“rull['l“\.lll.\L'l.'l'\'L"l.' clues (4] EJ'I.:‘ exisrence of Ilu‘ ]1-1'iﬂ]-l|'i||.l
|‘, i.\E'L‘ [l'll' L[i'L'JhiU]'l of ".‘.'Ill‘l!]l‘l' to i'ru.'r EJlL']ﬂ or not

aces on various planes. Player characters, in the course of their
gods and

eveniu

irned Divinity

[n this case, divinity can be achieved independent of any act by the
existing gods. A mortal who fulfills requirements thar vou define
automarically becomes a god. Such requirements should vary, so thar
10 one class dominates the pantheon. For instance, a fighter who

defeats a demon lord has just as much chance ro become 1 god asa
wizard who masters every school of magic. Perhaps anyone who
travels to a far corner of an Outer Plane can drink three times from a
mystic well, making increasingly difficult Will saves before each
drink, and earn divinity New deities appear throughourt recorded his-
tory. The requirements for becoming a god are most likely known to
the highest clerics of each religion, and they may be known through
out your world, or the existing gods may keep them secret

The number of existing gods makes this decision a significan
challenge. Assigning one deity for each domain, player character
class, p|.1\'l'r character race, and .iflpnml'nl allows forty-seven [.!l\d!%
So many more could earn divine status that even with monster races
and prestige classes, there could be ].[L'ILIH' with extremely specitic
portfolios. Some would become the patron deities of geographic
reglons or features, such as a }‘_nd of the Sulhaur Mountains, or of

individual countries or cities, making household and local gods more
common. Mystery cults help individuals develop personal relation
ships with the divine amid the ever-growing number of gods. 1f the
sum of divine power is limited, you could have a large number of
low-ranked gods (including an infinite number with divine rank 0)
or a small number of higher-ranked gods. With earned divinity,
player characters have a way to ascend to the ranks of your pantheon
They may have to discover that way in play, bur it exists.

If you choose this route, you need to decide how the currem
gods (current when your campaign starts) earned their diviniry
and how long ago. Some gods may have been born with divine
rank, while others earned their divinity, If this is the case, you need
how the older gods feel about the “nouveau divine" gods
who have earned their status. There may be rivalry or outright war
between the two types of god.

(1] lll'E'Jl’l‘

Earned divinity works well with pantheism, bur less so with
Illlllullhrl'-lll. As LlIhL Ll-i-\l'L[ :-lu"-\-'ht't':'. mum.vllwp:m SYEIems nor

mally assume the single lil‘ll!'!.' is the creator of the universe Earning
d|‘r'|nl|\ hk‘ll‘rl.‘ [i]l.‘i'l.' WIS O Universe 1s a lillh.l:lll[ conce |1! O ranon
||h|.'

gods earned their divine rank after the universe was created, youlll

alize, and may be more rouble than it is worth. Conversely, if a

need o I~|'l|.‘II-L| SOTE Dme :‘1'|L|II1F', how the universe came nfo In'nm

Dualism can work with the concept of earning divinity. The
methods used by the two gods to earn their respective divine starus
mighr be the very things thar polarized them into opposition. In
fact, dividing the two deities by their method of attaining divinity
can be much more interesting than dividing them by which is
good and which s evil

If you use ancestral spirits with an animistic sysrem, then earn
ing diviniry in animism means you become an ancestral spirit. This
isnt a very attractive option for player characters, since they have
to die (become spirits) to enjoy their divine status, Theres |1nl|n'ny,




wrong with the deity or deities at the start of your campaign
having been born with their power and creating a system in which

others can earn divinity as time passes (see Mixing It Up, below)

The chief impact of earned diviniry for clerics and pa adins is
that new deities appear over time, eal h demanding his or her own
temple and, depending on alignment, holy order (see Immortal
Turnover, below), In addition, clerics and ]";!Jmiiu-; who serve l:-.:.ik
know thar their divine patron wasn't always divine. Their faiths do
not include conc epts such as the infa ]l]"|1lT‘.'. ommsciénce, or

omnipotence of their patron deities.

The main hidden knowledge about a deity who earned his or her
divinity is who the deity was l"l'!\‘si'k‘ ||I:‘ :u'hj:‘h‘t‘lﬂr‘lﬂ While the new
god may have been well known locally, thar doesnt mean someone
thousands of miles away ever heard of him or her. Of course, if the

new deity has some personality flaw or weakness, he or she will act
quickly to obscure or hide any record of such weakness. Only the
oldest among the gods have been around long enough for mortals to

lose track of knowledge about their mortal origins

Adventure Idea: Every few decades, the gods hold a great tour
nament. All the gods surrender their divine powers (treat them as
divine rank 0) for one day and face all challengers, whether divine,
infernal, or mortal. The top twenty-two (assuming one god for each
domain, but you could easily change this number) finishers
become fully ranked gods. Any deity who fails 1o place in the rop
twenty-two remains divine rank 0 but no longer has a portfolio,

. n i

and is the subject of much mockery by other deities. Player charac-
ters learn of a conspiracy to cheat a demon lord into the winning
ranks and must put a stop to it

Stolen Divinity
Divine l‘.]nk may hil\'l’ a |'!|'l\'\'|'l'.]| existence, l'l(i]('i on I'l‘u‘ hi.lrL‘TLill
anes. If so, an enterprising mortal can

Plane or only on the Outer P
steal ir and simultaneously become a god while dethroning
inother. Of course, all the gods jealously guard their “divine
tokens,” protecting them with fearsome rraps and mighry beings—
some enhanced with the gods' own power.

Some points to consider if you choose this option are how the
gods feel about new gods with stolen diviniry and abour the fallen
gous, and what happens to those fallen gods. Perhaps they drop to
the ranks of household or local gods. As with earned diviniry, there
may be rivalry or outright war between new gods and old. You
need 1o decide whether gods steal from each other, and if so, what
power they gain (see Deicide, below]. If they do not steal from each
other, you should have a good reason why not—perhaps having
more than one divine spark might kill a god. Decide how widely
known the process of becoming a god is. If everyone knows, make
Sure to ||.-E'| YOur i‘lfl',,'l‘l\ O [l'l.l' F_mlw‘ may be the only ones who
know. Alternatively, you may decide that only gods can perceive
and physically handle divine sparks, so gods can steal them but
mortals cannot. Mortals could still become _I_"l\l’h |h]'lILJRI'l earning
such status, or through the gods imparting or surrendering it

When combining monotheism and the concept of stolen diviniry
you have 1o establish from whom the one god stole divinity. Initially
the idea may seem self-contradictory, but the right mythology can
make it work. For instance, the one god might be the only one lefi
_l|-[='r all the other ."~'-'d-" had their divinity stolen (in which case you
must decide where the stolen divinity went), Alternatively, the one
god might have stolen divinity from all the previous gods.

In a dualistic system, the gods may have cooperated to steal from
a previous god or gods, or one may have stolen from the other. The
latter situation creates a dynamic opposition thar makes a com
pelling dualistic system. Avoid the predictable idea of the evil god
stealing from the good one; the reverse could prove more interest
ing. Of course, it's yet more remarkable and fantastic if the rwo
gullﬁ are differentiated ]13' wn]]]('[hlnp, other than gnud .iﬂ.ll evil

An animistic system could have mortals steal divinity from the
gods only to be transformed and split into tiny pieces by the divine

power, thus becoming the spirits revered in the campaign. Alrer-
natively, you could have a mythology in which representatives
from the animal and plant kingdoms aided the mortals, and they
all became spirits. Such ralking animals and mobile talking pla
are common in world |‘|'|\-'[|'lu|ng1('w In all cases, vou must detai
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the
source of the “original theft.” There has 1o be something to steal
from, all the way back to the beginning of the universe

A crime such as theft implies secret or hidden knowledge, Any
time you have a change in the pantheon, you have the potential for
secret or hidden knowledge. For instance, the thieves might want
to destroy any record of previous gods, or of their own previous
identities. This “active hiding” means that anyone who discovers
“heretical” information is at risk of retriburion through divine or
mortal actions.

Clerics and paladins of deities who stole their way to divine
status bace some ot the same \.'h.l“:'ll_llt‘h' as [lh"-' uiﬂ \.\'Llh LiL‘LIH.'\ wim

earned their divine status. Their gods were once nondivine charac-
ters, Their faiths do not include concepts such as the infallibiliry,
omniscience, or omnipotence of their patron deities.

Adventure Idea: The patron deity of one or more of the player
characrers becomes maortal atter someone steals her very divine
nature from her. Adventurers are among her significant wor

shipers, so she contacts the player characters and begs them to
return her divine spark. The usurper now lives in her divine realm,
of course, so player characters know where to find him, and pre-
sumably also the divine ~;|1;]|'|.; Player characters must successfully
steal back the purloined divinity (in whatever form it's inj and then
decide whet

her to become gods or to return it to their patron deity.

|]l|[;.|||:'ti F'>|~_-='|u'1||

““][h this option, some source gener 1”\ the exist ing _.,:mit.— :
imparts divine rank to those who deserve it. "Deserving” divine
rank could mean overcoming all the challenges ro reach the source,
or it could involve performing a service particularly exemplary of a
patron deity. Most likely it means a life of devotion, obedience, loy
alry, and faith in the pantheon or patron deiry. Contrasted with
earning divine rank, in this system a particular being decides

whether to impart divine status to a candidare. For instance, Zeus
generally decided who could join the Olympian pantheon

This choice for the nature of divinity gives the members of your
current pantheon control over who joins their ranks. The resulring
number of gods is much more manageable and consistent than
with earning divinity. At the same time, those player characrers
who wish 1o become gods have a method for doing so. Decide the
cost for becoming a god. A deity might impart divine status as a
emon

reward for a heroic quest, or a character might have to slay a ¢
lord. If total divine power is limited, your gods should rightly
raton '.\‘l'h‘ FECeives divine powel

['|n' CONSCIOUS L‘hulc‘c ||‘|\'0!\‘1"d \\'Hh mpartung L|I\'|.I'|l‘ sramus com
bines monotheism with the right mythology. The worship of a single,
all-powerful deiry does not deny the existence of previous or future
deities. A myth cycle in which a god lasts for eons and chooses her
replacement is workable, provided you detail what made the current
deity such a good candidate while he or she was yer mortal

Dualism can work in a similar fashion, with the two gods choos
ing their replacements afrer a long period of divine dominion
Alternatively, one deity (perhaps born with her power or even
having stolen it) could impart power to a mortal out of loneliness,

or aut of a desire for help in running the universe. Opposition
(s l|l|.l|l h.IPPl"I'I after the Hl'l.'l!nl.l |‘I|'|I1;', I'u-rnmm a L'L'Ll'l." :II'.L[ reveals g
hidden facet, or the first deity could wisely see the need for oppo
sition to keep universal balance and purposely impart power 1o an
opposing being

The right mythology could even make animism work with
imparted power. A deiry looks down on creation and decides that
his work is done; he can move on to other things. However, he can't
leave the world unattended, so he takes part of his power and shares
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| of creation. You decide thar the divine spark only
resides in unliving objects or only in things with animal or lower
intelligence, or that it res | things and beings equally,

All these approaches assume a cycle that sirerches infinitely back

it |'.'1|l|.l||'r' ¥ ".Ih H

sana

W’;]I'\i in time, i Illl‘l:‘ WS eVEer 4 niume L\'|11']1 a dl'll‘r' I'l‘lli'll on some
other source tor its divine -|.";irJ-L and then started the chain of
Imparting r|1:- wI":II'J-L 10 ONE oF more successors, determine

when thar rime was. That “original deity” may be the

creator figure for vour universe, but in any event
that fact is hidden knowledge. Gods who
want 1o appear ommniscient and omunipe

tent don't want contradictory infor

mation to get out in the form of

common knowledge. Nor do they

want o compare unfavorably o a

previous deity.

When a mortal receives divine

PoOwWeEr, her friends and follow-
ers may very well become the
tounders of holy orders dedi-
L':l|t'i.| ro ]'ll'.'!' as a new ;_T'llLl.
Unlike with stolen divinity,
imparted divinity implies wor
:hl”{"n‘\ L Il'l'll. 5 .|1'|{| !1i|L.|l|.]|'l'\
of such gods know that the
existing pantheon consid-
ered [hL’lI' new Lit‘lT"-' \'\'l'l'l'[h\'
of joining their ranks, This
imparts an air of legitimacy
to a new faith

Adventure Idea: A gods
servant approaches the
player characrers with a
message. The servant's
patron deiry will grant the
player characters divine
status, provided they
recover a specific arti
fact from a demon
prince's lair in the

Abyss and return it to *

the deity’s temple in the

capital. Player characters must travel to

the Abyss, locate the demon princes lair, infiltrare it, recover the
artifact, and then safely transport it to the temple. As an added com-
plication, the artifact is hideously dangerous to mortals on the
Material Plane if not handled very carefully. To make matters worse,
evil gods discover this quest and actively seek to destroy the patron
deity’s reputation by unleashing the artifact’s horror on the world
If the player characters succeed, they become gods

urrendered Divinity

You may choose to allow your gods to surrender their divine status
]'!-;‘r'l'h;ln:‘[‘:lh or rl'n]pﬂt':llllh' A gLJll overcomse I_'I"-' ennui or k:l"ll'[.
might choose to wander the planes or live among mortals. She might
decide to rake the smaller responsibilities of a household or local

god. The other gods must take over the surrendered domains, and
squabbling may resulr. Further conflict may erupt if the departed

PeTnT e — — = —

HOW THE D&D PANTHEON CAME TO BE

Most deities in the D&D pantheon were born with their
divine power. Vecna, an ascended lich, achieved divine rank
St. Cuthbert is an ascended mortal (see Appendix 2).

s

deity returns. A deity may surrender power, in this system, to a
chosen replacement—which could be a player character.
Adventure Idea: The god of the sea surrendered his power to
the chief deity of the pantheon and went 1o sea among mortals. The
player characters want to find him, either because they are his

former worshipers and want him to return to his divine duries o
because their patron deity asked them to. Obstacles in their
path may include his being shipwrecked on a dangerous
and mysterious island, or his becoming tainted

by evil and turning to piracy,

R Mixing It Up
f You may choose to mix these ideas. For
g example, the current or “main” gods of the

pantheon were born with divine status.

Some [t"w"ul'l' lIl'][Il"-\ l.'-'ll’l'il't! |hl' r Lh'-'”l!.'

starus thl'nllgh miraculous acts and heroic

(quests Others received their divine starus

v from the main gods as rewards for devored

Service over \l'\'l"l'.]l (Jl'l'i]l[!'\ (8] ]Ill)_l_tl'l'

Stealing the divine essence of lesser

deities is considered an evil or chaotic

act, but it is possible. However, inter

mediate and greater deities are insepa-

rable from their divine essences, so
their status is never in danger

Creators or Usurpers
The current god or gods of the
campaign did not necessarily
create I'l“' universe ” someonce
(& "l.'|]n'.“|l1|.|'l_l: else created the
universe, you need to
etails. You
also need 1o decide if
the facts of the matter are
hidden information, com
mon knowledge, or some

hlh'ﬂ\' [hi‘ i

\.\r'h('l'l.' imn i"('l\'-'L'l']'l A Pdn’ hl'lln
lave cre

of gods might claim to
ated the universe and be lying or
ing the rruth. The current crop of gods
may have killed the creators, as the Olympian deities slew
the Titans. They may have defeated the creators and raken their
place. Depending on your mythology, the defeated gods might be
more desirable than the current crop, or they might be dark and
alien, in which case everyone fears their return
Alternatively, the universe might have been born because of a naru
ral process, such as that described in the Big Bang Theory. If you make
that choice, deities mlghl be quperprm'erj'u] |3-_-1ugx who came into
existence before any other life in the universe. All other life might, in
fact, resuli from their experimenting with their new existence.

DEPENDENT AND INDEPENDENT DEITIES

Hil\'ll'l;'_ L {‘llhilll'l'l'\j |IU\.\' ill'l[i(“\ came [o h(‘, You Nlllhlllll [lll.]ll-; .]111?LI|

concea

where the gods get their power. This choice is independent of

choosing the number of gods. The role of clerics and lay members
of the church l'hi]ﬂ]!t‘% dl‘pl‘ndlnl_‘, on whether deities derive power
from worshipers. Independent gods can rake less of an interest in
the affairs of their clerics, but deities who depend on worshipers
will probably instruct their clerics to protect the faithful and bring

new members into worship

Waorshipers Provide Powei
If worshipers provide power to the deities, then the deities are

dependent on their worshipers. The deities may accept this depend

ency, or they may chafe at it and seek alternatives. 1f worshipers




‘ower

provide power, then the rotal number of worshipers and the zeal of
each worshiper become vital to the deities. Most gods, when
dependent on worshipers, work to give mortals reason to worship.
1t's very difficult for such gods to be distant (see Active and Distant
Deities, below) or indifferent, much less actively hostile
Power flowing from worshipers to the gods does not mang
the gods love, or even like, their worshipers. It means that if wor-
shipers die out or lose interest, the god becomes weaker and may
eventually die (see Deicide, below). Rival deities may incite wars 1o
wipe out each other's worshipers. Clerics actively proselytize and
recruit new worshipers, competing for the attention of everyone

ate that

within the sound of their voice. Deities look for ways to provide more
power to their clerics as representations of their own divine power.

Mystery cults allow dependent gods o cultivate dedicated initi-
ates, each of whom provides more power. Ancestor worship may exist
because family reverence for the departed gives ancestors enough
!1[1'\'.'1'!' o connnue |hl']]' existence as .‘ipll“[ﬁ k ik‘l‘ltﬁl‘hl?il] oar !ill'.ll ‘L"ULI'Q
may ]u; |||, ll'hit" !(‘ll ul-i-nlmrl'l\. i'll'l'-\'l"l'[.lll ;:I.“.i" whose \\'ui‘-hli“‘rh
dwindled, or they may spring up from residents’ beliefs.

Desperate deities may -'nmpﬂ mortals to \\'I'I'.‘-hlE‘ them (evil
Lil'lltl'.‘\' may L}L\ S0 ]'l'P_ﬂ]'L”L’SE‘ ol !lll‘1]' sSOource |l|- rll!\\"("l':. in \\.'hll'h case
many of their “faithful” worship out of fear. Many deities emphasize
what they've done for morrals, encouraging worship out of gratitude
if not love (see ‘\".'"h\' Mortals “'Lll"-|1|.|'l Deities, below).

Campaign Idea: The ruler of a neighboring nation becomes more
strident and demanding. Over the course of several advenrures,
player characters face increasing harassment from border guards,
soldiers, and adventurers from the belligerent nation. One adventure
might center on protecting a village from a large monster or from a
tribe of goblinoids driven from their normal hunting grounds by sol
diers from the neighboring nation. Eventually the player characters
notice the increase in priests of an evil god in the border areas. The
ruler of the neighboring nation is under their influence and seeks
to wipe out the player characters' country to weaken the patron

deity of the nation and increase the power of her own

Independent of War shipers

Either the divine spark is the source of divine power, or it provides
access to that source. If the wellspring of divine power is inde
pendent of mortals, then you have fewer limits when designing
your pantheon. Deities aren't constrained to act benevolently and
may be indifferent or hostile (see How Deiries Behave, below)
ear, or for some
other reason. In practice, this situation doesn't change the role of

h.i."l']:]l'- may \\'I‘I’.‘\'J'Il]'! ol l'l'. ]U\'l'. 4 i][llilll:', or

clerics from how it is described in the Player's Handbook,

Adventure Idea: An elderly man approaches the player charac
ters. He claims to be their patron deity (if they have several differ
ent ones, he’s the patron deity of the party cleric or paladin) and
explains thar a powerful mortal sorcerer has created a spell capable
of cutting deities off from the source of divine power. The sorcerer
seeks 1o destroy the gods, and the patron deity wants the player
characters to stop him

BEHIND THE CURTAIN: DIVINE POWER SOURCES
You may build an elaborate system for measuring how much
power comes from what acts for each deity, and how much
power each worshiper provides. You can create demograph-
ics charts to monitor the increase or decrease in worshipers
for particular deities. You may set minimum power levels for
salient divine abilities and the ability to grant spells for each
level of spell. Your player character clerics may spend much
of their time making Charisma checks trying to persuade
people to join their faith. This method of play involves a fair

HOW DEITIES BEHAVE
The basic attitude of deities toward their mortal followers defines
how they influence a campaign. A deity's attitude generally falls
into one of three categories: benevolent, indifferent, or hostile

Benevolent Deities
ent }J‘le.‘- care about their \.\'111"-'|:1|.]1:'l'.-1' and act to protect

Benevo
them. They focus on constructive methods of building their faith
.I[lL[ sIrive 1o hl‘ awesome I-ll.!‘UTl“\ 'h;l[ Pl'[\PlL‘ want 1o “'L‘[’Shlp_ As
characrers advance in levels, benevolent gods become more inter
ested in their activities and more willing to answer calls for assis-
tance or information, Benevolent gods are likely to communicare
information to their worshipers and unlikely to hide ir.

If the gods are benevolent, mortals must be important to them
for some reason. Typically, mortal worship provides gods with
power, making gods and mortals interdependent. If it's possible to
kill gods in your campaign or to replace them, gods may be benev
ent to keep mortals satisfied and unthreatening, In campaigns
with benevolent gods, most clerics serve a specific deiry and many

0

paladins belong to divine orders

It may be difficult to justily why evil gods are benevolent. You may
choose to eliminate evil deities and instead allow the most powerful
demons and devils to represent evil. This arrangement can set the
stage for a war between infernal armies and divine deities. If you use
demons and |li_~‘.'||~1 10 represent llJIll]LIll‘ evil, decide whether evil
clerics get their spells from the archfiends or from their devotion to
an evil philosophy. You may choose to have evil gods but make them
weaker or less significant than good deities. Perhaps they recently
suffered a major defeat in the eternal struggle berween good and evil

Benevolent behavior combined with monotheism may be remi-
igions. It's important to
decide why such a deity is benevolent. Emphasizing an interde-
pendent relationship, in which the deity needs worshipers for

niscent ol H‘L'I'I':l] [Ihhil'[[] ]'l'.ll-\\’u[lxl re

power and the \'.'urh'hl]‘rt'l'-; need the dl']l}' for the necessities of life
is o step in the right direction. Going further and saying that the
deiry behaves benevolently ro keep mortals from some other form
of worship, or nane at all, requires you to detail the effects of the
alternatives. A ]'l'lL’l]L’[l]l‘t‘!ll.i.. \1"“'!" L L‘Llltl l‘:'i‘h'-l'\-‘l‘ |-'I.‘['|.t"|'l.1|.t'|.'|.[|\' out |'il
asecret fear that someday a dissatisfied mortal could slay the god, for
example, The gods in a dualistic system seldom both behave the
same way to the same people, You can have a dualis

- SySsiem in
which the rwo gods behave benevolently to their own followers but
not to followers of their opposition (see Mixing [t Up, below). Ani-
mistic deities can be benevolent, but animism is better as a mixed
system, with the spirits behaving benevolently o those w
respect and acting indifferent or hostile toward those who do not

Campaign Idea: When the player characters were children
evil gods dominated the world. Their minions oppressed the good
and neurtral faiths. Those who rose to temporal power did so with
the aid, or ar least acceptance, of the evil deities. Recently a grear
I).]T‘l{' i\i'l.'ur]'i'd in ||H.' Lll\lllL‘ I:ll-.”lL'f!, JllL! F’L"L‘“j II'llJITl;‘I|‘I('1 . Now
|1n'\.'.'n‘]'!u1 '|I1‘ll|'l|l' seek to take the i‘].ll # of the evil monarchs and

10 "-lll‘\'\'

amount of bookkeeping, but if it fits your style, experiment
with it.

WORSHIPERS OF THE D&D PANTHEON

The deities of the D&D pantheon are independent of mortals
for their power, though it's clear that many use worshipers to
augment their power. Deities such as Corellon Larethian, Garl
Clittergold, Gruumsh, and Yondalla are deeply concerned with
their worshipers and undoubtedly draw some power from them.
Boccob is infamous for his indifference toward worshipers.
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As you plan the mythology of your D&D campaign, think care

fully about whether you want your world's religions to remind

players of religions in the real world. On the one hand, players

they know from the real world. How , some players find that
if the religions in the game are too similar to real-| fe ones, it |ars

them out of the fantasy world they're trying to imagine




in ways the player characters perceive, then they mighe as well not
be there. Ancestor worship, in this case, becomes an alternative to
ivine aid. Mystery cults may see
come indifference through secret rites

Campaign Idea: In ancient days, dark and alien gods ruled the
universe. Their offspring banished them and became the current

Iunul"d requests tor ( 1o ovel

pantheon of gods. Mortals know the current gods exist, bur only the

most ancient races h.}\'l' any rec P]]l'.'llﬂl'l or memory of [JIL' Previous

deities. Hidden in musty vaulis are forgotten romes written in lost

languages that contain divine prophecies of the elder gods’ return
The current pantheon's efforts focus on predicting the rerurn time
preparing for it, and searching for a way to finally destroy the threm
Player characters begin whar appears to be a
standard adventure, only to discover Images ol strange j_'t-‘Ll'- carved

llh'l[ ancestors pos

in ancient subrerranean caverns. Over time, they gain enough
knowledge to interpret the images and other bits of lore they dis
cover. They learn of the true nature of the universe, and of the threar
posed by the elder gods. Perhaps the current gods then recruit the
player characters to aid in preparation for the return. You could even

build prestige classes around that recruitment.

Hostile Deities

Deities who take an actively hostile stance toward mortals can prove
overwhelming, particularly at low levels of play. As with other divine
attitudes, you need to decide why the gods are hostile. If mortals
killed a god in ancient days, the existing immortals may still hold a

grudge. Mortal races from the Player's Handbook may have replaced
the gods' chosen race as preeminent in the world. 1f the g wls are dra-
conic, lizardfolk may have once ruled the world as humans, dwarves,
elves, gnomes, and halflings do now While you decide that, also
decide why the hostile gods don't simply destroy the world. Perhaps

the gods need mortal worship as a source of power (unlike with
benevolent ll_!Ol]\. mortals \\.'ul'.-i!)i]‘l hostile ones in !IL1|_'rL".- il f‘].ik'.ll:]lg
them). Destroying the world may unleash some threat 1o the gods
currently imprisoned deep beneath the surface of the earth.

ly serve divine forces

If the L:I."ll‘ are |1.I.1.'\I|]I.'. -'EL'TIL S genera
rather than specific deiries. Most paladins belong to secular orders
rather than divine ones. Many mortals seek alternatives ro wor

shiping hostile deities, creating new demands for cleries

The ¢ hd”l‘hHl' you tace in using hostile deities is the opposie ot
what you face with benevolent ones. In this case, you must justify
why good gods are hostile. You can reverse one of the approaches ro
benevolent gods by making good weaker or less significant than evil,
In suc |1 ac :':III.P-]I_D_N- |_\L‘ri1.1|‘h-. Jhi' gimll j_l'.‘-LI- rec L']ll|\' '\ll“l‘ll'li. 4 major
defear in the eternal struggle berween good and evil. This theme o
serting can be rough for good-aligned characters because the world
is set against them, but it sets the stage for epic adventuring as the
i'll.l\'(’r characters seek to redress the balance in T..i\'lll' l1f. K ol

A hostile monotheism has few consequences or implications
different from a hostile pantheism. If a previous deity or pantheon
created the universe, the current deity might not feel any particular
compassion roward it. As with a pantheon, you must decide why the
J'_ll\i Stops at hl"-[lhlk' .!Ihl ||m'-nr L]L“\ll:l\‘_. th' L\'l\l|1.| .III\| start over. As
previously mentioned, dualism works best if the rwo gods behave
e god or two is linle
different from twenty. Because animistic spirits are omnipresent, a

differently to each other's w -1'~h||1vr'-. One hosti

hostile animism makes life a living hell for everyone involved unless
they know how 1o generare 1'i'||_1Ll.|_"l'| J_',uln] will 1o survive. 1f you're
creating a hostile animism, include ways 1o temporarily appease the
spirits that are common knowledge in civilized areas. Mystery culis
may teach effective appeasement rechniques to initiates

There are many opportunities for secret or hidden knowled
a system with hostile deities. Mortals must hide all experimenis

ge in

meant to protect them from the gods, for instance. Deities are more
likely 1o destroy evidence of such experiments than to hide it, but
single copies of the information may exist in far-off places. Mortals
may live in fear of the ;'_nd- dl'ﬁ[luk“:J‘.g the world if mlx‘hvd too tar

because the reason they don't or can't is lost or hidden. The existence
of one or more previous JL‘IIit‘w may be hidden or til“-[ll"\ c'Ll h‘u lilt'
currant hn\l!lll.‘ gml or j',ﬂ-tl-

Campaign Idea: In the city used as a home base by the player
characters, construction has ].‘IL'_u,lln on a white marble tower carved
with lotus flowers. The people organizing the construction pay well,
and the workers have no complaints about treatment. The organizers
are wealthy men, and they soon become advisors 1o the ciry rulers. As
the player characters travel and adventure, they find more of these
towers in other cities. They also begin to encounter divisive policies
such as tariffs on goeds raded between towns, entry fees charged ar
city gates, and laws requiring citizens 1o wear symbols of their faith

sewn on their clothing. If questioned, the organizers of the rower

construction explain that such policies strengthen the town and
encourage the citizens ro show their faith with pride. Player charac
ters who sneak into a completed tower and observe the riruals there
discover that the towers are l('ll‘lp]l'n to a hostile deiry, and tht"\.' must
act to prevent the lots cult from consuming their world

Mixing It | lf|

You could divide arritudes along alignment lines, making good
ent, neutral deities indifferent, and evil deities
hostile. Good deities work to keep evil deities from destroying the
world, while neutral deities work to maintain a balance betrween
the rwo forces. Alternatively, you could make deities benevolent
5ol []1g'|| owWn :1|Lg|li!n’]‘|[, hl'l“'['lll' (8] [l'll‘.‘!l' ol I‘P'PIJ‘-L‘II

deities benevo

II\l'.'.'I'I'lI mort
lignments, and indifferent 1o others. Your deities may have multiple
‘l'\l'!l.'l_ IS Or F\{‘rillﬂ‘llllll'.\; lI|‘.'1I.J"C| among |]]l'l| dLIIIIiILnE'\. ﬂl‘.ll l'JL'l'l

may behave differently,
The gods may be indifferent, provided mortals worship them
according to the gods’ wishes and specilications, or they may be

benevoleni I-_il]]l‘.!_‘, o u'nrw!'ﬂll p['n[l:'Tl'\ could dl"u]"]L';].‘-L' the _llllll\
ly making them actively hostile

evenrua

WHY MORTALS WORSHIP DEITIES

k'x'l\ph‘ \-\'UI"-iiI[l the fLll ds out of love, El atitude, or fear, |.|l'|_>i'li||il.h'_'|
on their alignment and the alignment of the god. Evil gods
receive plenty of worship, even from the common folk, just to

Jtl'l"‘ 111('I'Il .IL'}‘(KI‘-{'\’

ll_l'..u

Mortals may love their gods as the creators of the world and all life
on it. Gods may be the source of all the necessities of life. Alterna
tively, they may be the source of lifes luxuries, effectively buying
mortals’' love. Mortals choose to obey the gods' laws with their
whole hearts and serve their patron deities because they want 1o

Clerics convey worshipers' love 1o their deity and share their joy
with their congregarions

'\,"{'nrl.h|'|_'\|n_;_ i -.||l_!_r_|(' H\q| out of love carries the same concerns as
a benevolent monotheisme 1t's similar ro many real-world beliets. 1
EVEery mor [,|| |n'\|'- lhllh ||l‘1T|l"- ina L|LL.|[1~|II'L sSysiem [|'lL' 1(‘::1 ol
11|_1]~|_\\i||\1|1 and difference berween the rwo Jl_miﬁ is reduced, Ina
dualistic system, some mortals should love one god and fear or ar
least dislike the other. Revering animistic spirits our ol love has
none of the drawbacks of the other two choices, and functionally is
little different from worshiping a pantheon out of love

Love can make mortals do strange r|1m_|,l- They may hide infor
mation that paints their beloved deity in a bad light. They may do

ATTITL
The deities of the D&D pantheon are generally benevolent but
sometimes display streaks of indifference as affairs far from the
Material Plane demand their attention.

DES OF THE D&D DEITIES

R ———————




terrible things out of jealousy and try to hide evidence of their
actions. Similarly, beloved gods probably enjoy the adoration and
ACT [Oo remove _1]1\'l|1m}§ that [hl'e'.]n‘n\ r|'u‘|r i|]]:||_g|_‘-i or n'|,u|-.'\|1~'|1|_'1~

with worshipers. Mystery cults often spring up our of love for a

particular deity. Ancestor worship may represent profound love for
the deceased

Adventure Idea: A mighty paladin lost her beloved hushand 1o
ecided her parron god had
betrayed her after her years of love and devorion. She blamed her

llJ\t‘-J'Gl' l!:-i.:r‘.y,ni |1'.-' her loss, she «

god for not protecting her family and became a blackguard. She
sought a legendary artifact said to be able to slay a god. If one of the
playerc
the same order. If no player characters are p.ul.ulmn. then the black
vart of a holy order devoted 1o the deity of the party s

guard was
cleric. The PCs must fing

and stop the blackguard somewhere on
the plane of Pandemonium, where the gods hid the artifact

sratitude

Mortals may worship gods for their gifts without loving them. In
this case, mortals respect the power of the gods and appreciare
their gitts but don't particularly like them. The gods may be
unpleasant or simply stern. Think of such gods as particularly

strict, but not abusive, parents. Mortals may chate under rules and
commandments without losing sight of the gods' narure as the
source of life, Clerics remind their flocks of all the gods do for
them while interpreting applications of divine law.

Because monotheism is so common in the real world, it's hard 1o
'L'.‘!'Llll,."‘lzl'l'.]ll' Iht' mm Pl]r[i]nt‘l' L’d |[’|!|.'L-|“|g j.]]'li:]hll( ('lt'l‘l‘l('m- Into any
monotheistic system. That said, worshiping a single god ourt of
.L[l.JllItht' requires the same effort discussed elsewhere. In iI)I\ case,
”.‘| more I1|I'l‘1'{"-|'|:lj.|, il ||1l' ill'll\' Is a Ni}l'l'll‘\\’h_l[ |‘|'IP'[|"\‘|i\'|'. stern
figure. Don't make the rules and commandments of the faith roo
intrusive in everyday adventuring unless overcoming them, per
haps replacing the god, is the focus of the campaign. Dualism makes
best use of this situation if mortals love one deiry but owe gratirude
to the other, or fear one deity and owe _m'.ihiuq.lv 1o the other. This
'-h'."k-t' waor
around gratitude for what the ancestor bequeathed ro or accom
plished for the family. Gratitude for 3 home or local resources may
motivate the worship of household or local gods

Adventure Idea: A good cleric devoted to the Protection
domain decides that the best way for mortals to rruly protect them-
selves is thre llJHh 1|LT<‘1'[ access to divine power. Hie

is well with animism, Ancestor worship may revolve

yegins research-
ing and experimenting, trying to find a way to connect with the
source of the gmlk' power. His experiments alert the gods to his
ettorts, and they warn the party cleric of the consequences. Not
only might the deities themselves be cut off and unable to provide
for mortals, but also mortals of opposed alignments would gain
access to tremendous power. Player characters must locate the
renegade cleric, find some way past his defenses, and convince
him that the dangers of his plan outweigh the benefits.

real

When mortals fear gods, worship services express repentance, pen
2 I I I

lrence ill'll[ dppeasément. l'L'.lTl‘L] J_El?liﬁ are Not necess 'Ill\. IHIR[I!L‘.

rather, they possess mastery over nature and narural forces that
overwhelms mere mortals. \"l-"m'-.]upur\ seek to protect their lives
families, and property by beseeching the gods ro direct storms
earthquakes, ridal waves, droughts, plagues, volcanic eruptions
and harsh winters elsewhere. Clerics act as intercessors, conveying
the message of humility and appeasement to the gods. Paladins
‘1.
ing others to do so. Where gods are normally feared, most paladins
\-\'.l“ niot l'|i' lllng o n'|!g|-lu~; l\l‘\i" I's,

have tremendous experience with overcoming fear and with he

lhe gods may be actively hostile, in which case there’s good
reason to fear them. While many mortals won't \\'-1['§G|11]1 hostile

I, many others will do so in an attempt to appease them

deities at a

waracters is a paladin, the blackguard is a former member of

Worshiping a single deity our of fear is more interesting than
other motivations. Careful consideration of why mortals fear the
l[_:ﬂl.[ ;1I1\i |'h-\'.' I|l:' gi'd I’l.‘h.l\-'('h can inject l'hl'lll_ﬂ]'l tantastic t‘lvmi‘n[k
to enhance the game experience. Mortals might fear both gods ina
dualistic system if their constant siruggle occasionally has a disas-
trous impact on the mortal world. Be careful thar such impacts
n't make players feel thar their characters are power
campaign. Inste:
and dramaric landscape, or to reveal buried ciries and lost mines
You could even write rescue adventures, in which the plaver char
acters work to save NPCs from floods, volcanoes, or landslides

ess in the

y LSE [hl‘ Ut'L'.l‘:IL‘J].IJ Ell..\i]!'i[r.‘l' 10 creale a '.'ill'lr.'li

Revering animistic spirits out of fear carries the same challenges as

dealing with hostile animistic spirits, Ancestral spirits may receive
worship as intercessors with or defenders from the gods.

Fear is a good reason ro conceal information. Mortals hide a
great deal from feared gods to avoid retribution. Anything thar's
11JEJ{IL'|| can l)L'{:l-]"'ll' ![".‘\1 '||- [!]l' r‘l"l"-'l]l"l \.'.'hll |1!li I .{ll."'t \\'l[ll\"[ll
revealing its hiding place or simply forgets where he's hidden it
I.ht' F‘L1l[ or J,_.“L"di‘ [[‘J'.\ hlL[l' ]['iil’rm.;"l“n 'h_i[ rr.‘vf':]','q SO0Me reason
why they shouldn't be feared

Adventure Idea: The clerics of the
lawtul evil god begin organizing paramilitary unirs 1o enforce atten

ocal temple dedicated 10 a

dance and 'N-'L't'h'hllJ They argue 1o the local government that their

god is not receiving irs fair share of attention, donations, and
appeasement. They produce records and statistics to prove their
point, Legally, no one can oppose them, It's up to the player charac-
[ers o I‘I'l'l[llt ¢ evidence thart the press gangs are COmmitting crimes
or acting in ways offensive to the local government, whi

e they
simultaneously protect people from the brutal “worship enforcers”

| J!!w[ |';I.|H\|tllllr 185
Necessiry isa great reason to worship. In such a system, the deities pro
vide something mortals need, genera
deities may embody the forces of nature, such as a god who drives the

|\' omna ddll\.' I_).I:'lh. For instance,

chariot of the sun across the sky every day. Mortals worship in order 10
provide deities with reason, or perhaps power, 1o grow crops, move the
sun, and so forth. On the other hand, deities may be the source of all
magic, divine and arcane, requiring worship o power spells,

Another possibility is thar divine sites generate some menial or
emotional control over those who live around them, growing
stronger with each worship service. Good deities use this phenom
enon as a way of reinforcing the existing desire to worship, while
evil deities use it as a weapon to compel worship

As with other considerations, you may choose a mix of these
approac hes \\'-"'n:h'lll.[‘t‘l"\ ol gl'lnl deities may do so out of love
Nature deities tend to be neutral in the DuncEONS & DRAGONS
game, and their faithful may worship our of gratitude for natural
resources. Those who follow paths of evil would worship their dark
gods because they fear them

WHY DLITIES USE MORTALS
Deities use mortals because they need them. L]L'i‘L‘i'IdI[Jid_ on how
you define deities in your game (see Dependent and Independent
Gods, above), deities may need mortals because the actions of mor
tals provide power, or because something bars the deities from
acting on the Material Plane.

If your deities depend on mortals for their power, assume that
only actions undertaken by mortals of their own free will provide
this power. Such power stems not only from worship, but from all
sorts of actions, The amouni of power generated by such actions is
n l{“'l'{[ P]'t'\Piil'[EU[l [{8) I'h(' i't.t.;)r: ,i[)l.i :{al.'['ll-'il.'l,‘ |'l.'-i_'||_|||';'|j |$\ ||1{'
action. Considering the risk taken and the effort made routinely by
adventurers, it's obvious why they're important o your deities, In

such cases, the deities may send signs and avatars to enc ourage
their \\'l'l":\]'IIF‘:'iI"-. or they may appear themselves
Your ~it'l1lr~ may not act direc I[y in the mortal realm. Some bar-

rier may exist to keep them from the Material Plane (see Active and




Distant Deities, below). Alternatively, your deities may have an
agreement to strictly limit their direct intercession on the Material
Plane, Such deities need mortals to perform those tasks the deities
cannot. They may need heroes to inspire worshipers, or they may
11-:'\'|.| .l['1|r.|\.'l\. Irec L\'.'{'Ll,‘-d or I;pt‘”l- cast. [111'\' may l'li't'Li I11UI'IJJ:G o
interfere with the churches of rival deities, In such cases, the
actions of mortals reflect and influence the relationships of the
deiries and determine divine power

ACTIVE AND DISTANT DEITIES
In some campaigns, actve L{L‘lIlL'!- act L'Lm.-.[.inll\- Lo IJ'I“LIL'E]L'L‘ Ii||.L‘
world. In others, distant deiries show little interest in mortal

events. Both options are discussed below.

Active Dejties

1 /e may meet the avarars
of the gods in taverns or on the road. Purting active deities in your

we D&D game uses the active ;].l'li‘\' maode

campaign possesses a ‘-II‘Igll' remendous .'ILik'.IIlL!.l__J_t'Z llmng so adds an

element of fantasy that sets the campaign clearly apart from hisrorica
'-||l\ll|.1l|n|1\ even more l||.:ii'| r]u- existence \'rI!' magc L :|.|.'I"|l. 5 ~ll'l.|| |1.:l
adins of holy orders can point to the huge, glowing person working
miracles down the streer to justify their faith and devorion. (This sort

of activity can easily ger out of control; the dangers of overactive gods
are discussed in the section on Divine Meddling in Chapter 2.
Historical mythologies often follow this approach. The Greek
.*.-'ﬂ'”l‘; lived on the mortal \l.':rl'ld, what we call the Material Plane, on
Mount Olympus, Poseidan lived in the sea, Hermes traveled across
the |.u'.Ll, and Zeus took many different forms to travel among mor

tals. The Norse pl.i\.]‘i often crossed Bifrost, the Rainbow Bridge, to
travel among their mortal worshipers

Knowing that the gods are present and watchful may he
explain be
some player characters in line. Just remember thar if the gods
,!]\\.',l\,"« .5'1[‘('.”’ D rescue lhl' i.'ll.l\".'t Cj‘\l!'.lk'[L'1'H. f|-|l‘ l'hi]]'-lL rers |th"L

P
ief systems in your campaign. It may also serve to keep

nothing. Without risk, success loses its savor, and there’s no sense
of achievement. Higher-level characters are more important to the
j-_"i'\\i‘-. '11111'.111\.‘ [l'lt".' possess L,,:I'L'.]lt‘l’ L'.]i‘.ihl]”]l“- A% \-1I\"LI‘M' ;Lgl‘l‘ll\- .i!ld
torces for L'hnngr Such characters need fewer rescues, yet they're
more likely to have the gods' attention

Monotheistic systems usually don't use the acrive option
because it may be difficult for a single god to be all the places she
needs ro be all the rime. Crearing mulritudinous servants for the
god overcomes this challenge (see Infinite or Limited Divine
Power, above) and helps inject the fantastic element tha
aying games. If
you want an active monotheism, create a “heavenly host” to assist
the deity. Dualism faces roughly half thar challenge, since it has
IWice as many _L':I.‘\ih Diving agents tor eac h deity can overcome
the remaining challenges again, or you can make the two gods

monotheism desperately needs in fantasy rolep

distinctly different by making one distant and one acrive. Active
animism is normal. Mystery cults of active deities may l'L‘}:IIl.Il'l\-
experience the physical presence of their parron or one of their

patrons representatives. Active household and local _l"_LI||.‘l are more
||Li|'|‘| 10 get wWotl l=|Ii|‘

Active 1|l'|l|1"- make lllLI]llp sins |1|‘I'r|’il'.|| l\|.t'.h. and sac II|.1'!.'_I.- s
5. Simultaneously, the deiries
ACTIVE among maof fill*-

experiments a necessity for all morta

are vulnerable because they're present anc
so they hide information about their weaknesses. If mortals dis
cover this informarion, the deities destroy it. Il they miss a copy o
a fragment, that knowledge becomes lost rather than destroyed.

Adventure Idea: Returning from an advenrure, player charac-
1t 1N ransrorm while still outside civilized areas.

ters are Caug
Taking shelter in an abandoned barn, they tind a fellow rraveler
warming himself by a small brazier of coals. He complains of being
hungry and thirsty, and asks the player characrers ro share their
food and water, If they do, he thanks them and joins their meal
Some time in the night he vanishes, leaving in his place a map and
a strange medallion. The map and the medallion are keys to some
divine secret hidden in vour world. If the PCs do not share food
and warer, the traveler still vanishes during the night. Have each
person standing watch make a Will save (DC 25 + the average char-
acter level of the party) once during his or her warch every night or
fall :rl-|-|‘r|1 (or fall into a ||('r'|1|‘r trance, in the case of elves). If the
entire party falls ,a\la.-n'p, the mysterious SITAMEET [TANSPorts the PCs
to a deserted island withour their rations and warerskins. In the
process of traveling from island to island, trying to get home, they
stumble across the divine secret mentioned earlier

Distant Deities
Distant gods take no active part in events on the Material Plane
Thev may be very active in their own realm, but mortals know little

ement ol tan-

or none of thar. Choosing distant deities removes an e
[asy from your game, but you can overcome that by tocusing the
campaign around various attempts to reach the gods. Some of those
attempts might be incredibly foolhardy and dangerous, whi
others might be noble and worth plaver character support. One
character's mentor or patron could be researching and planning

e

such an attempt from the beginning of the campaign, raking the
(|1.||"||'I;‘|:'h dl'\'Fl'l' into |‘l:‘- [rust as [I'LL", .I.L|‘.1|I1{'l' in |:-u'l\. .-\.I‘IU[|1|.'I
aspect worth .|d1]|;'~.->||”_', is how lnn}.'_ the Hi'l["\ have been distant
Gods may have been active in the times remembered by mortals, by
elves, or, even farther back, by dragons. If anyone can remember a
time when gods were active, or if lost books of ancient knowledge

tell of such a time, decide betore the cam 1.|ign starts what force is

strong :'m’lle_!l (8] vni_\m ea |l[l'l|l.|1ll|ll On Your J_LLILL“
In the DunGEONS & Dracons cosmology, there's a limit to how dis

tant gods can be. Anyone capable of planar travel can reach the divine
realms (see ( .l“w'l'llll]ll?.'.\' and Divine Realms, below) and fug on a
divine sleeve until she gets the god's attention (which might not be a
good thing), Your cosmology might p

and mortals, making reaching them more difficult but still possible

ace a barrier berween the gods

Distant gods are effectively similar to indifferent gods (see How
Deities Behave, above). Their teac
toward, interest in, and even love for mortals, bur their actions

hings may indicate benevolence

—
BARRIERS TO THE DIVINE

A strong enough barrier between a deity and its worshipers
might make divine spells things of legend. Barriers mean most
clerics devote themselves to a cause, concept, or divine force
rather than to a specific deity if they're to have any spells at all.
A miracle spell would be close to impossible. Be clear with your
player characters if your barrier reduces the effectiveness of
some spells or eliminates others. Consider the impact a barrier
has on planar interaction before placing a barrier between gods
and mortals. Many arcane and divine spells call on other planes,

including phase door, astral projection, and illusion spells that
Plane of Shadow. Decide whether the barrier
surrounds the Material Plane, cutting it off from all others, or
whether it imprisons only the gods. If it only imprisons the
gods, it has little effect on mortal spellcasting. If it surrounds
the Material Plane, give your players a list of the spells not
available to their characters. The Dunceon MasTer's Guide and

call on the

Manual of the Planes have more information on how spells
interact with barriers between planes.
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never affect mortals. Many clerics and paladins serve divine forces
rather than specific deities, though some argue that the very dis-
tance between the gmi‘- .|I!!l|| their w Llh|1|[.‘rr'- makes devorion 1o
them more important. When there’s a huge glowing person down
the street working miracles, you don't need faith. Belief isn't neces
sary for something that's demonstra

hly present.

Positive and negative energy exist even when gods are distan
50 the decision has no effect on spontaneous casting or on turning
and rebuking undead

It is possible to create a vibrant, compelling monotheism with a
distant god, but doing so requires some other manifestation of the
divine in the world. The forces of evil can easily fill this role, If you
personify evil in a single figure, you approach dualism. It's best 1o
!-1.‘1'L'ud the evil out among the demons and devils of the Abyss and
Baator. Half-fiends seriously ournumber half-celestials in such a
system, and at least one of the themes of the campaign should be
dealing with tempration. As mentioned earlier, one way to make
gods distincrive in a dualism is to make one active and one distant.

In an animistic system, distant spirits might as well not exist ar all.

Because Ihl.“r never see dlr:‘L'l l'\'ldi'lh’l_‘ !l].t[ Iht‘ HL"LJH EX151, MOst
mortals develop a grear deal of informartion about the divine thars
simply incorrect. Hidden knowledge is often in plain sight, buried
among the reams of wrong ideas. While distant deities by defini-
tion never act to destroy information, they may have left some
behind, hidden in lost cities and ancient temples, assuming they
were ever active

Campaign Idea: Player characters live in a world where the
gods are believed benevolent, bur no one has any direct experience
with such benevolence on an individual leve
themselves to concepts or causes, rather than o !,'Ud!‘ Littered

Clerics dedicate

about the world are colossal artifacts hinting that the gods were
once active (such as crashed flying castles proportioned for huge
inhabitants, unbreakable enormous starues with only the head or
hand protruding above the earth and made entirely of diamond
and so on). As F\|.i\-'L'r characters adventure among the mysterious
ruins, they |

n that the gods may also have been responsible for
the vast miles-long dead patches that dot the world, They begin 1o
suspect that the gods distanced themselves from the world in order
to I«.-:t‘}" their ::11'11}:;1]0\ from th“-[rL'l'g'In[.‘_ it. They may set out o
reach the gods and beg them to return o their mortal creations

Intercession
The possibiliry for intercession exists with active gods. Most divine
divination spe
ruption is so minor that answering a low-level divination spell may
require no conscious effort from the deity). With distant gods,
however, you must L[t"\'idl‘ how much intercession is truly }'HJH‘-GIhl.L'
You can run a high

Is involve minor intercession (although the intel

evel roleplaying game in which deities com-
monly appear for whatever reason, but remember that roo much
interference from the gods takes fun away from the players, 1f 2
god can remove obstacles with a wave of his hand, no heroic effort
15 r'-l'("l]‘.'l.i on Ihl' |.1.|l'l l‘l. [hl‘ ('h.'lr.!l-[i.'l'!- Ih\‘ l\l.l\'t'l [ |'|..]| acters are
|1|'I'n'lL not l'r:‘t.il.l'u' ol I|‘hL [I'r'l]'l(‘l'hl[dll‘-. powWers |:|1;'\' |'|||-_|_l.l|.t [ ]:11'.._'\‘![
not _|L'l-llmlJI-|[l'. l}”[ hl.“.-.'lu.\(' Lli-[hl' [!'l-rilwll‘ F]ﬁ]{‘-; |hl‘\' 1.IL(' in Ihl.‘

e ——————————————————
INTERCESSION BY THE D&D PANTHEON
The gods of the D&D pantheon are keenly interested in events
on the Material Plane, but they stay on the Outer Planes by
general agreement. The only two exceptions are Fharlanghn, who
wanders the Material Plane at will, and Vecna, whose Material
Plane citadel is kept secret even from his high-ranking clerics
When the deities of the D&D pantheon intercede in mortal
affairs, they often do so indirectly or through intermediaries.

= w—

tace of imminent death. At some point, the player characters may
become extraordinarily high-level and powerful. By that time, they
are probably comfortable with planar travel, or as comfortable as

anyone gets with such activiry. Such games may lead the characters
into direct contact with !_f_n.Jl- on those powers home p[,;]w-._ The
characters may even conflict with or challenge those powers.
Powerful characters are more likely to carch a god's attention, but
they're less likely to need divine intervention,

Adventure Idea: A cleric turns a warchouse or an abandoned
building into a place of worship. People begin flocking to the
IL‘I‘!1]."|{' because the cleric appears o be able 1o guarantee divine
intercession, He never asks for money or donations, but the grow-
ing congregation begins competing to provide him with betrer
ACC nmruml.ltlnm. vestments, '\.'Il'l'(.'il accoutrements, i|m| even a
new temple. When his worshipers begin to disappear, suspicious
l\
]‘-J'u\.'iulm] by mind flavers clos
ually assuming influence in and control over the ciry:

DEICIDE
Whether or not player characters can, eventually, kill the gods is
worth considering at the beginning of the campaign, because the
decision has deep implications

aver characters discover that the clerics divine interventions are

ked in illusions thar have been grad

Gods Can Die
In the first option, gods may be immortal but vulnerable. They live
forever, if left alone 1o do so. If player characrers can kill the gods,
then so can some nonplayer characters, such as other gods and very
vand if
divine power is limited, there's strong morivation for gods to kill

powertul infernal creatures. If the divine spark can be sto

each other to gain power, Granted, your gods may not be motivared
by the desire to gain power, but other creatures may be, particularly
evil-aligned crearures and characters. If divine power is limitless or
cannot be -.Iu|('|1_. [|‘l|'l'| there's far less impetus o commil deicide

T'his oprion allows for change in the pantheon. It also allows
vantheons to I'L'I.‘I.IL'(' each other as civilizations rise and fall. If vou
1ing
happen when gods lose so many worshipers thar they

decide thar gods depend on worshipers for power, then somet

must
become powerless and forgorten

Frequent turmoil in your pantheon may lead to fewer people
worshiping any gods at all. If the gods don't endure
mortals, mortals may not see the point of holding them sacred
Theres certainly no point in going through the initiation rites for a
y cult if the cult won't have a patron by the end of the
process, C

ongern I||.||'|

myste

erics and paladins may choose to follow something
other than one or more gods if they cant count on their patron
being alive in the morning. Even if your gods can die, they should
not do so often. Divine death should be a momentous evenrt in your
campaign. Consider the consequences of domains shifting to a god
with an opposed alignmen, for instance

[f your gods can die, you need to decide where they go. Perhaps
their corpses drift through the Astral Plane. They might simply dis-
sipate, or you could create a plane just for the divine dead.

A monotheistic system in which the single god can die runs the
risk of, someday, being a universe without 1 divine being. Some
narural mechanism may prevent ||1|~: trom ever h_|p|lu]|i|_;l,; by auto-
matically elevating some worthy mortal to divine status if the cur
rent deity dies. A dualistic system loses its central balance il either

deity dies. The remaining deiry must immediate
worthy opponent in order to k:'t']‘ the universe functioning and
the balance intact. Animistic systems believe everything is alive,
and this life stems from the spirits, It the spirit ol a pl.!u' or object

Y .Ip'pi\il‘l[ a

dies, the result is an abomination. A dead place or thing is a source
of horror and perhaps fear for the faithful, even if the spirits are
IM‘-’II[I‘ (L]} ln';ll’L'tl H:'Ill_l-', ;Ll'-ll' o I-I.” il Spirit I.]l]l.‘hL'.‘! that the killer
could ‘\lmli'LI-]‘_v' murder the world. Accidental death should never
be possible for spirits. Anyone intentionally killing a spirit faces a




lifetime spent in hiding from frightened faithful seeking to bring
the killer to justice. Ancestor worship is a viable alternative to wor
shiping dying gods.

Gods Cannot Die

Truly immortal gods fear neither mortal nor fellow god. This doesn’
mean the same gods have always existed: New gods may come into
existence as new civilizations and faiths rise, and old ones may disap
pear as civilizarions fall and faiths fade. Immortality may stem from
an inability for any nondivine creature or character to reach the ;.‘,Lll]?i.
or the gods may be invulnerable as well as immorral. Truly unkillable
gods can provide stability and order in your campaign as characters
take comfort in the enduring existence of their gods, True immortal
ity boosts the faith of clerics and paladins, and makes them more
likely to commit their lives to deities. This concept is so common
that it makes little difference what sort of system ir's applied 1o

Other Options

Perhaps only a specific deity assigned to the rask can kill the gods.
This god-slayer deity acts 1o preserve the existing pantheon, and
the world, by slaying those who threaten either.

Another opnon 1s that only HP!‘['!’_IL ilems -'|‘l:'||~i.-.s| acts can kill
gods. For instance, Balder is vulnerable only 1o mistletoe. Thertis
tried to make her son Achilles immortal by dipping him in the
river Styx, but his heel, where she held him, remained vulnerable.
I'he methed for killing a deity (and each god may have a differen:
method) is carefully hidden by the gods,

You may choose to protect your gods by giving all of them the
ability to re-form a body if their current form is slain (see the
salient divine ability Rejuvenation in Chapter 2) This “interrupted
immortality” requires some preparation. In systems with this fea-
ture, at least one scheming, evil god spends eternity developing
spells and artifacts to prevent the return of slain gods.

Your deities may be immortal only if they have a minimum
number of worshipers Rather than 1.[1-1.\|.'I1Ll|11g on wor .»11|.;11~r~. for
power, deities depend on them for existence (though they may also
depend on worshipers for power if you wish

It may be possible in your campaign for player characters to search
the planes for the bodies of dead gods and resurrect or awaken them

Immortal Turnover

If gods die, or if new gods appear, mortals have to deal with the
Il'I'l\i'I.ll.]t'I!L'l‘q L [L'Tlt"\ are irst L‘('[‘L'{'l’[lL‘LI w llh :i:lf PI.’[['.'“'.“’" of
their deceased patron. Presumably it went to another god, either a
new one or an existing one Clerics may find themselves cut off
from divine power il their alignment differs too much from that of
the new deity, Characters who become ex-clerics in this [ashion
don't need to atone to regain their status, but they do need to
{ |1,||1_g_¢ patrons On the other hand, those clerics may choose to
keep their existing domains and gain spells from abstract princi
ples or forces rather than from the successon deiry.

=
WHY GODS RARELY DIE

Deities possess tremendous personal power. Divine and salient
divine abilities combined with the might of their bodies and minds
make them awesome creatures. Their ability to invoke divine awe
is often defense enough. In their homes (see Cosmology and
Divine Realms, below) they also possess subtle control over real-
ity itself. Flocks, if not armies, of servants, avatars, and proxies
normally surround deities. Deities possess relics and artifacts
about which mortals know nothing. If threats to their existence are
real, they've had centuries to carefully prepare their defenses. In
many pantheons, allied gods stand ready to assist and defend

An entirely new god must seek clerics and paladins from among
the faithful as worshipers. These may be new (ist-level) characters
she encourages and develops, or they may be existing characters
dissarisfied with their current faith, Her mortal agents then
demonstrate the powers given by their new patron, providing evi
dence of her existence, and begin artracring worshipers. In addi
tion, they may well hire heralds and bards to advertise the new
|r|'r|.|1||_- and |1li|L!1 in the curious

Of course, if the deiries are distant and indifferent, then changes
to the divine ranks may happen without mortal realization,

BUILDING A PANTHEON

E

This section deals with the nuts and bolrs of creating gods for a D&D
campaign. Because player characters are the focus for any D&D cam-
paign, |!'||~. SeCon ]uukk at i'l_t‘l*.‘l‘i trom [|‘lt' point l'll- view of I!u‘ i II'.Ir-
acters who worship them

{[OW MANY DEITIES?
If you've chosen a monotheistic or dualistic ]'vhg:qu or ethical
system for your campaign, you need only one or two gods. If you've
opted for a more traditional approach using several deities in a
loose or tight pantheon, you'll want to make sure that you provide
a god for each character class, characrer race, and alignment

Sa how many gods is that? Well, thar depends on how closely
you want player character alignments 1o march the alignments of
their deiries.

I'he D&D game doesn't have any rules governing what alignment
you have 1o be to worship a deity—except for clerics, whose align-
ment must be within one step of their deity’s alignment (see the cleric
class description in Chapter 3 of the Player's Handbook). Most player
characters, however, prefer patron deities whose alignments are simi
lar to their own. In your world, it might be passible for a lawful good
ranger to worship a chaotic evil god of the hunt, but such a worshiper
would never rruly be welcome in a sect that venerates an evil god, and
many players won't be comfortable with such an arrangement.

XAMPLE PANTHEON

Assuming that your campaign world includes all of the common
races described in the Player's Handbool, your first step in building
a pantheon is to establish deities for eac h of the nonhuman races
dwarf, elf, gnome, halfling, and orc. (If your campaign includes
extra races, you 1l I1=‘\'|| '-Iddllul]LLl deities for those races.) T he J“I;.LI!-
ment for each racial deity should be the same as the race’s most
prevalent alignment. A nonhuman character who has a radically
different alignment from his racial deity can instead choose a deity
according to class and alignment.

Next, youll need 1o provide enough other deities so that any player
character can choose a patron deity appropriate for the characters
class. The alignment of that deity either should be the same as the
character's or should have at least one element (chaos, evil, good, or

each other: Anyone foolish enough to attack Pelor will likely face
Heironeous's forces as well, Two other factors protect them:
oracles and their own churches. Many deities have some ability to
perceive the future, and thus predict attacks before they happen.
Some have servants functioning as oracles at all times, constantly
combing the weave of times to come for any threat. In addition,
churches mabilize to stop threats to their deities. A potential god-
killer likely faces legions of mortal worshipers first. The effort
required to kill a god is enormous, and few are willing to expend
it—even other gods are reluctant to focus that much of their
attention and energy on a single task.

T




law) in common, with no opposing element. For example, a chaotic
good barbarian might be able to choose between a neurral good
deity and a chaotic neutral deiry (both alignments having some

thing in common with the character’s own}, bur should not be
forced to choose a chaoric evil deity, because the evil component of
that deity’s alignment is directly opposed to the good component
of the barbarian’s alignment.

The chart on the facing page shows one possible arrangement
of deities and worshipers in a specially created pantheon. This
minimal pantheon includes enough deirties ro account for all the
possible combinations of elass and alignment among the charac-
ters in the campaign

Betore defining the deities we need to fill out the |1,|111]1;-11:|, first
Wwe dl‘.'ll_ll' lhl‘ l.'lt"\'L'n l‘lﬂ‘;'_;L'.‘; nto t‘l]llr grnl.t]_‘l‘-‘ .'Il'l.'l"l'dlng o Ehi'][
general nature
* Martial characters (barbarians, fighters, monks, paladins, and

rangers)

* Roguish characters (bards and rogues)
* Arcane magic-users (sorcerers and wizards)
* Priestly characters (clerics and druids)

Starting with the marrial charac ters, we decide that a lawtul good
deity, a chaotic neutral deiry, and a neurral evil deity would be suffi
cient to give every barbarian, fighter, monk, paladin, and ranger at
least one appropriate deity to worship (see Figure 1 on the chart), The
color coding on the chart indicates which characters would, or could,
Wn.lll-l'll'\ which deities. In l"il;LlII't‘ 1, the chaotic neurral deity green
background) would be appropriate for a barbarian, fighter, or ranger
who is either neutral, chaotic good, chaotic neurral, or chaoric evil.
The lawtul good deiry (blue background) would be appropriate for
characters who are lawful good, lawful neurral, or neurral good. The
neutral evil deity (brown background) would be appropriate for char
acters who are neutral, lawful evil, neutral evil, or chaotic evil

Figures 2 and 3 work the same way: We pick three alignments
for deiries that account for all the possible combinarions of class
and alignment among roguish characters and arcane magic-user
characters, then ser up the same sort of color-coded g[ui that
FI;_“lll'L" l h'.l\ o '\hl'l\\ \\'hil.'h l[l‘L[ll'f" are .lpphh]‘rrl.llt' 1;‘1' \\']'Ht"h L'I,]‘;H
and alignment combinarions. (Note that in Figures 2 and 3, the box
1{‘;‘|L‘5L'J'|[]]'|.J,.[ ]'Il.'l]lr.'ll L']].'Irilk':l"l“. contams -i” ihrl'l' I.-L'Iil'lr‘-, rm':lnlrlg
that any one of the three deities is appropriate for such a character.)

Accounting for priestly characters is simpler. Because a druid’s
alignment must include ar least one neutral component, a single
neutral deiry is all we need to give every druid an appropriate deity
to worship (see Figure 4). Clerics are free to choose any deity 1o
worship, as long as the deity’s alignment has at least one compo
nent in common with the cleric’s alignment, and no component
directly opposed to the cleric’s alignment

Figures 5 and 6 on the chart show two other possible alignment
grids you could use, and many other alternatives exist as well. The
vital point to remember is that any group of three deiries must
have alignments that are varied enough so that a worshiper of any
alignment has at least one appropriate deity available.

PORTFOLIOS AND DOMAINS
Che Player’s Hundbook offers twenty-two cleric domains. Which
domains are associated with a deity is largely a function of the
deity’s porttolio (see Chapter 2 for a discussion of portfolio and
domain selection). However, vou'll want to make sure that vour
deities offer all twenty-two domains from the Player's Handbook
(otherwise, all the Spq.'“t- described in the Player's Handbook may not
If you want to add additional
domains, you'll have ro assign those to your deiries as well

FINISHING UP

Once you have a deity for each character class and alignment (and
IiI\'i.I.l Ll:‘jllt‘:. 1 L|1.'.\ll'n'|.!l. You I)L'l‘Li- o ﬂ:t'hll out l'Jt'}l L{t‘ll",‘ \'L'II'|'| a
name, portfolio, personality, brief history, and dogma. You may
find that a minimal pantheon of ten or fifteen deities as discussed

hl‘ .I\'illl.ll‘li' in your campalgn

in this section does not quite fit you campaign. Perhaps a sociery
or a religious sect merits a deity that is very different from the ones
you have skerched out. 1f thar's so, just add enough deities to fill in
the holes

COSMOLOGY AND

In the D&D game, the gods are physical crearures, and as such they
need places 1o live and work. Where you choose to locate them
affects your campaign.

Each sample pantheon of deities presented in this book includes
a discussion of the cosmology those deities inhabit. The Olympian
gods, for example, dwell primarily on the Outer Plane called
Olympus, and only a handful of other planes exist in that cosmology
The deities of the D&D pantheon, on the other hand, dwell on a
multitude of Outer Planes (and some dwell on the Material Plane)
Material, Inner, Outer, and
in the D&D game lies in the pages of Manual of the

A L'I'IIL]‘J:‘IL' llj‘\l ussion of F‘I:]n:'\'
Transitive
Planes and is beyond the sCope of this book.

Planar Traits

Certain traits define the characreristics of a plane, and can be
altered to some extent by deities who reside on that plane. (See
Godly Realms in Chapiter 2 for details.) These traits include gravity,
time, morphic trairs, elemental and energy traits, alignment traits
and magic traits

* Gravity traits: heavy, light, or no gravity; objecrive or subjective
directional gravity.

* Time traits: flowing (faster, slower, normal), erratic, rimeless,

* Morphic traits: alterable, static, highly morphic, magically
morphic, divinely morphic, sentient

* Elemental and energy traits: air, earth, firé, water, positive, or
negative dominant (minor or major

* Alignment traits: good, evil, law, chaos, or neurral aligned
(mildly or strongly)

IMMORTALITY IN THE D&D PANTHEON

Player characters can travel to where the gods' mortal forms
are and overcome the gods in combat. In principle this is akin
to tracking the tarrasque to its lair and killing it, but in practice
it's much, much harder

BEHIND THE CURTAIN: THE D&D PANTHEON

The D&D pantheon was developed using slightly different tech
niques than the ones discussed in this section. Instead of divid-
ing the game's character classes into four groups based on how

the classes function in the game, each class was considered indi-
vidually. Deities for each class and alignment were then selected
from the many deities that have been developed over the years
for the fantasy setting of the D&D game. Several of the deities
selected serve mare than one kind of character. For example,
Obad-Hai is a neutral deity of nature and wild things who
receives veneration from both druids and barbarians,

This approach produced a loose pantheon of deities whose
warshipers are related by common interests, similar skills, and
similar lifestyles rather than strictly by their game functions.

—— —— — s — . .
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ad, or wild; impeded, enhanced, or limited
by school, subschool, descriptors, level, arcane or divine)

* Magic traits: normal,

Material Plane

The Material Plane is the ordinary universe of mortals, the default
setting tor any D&D game. Depending on the cosmology, your
campaign serting might be the entirety of the Material Plane, or it
could be just a tiny part of it

When the deities make their homes among mortals on the Mate
i'I.J| E'|.|m'. er[.ll': |'I:'|‘.‘l' a '\'l"»lh]r.‘ Sign U[.lll.\'llli' presence among
them. That visibility is the best aspect of this choice, Having even
one LiI\’IhL‘ 'i'll.lll'll." ara L:IHLJW'II location ill.rl'( ts a considerable e'l-‘-
ment of the fantastic into your game. [t makes clerics and p.lJ.ldiJh
more likely to serve deities, since they have chances to interact
directly with their parrons, much as with active deities.

Some additional planning steps artend this choice. A divine
realm on the Marterial Plane is smaller than one on the Outer
Planes (see Godly Realms in Chapter 2) and requires more thought
to keep it exoric and remore. Possibilities include the top of the
highest mountain in the realm, deep under the sea, in the depths of
an active volcano, or on a rocky crag off the coast that's surrounded
I.“} |-|p [ldl.'.‘i. -lTL11‘|g currents, .'Inll ]'C('!‘;.

Deities living on the Material Plane put a great deal of effort into
their defenses before your campaign begins, possibly even before

recorded rime, The point may not be to keep mortals out, but to test
[hvm Any 1‘I1L\Tli1l who passes a _|._;m.l'- lh’l-l‘n\:v\'. ,]an comes |:‘-u1nrl‘
the god is therefore worthy to be there. Remember thar poim
when overachieving player characters attempt to breach a divine
barricade. The god behind the defenses probably wants to repel
Mor [.1[ inir LJth'['M. not Ll” |hf—m. E‘r'll _}.:E'ILI!-. LJ[" course, Il.l\'l' no com
puncnon .il"t'*lll th'ﬁlh'\'l]lg any creature I]LII in\.';ni;‘\ [|11~|| homes

Consider why the deity breaks from the ry pical pattern of living
on anothe l"'liii'l:‘ “1|1||.il|1}: a home dl"l'['lllll]a_'. it, and k:‘t‘["i[lp mior-
tals away while artending to divine duties are all more difficult on
the Material Plane. A B \d may choose 1o do so out of love for ht‘!
creations. Such gods generally live in an appropriate locadon. For
instance, a god of the sea might live in the depths of a marine
trench. A god of the dwarves might live atop, or deep inside, an
inaccessible mountain peak. Or, the locarion of a divine home may
not have been the gods choice. A “fallen god” may have been cast
out from the divine plane inhabited by the rest of the pantheon and
on the Material Plane “'n‘\'l-J ar !‘JHHII.JL' _Lf\.'LI?\ are domi-
nant in your world, the good deities may live in the world along
with mortals, having been cast out from their other-planar homes.

Deiries living on the Material Plane are not necessarily active.
Fhey're more likely 1o be active if they depend on morral wor-
‘.hlpL‘l"—G tor their power, because II'I:",,"H protect their ¢ ]m:gglk If the
deities are rruly immortal, they may behave any way you wish, but
benevolent or indifferent deities are still preferable. Active hostile
gods thar live on the Material Plane full-rime are a huge challenge,
constantly threatening the mortal realms.

Monotheism and dualism have the same considerations as panthe-
lﬂni dL‘t“.' “']h.‘h L]l'llll.'\ ll\'l.' in 'hl' mi ’|T-]|. l'l'-'ihn Animism l-.lL'l“- i I-ur-

imprisone

ther challenge: Spirits quickly overcrowd the world if they live on the
Material Plane. Making them insubstantial is a necessity. Another seri
ous consideration is their mortality. Spirits on the Material Plane are
easiest o h-"“.”(.' i :tll."\ IIl‘ll‘I‘lLJFI.J'. |l'l|!l.‘I[L'E| LII mysiery L‘ui[h may 11('
the only mortals who can interact with gods on the Material Plane

Campaign Idea: Gods live among mortals, cloaking their ide
ties with magic. At regular times of the year they gather in a hidc

|
mountain valley to discuss events in the mortal world, The enrrances
to the mouniain valley are runnels under the mountains. Each tunnel
has a hidden entrance that reveals itself to those with divine rank
(even if that rank is 0). At the winter equinox, the gods discover that
the tunnels no longer reveal themselves. Recriminations fly and the
|_.:L'|\|-'1 separate, ('JL'I] \'L'l]]"l i |.‘|-ll1 |-u1' once agmn opening Ihr tunnels
Wishing ro keep their presence hidden from moreals, the pods speak

through their oracles and priests, seeking bold adventurers to locare
ancient magic items to open the tunnels, explore lost mines for alter
nate routes to the valley, or locate the person or god responsible for

closing the runnels

Outer Planes

Deities I:l.-'|11s'.l”}' I"I1-1|‘.L' Il‘u'll IIHIII:‘N on these strange .]Ihi exonc

|.;i'_.'n"|.'\ (8]

phic. This trair allows deiries ro alrer the landscape, the physical
aws, the workings of magic, or any combinarion of the three when
they establish personal realms on these planes. Exactly whart a deiry
can alter depends on irs divine rank, as discussed in Chapter 2
Even ourside a deity’s realm, travelers may encounter phenomena
unknown on the Material Plane.

Che Outer Planes have none of the weaknesses of the Marerial
Plane, but they also the lack the strength. Outer Planes are divinely
EII{\I'].‘I]h. L'.I'\I]\ \]'I.I"li'l] ]'\-}' rl‘|g' Lmtf\ who live there. Divine realms
in the Outer Planes measure their size in miles, not feer. The very
nature of the Outer Planes makes them difficult to reach and travel
within, making mortal inrrusions less likely. Those who do reach a
divine realm may be powerful enough to be worth a god's arren

alternate realities. Most Outer Planes are divinely mor

tion, Choosing a visible, yet intimidating, location is unnecessary
because mortals and gods do not inhabirt the same place.

Putring your «
« of proximity that the Material Plane enjoys; the gods are no

eities on the Outer Planes removes the advan

longer immediately visible 1o mortals, The exotic landscapes of
the Outer Planes can make up for this loss of wonder, but only if
your player characters eventually travel there. D&D characters

don't speculate abour the existence of other dimensions—they use
them. All the creatures from summon monster spells come from
other planes, for example.

Characters must
Outer Planes, That requirement generally stops player characters
from visiring their patron deity directly until they have attained
high levels. You have some time to plan the first meering between
L[L'l[\' .||'l|J \.\'ﬂl'\hlpi'r

1avVe ACCess o IHJ_.',I'I Jl'\'l‘l. spe 1.\ [o I'l'ill'!'l II](‘

While there are no further or special issues for monotheism or
dualism, an Outer Plane is not the best home for animistic spirits;
they are part of the world all around their believers, Removing ani
mistic spirits to another plane negates the close connection
between a spirit and its associated place, family, object, or creature

Campaign Idea: All the gods reside on a single Ourer Plane,
and the other planes (including the Material Plane) are for mortals
only. Each deity uses a set amount of space for a realm, based on
each god's divine rank. The neutral and lawful deiries find this

DEITY HOMES FOR THE D&D PANTHEON
The gods of the D&D pantheon reside on the following planes.

Abyss Lolth
Acheron Gruumsh, Hextor, Wee |as

Arborea Corellon Larethian
Arcadia St. Cuthbert
Baator Tiamat, Kurtulmak
Beastlands Ehlanna

Bytopia Garl Glittergold
Carceri Nerull

Celestia Bahamut, Heironeous, Moradin, Yandalla
Elysium Pelor

Material Plane  Fharlanghn, Vecna
Qutlands Boccob, Obad-Hai
Pandemonium  Erythnul

Ysgard Kord, Olidammara




arrangement agreeable, but the chaotic gods chafe at the rules
This assumes an “overdeity” or some other powertul force ca

vible

of imposing rules on the pantheon.) They cultivate mortal agents,
direc [ng acc idents and coincidences so that these agents find
adventures and quests, gnning expernence [ hl' other _L':i'l]ﬁ notice
the inter
developing their own agents to investigate and thwart the activi
hlish terri

erence ol I]h' chaotic "_ll{l‘! on the other |‘|.|l'a:"- and be rin

ries of the chaotic _U:{ui'-. Eventually the chaotic }__‘Jldk [y &
tories of their own beyond the realms they've been allotred.
Whether this situation develops into a war berween the gods or
rush to seize the best territory on the Outer Planes is up to you

Inner Planes
In the typical D&D cosmology, the Inner Planes are the four Elemen

1al Planes (Air, Earth, Fire, and Water) and the two Energy Planes (Pos-
itive and Negative). For clerics and paladins, placing divine realms on
the Inner Planes ditfers |I|[|R‘ trom |'J;u mng []n—-lllu:ll the Outer Planes

[nner Planes are morphic in the same way the Material Plane is
Hard work can level 2 mountain, fill a ravine, dam a river, or raise a
castle. 1
Planes are, and you should treat the size of a divine realm on an
Inner Plane as if it is on the Material Plane

Creatures most comfortable with a particular element stand the

1¢ Inner I'I.]Ill'L are not l;l\.'l]1l']\ morphic as 'IhJ.' Outer

best chance of surviving on the comparable Elemental Plane
Warter-breathers thrive on the Elemental Plane of Water, while tho
qquas and purple worms are more likely to survive on the Elemen
tal Plane of Earth. All four of the Elemental Planes contain spaces
where mortals common to the Marerial Plane can survive re

atively
easily. Gods living on an Elemental Plane maintain part of their
realm in such spaces. For instance, a god living on the Elemental
Plane of Earth most likely keeps a courtyard or hall in an open
cavern where mortals can approach. Such places are free from the
starms, tremors, and currents thar sweep the Elemental Planes
periodically. Presumably such a god has no trouble surviving thar

. 2 Byropla +
13, Blysium

14 Beastlands
15: Arboreal

s 1l

& Yspard
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27" @utlands

element, and the rest of that divine realm retlects that ease. There
might be no other open spaces within the realm of a god dwelling
on the Elemental Plane of Earth, for example. The stability of the
open area is for the comfort of mortal supplicanes

The Energy Planes are dangerous to everyone, and your gods
may choose to live on them for precisely that reason. Because neg-
ative energy drains living creatures and positive energy fills living
crearures until they literally explode, gods may choose to use these
planes as moats or wa

Is around their realms. If you place gods on
these }1],|na_-.-.. either make the deities immune to the effects of the
plane, or make their realms islands in the energy seas that protect
all within them. A dualistic system might have one deity on the
Positive Energy Plane and one on the Negative Energy Plane

Alternatively, your gods may imprison one or more other gmlu
on an Inner Plane -.'|_sr‘.'iru'.1]|\. because the environment is so dan

gerous and uncomfortable. The Inner Planes make better prisons
than the Material Plane because they're farther removed from
mortal worshipers of the remaining J—Illll\ Their very nature makes
it difficult for beings 10 move through them to escape. Their stable
nature means that a deity imprisoned on one can't simply will the
plane into a different, more hospitable, form.

While the Inner Planes pose no special issues for monotheism
or dualism, it's hard to give animistic spirits a home on the Inner
Planes for the same reasons that the Outer Planes are a tricky
choice. Cerrain spirits may communicate with or travel 1o the
Inner Planes, however, particularly if a spirit has an affinity for a

specific element. For instance, the spirit of an ancestral sword
might travel freely to and from the Elemental Plane of Earth
Campaign Idea: The gods are benevolent, active, immortal
beings. They threw down the hostile, active, immortal genies (in
this cosmology, there's one genie race for each Elemental Plane

that once ruled the mortal realm. Under the genies, the world
was a l'I'l.]U[lL' pl.ll ¢, more hLL' |]]l.' L':EL']]'U.'“'J] I‘.i.“‘ll_'ﬁ' [l'l_ll'l. [h{' way
the world is now They created dramatic, exotie landscapes where




extreme forms of topology and climate lay next 1o each other. The
gods banished the genies to the Elemenral Planes, where they
plot their return to preeminence in the hearts and minds of mor
tals, Storms, earthquakes, forest and grass fires, and ridal waves
are all said to be manifestations of moments when the genies
temporarily wrest control from their divine jailers. The gods
work to make the world more hospitable for mortals and 1o

Recp

lI'lL' Eenies II'I'E]J]'!HDI'H‘[L

I ransitive Planes
The Transitive Planes run through and around all the other
planes. They include the Astral Plane, the Ethereal Plane, and the
Plane of Shadow,
The proximiry of these planes to the Material Plane is both an

aid and a hindrance. Active gods find moving from these planes

to their mortal worshipers extremely easy, but conversely, mor-
Ill‘- can more I‘.‘Hll\' reac h rll["‘-l' i"l.“]l'ﬁ [h;ln [hll'\' can I!'li' Inner
or Outer Planes. These planes lack the divinely morphic nature of
the Outer Planes, so rea
magic and hard work, just as on the Material Plane. But unlike
on the Material Plane, there's very little raw material to work with
on the Transitive Planes; almost every bit of marter was brought in
by someone or something else. Building marterials and finished
structures must be brought to the plane, and completed realms are
obvious to planar ravelers

As mentioned previously, the physical forms of dead deities may
need a place to reside. The standard cosmology of the D&D game
places the “gods’ graveyard” on the Astral Plane. You may choose to
use Jnﬂ'lhl'r |!'.‘In*-l[|l.'l.' J‘l_ln[‘ ina \”'nll,” I:;]thlln, or o |'|,]\'L' |l\'|,]1pl

ms !1I‘Il' are .I]l("l.lhll‘ only ||'||Hl|.):i1

gods and the dead gods of the past occupy the same plane
Monotheism and dualism face lesser challenges than pantheism

ealing with the Transitive Planes. A faith with a single god

living on the Plane of Shadow could teach that god is always waich

when ¢

ing the faithful from the shadows. The Ethereal Plane is a particu
larly good place for animistic spirits. The spirits are present and

can

perceive the Material Plane to some extent, but they are removec
enough to be mysterious

Campaign Idea: Floaring somewhere in the vaulied space of
the Astral Plane is the City of the Gods. The city is a single struc
rure strerching miles across as well as up and down. Within the
structure are hidden porrals that lead to the other planes. The
inhabitants of the city are mortal niw-(clhi.ilﬂﬁ of servants who
were I\I'L‘klghl to the city to serve the ;ludh.' Lt';ll'[‘iljh tell of a time

when they lived under the sun and stars on the surface of a real
world, with others like themselves. Adventurers seek a hidden
portal thar leads back to the lost Material Plane, and raw materials
necessary to manufacture rools, w capons and even ¢ |l‘||1|||.J.'_

Exoric magic items, relics of the gods, litter gargantuan cham
bers. The gods themselves long ago left the city, but they have not
torgotten it. Demonic forces seek the city in the infinite vastness
of the Astral Plane for the portals to all creation thart lay within it
The gods watch their city and defend it from their realms in the
Outer Planes.

sibilities

Once you allow for the existence of other planes, there’s no reason

Other P

to stop at a single Material Plane. Alternate Material Planes may

exist “above” and "below” the Material Plane that is the player char
acters' home. You can |‘i.u' with gravity, time, magic, m.urphn
narure, or Il][‘lﬂl\g\-'. create a mirror universe (where even the J.'.UliH
have mirror entities), or ¢ Jl.illy_(' the dominant race. Your charac 1ers
mJ;[hl travel to an alternate ]‘lJ.I[}L' where lizardfolk and similar rep

tilian races rule the land

, worshiping draconic gods and hunting
Jllll11'.|.!]‘1. l'I\'l'?! I.'\\'.“ VS, !]dlt‘ll”}"'! il [ILI pnomes as vermin An Jlll']'
nate Material Plane could be home to the gods. Traveling there
player characrers find supremely powerful beings working the
fields or shoeing horses

You may choose to develop an alternate cosmology and thus
change what places are available for divine realms. For instance, the
Asgardian realms could be configured as a series of Material Planes
linked k-“r Tgt!l.[l.'-l‘-il the "'.\'{n."lu] Iree. Such a \':rHI'IlU]H_r_',}' could negale
the need for the Outer Planes, or other planes altogether.

Magic on the Planes
A number of spells affect or use planes beyond the Material Plane,
as summarized below.

Spells with Asiral Aspects: The following spel
access to the Astral Plane anc
the deity has severed links to the Astral Plane (through the deiry
may have chosen to maintain astral links in specific places). These

s are .||‘\.i| !nl'T-t-l'{-|'|\'l‘ 11 I,'l}‘-;“'u}‘llll__]ll.'.;; [i‘JT \i()”lt |I'|L'|L|l.1l.' an
Astral Plane (though a cosmology may provide an alternative to the
Astral Plane that allows these spells to function).

g tjl'l"!'lllt on

are ineffective in godly realms where

-|PL'1

Astral prajection, dimension dooy, summon monster (1-1X), felepor!
h'l'c';ldrl.lh.lu crrele r.—*.‘.‘p.n-r without ervor, vanish.

Spells with Ethereal Aspects: The [ollowing spells depend on
access to the Ethereal Plane and are ineffective on any Outer Plane
They are also ineffective in cosmologies thar don'tinclude an Ethe-
real Plane (though a cosmology may provide an alternative to the
Ethereal Plane that allows these spells 1o function)

Blink, ethereal jaumt, ethevealness, Leownund's secvel chest, maze, vanish

Spells with Shadow Aspects: The following spells depend on
access 1o the Plane of Shadow and are ineffective in cosmologies that
don't include a Plane of Shadow (though a cosmelogy may provide an
alternative to the Plane of Shadow thar allows these spells to function

Greater shadow conjuration, greater shadow cvocation, shades, shadow
compuvation, shadow evocation, shadow walk

Magic Portals:
planar connection. Portals open at one location on the originating
plane and another location on the destination plane (or planes, if
several porrals are linked together). They provide instantaneous
transportation from one location to another. If a deity has severed
links to the Astral Plane in its realm, a portal cannot originate or
lead there, through the deity may have chosen to maintain astral

“Portal is a general term for a stationary inter

links in specific places and portals 1o lead 10 those locales

Coexistent and Coterminous Planes
The terms “coexistent” and “coterminous” refer to how easily one
can move |'|I.‘[I.\'I.'l':'| Two l"l.ll'l!'.‘\

Coexistent Planes: If a link berween two planes can be created
.|||\r"\'\"hl.'['l'. thl' fwio |‘|_I|1G"- are coexistent. | ]]n"-l' Ill.llit“ OV l.]l‘ [T h
other completely. A coexistent plane can be reached from any
\\'In:'ll' oan ||]1' l‘lil‘”l' i l'\'l'll-ll"' SOMmeone movy 1ng on a coexistent
]‘]J['Il' olitéen "l.]'l\j.‘\- i ;'Ill"\.NIhlL' 0 see 1ntd or interact w i[|1 |hl" other
coexistent plane. The Ethereal Plane is coexistent with the Marter
ial Plane, and inhabirants of the Ethereal Plane can see into the
Material Plane. With the right magic, inhabitants of the Marerial
Plane can likewise see and interacr with those on the Ethereal
Plane (see mwnsibility and magic missile, for example, both affect the
Ethereal Plane)

Coterminous Planes: Planes that link together at specific
points are coterminous. Think of coterminous planes as touching
each other in one or more specific places. Where they touch, a con
nection exists, and travelers can leave one reality behind and enter
the other. The Astral Plane is 2 coterminous ]‘n|.m|-, because ir exists
alongside and can be accessed from most other planes. In the D&D
cosmology, the Concordant Domain of the Outlands is cotermi

nous with every other Outer Plane

A plane can be both coexistent and coterminous. The Plane of
Hi].hlhi‘\\' lor l"\'_illl!‘ll' 15 coexistent !“‘l'i'll]‘u‘ I l'\\.'(‘lt.li'l\ ||1l' |\1i|l['l|.||
Plane and can be accessed from there with the right spell or ability

But it's also coterminous—it's possible 1o enter the Plane of

the

.‘\l:.lJu\\' at certain |.‘Llllll.‘- .JJ]\J ll.i'\'r_‘] o \|]'.l]'||L'|l' Il'iiJI'I'I\ l'll'\";![‘,l
part of the plane that lies coexistent with the Marerial Plane




n this chapter, We introduce the game mechanics thar make
deities work, starting with the most fiindamental: divine rank.
Divine rank is, at ite essence, whar sets deities apart from mor
tals Even deiries with s divine rank.of 0'are far superior to mortals
in their powers and abilities. Despite this tremendous gull
ITL'l\\'(’{'ﬂ (h'.' mﬂr[]] .]ﬂui 'h(‘ dl\"i,rll', Lil‘l[l.l'.‘i are H:llll Jl'“n(!d in
the same rerms as mortals. They have Hig-Dice, charagter levels,
and ability scores, but all of I]'u'ﬂr'lu' farhigher than most mortals
will everachieve.

Inll' p:ll]]\’ Pllrl'lll.‘i(‘.‘; t‘i!l'h lix'il'J h.l\' d li'i\'l“l' I'.Il'l]"L. \Vi'lll I'i 15 \“Tlllull
to acharacter’s level. A deity's divine rank determines how much
i‘n\'w'l'|' 1]1[‘ 1'[l[jl}' ]'Iilh ill]d Serves asa way 10« {\'Illl"iﬂl' ane lil'l:\" | {8
another. Here {5 a Lkuiuk summary of divine ranks

Rank 0: Creattirés of this tank are someétimes called quasi-
deitigs or hero deities. Creatuges that have g mortal and a deiry as
parénts also fall into this caregory. These entities cannot grant
spells, but are immortal and usually Bave one or more ability
scores thar are far above the norm far their species. They may
have some worshipers. Ordinary mortals do not have a divine
rank of 0, They lack a divine rank alogerher

the deities. A demigod can grane spells and perform a few decds

S thatare beyond mortal limits, such as hearinga g:aﬂ!mppcl from
3 a mile away.
» A demigod has anywhere from a few hundred fo a few thow

mnd devated mortal worshipers and may receive veneration or
respect from many more. A demigod controls a small godly
! realm (usually on an Outer Plane) and has minor control overa

Rank 1~5: These entiries, called demigods, are the weakest of

portfolio thavinoludes onéor more aspeers of mortal exis-
tence. A demigod mtghr very accomiphished tn a single
skillor a g ﬂu;mf re1.|kd lsypain combat .ﬂ'ﬂmm.ljt:s i,
special circumstanees, ot be able to bring'about. minor
changes in redlity itself telated to the poctfolio, For exim-
ple, a demigod of thieves might beuble 1o change a.smfm
item so that it is'ne Jonger recogdizable,

Rank 6-10: Called lesser'deities, these entities gl‘nnt
spells and can perform mare powerful deeds than §
demigods can, such @8 sensing 'certain phenomena’ I‘mm
en “Hll“\ AWy - 1

Lesser deities have anywhere from a few thoumhd o
tens of thousands of worshipers and control larger godly |
realms than de m;}‘mh '] ‘hev also have keener senses
where their portfolios.re concerned, 1

Rank 11-15: Thesd enrities are called intermediate
deities. They have hundreds of thausands efmortal
worshipers and control larger gadl.vaeﬂnii than
demigods ot lesser deities.

Rank 16-20¢ Called geeater deiries; 'I'J’igse entities
may have millions of moreal wUlshlpeﬂ. and IHE}'
commund respect evenamong other deities. The most
powerful of greater deities rile over other deiri jup*
as morial sovereigns rule over commoners, ‘

Rank 21 +: These entities are beyond the ken of
mortals and care nothing for worshipers, They da ot
grant spells, do not answer prayers, and do not respond
to queries, 1F they are known at all, it is 1o a hand{ul of
scholars on the Marerjal Plane. They aré called
overdeities. In some pul]!"‘u‘lbl IC SYSTEmS, the consent
of an overdeity is required to become a god.

OML HéidVHD AANI43dAST1113d
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DIVINE CHARACTERISTICS
Most deities are creatures of the outsider type iu'{ll.|||', er|1 20
outsider Hir Dice). Unlike other outsiders, they have no dark

vision unless noted in the deity \il"\l'lll‘lll'l'l Deities ]1|1".-'k1c al
characteristics vary from deity to deity and are noted in their
individual descriptions

A tJ('Il'j. 5 L‘rlll'ill.it'l' ype,; .11011!,' '.L'll]'l (N6 |.t.\'\ ar L'J.'l.‘jh'l‘ri. 4[L'|(‘1'”'|||1E"|
its weapon proficiencies, feats, and skills.

Deities have some or all of the [ollowing additional qualiries,
depending on their divine rank

Hit Points: Deities receive maximum hit points for each Hit Die

Speed: Deities can move much more quickly than mortals. A
deity's base land speed depends on its form (biped or quadruped)
and irs size, as shown on the following table. Some deities are
exceptions, with speeds faster or slower than the norm

Speed
Size Biped® Quadruped™*
Fine 20 ft. 60 ft.
Diminutive 30 ft. 70 ft.
Tiny 40 fi. 80 fi.
Small 50 fi. 90 ft.
Medium 60 ft. 100 ft.
Large 80 ft. 120 ft.
Huge 100 ft. 140 ft.
Gargantuan 120 ft. 160 ft.
Colossal 140 ft, 180 ft,

*QOr any form with two or fewer legs.
*%Qr any form with three or more legs.

Note: Use the Biped column for burrow and swim speeds for
all deities regardless of form. Use half the value in the Biped
column for climb speeds for all deities. Use twice the value in the
Quadruped column for fly speeds for all deities capable of flying

Armor Class: A tangible field of divine energy encompasses
and suffuses a deity’s body, granting it a divine Armor Class bonus
equal to its divine rank. This bonus stacks with all other Armor
Class bonuses and is effective against touch artacks and incorpo-
real touch artacks.

Most deities (all those with 20 outsider Hit Dice) have a natural
armor bonus of their divine rank +13. All deities also have a deflec-
tion bonus to their AC equal to their Charisma bonus (if any]
Deities who aren't outsiders have their normal natural armor bonus
+ their divine rank

h1.1'|'|'\,' Li:‘]l"‘;\ ]],i\'\' L'F[hl,'r Af[nl i ‘--l.l‘ih L‘L]I'lll‘;t") as ”L][I'll. imn []]L"J]'
individual descriptions.

Attacks: A deiry's Hir Dice and type and character level deter
mine its base attack bonus. In addition to the figures for weapon

LEVELS BEYOND 20TH

Most deities are 20 HD outsiders with 30 to 50 character levels
as well. These additional character levels beyond an effective
character level of 20th follow special rules covered in more
detail in the Epic Level Handbook.

Character levels above 20th confer some, but not all, of the
benefits of normal levels. Deities gain all the class features for all
their levels (such as the fighter's bonus feat, the monk’s unarmed
damage, the ranger’s favored enemy, the rogue's sneak attack, or
the wizard's spellcasting ability). The deity also gains the normal
Hit Die for that class, plus additional skill points as if the deity
had a level in that class normally, The deity gains an ability bonus
every four levels, and a feat every three levels.

attacks, this section of the statistics block also includes melee
|'|,'||,|\'|'| .“[.]L_I'\. ,]]]d I',iﬂgl'd [[1L|l'h .]|[.|CJ’{ hll]ll]'\t‘.‘;. D hl' ll'\l'll \\'I'll"l'l lJll'
deity casts a spell or uses a spell-like ability thar requires a rouchy
artack ro affect its farget. A deity gers 1ts divine rank as a divine
bonus on all attack rolls, Deities of rank 1 or higher do not aute
marically fail on a natural attack roll of 1

Always Maximize Roll: Greater deities (rank 16-20) auromati
cally get the best result possible on any check, saving throw, attack
:;l“. o1 I.J.-llnulj_!i‘ lll” l'_.||l II|.|Il' SLUCCess, |‘|||]l|!'i.'. o1 n.‘ll'u‘L etlecrs
.|LL':II'L]|]1§|\'. For instance, when a Breater deity makes an attac k
roll, assume you rolled a 20 and calculare success or failure from
there. You should roll the d20 anyway .\]ln.] use that roll 1o check for
a threat of a critical hit

This quality means that greater deities never need the Maximize
Spell feat, because their spells have maximum effect already

Saving Throws: A deity's outsider Hit Dice and character level
determine irs base saving throw bonuses, A deity gets its divine
rank as a divine bonus on all saving throws. Deities of rank 1 o
higher do not automatically fail on a narural saving throw roll of 1

Checks: A deiry pets its divine rank as a divine bonus on all skill
checks, ability checks, caster level checks, and turning checks.

Lesser deities (rank 6—10) may take 10 on any check, provided
they need to make a check ar all

Intermediate and greater deities (rank 11-20) always get a result
of 20 on any L']'Il'l'Lil pr:l\'ldud Ihl‘l\ nL‘i'd o ]n.'l]"Ll" a ll'lL'Ll'L at .i“

Immunities: Deities have the following immunities. Individ
ual deities may have more immunities. Unless otherwise indi
cated, these immunities do not apply il the artacker is a deity of
i‘thLlli"r I'llp_l'l('l ]',[]1'\'

Transmutation: A deity is immune to polymorphing, perrifica
tion, or any other attack that alters its form. Any shape-altering
powers the deity might have wor k normally on itself

Energy Drain, Ability Drain, Ability Damage: A deity is not subject
to energy drain, ability drain, or ability damage

Mind-Affecting Effects: A deiry is immune 1o mind-affecting effects
{charms, compulsions, phantasms, patterns, and morale effects)

Energy Immunily: Deities of rank 1 or higher are immune to elec-
tricity, cold, and acid, even if the attacker is a deity of higher divine
rank. Some deities have additional energy immunities

Deities of rank 1 or higher are immune to disease and poison,

stunning, sleep, paralysis, and death ellects, and disintegration

Deities of rank & or higher are immune to effects that imprison
or banish them. Such effects include banishment, binding, dimen
u|.1p|,|f ‘Hl‘rl\ll' .]|-|IIL|G\'<1|'_ rl!|rlr|l|I|1|Jl|'r|f, T('Fl|l|\hlrl. snul' |‘I||1I'. !|'i|.'r'\II'|Ir
stasis, trap the soul, and turning and rebuking.

Damage Reduction: A deiry has damage reduction of 35 + its
|.||\'|'I'I!.‘ r.1n|n'._ +4. For 1-3.-,-.||||1!.‘. i .|Hniel_mi with a divine rank 1-1' 1 has
damage reduction 38/ ++4.

Beyond character level 20th, deities’ attack and saving throw
bonuses increase at new rates. Deities gain a +1 epic attack
bonus at 21st level and every other level thereafter, meaning
that a deity with 40 class levels (on top of the base 20 outsider
Hit Dice) has an attack bonus of +40. No deity can have more
than four attacks derived strictly fram its base attack bonus, so
a deity with an attack bonus of +40 gets additional attacks at
+35, +30, and +25.

Deities also gain a +1 bonus on saving throws at 22nd level
and every other level thereafter. A deity with 20 outsider Hit
Dice and 40 class levels has saving throws (Fortitude, Reflex,
and Will) of +32




il <

If the deity also has damage reduc-

tion from another source, such as barbarian
lass levels, this damage reduction does nor stack with the damage
reduction granted by divine ranks. Instead, the deity gets the benefir
of the best damage reduction in a given situarion

For example, a deity with damage reduction 38/+4 is also a
If the deity is

20th-leve] barbarian with damage reduction 4

attacked with a weapon of <3 enhancement or less, the deity uses

its damage reduction 38/+4. If the same deity is artacked with a

weapon of +4 or hetier, the deity uses -|.|L!'.-|_L'_\' reduction 4

because the barbarian's damage reduction is not negated by a +4
or better w eapon Whenever a deity has a second kind of dam 1ge
reduction that might apply to an attack, that damage reduction is
listed in parentheses after the damage reduction entry in the
deity's statistics block

Resistances: All deities have at least the following resistances
Individual deiries may have additional resistances

Energy Resistance: A deity has firve resistance of 20+ its divine rank

Spell Resistance: A deiry has spell resistance of 32 + its divine rank

Salient Divine Abilities: Every deity of ran
least one addirional power, called a salient divine ability, per divine

: 1 or higher has at

rank (see Salient Divine Abi
Domain Powers: A deity of rank 1 or higher can use any domain

ities, later in this chapter)

power it can grant a number of times per day equal to its divine

DEITIES AND SYNERGY BONUSES
Many skills provide synergy bonuses to other skills if you have
5 or more ranks in the skill. For example, you get a +2 synergy
borus on Ride checks if you have 5 or mare ranks in the

Handle Animal skill

-

rank (if the power normally can be used more often than that, the

deiry gets the greater number of uses). If a domain power is based

on a clerics |r"\|'! (or one-half a cleric’s level), a deiry with no cleric

levels has an effective cleric level equal to the deity's divine rank (o
one-half the deity’s divine rank) for this purpose
Spell-Like Abilities: A deity can use any domain spell it can

grant as a spell-like ability ar will. The deity’s elfective caster level

for such abiliries is 10 + the deity's divine rank. The saving throw
DC for such abilities is 10 + the spell level + the deity’s Charisma
bonus (if any) + the deity's divine rank

Immortality: All deities (even those of rank 0} are naturally
immortal and cannot die from narural causes. Deities do not age,
and they do not need to eat, ~.||-4-|-. or breathe. The only wav lor a
|_[|'|.I'. { (] -.jll' 1S 10 ||I- ll:_l‘]l spec ..|| circumsmances ||‘-ti_|||\ 1\ ]'II Ing 1].I|[|
in magical or physical combai

Deities of rank 1 or higher are not subject to death from massive
damage (see Injury and Death in ( hapter 8 of the Player's Handbook)

Senses: Deities of rank 1 o :lllL"I'_l'l have incredibly sensitive

perception Such a deity’s senses -||.|.|||.|.'._u.|.||nk'|~|:-r'. and low
light vision, if the deity has them) extend out to a radius of one
mile per divine rank. In effect, a deiry of rank 10 can see, hear,

rouch, .III\-| ‘-“'lk'lll ara IIZ'\[.IlLI ¢ oI tén |l1|h"| JUSL as \'\'\'H as i |I'.I1i|'|-||'

can perceive things thar are close enough to touch. Perceprion is

limited to the senses a deiry possesses. For instance, a deity cannor

see in the dark unless it has darkvision. Nor can it see through

e ———————

For every 20 extra ranks a deity has in a skill, the deity's synergy
bonus from the skill (if any) increases by +2. For example, a deity
with 25 ranks in Handle Animal would receive a +4 synergy bonus
on Ride checks, and a deity with 45 ranks in Handle Animal

would receive a +6 synergy bonus on Ride checks.
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solid objects withour using its remote sensing ability or some sort
ol x-ray vision power

Remote Sensing: As a stang ard action, a deity of rank 1 or hl;__'||'1|."|'l an
perceive L'\'t']’\-‘[hl:l'l;: within a radius of one mile pel rank around any
of its worshipers, holy sites, or other objects or locales sacred to the
deity. This supernarural effect can also be centered on any place
where someone speaks the deity’s name or ritle for up 1o 1 hour afier
the name is spoken, and at any location when an event related to the
l’l"l['\' 5 ]N‘l'[J-{’I'll'l OCCUTs |see ihl' dg'll\_' lil,'\il;'l']]'qli'ﬂl.\; h_"l' dr,'[.]ll'\'l

The remote sensing power can Cross ]ﬂillh'\ and penetrate any
barrier except a divine shield (described in Salient Divine Abili-

ties) or an area otherwise blocked by a deity of equal or highe

rank. Remote sensing is not fooled by misdirection or nondetection on

similar spe ls, and it does not create a m.iglr;ﬂ sensor that other
creatures can detect (as the scrying spell does)

A dl‘]['f' can l'.\'ll‘“ll 1S Senses [0 WD Or more remote h'l'.njt'”‘-
at once (depending on divine rank) and still sense what's going
on nearby,

Divine Rank Remote Locations

1-5 2
6-10 5
11=15 10
16-20 20

Once a deity chooses a remote location to sense, it automatically
receives sensory information from thar location until it chooses a
new location to sense, or uniil it can't sense the location (for exam-
ple, after 1 hour has elapsed since someone spoke the deiry’s name)

Block Sensing: As a standard action, a deity of rank 1 or higher can
block the sensing ability of other deities of its rank or lower. This
pPower l'.\:ll'l—ltJ\ |-l"|T a r.lllill‘\: f,'\t-4\n|;' ﬂ1|l|' p;"]‘ l,]n]l; L'Ij [hl.' LtL‘][',-', or
within the same distance around a temple or other locale sacred o
!hl.' d'.‘|l\.'. or [hL' same Li].‘![dl'lh.l.' JIL'lllnIJ a Plﬂ']f[\l]ll'l'l'!.][l'\] event.

The deity can block two remote locations at once, plus the area
within one mile of itself. The blockage lasts 1 hour per divine rank.

Portfolio: Every deity of tank 1 or higher has at least limited
knowledge and control over some aspect of mortal existence. A
deity’s connection to its portfolio gives it a number of powers.

Portfolto Sense: Demigods have a limited ability to sense events
involving their portfolios. They automarically sense any event
that involves one thousand or more people. The ability is limited
to the present

Lesser deities automatically sense any event that involves their
portfolios and affects five hundred or more people

Intermediate deities automatically sense any event that involves
their portfolios, regardless of the number of people involved. In
additio
divine rank they have

Greater deities automatically sense any event that involves their
ess of the number of people involved. In addi
tion, their senses extend one week into the

heir senses extend one week into the past for every

pnrtl-uhu.‘-'. rc'l_r‘n'd
vast and one week into

the future for every divine rank they have.

When a deity senses an event, it merely knows that the event is
occurring and where it is. The deity receives no sensory informa
non ;!|1ll'|ll ll‘u' event, For cs;lmpir, ] lll‘[]ll'lllll ol Illr SEd Senses |H
tidal waves that threaten multiple villages, or a small or large
towns. ] h!' lIl'ir\' ]i]'lﬂ".'."\ “'l'll'['l' l]'ll' waves are, I"'\Jl not “'h.][ ||'|.('\'
look like or which direction I]‘u'}' e [I'.]\'n'hn};.

Once a l[t‘l!'f.' nomces an event, it can use 11s remote sensing
power o I‘Jl‘.’k'L‘I\'l" fhl' event

Automatic Actions: Deities don't need to make skill checks as
often as mortals do. When performing an action within its porifo-
lio, a deity can perform any action as a free action, as long as the
check DC is equal to or less than the number on the table below
The number of free actions a deity can perform each round is also
determined by the deity’s divine rank

Divine Maximum DC Free Actions
Rank for Automatic Action per Round
1-5 15 2

6-10 20 5
11-15 25 10
16-20 30 20

For instance, a demigod of war could make two longswords as free
actions (Craft [weaponsmith| DC 15). T
the proper tools and materials at hand
Create Magic Items: A deity of rank 1 or higher can create
magic items related to its portfolio without any requisite item cre
eat, provided thar the deiry possesses all other prerequisites
for the item. The maximum item value a deity can create is a func-
tion of its divine rank (see the table below). The item's cost and cre

1e deity still needs to have

anon

ation time remain unchanged, but the deiry is free 1o undertake
any acoviry \\']ll'n not ].ll"l”—lf"ﬂ on ihl' item (see ( |I'.]‘]ﬂg .\‘J_h_!l‘-
Items in the DuNGEON MASTER'S Guide)

Divine Maximum

Rank Market Price

1-5 4,500 gp

6-10 30,000 gp

11-15 200,000 gp (any nonartifact)
16-20 No maximum (including artifact)

For example, a demipod of fire could create a wand of burning hands
without the Craft Wand feat, provided that the demigod knows the
burning hands spell

Ifa deity has the item creation feat pertaining to the item it wishes

to create, the cost (in gold and XP) and creation rimes are halved.
Divine Aura: The mere presence of a deity of rank 1 or higher
can deeply affect mortals and beings of lower divine rank, who
might find the experience either uplifting or unsettling, depend
ing on the deity’s mood and their relationship to the deity.
All divine aura effects are mind-affecting, extraordinary abi

1
ties. Mortals and other deities of lower rank can resist the auras
effects with successful Will saves; the DC is 10 + the deiry'’s rank +
the deity’s Charisma modifier. Deities are immune to the auras of
deities of equal or lower rank. Any being who makes a successtul
saving throw against a deity’s aura powel becomes immune 1o that
deity’s aura power for one day,

Divine aura is an emanation that extends around the deity in a
radius whose size is a funcrion of divine rank. The deity chooses
the size of the radius and can lll.mgl- it as a free action. 1f the deiry
chooses a radius of 0 t.r‘l'[. 1S aura power l‘f-l-i'l'll\'1'|\' becomes non
functional. When two or more «
only the aura that I‘L'!l'l[];ﬂh to the deiry with the hlghl'ﬁ rank func
tions, If divine ranks are equal, the auras coexist

CINES auras cover |hl‘ same area,

Divine Rank Divine Aura Size

1-5 10 ft./rank
6-10 100 ft./rank
11-15 100 ft./rank
16-20 I mile/rank

The deity can make its own worshipers, beings of its alignment, o1
both types of individuals immune to the effect as a free action, The
immunity lasts one day or until the deity dismisses it. Once
affected by an aura power, creatures remain affected as long as they

remain within the aura's radius

The deity can choose from the following effects each round as a

free action.
Daze: Attectec

can defend themselves normally but can take no actions
Fright: Af

F‘l'n.l.]["." on .Illah.'li I'LI“h. SAvVes, LII]Ll C III'L l{.‘i ]h{' merest !.El.ll'll e or

beings just stare at the deity in fascination. They

ected |'u‘|11|_11l: become shaken and suffer a —2 morale




gesture from the deity makes them frightened, and they flee as
Quig kly as they can, Jlliitlllgh they can choose the [1.|l]1 of their l]I_L"hl
lhe deity’s allies receive a +4 morale bonus on arrack
rolls, saves, and checks, while the deity’s foes receive a
penalty on attack rolls, saves, and checks

Grant Spells: A deity automatically granis spells and domain
powers to mortal divine spellcasters who pray to it, Most deities
can grant spells from the cleric spell list, the ranger spell list, and
from three or more domains. Deities with levels in the druid
class can grant spells from the druid spell list, and deities with
paladin levels can grant spells from the paladin spell list. A deity

Bacnlie
T R

4 morale

can withhold spells from any particular mortal as a free action
once a HP(’“ ]'IJ?"! bl'l']'l p['_iﬂll'LI, 1 r1'111.]i11~ in IIH' I'I]i\i'[.ll-\ I'|'||[‘ni
until expended

Spontaneous Casting: A deity of rank 1 or |'||J:;J'1vr who has
levels in a divine spellcasting class can spontaneously cast any spell
it can grant, This power works like a cleric's ability to sponta
neously cast cure ‘\F"{'H" see the cleric sec ton in (.l\_lplt‘t 3 |P|.||||‘
Players Handbool), except that it applies to any spell the deity can
?'_f.||'||. A Lll'll\' I"I.'|‘| oeven more !Il'\'!l'l]llf\' ]'l‘_L"I'I'liiI"IP' (149 Lilﬂ“.ll]]\', a5
described in the next section.

Communication: A deity of rank 1 or higher can understand
"‘]‘l‘.lh. .|I'|\J 'I'L'.I\i .i|1‘_| !.I.“f.{LI.IF_L'. |||L]|.|.lE|.l|.;,' l'll‘]'l\'l'l"l“d] I.l]'l_L'll.lr‘l"v

he deiry can speak directly 1o any beings within one mile of
itself per divine rank.

Remote Communication: As a standard action, a deity of rank 1 or
higher can send a communication ro a remote location. The deity
can speak to any of its own worshipers, and to anyone within one
mile per rank away from a site dedicared to the deiry (such asa
temple, shrine, or sacred grove), or within one mile per rank awaay
from a statue or other likeness of the L|.t'II:'.

Ihe creature being conracted can receive a relepathic message
that only it can hear. Alternatively, the deity's voice can seem to
Issue [-l'L'IlTI [hl' air, [l'll' !_’r[]l'.]'ld, or [-rnm somée l\lTi('l_[ ol Il]\‘ L!l"”\'{
choosing (but not an object or locale dedicared o another deiry of
cqual or higher rank than the deity who is speaking). In the latter
Case, anyone within 1"_Il~hu[ of Ihr‘ sound can |1¢.p| 1

The deity can send a manifestation or omen instead of a spoken
() 'l'll‘l'l.l[hll message. I-hl' exact nature ol rhl‘- communication
varies with the deity, but it usually is some visible phenomenon
such as a beam of light, a change in the weather, a gathering of ani-
[l'l.li!! or _iI]IiL'I"!l _IJ]\'[lliIl_L[ L‘i'\'t‘

-'\ lil\|l1| S communicarion ]"ll“'!'| Can Cross [‘].IIH"‘! -'||'.I.i I"I'Ill"
trate any barrier. Once communication is initiated, the deity can
continue communicating as a free action until it decides to end
the communicarion.

A deity can carry on as many remote communications at one time
as it can remote sense at one rime (see Remote Sensing, above).

Godly Realm: Each deiry of rank 1 or higher has a location that
serves as a workplace, personal residence, audience chamber, and
sometimes as a rerreat or fortress. A deity is ar its most ]mwului
\.\'l[lll.Jl s _l!l.'l..ll'.' I'l’.'.lll'!'l.

A deiry has ar least modest control over the environment within
s |l'.l!]]!. conitr L‘“l]'l_l.'_ ‘hl' |l'['['||1['f'.|ll||'l‘ _HTL] minoer l'll'lT'.t‘lTI\- ”i-'li]!'
environment such as smells and background sounds. The radius of
rl]LF I-l.']'ll['l-'l 15 a huncnon l'j rJ]l' dL'Ji'\ -1 ]'.ani .IIJL‘: '\\'J'Ii'”]i']' Ihl‘ Tl'Jlr['l.
is located on an Outer Plane or some other plane (including the
Material Plane)

Divine Radius of Control

Rank Outer Plane Material Plane
1-5 100 ft./rank 100 ft./rank
6-10 1 mile 100 ft./rank
11-15 10 miles 100 ft./rank
16-20 100 miles 100 ft./rank

Within this areq, the deity can set any remperature that is normal
for the plane where the realm is located (for the Material Plane, any
temperature from ~20°F to 120°F), and fill the area with scents and
sounds as the deity sees fit. Sounds can be no louder than one
hundred humans could make; the deity could create the sounds of
an invisible choir, a battle, a jungle full of raucous birds, or similar
sounds, but not intelligible speech or harmful sound. This control
over sound is similar to the ghost sound spell, but capable of pro-
lity to create

ducing a much larger volume of noise. The deity's ab
scents is similar, Deities of rank & o1 |ll'_L',h:'|!' can create the sounds
of intelligible speech.

A demigod or lesser deiry can erect buildings and alter the land-
"\"\'-lpl‘. hll.l Imust ll1" 50 rl“'i'““h IS OWn lilI.‘L'll'. l!]['l]Uy‘Jl magic, or
through its divine powers,

A deity of rank 6 or higher not only has control over the environ-
ment, but also controls links to the Astral Plane (assuming the cos-
mology where the deity resides has an Astral Plane). Manipulating a
realm's astral links renders teleportation and similar effects useless
within the realm (see Chapter 1 for a list of spells with astral connec-
tions ). The deity can designare cermin locales within the realm where
astral links remain intact. Likewise, the deity can block off the realm
from planar portals or designate locations where portals are possible

A deity of rank 11 or higher can also apply the enhanced magic o1
impeded magic trait w up to four groups of spells (schools, domains,
or ‘-I'll'”.‘\' \'.'l[ll |!"|l‘ sSame Iil'ﬂ'l ]'ll'l'hl‘l'l I.hl' i.‘]'ll],lnl'[’il ﬂ]‘IIL‘:H- frait t’liilhl[’\
a metamagic feat to be applied to a group of spells without requiring
higher-level spell slots. Many deities .l|,‘]'lh' the enhanced magic trait
to their domain spells, making them maximized (as the Maximize
Spell feat) within the boundaries of their realm. The impeded magic
trait doesnt affect the deity’s spells and spell-like abilities

DEITIES AND SPELLCASTING
As characters of around 60th level, deities can freely pay even
large XP costs. Consider that a deity has a safe cushion of
around 30,000 XP it can use every week for creating magic items
and casting spells with experience point costs

What happens when a deity casts miracle? Rather than implor-
ing another deity to perform some task, the deity simply draws
from its own divine power. It pays the experience point cost with
hardly a secand thought, and creates the effect it desires.

BEHIND THE CURTAIN: DEITIES AND DIVINE SPELLS
The task of granting divine spells places very little demand on a
deity. In fact, it is possible for clerics or other divine spellcasters

to prepare and cast divine spells strictly through their own
devation to some cause and without the intercession of any
specific deity.

It is the training, skill, and dedication of the spellcaster that
makes preparing and casting a divine spell possible, and this
is why a deity needs levels in a divine spellcasting class to cast
maost divine spells. Domain spells are an exception. A deity's
damains are closely linked to the deity's portfolio and repre-
sent the sum and substance of the deity's identity and personal
power. This is why deities can make such free use of their
domain powers and why they can use their domain spells as
spell-like abilities.




In addition, a deity of rank 11 or higher can erect buildings as
desired and alter terrain within ren miles 1o become any terrain
type found on the Material Plane. These buildings and alterations
are manifestations of the deiry's control over the realm
A g1'['.1l1'r'¢|.-|u (rank 16 or |'||l;|wr also can p:-rt'm'm any one of
the following acts
LI ¢ ]T_ED,_:E' or JrFI‘, a ‘_]:r.]\"i[\' fralt \\'][l‘ll]'l lhl' |'l'.||ﬂ‘l
* Change or apply an elemental or energy trait within the realm
L (.-11.|n?:l' or .Jr‘rli\' a nme reant \V'll]'l”'l fhl' ]'t'.lllT\.
= .‘\l‘lll\ [|1i‘ |‘|1]|'l‘li I'l].l,.lll frail (o a P;H[lh llinﬂ S5C |'|L|l'1 lll‘l'l].l]n, (4]
spell descriptor within the area, preventing such spells and spell
like abilities from funcrioning. The greater deity’s own spells and
spell-like abilities are not limited by these restrictions.

Unce a \l"'l'l\' sets [hl' l’L"hI.L”]IT[\'- In s I'l'.'lll'l'l-I fhl.'\' are IT('I"I“;II‘L'n[.
though the deiry can change them. As a standard action, the deiry
can specify a new environmental condition. The change gradually
takes eftect over the next 10 minutes

[.|1.|ny,:n||: .|-.lr,tJ !i]'th'. P[Ll]'l.” traits, Or terrain Il'l"l]lll"! more
effort, and the deity must labor for a year and a day 1o change
them. During this time, the deiry must spend 8 hours a day on the
project. During the remaining 16 hours of each day, the deity can
perform any action it desires, so long as it remains within the
realm. The astral links, planar rraits, and rerrain remain unchanged
until the labor is complete

Travel: A deity of rank 1 or higher can use teleport without error as
a spell-like ability ar will, as the spell cast by a 20th-level characier
l'KL"(']'LI II'I.J' I]'Il' lil'"\.' can [r.|n~|1nrl |'|HI\' 1T\G!'|'-.||"‘L| LIP to 100 |1’l|l|[]|J‘\

of objects per divine rank, A deity of rank & or higher also can use
plane shift as a spell-like ability at will, as the spell cast by a 20th
level character, except that the deity can only transport itsell and
up to 100 pounds of objects,

If the deity has a familiar, personal mount, or personal intelli-
gent weapon, the creature can accompany the deity in any mode of
'l.l\"{'l |:. [l'l.l' 1]1.'”‘; [OLC hl“w' il |III' l[l'.lll“'!'.‘\ \\.'l'l‘L':]'ll counes \|!.‘|.||II‘\[
the deity's weight limir

Familiar: A deity of rank 1 or higher with levels as a sorcerer
ora “'l'ﬁrﬂl—lt h.l" [h:' Jhll][V to treat any creature of a Eiven kl]'lL[ a5
a familiar, as long as that creature is within a distance of one
mile per divine rank of the deity. For example, Bast {in the
Pharaonic pantheon) is a 10th-level illusionist of divine rank 8.
Felines are her specified kind of familiar, meaning thar Bast can
use any feline within eight miles of her location as a familiar.
That animal gains all the characteristics thar a familiar of a 10th
level wizard has. This special familiar ability only applies to one
creature at a time, but the deity can switch between one crea-
ture and another instantaneously, as long as the second creature
is within range

I'his special familiar ability does not replace the deity's ability to
have a normal familiar, which could be any kind of eligible crea-
ture. For i'mm]ﬂv. Bast could have a toad as a normal familiar in
addition to her special feline familiar. The toad gains the abilities of
a normal familiar of a 10th-level wizard, as long as the toad is

within one mile of Bast’s location. (For details of special abilities
that familiars receive and impart 1o their masters, see Chapter 3 of
the Player’s Handbook.)

PORTFOLIOS

Every deity has certain aspects of existence over which it has
dominion, power, and control. Collectively, these aspects represent
IIR' lll'l[\_"-’ E"Ul’li‘l'hl'l. Deities are |I'||]l'[!:][l'|\' L‘l‘['lL‘L'l'[‘.l'li .Jl)l1l]| '.If'Id
involved in their portfolios, and they are often strongest in power
\\'hl.‘l‘l J."I!I\J_! \'-'!lhin [l]l.' hﬂll!]li‘i l.‘l. [lll"l[' pLIl'”LJ[lU.‘G

HH' ]H.'I |!|\||l|.|h L'I-dt'lll':'l. u-nlun A p.lhllu'l‘ﬂ 1.1|l'|'. L ]1.i||_L',:'. i‘l.l
this can happen. If a deity dies, returns from the dead, gains or
loses divine power, or radically changes personality, portfolios
can change.

One or more deities may share certain portfolio elements. For
example, Boccob and Wee Jas of the D&D pantheon both have
magic as an element of their portfolios

SUILDING YOUR OWN

Porttolios represent important topics and concepts in the lives of
worshipers. The more important an idea is to a group of wor
shipers, the more important it is for a major deity to control that
Plll'[l‘ﬂl[l\. Iu\l' mstance, ||'. youre l\lllJlI'iI‘.g a P.I!)Ihl'ﬂl’l i-trl' a l'lllllll'i'

that depends on the sea for food or trade, then the portfolio ele
ment sea should belong 1o a greater deity. Similarly, people often
threatened by earthquakes or volcanoes likely associate the portto
|l-i." l'll'rﬂl'“[ l'_l['lh \.\'llh a .|:|'l'.|ll"|' \J.('l[\'.

A Sample List
[Ih|\ ||‘|I t'lll]l.]ill\ many _I"-l‘r‘l':\ I\I exisience |!L|[ Q |'\l|l|l l"'l‘ [‘Il“l“l.'“'.\
of a deity's porttolio. A pantheon may ignore some aspecis of exis
lence, _Ilhi It may ('l'ﬂl"h.l.\l/_l' Illlll']'\ i'l\ ‘!:]\'l[}ﬂ 'I']l' sdimée ones o ]'|l|||'

tiple deities

abundance cats darkness
adventure chaos death
agility childbirth desert storms
agriculture chivalry destruction
air cities discipline
animals civilization discord
arcane knowledge cold disease
archers commerce distance

art comman sense drama
artisans communication drought
arts and crafts conflict drow
athletics conquest dueling
balance courage dwarves
bards crafts earth
beasts creation earthquakes
beauty crocodiles elves

birth dance endurance
brawling daring engineering

TIME AND DIVINE POWERS

Many divine powers are usable only a certain number of
times per day. For purposes of this book, a day is a period of
24 hours beginning when the deity first uses the power in
question. For example, if a deity has a power that is usable
twice per day, and it uses that power at midnight on Monday,
it can use that power once again before midnight on Tuesday.
Beginning at midnight on Tuesday, the deity has two uses of

————
its power available again, no matter when on Monday it used
the power.

It is possible that time does not flow at an equal rate
throughout your universe. If that is the case, the time that
affects a deity is the local time where the deity is when it uses
the power. On a timeless plane, time doesn't flow at all. Once
a deity uses its day's allotment of powers, it cannot use them
again until it exits the plane.

e




envy hearing loyalty

evil hearth luck

evil dragons home madness
exploration honesty magic
family honor malice
fate horizons marriage
fathers humor massacres
fertility hunting medicine
fighters husbands men

fire illusion merchants
fitness insects mercy
flora and fauna intrigue metal
foresight jewelers mining
forests jewelrymaking mirth
freedom journeys maoon
gambling judgment motherhood
gemcutting justice mountains
giants killing murder
gnomes knowledge music
good kobolds nature
good dragons law night

grief learning nability
halflings lies orcs
harvest life pain

hate light panic
healing love passion

Any race and any profession can be worthy of inclusion as a portfolio
element. Moradin has the dwarves portfolio element, for example,
and Pan is the Olympian deity with the shepherds portfolio element.

In addition, most pantheons have at least one leader figure
This deity is often the father or mother of all the other deities in
the pantheon. This deity effectively has the supreme portfolio
element, which concerns all the offspring deities. For example, the

planning spies underworld
poetry sports valor
pranksters SPring vanity
praphecy stane vengeance
protection storms vice

rage strategy victory
rain strength war

rebirth strife watchfulness
retribution suffering water
revelry sun wealth
river hazards supreme weather
rivers swiftness wetlands
roads tactics wild beasts
rogues territory wilderness
running theater wind

sea thieves wine
5€as0Ns thunder winter
secrets trapmaking wisdom
serpents travel wit
shepherds trees wives
sight tricks women
sky trust waoodlands
slaughter truth writing
sleep tyranny zeal
smithing ugliness

spiders undead

Olympian pantheon includes Zeus, father of the gods, and Hera,
mother of the gods

PORTFOLIOS AND DOMAINS
If you're building a pantheon for your campaign, make sure to
include enough portfolio elements to cover all twenry-two divine
domains (see Chapter 11 of the Player's Handbook).

BEHIND THE CURTAIN: DIVINE ABILITIES

AND EPIC FEATS

Salient divine abilities let the deities do things that mortal char-
acters only wish they could do: Make a whirlwind attack against
all creatures within reach (instead of just within 5 feet), use
wild shape to change into a dinosaur, quicken a 9th-level spell,
fire a hail of arrows at every creature around, and so on. These
tasks are simply beyond the capacity of player characters
until they pass 20th level.

The Epic Level Handbook introduces more than one
hundred epic feats that give mortal characters access to
some of these abilities. Many salient divine abilities are iden-
tical with a combination of two or more epic feats. For exam-
ple, Apolle's Divine Bard ability allows him to use his bardic
music as a standard action, to affect creatures that are
immune to mind-affecting effects, to double the effects of his
bardic music, to affect a large number of allies at once, to
create lingering inspiration effects, and to use countersong
as a reaction. Orpheus, a mortal, can learn the epic feats
Rapid Inspiration, Music of the Gods, Epic Inspiration, Group
Inspiration, Lasting Inspiration, and Reactive Countersong as
he advances his bard abilities far beyond 20th level, getting
most of the same effects as the Divine Bard ability. However,
the range of Orpheus’s bardic music never extends as far as
fifteen miles, while Apollo's does. Some abilities truly are
beyond mortal capacity

If you have the Epic Level Handbook, you may want to alter
the divine statistics in this book to make better use of the
full epic rules. The deities in this book could benefit from
some epic feats and other rules presented there, such as
epic spells and epic magic items. While none of the deities
in this book have class levels higher than 20th, there's no
reason they couldn't, if you have access to the rules for
advancing them

One of the key difficulties with creating divine statistics is
that, no matter what level the deities are, some characters in
someone's campaign will always be higher level, The deities as
presented in this book are virtually impossible challenges for
characters of 20th level and lower, and {with an average of 60
Hit Dice) would prove tough challenges to the vast majority of
epic-level characters. However, someone somewhere will run a
campaign with characters up to 100th level, and they will find
the deities as presented here reasonable challenges, maybe
ever easy. If your campaign reaches such epic heights, you
might want to consider increasing the character levels of the
deities to keep them ahead of the characters.

On the other hand, you might not want to. Perhaps your
campaign is built around the idea that mortals can surpass the
power of even the mightiest deities. But think the issue
through carefully, and don't hold this book up as the ultimate
truth of deity statistics. If the power level of the deities as
presented in this book doesn't work for you, change it.




Ability

Alter Size
Alter Form
Shift Form

Shapechange

True Shapechange

Alter Reality
Annihilating Strike

Arcane Mastery

Spontaneous Wizard Spells

Automatic Metamagic
Avatar

Banestrike
Battlesense

Call Creatures
Clearsight
Command Plants
Control Creatures
Create Object

Create Greater Object

Divine Creation

Divine Air Mastery

TABLE 2-1: SALIENT DIVINE ABILITIES

Prerequisite

Alter Size

Divine rank &

Alter Size

Alter Form

Divine rank 11

Alter Size

Alter Form

Divine rank 16
Alter Size

Alter Form
Shapechange

Cha 29

Divine rank 11
Base attack bonus +20
Str 25

Spellcaster level 1st
Int 29

Spell Mastery
Divine rank 6
Spellcaster level 1st
Int 29

Spell Mastery
Arcane Mastery
Spellcaster level Tst
Divine rank &

Cha 29

Base attack bonus +20

Divine rank 6
Wis 29

Divine rank &

Int 29

Divine rank 11

Int 29

Create Object

Divine rank 16

Int 29

Create Object

Create Greater Object
Air domain

A portlolio element may encompass more than one domain, For

instance, a major deity of the sea might have the Air and Travel

domains as well as the Water domain. Your choices indicate a great

deal about the character of the deity. A deity of the sea with the

Chaos and Destruction domains in addition to Water indicates thar

the ;n-.r]‘rlr fear the power of the sea. Just because deities share port

folio elements, they don't have to share domains. Both sea deities

||l'h|'|'li_"!|'li .lljl_'l\'l' i'l1l|ll1 .IP]"[‘.]T in [I'll' same F.Iﬂ“]k'[ln
A deity has at least three domains. Deities can have more than
[I'Il'l'l‘ LJLI[I'LH['J.‘ ]:‘ [J'It'\ Pll?\?\t"i.‘- []'IL' LX![.I l)LI[l'l.IlI] .‘\'.Il]l.'l“ liJ'\'I.J'IL‘ \il_ﬂjln'

SALIENT DIVINE ABILITIES

A "-.i.lH'l][ LII\JIH' Zibll.i'l\' 15 ||L\L‘ i l.fn'i'll'

it gives a deity a new capabil-

ity or improves one that the deity already has. As noted earlier. a

deity has one salient divine ability for each divine rank the deity
has, plus additional salient divine abilities reflecting its starus:
Demigods receive one bonus ability, lesser deities receive two
hi\nl{\ .|I,-'I||lI||_“~. ll‘_Ti'|'ﬂ1('ljl.||l' l.]i'llll"- recewve |h|'¢'¢' .|]](.| F‘_[l'.HL'l

|.|.1.'I|:I1.'?\' recelve hive

Ability
Divine Archery

Divine Armor Mastery

Divine Bard
Divine Battle Mastery

Divine Blast
Mass Divine Blast

Divine Blessing
Divine Celerity
Free Move

Divine Dodge

Divine Druid

Divine Earth Mastery
Divine Fast Healing

Rejuvenation
Divine Fire Mastery

Divine Glibness

Divine Inspiration
Divine Mank
Divine Paladin
Divine Radiance

Divine Rage

Prerequisite
Base attack bonus +20
Dex 29
Point Blank Shot
Far Shot
Armor Proficiency (light)
Armor Proficiency
(medium)
Bard level 20th
Fighter leve| 20th
Combat Reflexes
Int 13
Dex 13
Dodge
Expertise
Mobility
Spring Attack
Whirlwind Attack
War domain
Cha 29
Divine rank &
Cha 29
Divine Blast
Selected ability score 40
Dex 29
Dex 29
Divine Celerity
Dex 29
Druid level 20th
Earth domain
Con 29 or
fast healing
Divine rank 11
Divine Fast Healing
Fire domain
Cha 29
Bluff 40 ranks
Trickery domain

Mank level 20th
Paladin level 20th
Good alignment
Sun domain
Barbarian level 20th

Some salient divine abilities have prerequisites. Usually, the

deity must have all the listed prerequisites o have the ability. A

divine rank of 1 is a prerequisite for all salient divine abilities.

| 11!' most CoOmmon .‘\'.Illl'll[ LJI\']HL' _Il'IJ[H 1€5 are llL‘hLJ'I.hL‘il h('l'l' A

few deities have unique salient divine abilities that are described

in the deirty's individual enrry.

Using Salient Divine Abilities: Using a salient divine ability isa
standard action unless otherwise noted in the ability desc rption,
Using a salient divine ability does not provoke an anack of opportuniry,

Salient Divine Abilities and Antimagic: A salient divine abil-
ity functions normally within an antimagic field, and is never sub

JECT T ‘1!"1.".[ resistance

SALIENT DIVINE ABILITY DESCRIPTIONS

Here is [l]l‘ formart for k}llil‘!'l'[ [[I'\.’I[\l‘ .]I'Illl[‘.' .ll'u'ﬂ]"i'u’ln‘\

Abihity Name

Description of what the ability does or represents in plain language.

l-’rrn-qui:ii[c: A minimum divine rank, minimum ability score,

.iﬂl1[l'|.|'|"~|.|JI1'I'l[ nJI\'l]]t' _tl"l[l.l\', a1 minimum h".i‘\l' artac l\ |i1l|1'lll'|_ a leat,




Ability
Divine Ranger

Dhvine Recall
Divine Rogue

Divine Shl{"|d
Area Divine Shield

Divine Skill Focus
Divine Sneak Attack

Divine Spell Focus
Divine Spellcasting
Divine Splendor

Divine Storm

Divine Water Mastery

Divine Weapon Focus
Divine Weapon

Specialization
Divine Weapon Mastery

Energy Burst

Energy Storm

Extra Sense Enhancement
Extra Domain

Extra Energy Immunity

Footsore
Frightful Presence
Gift of Life

Life and Death

Mass Life and Death

Grow Creature
Hand of Death

Prerequisite

Ranger level 20th

Wis 25

Wilderness Lore 40 ranks
Knowledge (nature) 30 ranks

Rogue level 20th
Dodge

Improved evasion
Defensive roll
Cha 29

Divine rank &
Cha 29

Divine Shield

23 ranks in selected skill
Rogue level 20th
Crippling strike

Spellcaster level 20th

Divine rank 16

Cha 26

Divine rank 11

Water domain

Base attack bonus +20

Divine Weapon Focus
with selected weapon

Fighter level 20th

War domain

Divine rank 11
Wis 29
Divine rank &
Divine rank 6
Resistance to energy
type selected
Travel domain
Cha 24
Divine rank 6
Gift of Life or
Hand of Death
Divine rank 16
Life and Death
Gift of Life or
Hand of Death

a skill, or some other condition thar a deity must have in order to

icquire this salient divine ability. This entry is absent if a saliemt
livine ability has no prerequisite. An ability may have more than
one prerequisite, All salient divine abilities have 4 minimum pre-
requisite of divine rank 1. Quasi-deities (rank 0) have no salient
divine abilities

Benefit: What the ability enables the deity to do. If a deity has
the same ability more than once, its benefits do not stack unless
indicated otherwise in the description. In general, having a salient
divine a |1|||I‘| twice 15 llu' same as i}.l\.'l]ly1 It once

Notes: Additional facts about the ability that may be hrlpIu;
when using the ability in play or when you are deciding o give the
ability 1o a deity you are credanng

Rest: Some abilities require the deity to rest afterward. 1f no
rest is required, the entry is absent. A resting deity can engage in
light activities such as ralking or walking at half speed. When
attempring anything more strenuous than thar, the deity can

Ability Prerequisite
Life and Death Divine rank 6
Gift of Life ar
Hand of Death
Divine rank 16
Life and Death
Gift of Life or
Hand of Death
Increased Energy Resistance -
Increased Damage Reduction Con 29
Increased Spell Resistance —
Indomitable Strength Str 40
Strength domain

Mass Life and Death

Instant Counterspell

Instant Move Divine rank 6

Dex 29

Weapon Focus

Improved Critical

Irresistible Performance Perform 40 ranks

Know Death —

Know Secrets

Lay Curse

Lay Quest -

Life Drain Death domain

Master Crafter 23 ranks in at least two
Craft skills

Irresistible Blows

Mind of the Beast
Possess Mortal
Power of Luck
Power of Nature
Power of Truth —

See Magic Magic domain
Speak with Creatures —

Stride Travel domain
Sunder and Disjoin
Supreme Initiative

Cha 29
Luck domain

Dex 29

Improved Initiative

Divine rank 11

Int 40

Bardic knowledge or lore

Bard or loremaster
level 10th

Knowledge domain

Divine rank 16

Cleric level 17th

Undead Qualities -

Wave of Chaos Chaos domain

Wound Enemy Base attack bonus +20

True Knowledge

Undead Mastery

only take partial actions and suffers a -6 penalty on all artack
rolls, saves, and checks

The deity cannot use another ability that requires rest unril its
current rest requirement is fulfilled. Any time the deity spends
performing strenuous activities does not count toward the
required rest time. For example, during a visit to the Material
Plane, Corellon Larethian uses the Create Greater Object ability 1o
create a masterwork mighty composite longbow (+4 Str bonus)
worth 800 gp. Corellon Larethian must rest for 70 minutes. 1
Corellon were to spot his enemy, Gruumsh, coming his way,
Corellon could fight or flee, but the time he spent doing either
activity would not count toward the necessary 70 minutes of rest

Suggested Portfolio Elements: This entry gives one or more
]1.-|Il| lio elements t |1_|l Are 45500 |_I[i'l.i with :hr‘ salient divine abiliry
in question The information is provided as guidance for DMs who
want to design their own deities and should not be taken as a rule
For example, the suggested portfolio elements for Annihilating




Strike are death, justice, vengeance, and war. More often than not,
a deity thar has this abiliry will also have one or more of those ele
ments in its portfolio. However, a deity without any of those ele
ments in its portfolio can still have the Annihilating Strike ability,
as long as it meets the prerequisites

Alter Form
The deity can make minor changes to its appearance and form
This is an extraordinary abiliry

Prerequisite: Alter Size salient divine ability.

Benefit: As a move equiy alent action, the deity can alter its
form, including clothing and equipment. The assumed form must
be corporeal. The deity’s body can undergo a limited physical
transmutation, including adding or subtracting one or two limbs

If the torm selected has wings, the deity can fly. Likewise, the deity
can swim il the form has fins, breathe water if the form has gills,
and so on

I'he deiry can remain in the altered form indefinitely, but
resumes 1S own E.l\Tn\ ”- ~'|_H!1

Notes: The deiry's attack bonus, Armor Class, and saves do not
l.'h_lrll_'.i' lh" llh'“\' \llh"- not E_il.ﬂ any lll- [hl' .|\‘1[l:]'\l'l| t‘llrf'l'll"\ \}"l'i. |_||
abilities, artack forms, defenses, ability scores, or mannerisms

!hl' l’('l'\' can l'h.”'l!,:l' Ph\,"-]['.i’ lllJ.lllllI"u |_‘1[|[']'| as h_lli' l'('||l1['. }l.|]|'
texture, skin color, and gender)
create disguises, gaining a bonus of +10 on its Disguise checks

The deity can use this ability o

The deity can use its Alter Size ability simultaneously along
with this one to become taller, shorter, thinner, or heavier
."iul_.;gv.-itccl Portfolio Elements: Nature, secrets, thieves

e R
SIZE CATEGORIES IN THE D&D GAMI
The following information is compiled from the Player's Handbook and Monster Manual
TaBLE 2-2: CREATURE SIZES
AC/ Example Natural
Size Attack Modifier Dimension®  Weight®# Creature Reach Face
Fine +8 6 in. or less 1/8 Ib. or less Fly 0 1/2ft. by 1/2 fr.
Diminutive 4 6in-1f. 1/8 1b.-1 Ib. Toad 0 1 ft. by 1 ft.
Tiny +2 1ft-2ft. 11b.-8 Ib. Cat 0 21/2f.by21/2ft.
Small #1 2 ft.—4 ft. 8 |b.-60 Ib, Halfling 5f 5ft by 5 fit
Medium 0 4 ft.-8 fr. 60 |b.~500 Ib. Human 5 ft 5ft. by5h
Large 1 8ft-16 fi 500 Ib.—4,000 Ib Ogre (tall) 10 fi. 5ft. by5fi
Horse (long) 5 ft 5ft. by 10 ft
Huge -2 16 ft-32 fi. 4,000 |b.-32,000 Ib. Cloud giant (tall) 15 f. 10 ft. by 10 ft.
Bulette (long) 10 ft. 10 ft. by 20 fi.
Retriever {long) 10 ft. 15 ft. by 15 f.
Cargantuan (tall) —4 32 ft.—64 ft 32,000 |b,-250,000 Ib,  50-ft animated 20 fi 20 ft. by 20 fi
statue (tall)
Gargantuan (long) Kraken (long) 10 ftt 20f. by 40 ft
Gargantuan (long) Coiled-up purple 15 ft. 30 ft. by 30 ft
worm (long)
Colossal -8 64 ft. or more 250,000 Ib. or more The tarrasque (tall) 25 ft. 40 ft. by 40 ft.
Great red wyrm (long) 15 ft. 40 fi. by 80 ft.

*Biped's height, quadruped's body length (nose to base of tail).

gaseous creature weighs much less
TWith its bite attack

TaBLE 2-3: ABILITIES BY ALTERED Si1ZE

Old Size New Size

Fine Diminutive Tiny Small Medium-Size Large Huge Gargantuan Colossal
Fine — +0 Str +2 Str +6 Str +10 Str +18 Str +26 Str +34 Str +42 Str

— -4 Atk/AC 6 Atk/AC ~7 Atk/AC -8 Atk/AC -9 Atk/AC -10 Atk/AC -12 Atk/AC 16 Atk/AC
Diminutive +0 Str — +2 Str +6 Str +10 St +18 Str +26 Str +34 Str +42 Str

+4 Atk/AC 2 Atk/AC -3 Atk/AC -4 Atk/AC -5 Atk/AC -6 Atk/AC -8 Atk/AC  -12 Atk/AC
Tiny -2 Str -2 Str — +4 Str +8 Str +16 Str +24 Str +32 Str +40 Str

+6 Atk/AC +2 Atk/AC — -1 Atk/AC -2 AtkJAC 3 Atk/AC -4 Atk/AC -6 Atk/AC  -1D Atk/AC
Small —6 Str —6 Str —4 Str - +4 Str 4+12 Str +20 Str +28 Str +36 Str

+7 Atk/AC  +3 Atk/AC  +1 Atk/AC 1 Atk/AC -2 Atk/AC -3 Atk/AC -5 Atk/AC -9 AtkJAC
Medium 10 Str -10 Str -8 Str —4 Str —_— +8 Str +16 Str +24 Str +32 Str

+8 Atk/AC +4 Atk/AC +2 Atk/AC +1 AtkJAC — -1 Atk/AC -2 AtkJAC -4 AtkfAC -8 Atk/AC
Large ~18 Str ~18 Str 16 Str 12 Str & Str +8 Str +16 Str +24 Str

+9 Atk/AC +5Atk/AC  +3 Atk/AC +2 Atk/AC +1 AtkfAC — -1 AtkfAC -3 Atk/AC 7 Atk/AC
Huge ~26 Str -26 Str -24 Str -20 Str -16 Str ~& Str — +8 Str +16 Str

+10 AtkJAC +6 Atk/AC  +4 Atk/AC +3 Atk/AC +2 AtkJAC  +1 Atk/JAC — -2 AtkJAC -6 Atk/AC
Gargantuan —34 Str 34 Str -32 Str —28 Str -24 Str ~16 Str —8 Str —_ +8 Str

+12 Atk/AC +8 Atk/AC +6 Atk/AC +5 AtkfAC +4 Atk/AC +3 Atk/AC +2 Atk/AC 4 Atk/AC
Colossal —42 Str —42 Str ~40 Str -36 Str -32 Str -24 Str -16 Str -8 Str -

+16 AthJAC +12 Atk/AC +10 Atk/AC +9 Atk/AC

+8 Atk/AC

+7 Atk/AC

+6 Atk/AC  +4 Atk/AC




Alter Reality
The deity can change reality to suit iself
Prerequisite: ( ha 29
Benefit: This ability is similar to the wish alu-l! [he deity merely
thinks of something and then makes it so. Doing this requires at
least a standard action
Notes: The deity can duplicate any spell of 9th level or lower as
a standard action, The duplicated spell has no material or XP
component, and the DC of its saving throw (if one is allowed) is
the deity’s Charisma modifier
The deity also can duplicare a spell with any metamagic tear (so
long as the metamagic feat is available to characters of 20th level or

20 + the deity's rank +

lower). This use of the abiliry requires the deity to rest for 1 round
for each level that the fear would normally add 1o the spell. It still
takes a standard action to use this ability, so there is no point in
using the ability to duplicare a quickened spell

The deity can render a magical or supernatural effect perma
nent. The rest requirement varies with the effect: 10 minutes per
level of the effect times the number of subjects affected, 10 min
utes per total Hit Dice of creatures affected, or 10 minutes per 10
foot cube affected. Use the highest applicable value

The deity can create temporary, nonmagical objects. This works
like the Create Object ability (including the required rest period),
except that the items last one day per rank. The deity also can create
permanent nonmagic al objects as il using the Create Object ability
except that all rest requirements are doubled and there is no reduction
in rest time for being on an Outer Plane or in the deity’s own realm

T'he deity can create temporary magic items or creatures. This
works like the Divine Creation ability (including the required rest
Pl"l'll'-'l-j iy EXCEpPL that the items or creatures created last 1 hour per

rank. This ability cannot creare permanent magic items or creatures

The deity can reshape a landscape, creating any type of terrain
the deity can imagine, Each 10-foot cube of material 1o be reshaped
requires 1 round of effort, and the deity must rest for one day per
{ D-foot cube shaped afrer the work |.-'i'l.l11‘|P|:'T|.‘.|

Suggested Portfolio Elements: Any

Alter Si1ze

The deity can change size

Benefit: As a free action, the deity can assume any size from
Fine to Colossal. The deiry also can change the size of up to 100
pounds of objects it touches. If the deity has a tamiliar, personal
mount, or personal intelligent weapon, the creature can change
size with the deiry if the deity touches it, but its weight counis
against the deiry's weighr limit. This is a supernarural ability

Notes: This ability allows the deity to assume any proportions
from the size of a2 grain of sand up or as much as 1,600 feer 1all

A radical change in size can have great impact on the deity’s
combat ability. The deiry's h[lclu:[h Armor Class, attack bonus, and
||..|I11.1'_'|;‘ \lﬂ‘.l]l with Weapons ¢ 1”“#'-*"' acd uJ'JIIly: to the size the Lh‘hl’\.
assumes, as shown on the accompanying tables. The deity’s Strength
score can never be reduced to less than 1 through this ability

Also note that use of this divine ability does not affect all the
deities' characteristics (such as Dexterity, Constiturion, erc)

.‘iugguhtl:d Portfolio Elements: Any

Annihilating Strike
Any physical attack the deity makes can destroy a foe outright
Prerequisites: Divine rank 11, base attack bonus +20, Str 25
Benefit: When the deity strikes with a weapon or natural
weapon, the opponent struck might be obliterated. Creatures,
attended objects, and magic items must make Fortitude saves (I

g . - -

TaBLE 2—4: WEAPON DAMAGE BY INCREASED SIZE

Base Damage™ 1 2 3

1d2 1d3 1d4 1d6
1d3 1d4 1d6 1d3
1d4 1dé 1d8 2d6
1d6 148 2d6 2d3
1d8 or 1410 2d6 2d8 4d6
1d12 2d8 4d6 4d8

Size Categories Increased

4 5 6 7 8
1d8 2d6 2d8 4dé 4d8
2d6 2d8 4d6 4d8 8d6
2d8 4dé 4d8 8d6 8d8
4d6 4d8 8d6 8dé 16d6
4d8 8d6 8d8 16d6 16d8
8d6 8d8 16dé 16d8 32de

*Convert each die in the damage rating. For exarmple, an attack that deals 4d6 points of damage deals 4d8 points of
damage if the deity's size increases by one category. The same attack deals 8d6 points of damage if the deity's size increases

Dy two categories

TaBLE 2-5: WeapoN DAMAGE BY DECREASED SI1ZE

Size Categories Decreased

Base Damage* 1 2 3
1d2 1 — -
1d3 1d2 1

Td4 1d3 1dz2 1
1d6 1d4 1dd 1d2
1d8 or 1d10 1d6 1d4 1d3
1d12 1d8 1dé 1d4
2de6 1d6 1d4 1d3
4d6 2d6 1d6 1d4
8dé 4d6 2d6 1d6
16d6 8db 4db 2d6
32d6 16d6 8dé 4d6
2d8 2d6 1d6 1d4
4d8 4d6 2d6 1dé
8d8 8db 4d6 2d6
16d8 16d6 8dé 4d6
3248 12d6

4 5 6 7 8

1

1d2 1 — — —_
1d3 1d2 1

1d2 1 — — =
1d3 1d2 1

1d4 1d3 1d2 1 -
1d6 1d4 1d3 1d2 1
2d6 1d6 1d4 1d3 1d2
1d3 1d2 1 - —
1d4 1d3 1d2 1 —_
1d6 1d4 1d3 1d2 1
2d6 1d6 1dd4 1d3 1d2

4d6 2dé 1d6 1d4 1d3




20 + the deity’s rank + the damage dealt) or be reduced 1o —10 hit
points and killed .rlllll;_',tﬂ Unattenc

oo, RONMAagic .l| l‘l’[l‘l [s dre
obliterated. The deity can destroy up to 1,000 cubic feet (a 10-foot
cube) of nonliving manter per rank, so the abiliry destroys only part
of any very large object or structure targered

Notes: Deities with a rank equal to or greater than the atracking
deity are not subject to this abiliry, This ability has no etfect on objects
or effects that are not subject to physical artacks, such as walls of force

Suggested Portfolio Elements: Death, justice, vengeance, wa

rcane Mastery
The deity can prepare wizard spells withour consulting a spe
Prerequisites: Spellcaster level 151, Int 29, Spell Mastery.
Benefit: The deity can prepare any wizard spell that it can cast
without using a spellbook
Notes: This ability gives the deity access to every spell on the
sorcerer/wizard spell list, provided that the deity has sufficient
wizard levels and a sufficient Intelligence score 1o cast them. The

Ibook

deiry also can invent new sorcerer/wizard spells without research

ingt
Suggested Portfolio Elements: Knowledge, magic

em

A rc " 1

rea Divine Shield
The deity can use part of its personal energy as a barrier that pro
tects against almost any attack

Prerequisites: Divine rank &, Cha 29, Divine Shield salient
l||'~'||'|l' -Ll-\llll'\

Benefit: Excepr where noted here, this ability works like the
Divine Shield ability. The deity produces a rransparent barrier whose
area is up to one 10-foot square per rank, or a sphere or hemisphere
with a radius of up ro 1 foor per rank. The barrier can be placed any
where within the deiry’s line of sight. The deity can place the barrier
so that it is mobile with respect 1o some unartended object or willing
creature (such as the deity irselt

[he barrier can be adjusted to ignore cermain types of damage,
just as a divine shield can. If the deity makes the shield mobile
with respect to a willing creature, the deity also can make the bar
rier one-way with respect to the ereature and its allies, allowing
[I-“'n'l o .‘ITI.H'L‘ lh]'“ugh |ht' \'h'll'ld .I“d ‘-'||.” s 1S ]TTEHL'L'lh”!

Notes: The deity can shape the shield around iself or around a
willing creature so that it is skintight, which prevents the subjeci
Irom l’l'ill‘[_: (RN T ]1l'l|.

Suggested Portfolio Elements: Mercy, protection

Automartic .'\f'lt'l.ﬂn.ujn

The deity can apply a particular metamagic feat ro spells it can cast

or to spell-like abilities it knows with no spell slot adjustment.

Prerequisite: Spellcaster level 151

Benefit: The deity chooses one metamagic feat. As a free action,
the deity can apply the selected fear to the spells from any one
\}‘L‘“L‘:i.‘s‘[l[]p_: class the deiry has or to its bl"l'“'l]kl' abilities. A !\F‘t'“
altered by the use of this ability does not use up a higher-level slot
tes: The deity must obey all the limitations normally associ
with the metamagic feat. For example, a deity using Auto
matic Metamagic (quicken wizard spells) could cast only one

ale

quickened wizard spell each round

Any metamagic [eat selected cannor have a level requirement of
21stor higher. Feats that depend on making the spell’s level higher,
such as Heighten Spell, do not work with this ability.

A deity can have this ability multiple times, choosing a metam
ass or spell-like abilities 1o

agic feat and either a spellcasting ¢
\\'hll-h ‘.hl' .'Il'!'ll'l[\" \\.'li _IFPI\ ['.l(-h fme
Suggested Portfolio Elements: Know

edge, magic

Avatar
The deity can use some of its own energy to create a duplicate of itsel
Prerequisites: Divine rank &, Cha 29

ok

Benefit: An avatar serves as a deity’s alter epo, effectively allow
ing Il'll' -|l'|[¥ o I'-I.‘ 10 Wo Or more i'llull. &5 at Ihl' same nme

An avatar is an extension of a deity. The L[ml}- senses and knows
everything the avatar senses and knows and vice versa. Each avartar
counts as a remote location where the deitv is sensing and commu
nicating. A lesser de
mediate deity can have up to ten, and a greater deity can have up 1o

FCan h.'l‘.'l:' up o l.l\'l' avatars at once, an inter

TWEenty avatars at once

It takes a deity one year to create an avatar or replace a destroyed
avatar. The process does not require any special effort on the deiry's
part; the deity simply starts the process and lets it run its course

An avatar must be created in the deity’s own realm

If the deity has the Divine Creation salient divine ability,
the deity can use it to create a new avatar anywhere. However, the
deity must rest afterward as noted in the Divine Creation abil

ity descriprion

An avatar is a less powerful version of a deity, created by modify-
ing the deity’s statistics, that has the following characteristics

Divine Rank: The avatar’s divine rank is half that of the deity
(round down). This decrease in divine rank affects many of the
avatar's statistics and abilities, including bonuses to attack rolls,
damage, saves, checks, and Armor Class, damage reduction, resist
ient divine abilities and bonus salient divine
abilities, uses per day of domain powers, saving throw DCs against

ances, number of sa

spell-like abilities, range of senses, automatic actions, magic items
It can create, ;i.nl.] exXient lFi- L]i'\'!['ﬂ' aura. tha IJL']I\'.‘\ .ll"'|l|.1"-' sCores,
speed, class levels, and Hit Dice are unchanged

Divine Abilities: The avatar has salienr divine abilities according
to its own divine rank. The deity chooses which of its abilities the
avatar has when creating the avatar. The avatar cannot have a
salient divine ability that is not available ro a deiry of its own rank,
nor can it use a salient divine abi
sites. An avatar cannot have the Avatar or Possess Mortal salient
divine abilities.

ity if it doesn't meet the prerequi-

An avatar -llh'k not |'I.11'1' any remote sensing or remote comimu
nicarnon |.\|.|\L('|‘

Suggested Portfolio Elements: Any.

inestrike
_‘\n'_.' weapon Ihv llt‘ll\ W |n'|~J'~| wull-i:‘ ]1t’tti‘1 .I\U_.illht one |\'E11' of toe
Prerequisite: Base attack bonus +20
Benefit: The affecred weapon gains a banus of +4 on attack rolls,
and it deals an extra +4dé points of damage against the designated

loe, lh(' ]'lll“l]h .1]1l| exir c .ln'l.'l!'ll' N[.'H'k \\'”h any lllhl'i' I'!-I'I'I]H'r1ll."\
the weapon has

Notes: The deity selects one

kind of enemy from the list below

Aberrations Oozes

Animals Qutsiders, chaotic
Beasts Outsiders, evil
Constructs Outsiders, good
Dragons Outsiders, lawful
Elernentals Plants

Fey Shapechangers
Giants Undead

Magical beasts Vermin

Monstrous humanoids  Humanoids (choose one subtype)
The ability functions only when the deity personally attacks with a
:I“l'll'l' l\'l':]Pll]'l o1 r.|n;_{(".1 \\.'('_IPHIT I-ht' Lil'i['_\ can d}!]_\]'. |i'll.' Bane
strike ability 1o any weapon or natural weapon, but not to a spell,
'l'F‘l‘]I ]]L(l' .ll"'lll[\."_ \llPl'T[\.”llT:ti .ll\llll\', ar lijl"l[TL' a ["I l[‘.f"

.'\ ll[‘l'\' can 11.'\{'1' s JI‘IIII\' J'I]Illllpl\‘ nmes, L'IIIIHHH'IP‘ a {ll]ll'l'i'l”
kind of foe each time. The deity can imbue only one bane special

.lt"l!i"r' toa \\'l'.lf‘l'l'l at a nme -lJ'IlI can |].I|I.?|,‘_E' ||tl'ii'l‘.r.{ |]'Il‘1]] ondce a
['llll[]l[ Asa [.I'l'l' acnon
Suggested Portfolio Elements: Death, justice, vengeance, war




Battlesense
The deiry is nearly impossible to surprise, flank, or carch fla-footed
Benefit: The deity cannot be surprised or flanked except by a
deity of higher rank. The deity retains its Dexterity bonus to

Armor Class even if caught flat-footed or attacked by an invisible
opponent and is not -\l|[1|1':1 to sneak attacks exc epl by deities of
higher rank
Notes: If the
ability replaces it.

Suggested Portfolio Elements: Wa

ey .Il-ik |3H' uncanny I.Illllj'll' { I.I'v. feature fhlh

Call Creatures
The deiry can bring creatures ro serve and aid it
Benefit: The kind of creature the deity can call is noted in the
deiry’s description. Each crearure called can have no more Hirt Dice
than the deity has divine ranks, and the deity cannot have more

creatures serving it at any given time than the deity has ranks.

I'he creatures are transported o the deiry's presence through an
interdimensional connection similar to that created by a gate spell,
excepr that it opens to the Material Plane. The creatures willingly
serve to the best of their ability. The calling effect is otherwise sim-

3

ilar to the calling property of the gate spell
Notes: A deity can have this ability multiple times, choosing a

different kind of crearure each ti
Suggested Porifolio Elements: Any

Clearsight
The deity can perceive reality despite appearances

Prerequisites: Divine rank &, Wis 29

Benefit: The deity can see illusions, transmuted creatures and
creatures or objects for what they really are
r-l'u\'l.lil'd they are within 10 feet per divine rank of the l[l’il!.'. [his
abiliry is similar to the true seeing spell, except that it does not reveal
ignments and it does foil mundane disguises
Suggested Portfolio Elements: Knowledge, rruth

<ll'\|n [5, and lll\_}:ﬂhvc

Crearures a

Command Plants
The deity can control plants and plant creatures
Benefit: The deity can make plants grow in a radius of up to one
mile per divine rank once per day. The deity can use this abiliry
even in a ]'Il.]\'l' \\.'hi'rl' no PI.]F“‘\. g]'(\\\.' ‘-U-L'h as 1[1!' ﬂ'lllIL][r.' ilt. a
desert), though in this case the plants wither and die after one day
I'his ability works like the |-1J.lr|r ;uul'!h .-.;‘u-“, except that it cannot
be countered except by a deity of higher rank than the deity using
the abiliry
Also once per day, the deity can charm plant creatures, animate
plants, or make them entangle its foes. This ability functions like
[l](' i I‘IHPII'EIHII _['nlillll\- 'iITl‘“, EX i'F"| [l'l.l‘ IS maximum lllll'.l“ll” 15 one
day no matter which option the deity chooses. At any one time, the
\il'll\' can l'h.“]” a '|'|L'i|'|1|"'l'r ol ]-‘l.'ll'l‘ creatures ec |l.|] 1o 1S lh\'l“l'
rank with this ability, regardless of Hit Dice.
Suggested Portfolio Elements: Agriculiure, earth, fertility

Control Creatures
| i?L' LiL”.!'- can LiLl“llIL!ll' JIILl L';'-Hll\'] th' acnons ll‘j a HF{'L’J]]L' |"\lI]LI l?l
crearure

Benefit: The deiry can command some kind of crearure as noted
in the deity’s description. This ability is similar to the dominate
maonster spell, but it is not a mind-affecting ability (the deiry seizes
direct control over the creature’s body),

Each day the deity can attempt to control a number of creature
equal ro its divine rank. The deity can attempt 1o rake control of
that number all at once, or in smaller numbers. All creatures to
be affected must be within the deity's line of -'ighl w
affected. Once control is established, distance is not a factor and
[|11‘ ill'll\' can mantain L:-[:[['LI! rr]lhlll'|\-‘. even across pl.lnt'u .Hil[

hen first

through wards or barriers (except divine shields and warding

spells cast by deities of higher rank than the deity using the
ability). The subject is allowed a Will save (ID(C
rank + the deity's Charisma maodifier) to resist and is allowed a

10 + the deity's

new save if the deity commands the subject to do something
against its nature

At any given time l|1:' lll'll\' cannot |1.|\'1' maore crearures llmlt'l
its control than 10 tmes its divine rank. If the deity already has the
maximum number of creatures under its control, it can still
attempt to take control of other creatures, but must first release
one or more creatures already under its control. For example, a
deiry with a divine rank of 15 can attempt to control fifteen crea
tures each day and up to fifteen creatures ar once. The deity can
have up to one hundred fifty creatures under its control at any
govern time. If the deity already has one hundred fifry crearures
under its control, it must release at least one ro use this ;i-I"1|1I) on
1 mew crearure.

Notes: A deity can have this ability multiple times, choosing a
different kind of creature each time.

Suggested Portfolio Elements: Any

raft Artitact
| hl' li.l'll\u' can H].Jl‘(l' magc 1ems |]'|.i[ l'.‘CL'l'l'\I ”'J[H'l.]l I!Jl'l'll[\.
Prerequisites: Cralt Magic Arms and Armor, Craft Rod,
Crafr Statf, Cratt Wand, Craft Wondrous Item, Forge Ring,
Scribe Scroll
Benefit: The deity can craft magic arms and armor, staffs,
\\'.II'I'LI‘-. \\.'\"I‘lll['l‘ll‘\' nems, rings, .||h! ‘\i'l'“]lﬁ that l'\'l'l'l'li ||'||' I'l\.H'J“.Il

limits for such items (as stated in the DuncEon Master's Guude). For
instance, the deity could create a magic sword with an enhance
ment bonus higher than +5, a staff that allows the use of spells of
higher than 9th level, a cloak of Charisma with an enhancement
111'['.“"— i]I_LEhL'T I!]Lin i, .iﬂlj s0 on, More information on \lll'h 1ems
can be found in the Epic Level Handbook

Suggested Portfolio Elements: Crafts, knowledge, magic

reate Object

The deity can create simple objects out of nothing

Prerequisites: Divine rank &, Int 29

Benefit: As a full-round action, the deity can creare one or more
simple, nonmagical objects with a total weight of up to 50 pounds
per divine rank, or with a total volume of 10 cubic feet per ran k. If
the deity uses this abiliry on a divinely morphic plane or within its

own Elllil",' l'i'.lll"l\. 11111(11 e lhl' \'nhlll'll' .]['llli L\'i'[JJ‘J'II 1|'ll' \Il'll\' can

create. If the deity’s realm is located on a divinely morphic p
triple the volume and weight the deity can create there

ane,

Notes: For purposes of this ability, a ~j|np|v abject can have no
moving parts more complex than a door hinge and must be com
J'H'“\['l[ of a ‘vll]';li' ll'l..l‘('llnlJ. |ill‘ |'|'|.I|{'|||I] cin -l‘l‘ no more \"nlll.lu'l]Tli'
than iron (1 sp per pound). The deity could create a length of rope,
a ll‘.][ilt'l ‘\':In'k, a '.L'n‘ilhjl'ﬁ _'tPH[IH, Oor an ron Ph‘[ [.lll' lIl"II\-' i [Ill!l.i
create a knife blade, but not a knife with a wooden handle.

Once created, the objects are permanent and nonmagical. If the

deiry has the appropriate Craft skill, the deiry can make a Crahi
check when creating the item to make it a masterwork item
Suggested Portfolio Elements: Crafis, creation.

reate Greater Object

The deity can create complex objects out of nothing
Prerequisites: Divine rank 11, Int 29, Create Object sali
divine abiliry
Benefit: As a full-round action, the deity can create objects
weighing up ro 100 pounds per divine rank, or with a volume of 20
cubic feet per rank. If the deity uses this ability on a divinely mor
phic plane or within its own godly realm, double the volume and

weight the deity can create. Il the deiry's realm is located on a
divinely morphic plane, triple the volume and weight the deity can
create there




Notes: This ability works like the Create Object abi
as noted below, A deity can use this ability to create any kind ol
nonmagical object

Rest: The deity must convert a considerable amount of its own
energy into the object, which can leave the deiry impaired. The

1y, eX L‘F"I'

deity can create an object with a value of up to 100 gp without
impairment, For every addirional :1H|g]1‘\1-\',du[- or fraction of 100
gp), the deity must rest for 10 minutes, If the deity is creating an
1nmémon a \1[\'“‘[("\" mi]thll' p!.;l‘li' or \\.'llh!]'l s own H[Tl“\' |-l‘.||“-1I T
can Create a 200 gp item without resting. If the deity’s realm is
located on a divinely morphic plane, it can create a 300 gp item
there without ]1.1\".“_1.: 1o rest
Suggested Portfolio Elements: Crafis, creation,

Divine Air Mastery
The deity has mastery over the air
Prerequisite: Air domain
Benefit: The deity gains a competence bonus on attack rolls,
Armor Class upm! to its divine rank if both the deiry

damage, anc
ind its foe are airborne
The deity can fly with perfect maneuverabiliry.

any corporeal creature within 10 feer per divine rank, by sensing
the disturbance in the air the crearure causes
Suggested Portfolio Elements; Air, wind

Divine Archery
The deity is the epitome of the archer, with abilities that surpass
those of mortal archers
Prerequisites: Base attack bonus +20, Dex 29, Foint Blank Shot,
Far Shot
Benefit: The deity can fire a ranged weapon at any targer within
line of sight and within range of the deity's personal senses. No
range increment applies to the artack
The deiry does not incur any artacks of opportunity for firing a
bow when threatened
As a full-round action, the deity may fire an arrow at her full base
attack bonus at each opponent within 10 feet per divine rank. The
deity must have the Weapon Focus feat with the type of bow she
uses to perform this artack.
When shooting a ranged weapon, the deity can ignore any cover
lance t\_‘l]I.L‘| I:‘\.l h'\.' I!lr

bonus to the target's AC or any miss ¢
rrgets concealment
Suggested Portfolio Elements: Archers, war

Divine Armor Mastery
The deiry is able to move freely in light or medium armor
Prerequisites: Armor Proficiency (light), Armor Proficiency
medium}
Benefit: The deity ignores the maximum Dexterity bonus limir
fl-lr |“{'Li'|'|“'|'l or ]lghl Armor.
Suggested Porttolio Elements: War,

Divine Bard
The deity is the epitome of the bard and has abiliries thar far sur

bards
Prerequisite: Bard level 20th
Benefit: This ability has several benefits

+ For the deity’s bardic abilities that have a range (countersong,
[ascinale, INSpIte competence, INspire greatness), that range 15 a

pass [I]“‘it' ol morta

number of miles equal to the deity’s divine rank
* The
dard action. The inspiration takes effect immediately after the

Clty can use any I|"|.I|l’|i IMuUsic ill‘\PIl.Ill‘Hll .IIlIlilT a8 a stan

deity concludes the action
+ The deity's bardic music abilities can affect even those normally
. immune to mind-affecting effecrs. However, such creatures gain

‘38

a +10 bonus on their Will saves to resist such effects

When flying, the deity can automatically know the location of

* The effects of all the deity’s bardic music abilities are doubled
Inspire courage grants a +4 morale bonus on saving throws
against charm and fear effects and a +2 morale bonus on artack
and damage rolls; inspire competence grants a
bonus on skill checks; and inspire greatness grants +4d10 Hit

4 competence

Dice, a +4 competence bonus on attack rolls, and a +2 compe
tence bonus on Fortitude saves

The number of allies the deity can atfect with inspire compe
tence or inspire greatness doubles, When inspiring competence
in multiple allies, the deity can choose different skills 1o inspire
for different allies

» The effects of the deiry's bardic music inspiration abiliries last

for ten times as long as normal after the deity stops singing. This

has no effect on inspiration abilities that have no duration after
the bard stops singing (such as inspire competence)

* When any effect that is subject to countersi g Lany '\l'l'”. super
natural ability, or spell-like effect that has the sonic or language
dependent desriptor) occurs within the deity's hearing, the
deity can attempt a countersong as if it had prepared an action
(%] il-" 50,

Suggested Portfolio Elements: Art, bards, beaury, dance, love,

MUSic, poetry.

Divine Battle Mastery
It
battle rechniques

Prerequisites: Fighter level 20th, Combar Reflexes, Inr 13, Dex
13, liml}_:u. Expertise, Mobility, sSpring Artack, Whirlwind Artack.
War domain

: deity is the epitome of the fighter, a master of sophisticated

Benefit: The deity can make an unlimited number of ariacks of
opportunity in one round. (The deity still can't make more than
one i|[1'.|£'|( l'II-U‘P}'!i'I'I'lLITIl:I\.-' .I.}['.III'IN1 a \I]'Ij_'ii' I.'II'II'II\I“'I'I[ ina F[1L]]'|il

As a {ull-round action, the deity may make one melee artack ar
its full base attack bonus against each opponent within reach. The
-ll'lt\" ll.l'lt'.'\ not 1ncur any .4“.|L'Jih ol I.']'Fi'llll“ll'l”'.' trom '!Ii‘ acnon

Suggested Portfolio Elements: Justice, vengeance, war

Divine Blast
The deiry can release part of its personal energy in a ray

Prerequisite: Cha 29,

Benefit: The deity can use this ability a number of rimes per day
equal to 3 + irs Charisma bonus. The ray created can extend up 1o
one mile per rank (the deity chooses the length). Targets the ray
strikes take 1d12 points of damage per rank of the deiry, plus 1d12
points of damage per point of Charisma bonus the deity has. There
is no saving throw, but the deity must make a ranged rouch attack
to hir a targer

Ihe deity can make the ray look, sound, smell, and feel like any-
thing it desires: a burst of flame, a stroke of lighting, a blast of
wind, or any other phenomenon. Despite the appearance of the ray,
[hl' Li.ln].iF[‘ 11 Lil.'.d‘; T("\.llll\ l'hrl"l-ll\' 1"'1]“1 Lil\'l]'lf' PIJ\\'l'r .][‘lJ 15 [l'll"l'i'

fore not subject to being reduced by protection from elements and
similar magic

Notes: The ray destroys a wall of force, prissatic wall, or prisimati

sphere it hirs (all layers in a prismatic effect are destroyed). The ray
itself is unaffecred and can strike a targer behind the wall of force o
prismatic eftect

A divine shield can stop the ray

Suggested Portfolio Elements: Death, destruction, war

Divine Blessing
The deity can grant exceptional abilities to mortals.

Prerequisite: Selected ability score 40.

Benefit: Choose one ability: Strength, Dexterity, Constitution,
Intelligence, Wisdom, or Charisma. The deity must have a score
of at least 40 in the selected ability, The deiry can grant mortals a
+6 enhancement bonus to that ability that lasts for one day. In a




single day and at one time, the deiry can affect a number of crea
tures equal to its divine rank

Notes: A deiry can have this ability multiple times, choosing a
different ability score each rime

Suggested Portfolio Elements: Agility, beauty, endurance
knowledge, strength, wisdom,

Divine Celerity
The deity can use a haste ellect
Prerequisite: Dex 29
Benefit: The deity acts as if ha
day [-|]:.|:1| to its divine rank. The duration of the effect need nort be

ed for a number of minutes per

consecutive rounds. Activating this ability is a free action
Suggested Portfolio Elements: Travel, wind

Divine Creation
The deity can create creatures or magic items out of nothing

Prerequisites: Divine rank 16, Int 29, Create Object salient
divine ability, Create Grearer Object salient divine abiliry

Benefit: As a full-round action, the deity can create mortal crea
lures or magic mems u'lm-;‘.' IL'I.1| L\':']_L:]H Is up to 1 Q1) ]ll-llm|'- pet
divine rank, or with a total volume of 20 cubic feet per rank. If the
deity uses this ability on a divinely morphic plane or within its
own |.:L1L|.|\' realm, double the volume and \.v='|;_'||!'4l the deity can
create. If the deity's realm is locared on a divinely morphic plane,
tl'll'llt' the volume and \\'\'lgllll the deity can create |11|'|"i‘

Notes: This ability works like the Create Greater Object abiliry,
excepl as noted below,

A deiry can use this ability to create any kind of creature that
does not have a divine rank. The deity can create a creature with
class levels, but never with more class levels than the deity has
itsell or the deity’s divine rank, whichever is lower

Rest: The deity must convert a considerable amount of its own
energy into a creature, which always leaves the deity impaired, The
deiry must rest for 10 minutes % the creature's Hit Dice x the crea
rure's Challenge Rating for each creature created, with a minimum
of 10 minutes per creature. If the creature has class levels, each
level counts as an additional Hit Die, For l"\'.il'l\i1ll'. if Hades were to
use Ihi‘- .|i1[|.)l\ to create Hve |11'“ I.']l_ll'.nd-.. ]h' \‘.'ull|-J h.l Ve [0 Test t.lli'
00 minutes (10 minures = 4 HD = CR 3 120 minutes per hell

hound x § hell hounds
he deity can create any kind of magic item except an artifact

FOO Timures .

The rest requirement for creating magic items is the same as for the
Create Grearer object ability
Suggested Portfolio Elements: Crafis, creation, supreme

Divine Dodge
he deity can avoid damage by simply not being there when the
attack hits

Prerequisite: Dex 29

Benefit: Any physical arrack or individually targeted spell
directed at the deity has a percent miss chance equal 1o 50 + the
deity's rank. Area effects that inelude the deity have a similar
chance to be ineffective.

Notes: The ability is similar to the blink spell, except that it is
defensive only and the deity does not move to the Ethereal Plane,
but simply exits from reality for a brief moment. This ability neve
interferes with the deity's own attacks.

If an attack overcomes the miss chance, the deity still gets the
b'l.‘ﬁt'r-” ol a \.|‘.'|n‘_|l Il'l['l]'l\' L1-l'|nl' 15 J“l"\\'l'd ).

Suggested Portfolio Elements: Agility, gambling, luck,
protection

Divine Druid
The deity is the epitome of the druid and has abilities that far sur
pass those of mortal druids
Prerequisites: Druid level 20ch

Benefit: While in a wild shape, the deity gains all the extraordi-

nary .]l'llt ‘-ll]"l‘]'l"..]!lll'.’ll .]hl[l?lt“\ ol I]ll' crearure \'\'ll.\.l‘!L' orm it

adopts. For example, when the deity uses wild shape 1o change into
a leopard, it gains the leopard’s pounce, improved grab, and rake
abilities; when the deity changes into a lamia, it gains the lamias
Wisdom drain attack

In addition to animal forms, the deity can take the form of beasts

or ]l].l]jll'.ll l‘('ilﬁlﬁ. aome lli'IEH'.‘G can assume .hlli]l]ll]'l.ll forms, such

as plant, vermin, elemental, or dragon. These are specified in the
L]L'.H"k -](".il'l Iprion.

The deity can assume the form of any animal, beast, or magical
beast from Fine to Colossal in size

Suggested Portfolio Elements: Nature

Divine Earth Mastery

The deiry has mastery over the earth

Prerequisites: Earth domain

Benefit: The deity gains a competence bonus on attack rolls,
damage, and Armor Class equal to its divine rank if both the deiry
and its foe are touching the ground

The deity gains a burrow speed commensurate with its size (see
Divine Characteristics), as well as the ability to glide through stone,
dirt, or almost any other sort of earth except meral as easily as a fish
swims through water. This burrowing leaves behind no munnel or
hole, nor does it create any ripple or other signs of its presence

[he deity has remorsense, allowing it 1o automatically sense the
location of anything within 10 feet per divine rank that is in con
tact with the ground

T'he deity has |.'um]}|r[t' control over all i]nn;:-\ made of earth
including stone and metal). It can alter the form of any amount of

earth as a free acrion, The deity can duplicate the effects of the stone
shape, move earth, rusting grasp, transmute rock to muad, transmute mud
to vock, and disintegrate ~.p(-|l-.. with any earth, stone, or metal object
as a target. The deity can also rransmute any object made of earth,
stone, or metal inro a different kind of earth, stone, or metal—such
as changing a silver coin to gold. The deity can affect any object it
can see, but no more than one object per round

Suggested Portfolio Elements: Earth

Divine Fast Healing
The deiry !1(‘:||‘- \\i'lll’l.i'.\ ina {lash
Prerequisites: Con 29 or the fast healing special qualiry.
Benefit: The deity gains fast healing of 20 + divine rank. Lost
limbs or body parts reattach instantly when pressed against the
wound on the l‘»l iy
N(\'l{’!:: !ll]"! .|11'|||[\ 1{.‘(‘\5 not '|'[.||.'|\ \'.'HT]'I ll'l.l' '-.l'-| |1l'_i|'||1lh: '-pl'!.l.i]
qualiy
Nﬂ[cﬁ: A IE1'|[\.' can I'I.I\'l' []'I'I'l :Il"]ll‘\ TT]l]lll]‘ll‘ [mes, -1||L] ITS
elfects stack. A deity with two applications of this ability improves
its fast he
Suggested Portfolio Elements: Enc

Ing l'l‘\' 40 + 'Lil\'i!Tt' l'.l]'ll\ x2).

urance, healing

Divine Fire Master I
The deity has mastery over fire.
Prerequisites: Fire domain
Be it: The deity gains a competence bonus on attack rolls,
damage, and Armor Class equal to its divine rank if both the deity

and its foe are touching fire or using weapons with the flaming or
abilities.

The deity is immune to the effects of tire and heat

I'he deity can automatically know the location of any corporeal
creature within 10 feet per divine rank by sensing the disturbance

flaming burst specia

in the ambient temperature that the crearure causes

rhe deiry has complete control over all nonmagical fire and
can duplicate the effect of any spell with the fire descriptor as a
standard action

Suggested Portfolio Elements: Fire




Divine Glibness
The deity's ‘Hl\l’.'l'[l"ﬂ"_LlL'Ll -'|1|'d'|'h can convince others to rake
action

Prerequisites: Cha 29, Bluff 40 ranks, Trickery domain,

Benefir: As a full-round action, the deiry can speak and con
vince I‘1]]!'I"- o I.J|{:' some course of action lhlh \\.'U'll\'\ |||-u' & mass
cast at a level L'1|||.|| to 10 + the deity's divine rank,
except that it affects up to (10 4 divine rank) creatures, no two ol

slpRE

which can be more than (10 % divine rank) feet apart The save D(
is 10 + the deity's Charisma modifier + the deiry's divine rank

Suggested Portfolio Elements: Commerce, lies, thieves

divine Inspiration
The deity can inspire a specific emotional state in others
Benefit: The deity can enchant crearures 1o create a specific
emotion. The deity can affec [ One creature per divine rank ar once
and up to the same number each day. All must be within the deiry's
line of sight when first affected. The specific effects depend on the
emotional state induced
Courage: The enchanted ereatures become immune to fear
effects and receive a +2 morale bonus on artack rolls, weapon
damage rolls, skill checks, and Will saves
Despair: The enchanted creatures are affecred as by a symbol of
hopelessness unless they make a successful Will save (DC 10 +
deity's Charisma modifier + deitv's divine rank). The effect lasts
one day
Dyead: The enchanted creatures must make
Wisdom checks (DC = the deiry's divine rank) 1o attack or fight
If the check fails, the creature flees in panic tor 1d4 rounds. If

successful

the check succeeds, the creature does not have to chec |x again for

10 minutes. The enchanted crearures also suffer a =2 morale

penalty on attack rolls, weapon damage rolls, skill checks, and
Will saves

Frenz
teasting
Frenzied creatures turn vialent if they are artacked or perceive g

y: Frenzied creatures spend themselves in drinking,

f .Ill\j LI.ilILJJlII.L {jE'IIL""t I.‘I'LI\'l.'ln'lE or .['l\'lI:'ll (4] \'l|I|I'I1I'l'

Il'l-L'l'i'IE to their satery Frenzied creatures receive a 4 morale
bonus to Strength and Dexterity, a —4 penalty to Wisdom, and a —2
penalty to AC. Subjects can attempt Will saves (DC 10 + deiry's
Charisma modifier + deiry's divine rank) to resist the effect. This is
a mind-affecting compulsion
Hope: The enchanted crearures g
,artack rn.r[|\. .I|1I|]II‘| 0 h:‘c']-n-. Hl\l“ checks, and weapon

na +4 morale i'h."l'lll\ on saving

throws
damage rolls

Rage: The enchanted creatures receive a +4 morale bonus o
.‘-Irvngth and Constitution scores, a +2 morale bonus on Will SAVEs,

and a -2 [H‘IH-]H 1o AC |.1L‘1
Li:ingm Subjects can attempt Will saves (DC 10 + deity'’s Charisma
modifier + deity's divine rank) to resist the effect.

affecting compulsion.

Love and Desive: A love effect causes the target to fall in love with
the specified creature, seeking every opportunity to be near that
crearure and making every effort to win the creature’s affection. A
desire etfect is similar, but the target seeks any opportunity to
become physically intimate with the specified creature ‘\Ilt‘|([ta

can attempt W ill saves (DC 10 # deity'’s Charisma modifier +
divine rank) to resist the effect. This is a mind-affe *CHng « |-.n|'m|-
sion eltect.

Suggested Portfolio Elements: Any

Jivine Monk
The deity is the epitome of the monk and has abilities that far sur

pass those of mortal monks
Prerequisites;: Monk leve
Benefir: The deiry’

ing weapon with an vuh.uu ement bonus of +5 and the keen,

lawful, and vorpal qualities. If the deity chooses,

ikes are treated as a magic slash

attack

can |\l‘ ]1]L|\1.L‘,L‘i"|'||ll_u “Hl[l'.“.l of "1].[.1[“[1.1:. IE"“I ‘hl' L.{'K'H .Jl'lll \'I‘l-i'ldl
atrack. Any unarmed attack the deiry
males has a base d.llll.i!.!L' of 2di2

The deiry can use the Deflect Arrows feat to deflect any I.III_I.:'II'l]
attacks (including spells that require ranged touch artacks) as i
The deity can deflect any number of attacks in a
single round. When the deity deflects any attack, the attack is
reflected upon the artacker, using the deity's base ranged attack
bonus, When the deity deflects a spell, the spells level is added to
the DC to deflect the artack

Suggested Portfolio Elements: Law

qualities do no

I |'I('\' WEere arrows

Paladin
The deity is the epitome of the paladin and has abilities thar far su

pass those of mortal paladins
Prerequisites: Paladin level 20th
Benefit: The deity's aura of cou age grants a +8 morale bonus on
saving throws against fear effects and extends to all allies within
100 feet of the deity
The deity's Spec ial mount, I{ any, gains the celestial [L'Ilipl.JlL'.
Ihe deity can smite evil three times per day, and gers an extra 3
points of damage per class level on a successful smite attempi
Suggested Portfolio Elements: Good, justice, law, nobility, war

Divine Radiance
The deity can emit powerful holy light
Prerequisite: Good alignment, Sun domain
Benefit: The deiry can shed light in a (10 feet % divine rank
emanation from its body. This light counters and dispels all dark
ness effects (unless created by a deity of higher rank) and causes
pain and damage to undead creatures, who take 2d8 points of
damage per round with no save.
As a full attack action, the deity can generate up to three rays of
an strike targets up to a number of miles away
equal to the deity’s divine rank. Each ray deals 1dé points of

SCOIT
damage per 2 divine ranks. Undead take 1d12 poines of damage per
2 divine ranks

h'ugg_l'-lud Portiolio Elements: Good, light, sun

I.'i':illl' i';.tll'l'
The deity flies into an awe-inspiring rage when struck by a weapon.
Prerequisite: Barbarian level 20th
Benefit: This ability is similar to the barbarian's rage ability
1¢ deity). The deiry
damage from a

and it replaces the barbarian rage ability for 1
can activate this ability only afrer -.uft'l-‘.'ln\._:
weapon, and can use it a number of times per day equal to its
divine rank. Once used, the ability lasts 1 hour (though the deity
can end the rage at will). While raging, the deity gains +10 to
Strength, +10 to Constitution, and a +§ morale bonus on Will

saves, The deity's \p\'|| resistance and ENergy resistances eac h
increase by +10. The deity also can rake one extra partial action
each round, While raging, the deity suffers a -5 penalty to Armor

lass and cannot perform acts that require patience and concen
tration, such as moving silently, casting spells, and using salient
divine abilities

Suggested Portfolio Elements: Destruction, rage, strength, war

Jivine ir\_.i.'!s{e'l
The deity is the epitome of the ranger and has abilities thar far sur-
pass those of mortal rangers.
Prerequisites: Ranger level 20th, Wis 25, Wilderness Lore 40
ranks, Knowledge (nature) 30 ranks
Benefit: Any weapon the deity wielt

S against one of s t,|\n::‘|l

enemies is 1rl‘;'l[t'i| asa ]'IZH'II.' weoapon against lh'.l[ creature 1'\."[11'

Thus, its enhancement bonus is increased by +2 and it deals +2ds
points of damage.

The deity can follow tracks at its normal land speed, It reats all




normal terrain as very soft ground for purposes of rracking and
ignores DC madifiers for time or weather,

l.hl' deity can ll'.1|'J-i creatures across water underwater, ot

through the air by means of the minute disturbances they make

,m-d traces ol |_|:||.'||' passage The table below adds across water

underwater, and air to the list of surfaces found in the Track fear

description in the Player's Handbook.

Surface DC
Across water 60
Underwater 20
Air 120

Suggested Portfolio Elements: Archers, hunting, nature

Divine Recall

The deity has super

uman memory ot a partic ular subject

Benefir: The deity remembers every event of a certain type
that has ever occurred. The vpe |.\|l event s "']1['I.IJI.||‘1.| in the deity
d“u.'t'l['-[ll'-n

Notes: A deity can have this ability multiple times, choosing a

difterent vpe of event each nme
Suggested Portfolio Elements: Knowledge

Divine Rogue
The deiry is the epitome of the rogue and has abilities that far sur
pass those of mortal rogues
Prerequisites: Rogue level 20th, [)udy,:'. Lmprov ed evasion,
detensive roll
Benefit: When struck by an attack from an opponent the deiry

has designated as its dodge target, the deity may make a Reflex save
1

(DC 10 + damage dealt] to neg

te all damage from the attack

If the deity passes within 5 feet ol a Irap, the deiry is entitled toa
Search check to notice it as if the deiry were acrively looking for ir.

The deity can assess the exact value ol any rreasure it can see
The deity also can immediately determine what any crearure is
CArTying and Wh-'l{- 2 h carried item is

Suggested Portfolio Elements: Thieves.

Divine Shield
The deity can use part of its personal energy as barrier that protects
dgainst .1!]‘I1||-<I any attack

isites: Cha 29

Benefit: As a free action, the deity can create a shield ¢

Prereq

1t
lasts 10 minutes and protects the deity's body and equipment
from atracks. The shield stops 10 points of damage per rank.
Once the shield stops that much damage, it collapses. The
damage can be from any source, including a divine blast attack
The deity can use this ability a number of times per day equal to
i + its Consriturion bonus

Notes: The deity can adjust the shield so that it does not block
damage the deity ignores anyway. Fot .=\..|1||1lt-_ if the ¢
immune to fire, the
fire damage. The effects of multiple divine shields do not stack

.‘-iugp‘esred Portfolio Elements: Protection

ey 1s

l('lrl' H'Il;‘,]'l[ want [o .Il.’|ll‘1'[ Ihl' ﬁ!]ll'l\] o 1gnore

Divine l‘\m.ll Focus
The deity has super lative ability with the selected skill
Prerequisites: 23 ranks in the selected skill
Benefit: The ¢
using the skill.

eity receives a bonus of 10 + its divine rank when

Notes: This bonus stacks with the divine rank bonus deiries
normally receive on checks. If the selected skill is related 1o the
deity's portfolio, add the deiry's rank 1o the maximum DC for a
free action. For example, any task with a DC of 20 or lower is a

yr a lesser deity if the action is related to the deity’s
portfolio. If a deiry with a rank of 6 has Divine Skill Focus with a

free action

skill related to its portfolio, that deity can perform tasks with

DCs of 26 or lower as free acrions

A deity can have this ability multiple times, choosing a dil
skill each time
Suggested Portfolio Elements: Any

erent

Divine Sneak Attack
Ihe deiry's sneak artacks are devastating

Prerequisites: Sneak attack +10dé, crippling strike

Benefit: The deiry's sneak attacks c

eal an additional +3ds points
of damage

Any attack of opportunity the deity makes is considered a
"-I1r.i|-\. artac |-.

he deity can Mank or carch flat-footed any opponent whose
the deity's and can sneak artack thar

divine rank does not exceec
opponent. The deity cannot deal sneak attack damage to oppanents
l||.|| are immune o crifica

hits

Any time the deity inflicts damage with a sneak arrack, thar
target suffers damage equal to the deity’s sneak artack bonus
lI.]]TlLI_H:{' on l!lr' l]L‘Il\' s next urn as \'.'l'”

Suggested Portfolio Elements: Thieves

e Spell Focus
Ihe save DC tor one school of will.‘l]:i the deity can cast increases

Prerequisites: Spell Focus, Grearer Spell Focus,

Benefit: The deity chooses one school of magic. The save DC for
| of that school increases by the deity's divine rank. This
bonus over
Creater ‘1!‘1'“ Focus

any spe

aps (does not stack with) the bonus from Spell Focus or

Notes: A deity can have this ability multiple times, choosing a
different school of magic each time
Suggested Portfolio Elements: Magic

Divine Spelicasting

The deity is an extremely accomplished spellcaster

Prerequisites: Spellcaster level 20th.

Benefit: The deity can cast kpl‘l s whose effective level is above
9th. The number of spells per day the deiry can casr of each spell

level above 9th depends on the deiry's key ability s

ore tor :-|‘-r||-
as shown
casting (on the next page). The numbers
on lll-.i] table [l']1ll“~|'|!l ane ni"L'H pet \i.!\' at L'.Il.'i! ﬁl‘k‘H

casting classes in which rhe deiry has achieved 20th lev
on Table 2-6: Divine Spel

I‘\'('l .lhl‘\.l'
oth in which it receives bonus spells from irs key ability score, plus
bonus hE‘l'“H hased on the key .'Ii"L]II‘_.' score, The \iﬂl\ can use lhi'?ﬂ‘
slots for spells prepared or cast with a metamagic fear, or for lowe

level spells. For example, a 20th-level wizard/10th-level cleric with
an Intelligence of 46 and the Divine Spellcasting ability can cast
the following spells above 9th level each day; four 10ch-level, three
1 1th-level, three 12th-level, three 13th-level, three 14th level, two
isth-level, rwo 16th-level, two 17th-level, and rwo 18th-level. The
i

slots because

deity llllL'.‘ nol receive any |1I.||!|'ls'l'-|L'\'|.’l [+ |:'I Ic spe
is not a 20th-level cleric.

If the deity has achieved 20th level in a spellcasting class with
fewer than nine levels of spells (such as bard, paladin, or ranger),
the Lir:li\ can also cast one ‘-'|‘1'j| pet -!.i‘r ol each level berween the
maximum normal spell level and 9th, plus appropriate
1.'| ('ill-'h ]l‘\'L'l

DONLS .\}‘H'”w

t‘d an lilt' -|r'll\' 5 |u“, ability score. These ‘-]"I‘”H are
not shown on Table 2-6. For example, a 20th-level bard with a
Charisma of 34 can cast three 7th-level spells, three 8th-level spel
and two 9th-level spells (one spell at each level, plus bonus spells
based on the deity's ( |1::r".~|n:| Iy pllh W -.|‘|:‘]!‘- each of 10th
through 12th level, as shown on Table 2-¢.

5,

The deiry also doesn't incur artacks of opportunity for casting
spells when threatened

In addition, the deity receives the benefit of the -“1!11‘” Focus feat
on any spell it casts

Suggested Portfolio Elements: Magic




[-'J|'..l|||i' '\F]lr'|'|l'|ll1'|
The deity’s mere proximity is fatal to mortals
Prerequisites: Divine rank 16, Cha 26
Benefit: Any mortal who approaches within 10 feer per divine
rank of the deity in 1ts natural form dies immediately, with no
saving throw
Suggested Portfolio Elements: Supreme.

Divine Storm
The deity can create a vortex of torce that protects the deity and
harms those of an alignment different {rom the deity's.
Prerequisite: Divine rank 11
Benefit: The deity can surround irself with a vortex of holy or
unholy force that manifests in different forms .|r|-r||.-||:|_|_-_ on the
deiry. The vortex extends from the deity in an emanarion with a
radius of 10 feet per divine rank, The etfect Stops artac ks with
thrown weapons and projectiles (they fail if made by creatures
1I|'-1|i:' |!|'l1‘ area, or !.11_2.1‘[:‘!' dl creatures Wllhll] lEu' area, or il I|1|'i|
i1.il|1- take them Ih]'llLJp‘h the area)

In addition, the force expels creatures whose alignment on
the ethical (lawful-chaotic) axis is opposite the deity's. If the
deity's ethical alignment is neutral (neutral good or neutral evil),
the force does not expel any creatures. Affected creatures in the
area must make Fortitude saves (DC 10 + the deity's Charisma
modifier + the deity’s divine rank) or be picked up and thrown
out, regardless of size. Such crearures suffer 1dé points of
damage lor each 10 feet they travel. Creatures that make success-
ful saves are noi atfecred by the vortex for one day, although the
vortex still stops their thrown weapons and projectiles. Crea
tures li].]l 1‘.113 []'lL'H savies can -J||i.']'|'|r|l o reenter [.I]l' area; hLll
must .||||'[|li'| new saves

Ihl' lorce d.il'll.l_l‘:l.'ﬁ creatures w hllﬁl' :ll}!'lllﬂ'll'”[ an |]]l' |]1l||.|[
(good-evil) axis is opposite the deity's. If the deity's moral align-
ment 15 neul |':i| { l:l\\ |||| ]]l'lll]'.l] or I:h.l("[”. l'll'l|[l.|i i [hL‘ lorce ll\"l"‘;
not Li-!l1].]_|_£l' any creatures. Atlec |l'|| creatures in [ht' area must
make Fortitude saves (DC 10 + the deity's Charisma modifier
the deity's divine rank) each round or suffer 1 point of holy
lIi|T“.I!_'t' |*l"l' lll\'l“l.‘ |'i|:1|\ A Hlll-l'{'\ﬁr.lli save |1I‘_|l_"i”l'\ [hl.‘ li.l'ln_!?,'l'.

— - . . — e R Ea

SPELL SLOTS ABOVE 9TH LEVEI
The Divine Spellcasting ability grants deities access to spell slots above 9th level (which can be used to hold lower-level spells or
spells whose level has been increased above 9th by the use of metamagic feats). The number of spell slots available to a deity
depends on the deity’s key ability score (Intelligence for wizards, Wisdom for clerics, druids, paladins, and rangers, and Charisma
for bards and sorcerers), as shown on Table 2-6: Divine Spellcasting

Even though the table anly includes ability scores up to 61 and spell slots up to 25th level, the progression continues infinitely
in both directions. For ability scores beyond 61, or for spell slots above 25th level, expand the table to follow the same patterns
as shown,

The numbers on this table include bonus spells that a deity receives for having a sufficiently high ability score, as well as one
additional spell of each level at which the deity gains at least one bonus spell. This additional spell is one of the benefits of the
Divine Spellcasting salient divine ability. For bonus spells of levels 1st through 9th, see Table 1-1 in the Player's Handbook.

TABLE 2—6: DIVINE SPELLCASTING
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but the creature must save again the next round if it is still
within the area.

Creatures whose alignment is diametrically opposed 1o the
deirv's are subject to bot h effects.

For r_\'_unplv Heironeous's slorm of jushice 1'\.|‘|‘].'~ chaotic crea-
rures, L|_i1|\;1g|_‘~; evil creatures, and bath L’.\'i\i.'lt- and ll.im.l_L',L'\ chaotic
evil creatures. Hextor's storm of pam v\'pv]ﬁ chaotic creatures, \i.||11ii!_',|"~

,1',-'l1Ll creatures, .Hhi has both effects on k'l'I:ILHIL' _llI-PI'ILI Ccreatures.

Pelor's sunstorm ¢
Suggested Portfolio Elements:

amages evil creature

War

Divine Water Master Y
The deity has mastery over water
Prerequisites: Water domain,
Benefit: The deity gains a competence bonus on artack,
damage, and Armor Class equal to its divine rank if

h.rlh the deity .llhl s |'|lr
are touching the same
body of water

The deity pains a
swim *Pl‘t‘tl com
mensurate with
its size (see Divine
Characreristics ).

At will, as a
tull-round action,
the deity can cre
are @ 1[!‘\'.|:~[.1Ii|11,:
tidal wave of warer.
On land, the wave
has ettects ‘GI]“lEJT oa
flash flood: Creatures
caught in the water must
make a Fortitude save (DC
15). Large or smaller creatures
that fail the save are swept
away, taking 1dé points of
subdual damage per round
1d3 points on a successiul
Swim check against DC 20},
Huge creatures thar fail are
knocked LhIWH, ‘.\'|!1I.||.' Lar

gantuan JIlLi l..l.‘lllh':i-l

crea
tures are checked, (See the
Weather Hazards section in
Chapter 3 of the Dunceox
The wave
destroys all wooden buildings and
25% of the stone buildings it comes into con
tact with. At sea, the tidal wave capsizes ships and crushes them 1o
splinters. The wave affects a number of miles of coastland up o the
deity's divine rank

When touching water, the

Master's Guide

dery can \IIIIIITHH[II';]“}' sense |!'|1.’
l||,u_';'|i|,|_\||'l l.\i- .!ﬂk’lj'lli'l g “']'Il'll['i 10 feet per d]‘\'lnt_‘ rank t
&

14l 15 1N con
tact with the same body of water,
Suggested Portfolio Elements: Water.

Divine Weapon Focus

The deity is particularly adept with one kind of weapon

Benefit: This ability works like the Weapon Focus teat except
that the deiry receives a bonus of +4 on attacks with the weapon

Notes: This bonus stacks with the divine rank bonus deities get
on attack rolls, and with the Divine Weapon Mastery salient divine
ability. It also stacks with rthe Weapon Focus teat

A deity can have this ability multiple times, choosing a different
kind of weapon each rime

Suggested Portfolio Elements: War.

Divine Weapon Mastery
The Lll'l[‘_.' 15 EX4 :‘]"II.UII.I“".' E"I'L‘lh'is‘ﬂl with weapons
Prerequisites: Fighter leve
Benefit: The deity receives the benelits of the Weapon Focus
Weapon Specializarion, and Improved Critical feats when wielding
any simple or martial weapon
Suggested Portfolio Elements: War

20th, War domain.

Divine Weapon Specialization
The deity deals tremendous damage with one kind of weapon
Prerequisites: Base attack bonus +20, Divine Weapon Focus
salient divine ability with the selected weapon
Benefit: This ability works like the fighrer's Weapon Specialization
feat, exc epl ||1_|l ]lh' deity receives a bonus on I.l-l!T'I.JL!l' with the
weapon equal to its divine rank
Notes: If the selected weapon is a ranged weapon, the extra
damage applies against any rarget the
deity can see
The damage bonus
from this ability stacks
with the damage bonus
from the Divine Weap
on Mastery ability and
the Weapon Special
ization fear
A deity can have
this ability multiple
times, choosing a dif-
ferent kind of weapon
each rime.
Suggested Portfolio
Elements: War.

E'.In"l'qli Burst
The deity can create a
blast of damaging energy
Benefit: The deity can
create an emanation ot a
specific type of energy
5i1t'i1.l. cold, electric iy, tire,

Or Sonic energy, -;[u'cii-lm.l in
the deity's description)
with a radius of 10 fee
per divine rank. Any-
thing in the area takes
1d8 points of the appro-

]1|"|.'i]£' l'n('[_u'.\.' l{:l"l.ll_tt' pl.'l-
divine rank. Damage is

halved for those who make suc-

cessful saving throws (Reflex for acid, cold, electricity, or tire, o1
Fortitude for sonic energy; DC 10 + the deity's divine rank + the
deiry’s Constitution modifier)

NL\I"S: A li(‘i[\u' can ]'I.i\ e |h|‘| i]hill[‘-' :II]!l|Il]11:' mes, LhUU‘hl“‘L[ a
different type of energy each time
Suggested Portfolio Elements: Nature

Energy Storm
The deity can create a vortex of swirling energy that protects it and
damages those who touch the vortex
Prerequisite: Divine rank 11
Benefit: The deity can surround itself with a vortex of energy
acid, cold, electricity, fire, sonic, positive, or negative energy, spec
ified in the deity's description). The vortex extends from the deirty
in an emanation with a radius of 10 feer per divine rank. The effect
<s with thrown weapons and projectiles, Such attacks

stops attac
fail if made by creatures inside the area, or targeted at creatures
within the area, or if their paths take them through the area,

B
¥
X




Energy storms that use acid, cold, electricity, tire, or sonic
energy deal 1 point of energy damage and 1 point of holy damage
per divine rank each round

Positive energy deals 1 point of damage per divine rank to
undead creatures, and heals the same amounrt of damage on
]i\']nal creatures

egative energy deals 1 point of negative energy per divine rank

to living creatures, and heals the same amount of damage on

undead creatures
Notes: A deity can have this ability multiple times, choosing a
different rype of energy each time

Suggested Portfolio Elements: Fire, storms.

Extra Domain
The deity gains an extra domain
Prerequisite: Divine rank 6
Benefit: The deity chooses one domain to add to its list of

domains. The deity can grant spells and powers from that domain and
use those spells and powers personally, just as it can the spells and
powers of its other domains

Notes: A deiry can have this abi
new Lli>[11.i|!'l [=H 1§ |'| nmeé.

Suggested Portfolio Elements: Any

1Ty Il'illl'll}"lt' fmes, Ll'l.l‘LI‘lli'llL" i

Extra Ener gy Immunity
The deity is immune to some form of energy.

Prerequisites: Divine rank 6, resistance to the energy type
selecred

Benefit: The deity gains immunity to acid, cold, electricity, fire,
Or SONIC eneTgy

Notes: This ability is effective even if the attacker is a deity of
higher rank

A deity can have this abiliry multiple times, choosing a different
form of energy each time,

Suggested Portfolio Elements: Any

Extra Sense Enhancement
The deity has a sense of sight, hearing, or smell even more acute
than normal tor a deiry

Prerequisites: Wis 29,

“L‘I‘IL‘“I: The deity chooses one sense to enhance [he Ji"llll\'
can extend a sense’s range one mile per divine rank, or it can allow
the sense to 1Ignore one type LII- Pl]ﬂ'ﬁh .a] Or Magi al Nm i—..1gl' For
example, the deiry could see through solid objects or in magical
darkness. The enhanced sense can penetrate 10 feet of a physical
barrier per rank or 100 feet of a less tangible barrier (such as tog or
smoke) per rank

Notes: Some deities have specific applications of this ability
that jils] beyond the normal senses, such as Ptah's ability ro see ethe
real creatures and objects

A deity can have this ability multiple times, choosing a different
sense each time.

Suggested Portfolio Elements: Any

Footsore
T'he deity can ma

e ll\']l‘.j_: crearures [ill.'(l

Prerequisites: Travel domain

Benefit: The deiry can sap the energy from living creatures so
that they feel tived. It can affect up to one creature per divine rank

at once, bur no more than one creature per divine rank each day.
All must be within the deity's line of sight when First affected. Sub-
jects can artempt Fortitude saves (DC 10
fier + deity's divine rank). Crearures who fail their saves become
by

+ deity'’s Charisma modi-

farigued (see the Player’s Handbool) and their speed is reducec
half. Furthermere, any mount or vehicle they ride is likewise
slowed. The effect lasts one day

Suggested Portfolio Elements: Travel

Free Move
The ¢
Prerequisites: Dex 29, Divine Celerity salient divine ability
Benefit: The deity can move up to its speed once 2 round as a

eity can move almost instantaneously

free action
Suggested Portfolio Elements: Travel

Frightful Presence
The deity’s artacks strike fear into opponents
Prerequisites: Cha 24
Benefit: Whenever the deity performs a specific action speci
I|.|=-|| n [hr Llr]l\' 5 (lL“-t' |'lp[iu|’| Ill'.ll.]]l\' .lli:lL'i\']I]H. !'Iul somelmes
roaring or making another intimidating gesture), foes within a 30
foot-radius burst must make Will saves (DC 10 + deity’s Charisma

modifier + deiry's divine rank). Foes within the burst, but not the
deity's immediate target, become shaken for 3ds rounds ii they
sity attacks when it activates the

fail their saves. Creatures the «
ability become panicked for 3de rounds if they fail their saves
Foes who make successful saving throws are unaffected by this
ability for one day

Suggested Portfolio Elements: Destruction, war

Gift of Life
I'he deity can restore any previously living mortal creature to life
Benefit: The deity restores the dead creature to life, no matrer
how long the creature has been dead or what the condition of
Illt‘ |hnl'_.'
Notes: This ability works like the true resurrection spell, excepi
that there is no material component and the amount of time the

subject has been dead is irrelevant

This ability can restore a creature to life against its will, but only
with the permission of whatever deity rules the underworld
Hades, Osiris, Hel) or the divine realm where the mortal’s soul
resides. This ability can resurrect an elemenial or outsider and can
resurrect a creature whose soul is trapped (see Bringing Back the
Dead in Chapter 10 of the Player's Handbook) provided the soul is
not held by a deity of higher rank than the one using this ability

This ability cannot restore life 1o a crearure that has been slain
by the Hand of Death ability or the Life and Death ability of a deity
with a higher rank

Suggested Portfolio Elements: Healing, life

Grow Creature
T'he deity can make a certain type of crearure larger
Benefit: This ability works like the animal growth spell, except
that it can affect up to one creature of the specified type per divine
rank each dav, all of which must be within the deity’s line of sight

when first affected. The effect lasts one day
Notes: A deity can have this ability multip

different type of creature each rime
Suggested Portfolio Elements: Nature

e times, choosing a

Hand of Death
The deity can slay any living morral creature.

Benefit: The deity Fn-inh to any mortal within the deity's sen
sory range and snuffs our its life. There must be an unbroken line
of effect berween the deity and the largel

Notes: This abiliry works like the destruction spell, excepr thar
there is no material component Ihe mortal is allowed a Fortitude
saving throw with a DC of 20 + the deiry's Charisma bonus + the
deity’s divine rank. Even if the save succeeds, the subject takes
10de points |[.|.|_“|].|_|:!{'. which may kill it anyway. If the artack kills
the martal (either through a failed saving throw or through
damage), the mortal cannot be raised or resurrected afterward,
except by a deity of equal or higher rank using the Gift of Life, Lite
and Death, or Mass Life and Death salient divine ability

Suggested Portfolio Elements: Death




Increased |3.1[|ml_;|-' Reduction
I'he deiry is remarkably resistant to physical artacks
Prerequisites: Con 29
Benefit: The deity’s damage reduction increases by rank/+1. For
example,
damage reduction 50/+4. With this ability, Heironeous has damage

eironeous has a divine rank of 15, which gives him

reduction 65/+5

Notes: A deity can have this ability multiple rimes, and its
k. A deity with two applications of this ability improves
its damage reduction by (divine rank x2}/+2.

Suggested Portfolio Elements: Any,

ettects st

Increased Energy Resistance

1 |1L' L|L'I[\' |'I.1?i resisance 1o energy bc\-und Illl' -imnr norm.
The deity gains resistance of 20 + divine rank to acid,
cold, electricity, fire, or sonic energy.

Benetit:

Notes: A deity can have this ability multiple times, choosing
a different form of energy each time. The deity also can have this
abiliry more than once for a single type of energy. When applied
to an energy type that the deity already resists, this abiliry
increases the resistance by 20. For example, all deities have cold
resistance of 20 + divine rank. If a deity has Increased Energy
Resistance (cold), the deiry's cold resistance would be 40 +
divine rank

Suggested Portfolio Elements: Any.

Increased Spell Resistance
Ihe deity has H[ll'” resistance beyond the divine norm
Benefit: The deity’s spell resistance increases by 20
Notes: A deity can have this ability multiple rimes, and its
effects stack. A deity with two applications of this ability improves

Its spe .! resistance by 40,

Suggested Portfolio Elements: Magic.

Indomitable Strength

The deity is very difficult to best in contests of strength
Prerequisite: Str 40, Strength domain

Benefit: If required ro ma

te an opposed roll involving
Strength (including grapple checks), the deiry receives a divine
bonus of +25 on its roll. This bonus stacks with the normal
divine rank bonus

Suggested Portfolio Elements: Strength

Instant Counterspell
Ihe deity can counterspell as a free action
Benefit: When any spell is cast within the

eity’s line of sight,
the deity can counterspell it as a free action, provided thar the deiry
is capable of casting the spell immediately or has it as a spell-like
ability and makes the required craft check. The use of Instant
Counterspell counts against the normal number of free actions the

.“-Ps‘

ity is allowed each round
Suggested Portfolio Elements: Magic.

Instant Move
The deity can move instantaneously.
Prerequisites: Divine rank &, Dex 29
Be eel per
divine rank, as though using the dimension door spell, except that
ppears within a solid object and can act immedi

fit: As a move action, the deity can travel up 1o 30

the deity never a
are
Suggested Portfolio Elements: Trave

y after teleporting

[rresistible Blows
The deiry's attacks with a specific melee weapon are almost impos
sible to avoid
Prerequisites: Weapon Focus and Improved Critical with the
selected melee weapon

K

Benefit: When the deirty makes a melee artack with the chosen
Weapon agunst a creature, ||“~|\1\';‘ LI."u' atrac k as a melee touch
attack (the weapon blow ignores armor and natural armor
bonuses). If the weapon hiis, the creature struck must make a For
titude save (DC 10 + the deity’s Constitution modifier + the deiry’s
divine rank) or be stunned for 1d10 rounds

When the deity strikes an object with the chosen weapon, the
blow ignores the object's hardness

Notes: A deity can have this ability multiple times, choosing a
different kind of weapon each time

Suggested Portfolio Elements: War.

resistible Performance
The «

\'L'}'I.I[ T II'lL'Il l‘-'l[’ll'- can .IL'L'l’II]]]lJl.\I]

eitys performances have power over creatures far beyond

Prerequisites: Perform 40 ranks

Benefit: When the deity sings, plays a musical instrument, rells
jokes, recites verse Or ¢ngages in any ther ype lll-].'\l'l'llll'l'l'l-llh.t' as
a full-round action, the deiry has the option 1o create any of the fol-
lowing effects. The deity can use this ability a number of rimes per
day equal 1o its divine rank. It affects up to one crearure per divine
rank within a burst with a radius of 10 feet per divine rank, cen
tered on the deity
+ Affected crearures become unable o ke actions; instead, they

dance, observe the performance with rapt attention, laugh, or

,||1]'||;|_'\_u[ at the deiry's option The affected creatures also suffer
a —4 penalty to Armor Class, cannot succeed at Reflex saves
except on a roll of 20), and cannot use shields. Crearures can
resist this mind effect with a successful Will save (DC 10 + the
deiry's Charisma modifier + the deity's divine rank). The effects
last for as 5|\|'+'_ as the deity E'Ii'['|~"ll]1‘1 and for up ol round pet
divine rank thereafter

« Affected creatures become blissfully calm. They are immune
to fear and LUI:LPIJ['-M\H effects except lor those created by
deities of higher rank than the performing deity and any such
effects already operating on affecred creatures are countered
:1IH| |||.~\pt'||.':'ll I'his .1|‘||II_\' also counters and \!hp:'i:ﬂ rage L‘H-t'l'h
except for those created by deities of I‘Jl_llllL‘r rank than the
performing deity. Immunity ro fear and compulsion last for as

|l||l_|_[ as the deity pertorms and for up 1 round per divine
rank thereafter

* Affected crearures l.i” .I\l:'c'|1 This works like the 1|='|','| ~|1='H
except that any living creature can be affected. Creatures can
resist this mind effect with Will saves (DC 10 + the deiry's
Charisma modifier + the deiry's divine rank). Affected creatures
sleep for up to 1 hour per divine rank or until awakened. The
deity can end the effect at will

+ Affected creatures are so deeply moved thar they simply die
Only living creatures with Hit Dice equal to or less than the
I|l'||"| 's divine rank are affected. Creatures can resist the eftecr
with Fortirude saves (DC 10 +
the deity's divine rank).

Once a creature makes a successful save against one of the

the deiry’s Charisma modifier +

deity's per formances, the creature cannot be affected again for
one day

Note; Not all deities with this ability can create all the men
tioned effects, as specified in the deiry descriptions

Suggested Portfolio Elements: Art, bards, beauty, dance, love,
Music, poetry.

now Death
The deity knows when and how creatures wi

| meet their end
Benefit: The deity knows the exact moment and circumstances

of any mortal creature's death just by looking at the creature. Some

deiries choose to make cryptic comments about the creature's

future demise, while others are saddened by the knowledge
Suggested Portfolio Elements: Death




Know Secrets
No secrets can be kept from the deiry,
Benefit: The deity can learn a creature'’s entire history
(including any embarrassing or vital secrers it might know) just
by looking at it. This ability is similar to the legend lore spe

except that it delivers instant results and the subject is allowed a

Will save (DC 10 + the deity’s Charisma modifier + the deity's
divine rank) ro avoid the effect
Notes: Vecna can draw secrets from up to one creature per
divine rank at once, but no more than that number each day.
Suggested Portfolio Elements: Knowledge, secrets

Lay Curse
| |11.‘1it'1|\' can |'|I.I|'|.' a li:"l"l.!lldllh_ng CUTse On creatures

Benefit: This ability works like the bestow curse spell, except that
mortals get no save, Deities of equal or lesser rank are subject 1o
this ability, but are allowed Will saves (DC 10 + the deity’s
Charisma modifier + the deiry’s divine rank) to resist. The curse
can be removed only by a \Il'i['p of L'L;LI.I] Or |1|_|3[11‘l' rank than the
cursing deity,

The deity can affect up to one crearure per divine rank at once,
bur no more than that number each day. All must be within the
deity's line of sight when first affected.

Suggested Portfolio Elements: Evil

Lay Quest
The deity can enchant creatures so they are compelled o perform
some service of his (|'|t!L“1:'l[‘,g.

Benefit: This ability works like the geas/quest spell, except that it
warks only on mortals and it can be removed only by a deity of
equal or higher rank than the deity who lays the quest.

-”1l.' L[L’l[\' can th‘f‘t':'[ up 1o one creatrure per Ju'rru- ]'.]nl-; ar once,
but no more than that number each day. All must be within the
deity’s line of sight when first affected,

Suggested Portfolio Elements: Justice, law

Life and Death
The deity can kill a mortal creature almost anywhere. Likewise, the
deiry can bestow life upon any dead mortal being almost any-
where,

Prerequisites: Divine rank 6, Gift of Life or Hand of Death
salient divine abiliry.

Benefit: The deity designates any mortal and snuffs our its
life. Or the deity can designate any dead mortal and restore it
to life.

Notes: This ability works across planar boundaries and pene-
trates any barrier excepr a divine shield. However, the subject
must be in a location the deity can sense, either within the
ill'”.\' 5 Ssense range or in a |nl',][1|:|n |:|‘|,J,1 l'lL‘I[‘.' can perceive
through its remote sensing ability. If the deiry cannor see the
Hll!'lll'L'i. |I-ll' \Jl':l[‘-' must lI[h,l]‘l]l\lgu[anh' '|lJl'|'|t]t\' [h!,' ‘\lll‘l“'l.l n
some fashion, such as by reciting the subject’s time and place of
|"'i| 1 || (4] llL';JI]L ||.:sli|1'] [hl.' '-llb|a'l'[':- Il(ll.!b](' or LJ1l-_I|'r‘|i\L|w |ll‘{'{|\'_ or
something similar.

If the deity chooses to kill a mortal, the ability works like the
|I||"|I'Ih tion -|1:-||, except that there is no ITl.IIJ,*i'I._ll component or
saving throw. The mortal cannot be raised or resurrecred afterward,
except by a deity of equal or higher rank using the Gift of Life or
Life and Death salient divine abiliry.

If the deity restores life 10 a mortal, this ability works like the
true resurrection spell, except that there is no material component
and the amounr of time the subject has been dead is irrelevan

This ability cannot restore a crearure to life against its will, but it
can resurrect an elemental or owtsider. It can resurrect a creature
whose soul is trapped (as the trap the soul spell in the Player's Hand-

. book), provided the soul is not held by a deity of higher rank than

lITL' one using I|1I‘1 .Hulm',

This ability cannot restore life to a creature that has been slain
by the Hand of Death, Life and Death, or Mass Life and Death abil
ity of a deiry with a higher rank

Rest: After using either version of this ability, the deity must
rest for 1 minute per level or Hit Die of the creature affected
Deiries Whnw Fnuflhrllll II]LlllJL'i dt':]!h lil\ not h:l\'t‘ 10 rest alrer
using this abiliry

Suggested Portfolio Elements: Death, supreme,

Life Drain
[he deity can create a dark cloud thar saps life energy

Prerequisites: Death domain

Benefit: As a free action, the deiry can generate a cloud of dark
ness that rises from irs body in a -\pr:*.id with a radius of 10 feet per
divine rank and 10 feet high. The cloud blocks sight as a deeper
darkness spell does, except that it cannot be countered by light
effects (other than those cast by deities of higher rank). Living
creatures must make Will saves (DC 10 + the deity's Charisma
modifier + the deity’s divine rank) or die. Even with a successful
save, living creatures still gain two negative levels (the save DC 1o
remove the negative levels is the same as the first Will save), A
single creature can be drained by the cloud only ence per day, bu
the cloud's darkness remains effective.

Suggested Portfolio Elements: Death, undead

Mass Divine Blast
The deity can release part of its personal energy as an artack. The
ability can be used against againsi mulnple targets or an area

Prerequisites: Divine rank &, Cha 29, Divine Blast salient
divine ability,

Benefit: This ability works like the Divine Blast abiliry, except
thar the deity can specify up to five targets per ran

<, no two of
\\']HL h can I.jl.' more [h.l[] ong Tl'llJl' .lp:ll'l P{"I i.ilIL\ Or an area |.h|’

area can be a cone, burst, spread, or cylinder. A cone can
100 feer long per rank. A burst or spread can have a radius of up
to 50 feer per rank. A cylinder can have a radius of u
per rank and a height of up to 10 feer per rank. The deity chooses
the artack's exact form and dimensions

Each use of this ability counts as a use of the deiry's Divine
Blast ability.

Suggested Portfolio Elements: Death, destruction, war

e Up o

1 [0 50 feet

Mass Life and Death
The deity can kill large numbers of mortal creatures almost any
where. Likewise, the deity can bestow life upon large numbers of
dead mortals almost anywhere
Prerequisites: Divine rank 16, Gift of Life or Hand of Death
ient divine ability, Life and Death salient divine abiliry
Benefit: The deiry can designate any number of mortals and
snuffs out their lives. Or the deity can dmign.]w anv number of

L

dead mortals and restore them 1o lile
Notes: No two mortals affected by a single use of this ability can
be more than one mile apart per rank of the deity. The abiliry is
otherwise identical with rhe Life and Death salient divine ability,
Rest: After using either version of this ability, the deity must
rest tor 1 minute per levels or Hit Dice of the creatures affected
Suggested Portfolio Elements: Death, supreme

Master Crafte;
The deity's Craft skills and item crearion capabilities are beyond
com P:lrl,'
Prerequisites: 23 ranks in two different Crafr skills
Benefit: Any object the deity creates is treared as a masterwork

item, but uses the base item price (not the masterwork price) ro
Lll'[l'rn‘]”]l' nme d[}Ll COST Tl“n.]lll]"‘ll O Ccreare It .'\I'I'\' rem [J"It' LII.‘"\'
creates also has twice the hit points it would normally have, anc
break DC is increased by +10. These benefits apply to walls, doors,

s




|
and other components of buildings the deity creates, as well as

\Il'l.l; erifems

Suggested Portfolio Elements: Crafts, creation

Mind of the Beast
The deity can make plants and animals sentient, and it can reduce
sentient creatures to animal or plant form
Benefit: The deity can gran
animals. This sentience lasts a maximum of one day, and the sen-
fent tree or ,||1|;|n,|| d|n‘}'f- [hi' drl[ﬂ'x l'ﬂTl'lm.'Il'lLE.\ o Ilu' I‘IL"-I ol its

'|L1m.1|1|||-:1' sennence 1o rees o1

ability. The deity can affect up to one creature per divine rank at
once, l)l|] no more l|1.!'l'l l]T.I[ 'I1lll'ilt‘l'| l'.Il']] LLI\'. f\“ must hl‘ ".'.'I|]'Il]'l
the deiry’s line of sight when first affected

.'\]-n\, [lhn'- .Jl’l]\' can transmule any creature 1nto a Pl-ll'H or
animal ot .|p]|r-~x|m.|fr.'|\' the same size or LUp 0 IWO Side Calegories
smal
deity’s Charisma modifier + the ¢

er. The -u|11m'| is allowed a Fortitude save (DC 10 + the
eity's divine rank) to resist. Sub
jects rurned into |.|I-l!1l‘5 become |‘|'D]l'l'|‘>_ .‘-lll.‘|1'1 ts turned into ani

mals have the same abilities and statistics of the kind of animal
rhr \Jl'll'.' C 11;|L1-i('t.

The Alter Reality ability can make either effect permanent

Note: Ehlonna can use this ability up to one time per day per
divine rank, and its effects last one day.

Suggested Portfolio Elements: Nature

Possess Mortal
The deity can infuse some of its energy into a morta
mortal into an extension of the Lll'l.l"\..
Prerequisites: Cha 29
Benefir: The deity can possess any mortal in any location the
deity can sense. Unwilling mortals can attempt Will saves (DC 10
- the deity's Charisma modifier + the deity's rank
Notes: Spells thar prevent possession block this ability if the
is unwilling. Likewise, spells that en
the deiry if the mortal is Lmu't]]in,-_:. If the mortal is willing, how

y TUTnIng lhi'

morta possession drive out
EVer, []u‘ L]ru\' cannol |'\[‘ 11-|lu |u'll or l[[ iven out, exc 1'||I ]1\' b Lil\'llh'
shield or the use of the Alter Ih'u]llj salient divine ability by a deity
of higher rank

[he Pﬂ\‘nl'.\\{'Li mortal effectively becomes an avatar of the
deity. The deity can draw on all the possessed mortal's memories,
and the deity senses what the mortal senses. Each mortal pos
sessed counts as a remote location where the deity is sensing and
communicanng A lit"ll'llll_"llll can possess up o rwo ilh_ll'l.l]~ at a
time, a lesser deity can Possess up o hve |'|1LII[-I|.\ dt once, an inier
;5Ll'd|.]1|: J('lT\' can pn-;.ww up 1o en, .Ill.l A :\_'.[l‘.l[('l iII'I[‘| can FI“\‘M'.‘-"
up to twenty mortals at once.

While the deity is in possession, the mortal’s abilities are
unc ||.|11_x:1‘l|. except as Illl[t'l.i ]"-I.'!I"\'u'

[ype: Same as the deiry

Hit Points: Same as the mortal, +1 for each rank of the deity.

Armor Class: The mortal gains a divine bonus to Armor Class
equal to half the deity’s divine rank.

Abilily Seores: Strength, Dexterity, and Constitution are
unchanged. Intelligence, Wisdom, and Charisma become §
points lower than the deity’s (or remain as the mortal’s scores il
they are higher).

Saves: Fortitude and Reflex same as the mortal; Will adjusted i
necessary for the mortal's new Wisdom score.

Skills: The mortal can use its own skills and the deiry's skills. 1f
the mortal and the deity have the same skill, use the skill of
whichever has more ranks in the skill. Use the mortal’s effective
ability scores to determine skill modifiers

ﬁuggeste;l Portfolio Elements: Supreme

Power of Luck
The deity can bestow good luck or ill.
Prerequisites: Luck domain

Benefit: The deity can give creatures good or bad fortune, The
deity can affect up to one creature per divine rank at once, bur no
more than that number each day. All must be within the deity’s line
of sight when Frst affected

Subjects receive a luck bonus of +1 per divine rank or a luck
|1l']'l.]][\.' .‘|- 1 per divine rank on artack 1'||”‘1. SAVes -.md L|1|.‘IL I\'r- tor
one day. Any creature thar arracks the deity automarically suffers
the luck penalty, and this does not count against the deity’s daily
uses of this ability

Suggested Portfolio Elements: Fate, gambling, luck.

lll_J.\l'.l'.l‘ III N.l..lil'.l
[he deity can control the forces of nature
Benefit: The deity can perform any of the following in a radius
of one mile per divine rank around the deiry, ar will, as a full
round action
+ Create or quell winds to produce anything from still air 1o
tornado force winds.
» Set the remperature anywhere trom —50°F to 120°F
. Hh;lkx' |.|'|{' eart |1. as 1!11‘ ur T[I-;IJ-I'L'-' \]11‘”
* Create rain, sleer, hail, snow, or thunderstorms
Fhese effects last as long as the deity concentrates and for up o
i minute per divine rank afterward. The deity can end an effect as
a lree action, See ( ||.||.1lr| 3 of the Duncron MasTER's Guide for
weather effects
Suggested Portfolio Elements: Narure, sea, weather.

‘ower of Truth
The deity can discern lies and I-'i'-l]'l["l'L creatures o tell the ruth
Benefit: The deity knows when anyone (other than a deity of
ies. This ;l]"i||['.' works like the

equal or higher rank) deliberately
, except that it works continuously and applies o

any creature the deiry can perceive

discern lies -.']';.-]

The deity also can enchant creatures so they become truthiul
The deity can affect up to one creature per divine rank at once, but
no more than that number each day. All must be within the deity's
line of \.l;_'lll \\'Jh‘ll tirst .|.“L"|.l|.'|.| Jhl.' N |I-lllrt‘ll creatures become
unable to urter any deliberate falsehoods or evasions of truth for
one day. The subject is allowed a Will save (D(
L |1.i| 15mia |nl|l||'-[l.‘r t the t|l'|l'§"'\ divine rank) to resisi ‘;tihu'['h who

10 + the deity's

make successtul saves become immune to this ability for one day
Suggested Portfolio Elements: Justice, law, trurh,

Rejuvenation

If destroved, the deiry ﬂmplv re-lorms

Prerequisites: Divine rank 11, Divine Fast Healing salient
divine ability

Benefit: When the deity suffers an artack that should destroy it
it simply disperses and reassembles later. Roll 10d10 1o determine
[I'Il' [!UIHIJL'E lli-lL-i\"! hl'l‘l\l'l‘ [hl' L[{'ll\" refurns

Notes: If the deity is killed in its own realm, subrract the
deity's divine rank from the number of days it takes to return, 1i
the deiry’s realm is on a divinely morphic Outer Plane, and the
deity is killed there, subtract twice the deity's divine rank from
the number of days it takes to return, The return always rakes ar
least one day.

This ability is ineffective if the deiry is killed by another deiry of
equal or higher rank

Suggested Portfolio Elements: Death, life, undead

l.\l'l’ M.II‘!'.

The deity can see magica

Auras just by |-=l1|-'il1g at them,
Prerequisites: Magic domain
Benefit: This ability is similar to a defecl magi '-}‘l‘”. except that it
covers the whole area the deity can see, and the deiry immediarely

knows the number of auras present along with their locarions and

strengths. The deity needs to make a Spellcraft check to identity the




school of each aura, bur most deities with this ability can use Spell
cratr as a tree acrion
Hug_gt"il!('d Portfolio Elements: Magic

LIEl.l}.'L'i nange
The deity can assume the form of any living, i'nr]m]'v1| creature
but not the form of another deity). This is an extraordinary ability
Prerequisites: Divine rank 11, Alter Size sa
Alter Form salient divine abiliry,
Benefit: The deity can assume the form of an animal, beast,
dragon, fey, giant, humanoid, magical beast, monstrous humanoid
or plant. The assumed form must be both living and corporeal

ient divine abiliry,

The deity can remain in the assumed form indefinirely, bur it
resumes its own form if slain.

Notes: This abiliry works like the Shift Form salienr divine
ability, except that the deity is not
and as noted here.

The deity can use 1ts Alter Size ability simu

imited to a set number of forms

taneously with this
one to become as small as a grain of sand or as I‘u"._u; as 1,600 feerin
the assumed form’s greatest dimension

|]1r lll'l['. <an use Illl‘; .l{l:lJI[\- (o Create |||\glll=.x'-.. gamning a ]1.-n[|-.
of +20 on i1s Disguise checks

Suggested Portfolio Elements: Nature, secrets, thieves

Shift Form
I'he deity can assume the forms of crearures related 1o its porttolio
This is an extraordinary ability

Prerequisites: Divine rank 6, Alter Size salient divine ability,
Alter Form salient divine abiliry

Benefit: The deity can assume the form of another creature. The
forms a deity can assume are limited and vary with each deity
The forms allowed are listed in the deity's description

The deiry can remain in the assumed form indefinitely, but it
resumes 1rs own form || Hl,lll]

Notes: The deity acquires the physical, natural, and exrraordi-
nary abilities of the form it has assumed (but not spell-like or
supernatural abilities) while retaining its own mind. Physical abili-
res L]'lL'!lili{' |1_]IL|r.|| SLe _lnli -\'T].l‘“glli- l"l'\ll‘r”\'. ,llhi lli'n‘-| ITuron

scores, Natural abilities include armor, natural weapons (such as
aws, bite, swoop and rake, and constriction; but not pertrification

c

.II'II.| s

breath weapons, energy drain, energy effect, and the like)
ilar gross physical qualities {presence or absence of wings, number
of extremirties, and so on). A body with extra limbs does not allow
the deity ro make more artacks (or more ndvantageous two-weapon
artacks) than normal. Natural abilities also inelude mundane
movement capabilities, such as walking, swimming, and flight
form or the

\.\'I1|'I wings ]11:' LI!'II\ 8 Hl‘l'e'\i is that of the ASSUIMEL
lll.'l[\'l:i nL'l‘[“:lI .\].‘l.'l'd. \.\'h]‘L'ht‘\'l'l 15 hl':!l'll.'|

In general, any part of the body or piece of equipment that is
separated from the whole reverts to its original form. However, if
the assumed form has an extraordinary ability that allows it 1o pro
duce a substance or shed part of its body, then this ability alse
grants thar ability. For example, a deity who shifts form into a viper
has a poisonous bite

The deity retains its Intelligence, Wisdom, and Charisma scores
level and class, hit points (despite any change in irs Constitution
score), alignment, base attack bonus, and base saves, (New
Strength, Dexterity, and Constitution scores may affect final arrack
and save bonuses.) The deity retains its outsider type, extraordinary
abilities, spells, and spell-like abilities, but not irs supernatural abil
ities, The deiry also rerains its divine Armor Class bonus and divine
qualities and abilities, provided they are not supernatural

The deity can cast spells for which it has components. It needs a
voice like that of a humanoid for verbal components and hands

like those of a humanoid for somatic components, Likewise, the
deity needs hands to use many of its powers, such as creating
LIh[L‘L‘I.‘: related 1o its Pll!’[fﬂllu

When the shape shift occurs, the deity'’s equipment, if any,
transforms to match the new form. If the new form is a creature
that does not use equipment (aberration, animal, beast, m.lgla'.]l

beast, construct ||I::||',\.'n. elemental, ooze, some QUISLAEers, [‘l.llll
some undead creatures, some shapechangers, or vermin), the
equipment melds into the new form and becomes nonfuncrional
Material components and focuses melded in this way cannot be
used to cast spells. If the new form uses equipment (fey, giant
|ll|lll-ll1tlli|. some outsiders, many \h.i|h‘| J'Iil|1j_'|i‘t!~ many undead
creatures), the deity's equipment changes to match the new form
and retains its properties

This ability cannot confer class levels or class abilities

The deity can change physical qualities such as hair color, hair
texture, skin color, and gender. The deirty can use this ability o
create l[ln,',lll\l"-‘. gaining a bonus of +15 on its Disguise checks

he deity can use its Alter Size ability simultaneously with this
one to become as small as a Erain of sand or as large as 1,600 feet in
the assumed form's greatest dimension.

Suggested Portfolio Elements: Nature

\}\r'.||- .d..'|lii |.”:1'<:1 ures
The deity can converse with certain types of creatures, as specified
in the deity's description
Benefit: The deity has the supernarura
1is ability works like a permanent

speak with animals or speak with plants spell, or like a tongues

ability to converse

with the specified crearure. T

\'[‘L'Ill that -'I1|§ allows the deity to converse with the ‘\']‘l‘\"lrh'\'l
Iype ol creature

Notes: A deity can have this ability multiple times, choosing a
different type of creature each time

Suggested Portfolio Elements: Nature

Spontaneous Wizard Spells
The deity can spontaneously cast any wizard spell available 1o it
Prerequisites: Divine rank 6, Wizard level 1st, Int 29, Spell
Mastery, Arcane Mastery salient divine ability
Benefit: This ability works like o cleric's ability to cast cure
spells spontaneously, except that it applies to wizard spells. The

deity must have a sufficient Intelligence score and wizard levels

to cast the spel
Notes: The deity still needs a spellbook for its wizard spells

unless it also has the Divine Spellcasting abiliry

Suggested Portfolio Elements: Knowledge, magic.

Stride
he deiry can move rapidly over long distances, can make living
creatures travel faster, and can jump extraordinary distances
Prerequ
Benefit:
overland scales (see the Player's Handbook), Also, having this abil

»s: Travel domain
'he \IL‘IH'-\ movement is doubled on the local or

ity means that the deity’s height does not limit the distance i
can H][IEIT

In addition, the deity can impart extra overland speed to
living creatures. The deity can affect up to one creature per
divine rank at once, but no more than that number each day. All
3

must be within the deity’s line of sight when first affecred. Cr

tures who receive this boon double their speeds on the local or
overland scales
Suggested Portiolio Elements: Travel

Sunder and Disjoir
The deity can destroy weapons and items used against it in combar
Benefit: If any weapon or item is used against the deity in
it the deity can destrov it with a touch. Treat a successful

com
touch as a combination of a disintegrate spell and a Maydenkainen’s
disjunction spel
save DC for both effects is 19 + the deity’s Chatisma modifier. An

both I.I]j.',L‘rL'L| exclusively at the [lllli'h("hl item. The




item remains vulnerable to this ability for up to one day aftrer being

used against the deiry

Suggested Portfolio Elements: Victory, war.

Supreme Initiative
The deiry always goes first in the initiative order. This is an extraor
dinary abiliry

Prerequisites: Dex 29, '.:“p:'nwll Initiative

Benefit: The deiry goes tirst in the initiative order, no matter
what irs initiarive result is or what initiarive result anyone else in
an encounter or bartle has

Notes: Determine initiative normally among any l‘-L'Il]}'_r-' who
don't have this ability, placing them in order alter the deity

The deity can choose to delay or ready an acrion, just any
ather being can, and doing so changes the deity’s initiative as
noted in Chaprer 8 of the Player's Handbook. The deity also can
refocus, thereby resuming its position at the beginning of the
initiative orde:

If two or more deities who have this ability are in the same
bartle, the deity with the highest divine rank gets the first posi
tion in the initiative order, the deity with the second highest rank
gets the second position, and so on. Other beings then go in order
after the last deity with the Supreme Initiative abiliry

If two deities with this ability and the same divine rank are in a
battle, make an initiative check for each deity, and the deiry wit
the higher result goes first

Suggested Portfolio Elements: Agiliry, thieves, war

» Knowledge

The deiry’s mastery of knowledge is nearly complete
Prerequisites: Divine rank 11, Int 40, bardic knowledge or lore

class feature and t0th level in the class that grants the ability,

?\||||w||'u!'  domain
Benefit: The deiry never fails a bardic knowledge or lore check
no matter how obscure the |-'\|111\L'|L‘|i‘|__|:{‘ involved. The deity speaks
and understands all languages. The deity can use legend lore and
analyze dweomer as free actions at will. These actions count againsi
the deity’s maximum number of free actions per round
Suggested Portfolio Elements: Knowledge.

l'rue Shapechange
The ._'h_-“\- can assume the form ol any creature or Lll‘.-ft'\'l. but not
the form of another deity. This is an extraordinary abiliry
Prerequisites: Divine rank 16, Alter Size salient divine ability,
Alter Form salient divine ability, Shapechange salient divine ability
Benefit: The deity can assume the form of any object or crea
ture. The deity can remain in the assumed form indefinitely, but it
resumes its own form if slain
Notes: This ability works like the Shift Form salient divine
ability, except as noted below
The deity can take any form, living or unliving, corporal or
The deity gains the supernatural abilities of the

Incorporea
assumed form

The deity can use this ability to create disguises, gaining a bonus
of +20 on its Disguise checks.

The deiry can use its Alter Size ability simultaneously with this
eerIin

one to become as small as a grain of sand or as large as 1,600
the assumed form's greatest dimension
Suggested Portfolio Elements: Nature, secrets, thieves

Undead Mastery
I'he deiry has absolure dominion over the undead
Prerequisites: Divine rank 14, Cleric level 17th,
Benefit: The deity can automatically command or destroy any
lI:I'|L|".||| creature, as ll.t“-ll'l'll. as a i-lt'l' acnon, III\'II!-_:|| this counts

against the normal limit of free actions per round. The deity can do
this as often as desired, but it can command no more than one

undead creature per divine rank (regardless of the creatures’ Hit
Dice) at any one time
Suggested Portfolio Elements: Death, life, undead.

Undead [-;l_tl.llrl.n“-
Ihe deity, though alive, shares the qualities of the undead
Benefit: Like undead, the deity is immune ro poison, sleep
paralysis, stunning, disease, death effects, and necromantic ef

ects
and it ignores mind-affecting effects (charms, compulsions, phan
tasms, patterns, and morale effects). The deity is not subject to crir
ical hirs, subdual damage, ability damage, ability drain, or energy
drain. The deity is immune to any effect requiring a Fortitude save,

unless it atteces lI|:"|:'L'|:‘|.

Some deities, such as Nerull or Toldoth, have this ability because
they resemble undead. Osiris has undead qualities because he has
died and now lives in the underworld

Suggested Portfolio Elements: Death, undead

Wave of Chaos
The deiry can cause nearby creatures to act unpredictably.
Prerequisites: ( haotic alignment
Benefit: The deity can create a wave of mental force thar
extends from the deity in a '-F'I'l"_]ul with a radius of 10 feet per
divine rank. Crearures within the spread must make Will saves
(DC 10 + the deiry's Charisma modifier + the deiry's divine rank) or
be forced to act unpredictably. This ability works like a confusion
spell cast by a sorcerer of level 10 + the deiry’s divine rank
Suggested Portfolio Elements: Chaos

Wound Enemy

Any weapon the deity wields causes a bleeding wound when it hits
tes: Base arrack bonus +20
Benefit: The affected weapon deals 1|.|J!I.I.|.!|.‘ to a creature such

Prereq

that a wound it causes ¢

after in addition 1o the normal damage from the weapon Mu|tlplr

eals 1dé points of damage per round there

wounds from the weapon result in cumulative bleeding loss (rwo
U\-llll.l]ll'w tor ;'\ll- points ol LE.II11.'|;1L' per L-.'HI1'.|. ‘ilh.i soon) The |1]i'l't|
ing can only be stopped by a successful Heal check (DC 15 + the
deity'’s rank) or the .I}"['\l!L;ILJvII ol any cun ‘1]'(‘“ or other |'Il'-lilllj.’,
spell (heal, healing circle, and so on)

Notes: The ability functions only when the deity personally
artacks with a physical weapon. The ability works with a ranged
eity can
apply to the ability to any weapon or natural weapon, but nor to a

weapon, bur not if someone else uses the weapon The ¢

spell, spell-like ability, supernatural ability, or divine abiliry.
A deity can have this ability mulriple times, and its effects stack.
¢, a single wound would bleed for 3de points of damage

For examp
each round if the deity had this ability three times.
Suggested Portfolio Elements: Death, pain, war

FEATS

In addition to the fears in the Player's Handbook, deities can also
obtain the fears described here, all of which were originally pub-

lished in other D&D game F‘F-’t]“l'!\' Because these feats (as well as
those in the Player's Handbook) were originally designed for use by
player characters, many of them have prerequisites that any deity
automartically meets, such as a base artack bonus of +2 tor Hold the
Line, Nevertheless, those prerequisites are retained in these feat
descriptions so that the descriptions will be consistent with the
way they were originally published.

Blindsight, 5-ft. Radius [Geners al]
The deity senses opponents in the darkness
Prerequisites: Base attack bonus +4, Blind Fight, Wisdom 19.
Benefit: Using senses such as acute hearing and sensitivity to

vibrations, the deity detects the location of oppenents who are no




more than 5 feer away from it. Invisibility and darkness are irrele
vant, though it cannot discern incorporeal beings. (Except for the
range, this feat is identical with the exceptional a
blindsighi defined in the Monster Manual.)

decreased viliry

i_lthl'_['.l'l"n‘ Spell !Mu‘h:ll:.‘iq:q |

The deity can cast spells without observers noticing it
Prerequisites: Bardic music, Perform 12 ranks
Benefit: Th

trusively, mingling verbal and somatic companents into its music

and performances so that others rarely catch the deity in the aci of

deity has mastered the art ol casting ~'|h‘”~. unob-

casting a spell. Like a silent, stilled spell, a disguised spell can't be
identified Ih!ulli_',h ‘\]h'”t raft. The deity’s performance is olwious to
everyone in the viciniry, but the fact that the deity is casting a spell
isn't. Unless the N'F‘:'“ v I‘~l|'|i".' emanates from the \l:'ll's' or observers
have some other means of determining irs source, they don't know
where the effect came from. A disguised spell uses up a spell slot
one level higher than the spell's actual level.

vivine Might [Divine]
The deity can channel energy to increase its damage in combat
Prerequisites: Ability to turn or rebuke undead, Cha 13, Str 13,
Power Attack
Benefit: The deity can spend one of its turn/rebuke undead
attempts to add its Charisma modifier to its weapon damage for a
number of rounds equal 1o its Charisma modifier. This is a super-
natural ability

Divine Vengeance [Divine]
||'I|‘ \il.IIII can l§1.|I1I11'| energy to lll' .I1I~|i[u~|l.1| energy lt,”lthK' In
combat against undead.
Prerequisites: Ability to turn undead, Extra Turning
Benefit: The deity can -.p(-m| one of its turn undead attempts to
add 2de points of sacred energy damage to all its successful melee

cks against undead unril the end of its next action. This is a
supernatural ability.

Enerqy Substitution [Meta magic]
he deity can modify a spell that uses energy to use another rype
of energy.

Prerequisites: Any other metamagic feat, Knowledge (arcana)
5 ranks.

Benefit: The deity chooses one ype of energy acid, cold, elec-
tricity, fire, or sonic. When employing a spell with the acid, cold,
electricity, fire, or sonic til.“-l}'_]'l.iml. it can modify the -.i'll‘” [0 Uuse 1S
chosen type of energy instead. The altered spell uses a spell slor of
the spell's normal level

The altered spell works normally in all respects except the rype of
amage dealt. For example, a firehall spe

( | changed to a somichall spell
works like a fireball, but deals sonic da mage instead of fire damage
Special: A deity can gain this feat multiple rimes. Each time the

teat applies to a different type of energy.

Eschew Materials [:Mt‘.!:ill!.iijjl 1
The deiry can cast spells without material components.
Prerequisite: Any other metamagic feat
Benefit: A spell cast with Eschew Materials can be cast with no
material components. Spells without material components are not
affected. Spells with material components with a cost of more than
1 gp are not affected. An eschewed .‘s'["n.'“ uses up a \}'I:'l] slor of the
spell's normal level,

Extra Music [General]
The deiry can use its bardic songs more often than it otherwise could
Prerequ' ite: Bardic music
Benefit: The deity can use its bardic music four extra times
per day.

SO

Normal: Bards withour the Extra Music fear can use bardic
music once per day per level

Special: A deity can gain this feat multiple times, adding

another four uses of bardic music each time

Eyes in the Back of Your Head [General]
The deity's superior bartle sense helps minimize the threat of
flanking aniacks
Prerequ es: Base attack bonus +3, Wis 19,
Benefit: Attackers do not gain the usual +2
when flanking the deity. This feat granis no effect whenever the
deity is attacked without benefit of its Dexterity modifier to AC,
such as when it is flat-footed or when it is the targer of a rogue’s
sneak artack

artack bonus

leet of Foot | General I
The deity runs so I]IIHH'-.' 1Jl.1l it can turn corners without ]Lu-.m.._'_
momentum
Prerequisites: Dex 15, Run
Benefit: When running or charging, the deity can make 1
ess. A deity can't use this
teat while wearing medium or heavy armor, or if it is carrying a
load heavier than light
Normal: Without this feat, a deity can run or charge only in a
straight line

»1t1;_’,|l' direction l'|\.1|1,31' ol 90 \J('grl't"\' o1

'.'ilr'.lli'l f\'1.r|i'|l.\.'t“11r|'|1| | |L]||Iii]li Jlﬂ’;‘u'[ al ]
A deity with three or more hands can fight with a weapon in each
hand. The deity can make up to three attacks per round with each
exira weapon.

Prerequisites: Dex 19, three or more hands, Improved Muld
weapon Fighting, Multiweapon Fighting, Multidexteriry, base
artack bonus +15

Benefit: The deity may make up 1o three extra attacks with each
weapon it wields, albeit with a —5 penalty on the second artack
wirh each weapon and a —10 penalty on the third

Special: This feat replaces the Greater Two-Weapon Fighting
teat for deities with more than two arms

Greater Spell Focus [General]
T'he deity chooses a school of magic to which it already has applied
the Spell Focus fear. Its magic spells of that school are even more
potent than normal
Prerequisite: Spell Focus
Benefit: Add +4 to the DC for all saving throws against spells
trom I!|1|.' school of magic the ¢
aps (does not stack with) the bonus from Spell Focus
Special: A deity can gain this feat multiple times, choosing a dif-
ferent school of magic each rime

eity selects to focus on. This bonus

over:

Greater Spell Penetration [General]
The deity’s spells are especially potent, defeating spell resistance
more readily than normal,
Prerequisite: Spell Penerrarion
Benefit: The deity gets a +4 bonus on caster level checks (1d20
+ caster level) ro bear a crearure's spell resistance. This bonus over
laps (does not stack with} the bonus from Spell Penetration

Greater Two-Weapon Fighting [General]
The deity is a master at fighting two-handed.
Prerequisites: Improved Two-Weapon Fighting, Two-Weapon
Fighting, Ambidexterity, base attack bonus +15

Benefit: In addition ro the standard extra artack the deity gets
with an off-hand weapon and the second attack with the off-hand
weapon provided by Improved Two-Weapon Fighting, the deiry gets
a third artack with the off-hand weapon, albeit at a <10 penalty (see
lable 8-2: Two-Weapon Fighting Penalties in the Player’s Handbook)




Special: A ranger who meets only the base attack bonus prereq-
uisite and the Improved Two-Weapon Fighting prerequisite can
gain this feat but can only use it when wearing light or no armor
This

eat can be taken as one of a fighter’s bonus fe:

Hold the Line ll_il'lll'lali |
Ihg' -.|L-||:\.' 15 [[,il1|l.'l[ in lif‘l;‘lhlu' 15"'!11“\]“['.‘\' Against ¢ h.jl_u:llu'_
opponents
Prerequisites: Base atia k bonus +2, Combat Reflexes
Benefit: The deity may make an artack of opportunity against
an opponent who charges it. The attack of opportunity happens
m [I'L{'L]'I.IlL'!‘.c' ]_Tt'l.L'li'L‘ the l-h.lrl_‘,l‘ -l”iJl'Lﬂ is resolved

Improved Grapple [General ]
The deity is skilled in martia

arts that emphasize holds and throws

Prerequisite: Improved Unarmed Strike

Benefit: If the deity hits with an unarmed strike, it deals normal
damage and can attempt to start a grapple as a free action withour
provoking an artack of opportunity. No inirtial touch attack is
required. The deity can deal normal damage while grappling,
rather than subdual damage, without suffering a penalty on s
_L!i\ll‘]']L' check

Normal: Characrers without this feat make a melee rouch
attack to grab their oppanent and provoke an artack ol opportunity
doing so. They also suffer a —4 penalty on their grapple checks
when trying to deal normal damage in a grapple

;|||p| oved Mult weapon | iq 11 inq | Gener .Il.i
A deity with three or more hands can fight with a weapon in each
hand. The deity can make up o wo attacks pet round with each
extra weapon

Prerequisites: Dex 15, three or more hands, Multiweapon
Fighting, Mulridexterity, base artack bonus +9.

Benefit: In addition to the single extra artack the deity gets with
each exira weapon from Multiweapon Fighring, it gets a second
artack with each extra weapon, albeit ar a -5 penalty

Normal: With only Multiweapon Fighting, a deiry can only gei
a single extra artack with each extra weapon

Special: This feat replaces the Improved Two-Weapon Fighting
feat for deities with more than two arms

Improved Sunder [General]
he deity is adept at placing its atracks precisely where it wants
them to land,
Prerequisites: Base attack bonus +2, Sunder
Benefit: When the deity strikes an opponent’s weapon, it deals
double damage

Jack of All Trades [General]
[he deiry has picked up a smattering of even the most obscure skills
Prerequisite: The deity must be at least 6th level
Benefit: The deity can use any skill untrained, even those thar

normally require training
Knock-Down ILJr'IE('I.JJ]

The deity’s mighry blows can knock foes off their feer
Prerequisites: Base attack bonus +2, Improved Trip, Str 15
Benefit: Whenever the deity d

ee, it makes a trip artack as a free action

als 10 or more points of damage

o is 1'F‘l‘l"|H'i'I| In me

against the same Targer.

Persistent Spell [Metamagic]
The deity makes one of its spells
Prerequisite: Extend Spell
Benefit: A persistent spell has a duration of 24 hours. The per
sistent spell must have a personal range or a fixed range (comprehend
languages or detect mage, for example). The deity is still required to

ast all day

concentrate on L.l-:-”t. such as detect g and detect frlllll}:‘ll- 1o use
their effects. Concentrating on such a spell is a standard action that
does not provi ke anartack of apportuniry. A persistent ‘1;11.'“ usesup
i -]11'“ slot four levels ]llJ_',IlL‘I than the '\Pl'“\'.lk"ll.]! level,

Plant Control [General]
rhe deity can channel the power of nature to gain mastery over
plant creatures
Prerequisites: Plant Defiance, ability 1o cast speak with planis.
Benefit: The deity can rebuke or command plant creatures as an
evil cleric rebukes undead. To command a plant, a deity must be able

to speak with it via a speak with plants effect, though it may do so
mentally if desired. This ability is usable a total number of times per
day equal to 3 + the deiry’s Charisma moditier. The deity uses its
hig 1o determine the level at which it rebukes plants

1est caster leve

Piant Defiance [General]
The deity can channel the power of nature to drive off or stop
plant creatures.
Prerequisite: Ability to cast detect anmimals or plants
Benefit: The deity can turn (but not destroy) |1I;Jl|.l Crearures as a
ead. When determining the result of a turn
Ing attempt, treat all destruction results as normal turning, Treat
¢ plant creatures as creatures unable 1o flee. This ability is
II'-iIHL' a [t![.]l number ol times pér \l.i‘_.' L‘lgu'.l.J o3+ i|'1r‘ deity's
Charisma modifier, The deiry uses its highest caster level to deter

good cleric rurns unc

immaobi

mine the |l'\l'| at \\.'hlL'I] If turns |.‘l.l]||'!\'

Power Critical [Generall
I'he
greataxe, With this weapon, the deity knows how to hit where il
hurts when it counts

Prerequisites: Proficient with weapon, base attack bonus +12,
Improved Critical with weapon

Benefit: Once per day, before |11.|J¢||Ig an attack roll, the deity
can declare a single melee attack to automarically be a threat. If the

eity chooses one kind of weapon, such as longsword or

artack is successful, the deity automatically rolls to confirm the
crirical hit, regardless of the actual arrack roll
Special: A deity can gain this feat mulriple times, choosing a dif

ferent kind of weapon each rime. This feat can be taken as one of a

fighter's bonus feats

Reach Spell [Metamagic]
The deiry can cast touch spells withour rouching the spell recipient
Benefit: The deity may cast a spell that normally has a range of
touch at any distance up to 30 feet. The spell effectively becomes a

ray, so the deity must succeed at a ranged touch attack to bestow
the \]'\:'H upon the recipient. A reach .~=|‘l‘]| uses up '\F\t‘”. slot two
levels higher than the spell’s actual level

i‘l:t"]_:r"il_ ';.PI'H lr‘Vh'[.jllr.lt.Ili I
Che deiry can cast a spell that repeats the following round

Prerequisites: Any other metamagic fear,

Benefit: A repeated spell is automatically cast again ar the
beginning of the deiry’s next round of actions. No marter where
the deity is, the secondary spell originates from the same location
and affects the same area as the primary spell. If the repeated spell
designates a target, the secondary spell retargets the same rarger if

the rarget is within 30 feet of its original position; otherwise the
secondary spell fails 1o go off. A repeated spell uses up a spell slot
three levels higher than the spell's actual level. Repeat Spell cannot
be used on spells with a range of touch

Sacred Spell [Metamagic]
[he deiry’s damaging spells are imbued with divine power
Benefit: Half of the \i:ltl‘:.l.g_.‘,:' deale by a sacred spe
directly from divine power and is therefore not subject 1o being

results




reduced by protection from elements or similar magic. The other
half of the damage dealt by the spell is as normal. A sacred spell
uses up a spell slor two levels higher than the spell's actual level

Only divine spells can be cast as sacred spells

Sharp-Shooting [General]

T'he deity's skill with ranged weapons lets it score hits others

would miss due to an .:]1|ulm'[il'~ COVer
Prereqguisites: Base attack bonus +3, Point B

cise Shot

ank Shot, Pre

Benefit: The deity gains a +2 bonus on its ranged artack rolls
against targets with some degree of cover, This feat has no eftect

against foes with zero or total cover.
subdual Substitution [Metamagic]
The deity can modify a spell thar uses energy to deal damage 1o
deal subdua
Prerequisites: Any other metamagic fear, Knowledge (arcana)
5 ranks
Benefit: When emploving a spell with the acid, cold, electriciry,

damage instead

fire, or sonic designator, the deity can modify the spell to deal sub-
dual damage instead of the indicated type of energy damage. The
tered spell uses a spell slot of the spells normal level

Ihg' .]1'L‘r|.,'1i \p{'ll \\'llrl(‘; [)Ul'ln.l“\-‘ m .1|| l'l"\r'l‘i IS I'\'l'l'Pl [h(' 1\'{1['

i

of damage dealt. For example, a fireball spell changed to a subdual-
ball spell works like a frreball, but it deals subdual damage instead of
fire damage

Superior Expertise [General]

I'he deiry has mastered the art of defense in combar.
Prerequisite
Benefit: When the deity uses the Expertise feat to improve its

Armor ( ].'I‘\‘\_ I'l'lt' f'll.l.'l'”!'ll'l i ‘\llt‘| racts from s attac I\ anc

: Int 13, Expertise, base artack banus +6

adds o irs

AC can be any number that does not exceed its base artack bonus

This fear eliminates the +§ maximum for the Expertise feat

Widen Spell [Metamagqic]
The deity can increase the area of its :=|\L'i]n
Benefit: A widened burst, emanation, or spread spell has its area
increased by 50%. Spells that do not have an area of one of the three
sorts listed above are not affected by this fear. A widened spell uses
up a spell slor three levels higher than the spells acrual level.

— ROILFPIAYING A GOD

Ihlh secChion contains ~|L|\'Il € on using !.'\-'Pll" 1N your campalgn

MEETING A GOD

\‘-'h{'l‘l Pl.l\'e'l' l'h.ll’.ll [ers meer a L!L'll\.-' [hl'\'ll'(' meenng a 1}\'”]}'_ l\'l!h

senses that extend for miles. A deity merely has 1o think of or
desire something to have it. lts awareness of its portfolio covers
vast areas, and its control of the building blocks of marter, energy,
and life makes it the master of most situations, particularly on the
Material Plane. The awesome presence of a deity cows most mor
tals, and may drive them from the deity in fear
eeds that favor the gods, as
well as those who threaten their POWeT, primacy, or existénce Even
when a god graces a mortal or a group of mortals with its physical
presence, thar god's artention is effortlessly in several p
once, Mortals who reach the home of a deity irritate thar power
with their interruption. They can expect a much cooler (or horrer
depending on the deity and the p
As the Dungeon Master, you manipulate the experience of
meeting a god to suir your campaign. You can frighten the player
waracters or welcome them, depending on how you want the

Gods seek out mortals who do great ¢

aces at

ane) reception

C

;']1_|l'.]l'[q‘]"~ to i_{'t'J .]]'Inll] ([\L'.LT LJ('ilil‘\_ _IJI\J J'l(l\.\' [I'llIL'h wou want [I'll.'

aracters to interact with them

Depending on what kind of pantheon you have, you may be a
(8] |l[i'|“' IH.“'P-lIiI[IlII'I Irom l’I‘\i'\'-'lH'T('

Historical Pantheons
Myths and legends portray pantheons from around the wor ld. For

instance, it's easy to find out how Zeus acts by reading Greek

[11\'”][1[1!.]1\.

Fictional Pantheons
If you're basing a campaign on a serting described in books, con
sider carefully w hrli'lt‘l you want to use [ht' Lll‘”lt‘" 45 poriray +d
there, Novelists write what's necessary to tell their story, and
they're right 1o do so, but the needs of a story and a game serting
sometimes differ. 1f you like a particular quirk or personality trair
from a novel, use it after considering how it will work around the
game table

If you're using a pantheon that only exists in books, then the

novels are all the information you have, Think of that situation as
an opportunity. You can expand on the novels and add information
the writer may have thought irrelevant, or for which there simply
wiasn't space

.

Your Pantheon

When Lh‘\-‘l'ln_lplng VOur own p.rl‘llhunn consider giving it a specific
tlavor. Your gods might resemble those of the Greeks with exag
gerated character traits, mortal foibles, and contradictory behavior.

[ |1"'.' maght |w inlmNr, wise, .|l|1| wmll.ilhl'lln I |H-L' ||s|_H_,|LI lihh'.ui
have alien mindsets because their powers and senses let them

approach the universe in ways mortals cannot understand

How Deities Behave
Here are some suggestions for acting the part when your player
characters meet a deity
Spoiled Brac: Gods get their own way. If they desire some-
thing, it appears with little or no effort. Instant gratification is
normal for deities. They have little or no appreciation for the
challenges and difficulties mortals face. They pass out quests and
tasks with no regard for difficulty and then become wrathful
\.\'l'l,i,‘” |]‘|I\|I.||‘| I\]11\‘l.-|. [h'llll'\ \'\-|'|l'| lit'.]! L!lrr‘('l\ \\.'ilh ll'{ll]}',
things usually show understanding, but even for them there isa
line hl"[\\'i'l'n rl'.l'\l”'lJll'lll' concerns :“'ld |I'I\.'\':|[[||1'P| |J]I.'|r \\'lll
When you portray such a deity, dismiss player character con
cerns as trivial. Get angry when they can't do what you want
immediately, if that's appropriate. Otherwise, be patient bus
insistent, and don't negonate

Immortal: To a deity, mortals (even elves) have the life spans
of gnats. What seems crucial to a mortal may be meaningless to
hlem. Gods may act
rashly or with hasre, bur generally do so over their own con
cerns. Such deities take the I|.'-l1;:: view with ]‘|.W:'| characters
and remind them that they are mortal, and therefore their prob

a deity that can ourwait any mortal pro

lems will pass.

I Saw That: Not only can gods perceive events miles away, but
they can perceive their priests, temples, and portfolio elements
across the planes. Assume that a deity notices any trick the charac-
ters try to pull, including slipping away to steal under cover of a

diversion. In addition, an immortal being has probably already
seen every trick the characters can think of and prepared defenses
against them, You don't have to plan for every possibility; jusi

assume the deiry is ready

Power Incarnate: Gods can do more, and do it taster and more
.Il'l'”!',l[l'l".' Il'l_ll'l any rl‘mr[.l! ."\rﬂy' arcane ‘iIT('IlL'nIN[l'l' can r[hll\l.'
something appear from nothing. A deity
amounts of material appear instantly and without effort. They do

in III_L]u‘ | I11l'l1ll.‘-|ll'||l'

it without obvious verbal, somatic, or material components
Walking up a rainbow or transforming an annoying characrer
annoying to the deity, anyway) into a wrtle for the durarion of




the contact are minor manifestations of a deiry. A deiry might
cure an incurable infliction, turn the shards of an evil artifact into
[].i\\'[l‘?“‘ \]l.]”'ll:’nli‘-. or ‘;[I'Ikl' an lF]Tﬂl"(lllLl\ l'hil['.Jk'lL'T LIlJluh Ull[ll
that character makes an atonement. Whatever a wish can do, a
_L!I."\i can ili‘ more

The Masked Man: Odin often wandered the mortal realm dis
guised as an old man. Zeus came down from Olympus in many dif
ferent guises. Player characters may meer a deity and never realize

it (though most deities can't resist showing off as they leave; see
‘ower Incarnate, above).

Condescending: The powers of a deity are far beyvond those of
martals. Deities may express their sympathy and compassion as
pity. Less sympathetic deities may dismiss mortals as worthless or
unimportant. It takes a great deal for mortals to get a deity 1o 1ake
them seriously. Combined with immortality, this attitude means
deities tend 1o ignore immediate mortal concerns unless some
thing threatens their power, portfolio, or very existence. Reward
plavers who have their characters phrase requests in terms that
catch their deities’ interests

Going Too Far: Playing a deity means you can overact, chew the
scenery, and misbehave without consequence. Movie villains are
often great examples of this kind of behavior, though not all deiries
are villains. Jack Nicholson as the Joker in Batman and Tommy Lee
Jones as Stranix in Under Siege are two excellent sources. 1f a deiry
; nJh'pl.‘w this attitude by refusing to look art
your players and taking offense at everything they say. If a deity is

15 I'lli.'llnj .II]lI Il'['jl.ll

wWiarm |'l“\] ‘*Y"]}‘ulll\l'lh ' ]'l“l Vot |'I.|r|ll on t!'ll' Hlll'lll\]l'l' l|' [hl'
[‘-I;W:‘I' whose character the deity addresses and look that |"I.I‘§'L‘:I
directly in the eye

Divine Aura: Gods use their aura to induce the proper state of
mind in those they approach. Characters may be able 1o resist
the urge to fall down on their knees and worship, but even if
they can, it's a tremendous struggle. Remind their players tha
the characters' knees tremble with the effort to resist, and every
time the god's gaze turns to a particular character, he or she feels
the urge double (though no further rolls are required). Whether
a divine aura is frightening or inspiring, it is an experience few
will ever {orget

Divine Wrath: Deities wear their emotions on their sleeves
Whatever they're feeling, they show. If a few mortals ger stepped
under falling buildings or moun
tains, or thrown a hundred miles by a gust of wind, a deity may not

on, hllr'ﬂl'd 18] l']'._llll'r?\ l”Tl[‘ihl'L
notice in the excitement—particularly if it can resurrect such mor
tals later Questioning a deity's know |vd,j,v or power or ll.l\.lb’_l't'l'll'l}!
with a deiry are sure 1o trigger its wrath. If your player characters
spend a lot of effort contacring deities, a few doses of divine wrath
could change their behavior

Self-Centered: Deities focus on maintenance and expan
sion. They act to preserve their power (both personal and port
folio) and 1o eliminate threats to those concerns. At Ih:' same
time, d{'ll]l'\ LIHU.[”" hll'\.'l‘ an 3!,.,'_L'['|.L[.| il'i' .U‘.'I]n”]}! |“|I!]L‘I r‘l"\\'l'l
and influence within their pantheons. Mortals are seldom pow
erful enough to be a distraction from these two priorities (when
they are powerful enough, see Divine Wrath, above). Perhaps
the biggest challenge after contacting a deity is shifting that
deity's artention from personal concerns to those of mortals
Mortals who assist a deity in a way that's meaningful to an
immortal, incredibly powerful creature are more likely to gain
divine assistance

DIVINE POLITICS IN YOUR CAMPAIGN

Deities ]T.IUL' [J'lt'l.r own .I;L{I'Fhl.'l“ .iﬂLI concerns, Alter .I”. ||'H.'

rom their own kind, Ares and

biggest challenges they face are
Athena constantly compete for Zeus's attention, and squabble
over the best way 1o fight a war, These politics require a lot of
any deiry's attention. Fortunately, these politics are almost
always not perceived by your player characters, at first. Unril

the characters reach very high levels, they lack the power to
concern or threaten deities and they rarely, if ever, interact
directly with the gods. If the characters in your campaign spend
more and more time communicating with their deities as they
oping the rivalries and

increase in levels, spend some rime deve
politics of your pantheon

DIVINE MEDDLING

The most important principle for the use of ¢

eities in a ftantasy
roleplaying campaign is to employ them judiciously and spar
ingly. Too much interference from the gods takes fun away from
the players. If a god can remove obstacles with a wave of his hand,
there's no heroic effort needed on the part of the characters, The
DuncEONS & DrAGONS game is designed for a mortal level of
play. The player characters are heroic not because of the tremen
dous powers they Hllj;hl ﬂ'\'l'lﬂll_!”‘.' acc lIITIlJI.][l'. bur because of
the terrible risks they take in the face of imminent death. To use
a deity to save characters from those risks rl']."l.'(llL‘Ll.J‘-' is 1o sully
the heart of the game

At some point, high-level characters may become extraordinar
ily powerful, By that time, they are probably comfortable with
planar travel (or as comforrable as anyone gets with such activiry
Such games may lead the characters into direct contact with gods
on the deities’ home planes. The characters may even conflict with
or challenge those powers. Most of the time, however, the activi
ties of mortals carry on without too much divine interference o
even attention

DIVINE ENCOUNTERS AND EXPERIENCE
POINTS

LH\'\’;\I for I|"|L‘ :|,“1|_'|,‘-UI'I'I..l§'|!",'. Very rare occasions \'Jl'tl'l'] a p,_1'('ll||.\ ot

characters actually defeats a deity in combat, experience awards for
encounters \b'][l'l Lll‘llli'\ are nl't.(':\‘\.l[I]V srory ll'!?‘!l'\] .]\UJ}[‘IIH. .‘\“
SUC |':, |31(".-|~,1\\-.|r||- can Ih"«'t'!'hl‘ l'_lll l|l.|ll'l| h.l‘it';l ona \l:'ll\' 5 il [ll.l.l
or presumed Challenge Rating. Instead, you must determine an
.I\\’_H'Il i\_l.‘it'li on [hl' circumstances ot !hl' encounter, us ”TIFG" tance
to the adventure and campaign, and the actual resulr of the
encounter, This section offers some general guidelines, but these
glllxiuilll{": should never ]'l'p].iL'l' your goc d ||.JL[|_1[1‘I('I1I

Certain kinds of contact with deiries are acrually routine, as
bizarre as that may sound. A cleric praying for spells or casting
commune has some level of contact with his deity, but does not
gain any ('_\.pt'ril'llu' Pt."ll'l[.‘\ tor [l'l..l[ eéncounter. [“ l.lkt n [hl‘ case
of the commune spell, he acrually loses experience points. Like
wise, if a delty appears in a character's dream or even in a waking
vision to send the character on a quest of some sort, the character
should receive no experience for that encounter. She'll earn
enough experience points on the quest, which is where the real
Lll.l“n‘lllzr l!L‘ﬁ

Other types of divine encounters are real challenges, however,

and deserve 1o be mreated like other encounters with experience
awards. Some siruations might require the PCs to negotiate with
i \jvu!_,, others to thwart a 1lt‘1l\_.'~. ]1|,i|1~;, :111:1 others to esc ape an
angry deity with their lives. Some negotiations are simple, while
others are much more difficult (bearing in mind thar deities
often have Bluff, Diplomacy, and Sense Motive skill modifiers in

the +50 1o +80 range). Asa rule of thumb, Assign negotiation-rype

encounters a L'h;;JlL'hgl: Raring somewhere between the average
+1. (The XP award
ranges from 150 o 450 fimes the average parry level.) ll]\\.'.ll'[lm.t

party level —2 and the average party level

a deity's plans is a great feat and probably deserves a Challenge
Rating somewhere between the average party level and three
levels higher (XP equal 1o 300 to 900 rimes the average party
level) Escaping the wrath of a d(‘lh' 15 ("\'IH‘I'I'I:‘]‘p' i h;l“r‘llgllut and
should have a Challenge Rating berween four and seven levels
above the average party level (XP equal to 1,200 1o 3,600 times the
average party level).




Narturally, a deiry’s relative power (measured by its divine rank as
well as the number of Hir Dice and character levels it possesses)
compared to the party'’s level is an important considerarion, partic
ularly for encounters in which the PCs are seriously at odds with

the deity. For 65th-level characters, esca ping the wrath of Imhotep
is not a CR 69 encounter, since Imhotep is really only slightly
more !"\.l'\‘u't'[l.lll. than a 20th-level character. Once again, these
e '.i|”|l.-l|||"|

plli~il'|ll‘|L'H n]'u-qu never l“'l‘l'l'llil‘ VOour |L|L];_'[Tll']1] l|l.[
of the encounter.

For actual cases of the death of a deity, you should award each
charvacter who participated in the battle a number of XP equal to his
or her current level rimes 1,000. That is enough experience 1o
bring any character to the next level, and is almost certainly the
largest single award any characrer will ever receive, comparable
to a character single-handedly defearing 1 monster whose CR is
4 higher than her level. However, remember the advice in the
DuNcEoN MasTeR's Guide: * an encounter in which rhe PCs

defeat something far above their own level (CRs higher than
their level by eight or more) was probably the result of fantastic
luck or a unique set of circumstances, and thus a full XP award
may not be appropriate. As the DM, you're going to have to make
these decisions.” If the PCs were ineffectual bystanders in a
battle berween two deities thar ends in the death of a deity, they
should receive some XP if they survive such a traumaric event,
but they do not deserve to advance a level for their minuscule
partin the p_ud". demise

DIVINE MINIONS

waracters have theirs
Most of these divine minions are mortal. They acrt as servants,
gll.lld*. and messengers tor the deities. While deities have less

Gods have their cohorts just as powerful

j!'.l\.'l"\ll'i.l in |J'|L'Jl minions lhl'rl !hl‘\' lll.' mn IL'J:‘II avarars, l_"-\lih s
ally consider an attack on or an act against a servant as an attack on
or an act against their divine person

All types of beings may serve deiries, In general, a deity only
accepts minions who have accomplished some grear deed in
service to the deity. Such minions usually have the same align
ment as the deity. No minion's alignment is opposed to the
patron deity's alignment on either the law-chaos axis or the
good—evil axis. While many minions are mortals physically
transported to the divine realms, some are spirits who made the
journey to the divine realms under their own power after death
[see

‘etitioners, below),

Because deities regard their servants as extensions of them-
.‘\l'l\-’{'\, l|11'\' limit their numbers 1~I- minions in order 1o |.!I'I'Ill the
opportunities for rivals to attack or insult them. Protecting min-
ions is a matter of prestige, and few deities are willing to risk their
positions in their pantheon over a few nondivine servants

Intelligence is not a requirement for a minion Many deities
take creatures of animal intelligence as minions, These creatures
function as guards and as signals or omens of the deity's impend
Ing présence

PROXIES

A divine proxy speaks and acts on behalf of the divine being
\K']:g'n Ihl.' I.J.l'l11.ll‘nl J-I.ll' a \’NI'\‘\ presence 15 (oo l1|.1._',J1, ||H‘ drll\'
may use proxies

Proxies are divine minions invested with a small portion of the
deity's power. A deity may invest 1 rank of its power (reducing its
divine rank accordingly) in a single servant for as long as the deity
chooses. The minion must be physically present for the deity to
perform the investiture, While so investec

, the proxy gains any
salient divine abilities held by the patron deiry as well as the
powers and abilities of a rank 1 demigod. Withour the requisite
ability scores or divine ranks, the proxy may nor be able ro use all
those powers and abilities.

A deity may have more than one proxy, but it must lose 1
divine rank for each proxy it invests. A deity can retrieve a single
divine rank as a standard action, and doing so it does not require
the |'hVHI- al presence ol the proxy. A proxy may become
stranded on a lLJ.\t:II'l[ [’1[;4]1(' if the L]L‘]I‘.' decides fo retrieve its rank
when the proxy is locared there

For the deity's purposes, a proxy is the deity. An insuli to a
proxy is an insult to the patron deity. Likewise, an attack on a
proxy is an attack on the patron deity. Deities expect their prox
ies ro be rreated with the same awe, respect, and reverence as the
deities themselves

Deities I'.I:'I'L"]'\.-' entrust divine rank o creatures ol IL\\\' |ll_1|.-|lj—
gence. Proxies are most often t‘KL']“PlJ[’\' servants, the best of those
who serve their patron

Sample Proxy of Heironeous
P Hodge Guiley: Male demigod (divine rank 1) Pal20
Medium-size humanoid; HD 2001 0+40; !\p 240; Init +4; .\plf 120
ft.; AC 28 (touch 11, flar-foored 28); Atk +24/+19/+14/+9 melee

1d8+8 P]ll\ 1dé electricity/17- 20, +#3 _;:[Ju\l! touch shock J:M?gm':-l.]-
16 melee (1d8 shield bash, animated bashing large shield); SA

Smite evil, turn undead 5/day; SQ Divine immunities, DR

36/+4, fire and cold resistance 20, spontaneous casting of divine
spells, understand, speak, and read all languages and speak
directly to all being within 1 mile, remote communication,
godly realm, teleport withourt error at will, SR 33, divine aura (10
ft., DC 13), salient divine ability (Gift of Life), aura of
detect evil, divine grace, divine health, lay on hands, electricity
immunity, immortal, remove disease 6/week, roll of 1 is not an
automatic failure, senses extend for 1 mile, remote sensing
(applies to |
sensing of divine rank 0 characters, perform actions relared o

ourage,

girronecuss lL‘[]1I'IJI“|. name, and \\.'15[,-\J1||_1"|_~.'. |1|m k
justice portfolio with DC of 15 or lower as free actions, create
minor magic items related to justice, justice portfolio sense as
Heironeous; AL LG; SV Forr +18, Ref +10, Will +12; Str 16, Dex
10, Con 14, Int 8, Wis 15, Cha 14

Skills and Feats: Concentrarion +10, Diplomacy +10, Handle
Animal +10, Hea
Cleave, Great Cleave, Improved Critical (longsword), Improved
Initiative, Power Attack, Sunder, Weapon Focus (longsword),

+10, Knowledge (religion) +5, Ride (horse) +10;

Weapon Specialization (longsword)

Smile Evil (Su): Once per day, Guiley may attempt to smite evil
with one normal melee attack. He gets +2 on his attack roll and
deals an extra 20 points of damage. Smiring a crearure that is not
evil has no effect but uses the ability for thar day.

Turn Undead (Su): Guiley can turn undead, doing so as a cleric of
two levels lower would.

Divine Immunities: Transmutation, energy drain, ability dr
ability damage, mind-affecring effects, poison, stunning, paralysis,
instant dearh

Aurit of Courage (Su): Guiley is immune to fear effects, magical or
otherwise. Allies within 10 feet of him gain a +4 morale bonus on
saving throws against fear effects.

Detect Evil (Sp): Guiley can use detect evil, as the spell, at will

Divine Grace: Guiley applies his Charisma bonus on all saving

n,

IIII'I\W\. 4| |‘L1.‘. I"I-‘Lh“l‘l 15 illll‘:hl\' !I.F_ll]'(‘ti inio l]h‘ SLAISNCS given
:!!'lu'.-r.l

Divine Health: Guiley is immune 1o all diseases, ||1.1'|ud|n,‘I magi
cal diseases such as mummy rot and lycanthropy

Lay on Hands (Sp): Guiley can heal wounds by touch as a stan
dard action |'.".IL'I‘1 day he can cure 40 hir PII‘iI".[.‘- He can cure him
self and can divide the curing among multiple recipients, He does
not have to use it all at once

Faladin Spells/ Day: 4/4/3/3; base DC = 12 + ‘T'“” level

Possessions: +4 ghost touch invulnerability full plate, +5 animated bash
ing large steel shield, +3 ghost touch shock longsword, boots of striding and
springing, cloak of resistance +1.




PETITIONERS
Some SpIries demonstrate their devotion to their deity by trav-
eling o the deiry's home plane. Those thar survive the frigha

ening, surreal, Jnd dJ]]Hl'[llLlﬂ journey ACTOSS 1'][' pl.]l'lL'?‘
become servants of their deity. While a few may remain disem
bodied spirirs, most become petitioners through the divine
will of their patron deity. These divine petitioners are similar in
many ways to petitioners found elsewhere on the Outer Planes
Depending on the deity, a petitioner may be a calm, untiring
unthinking servant who exists in bliss under the god’s care
Another petitioner may be a slave burning among the hellfires
for sins real and imagined, tortured and evenrually made into a
more powerful instrument of evil. A third peritioner is the war-
rior who battles throughout the day and wenches and drinks
through the evening in grear halls, preparing for the last bartle
of the universe

In _L[l'“x"l'.i], F‘t‘l’l[IL'll'Il'['\ .I]'l}"t'.ll' mn |i]l' i-urm lll.ll lhl", |1.I|’.] \\'hl'l'l
they die
of their p.]r!n'uhr afterlife, In a campaign in which all the gods

, though they may be remade by deities to fit the nature

are lil'.l}.{”n‘;- tor t"\'-i]1511|l‘- penoners may h(‘ remade to |'l‘-‘1't‘|“|"|"
dragons. In the D&D cosmology, most petitioners are humanoid
in appearance

In general, petitioners who become divine servants are crea
tures that originally had ar least 1 Intelligence and 1 Wisdom
lhe I.n“n\\'lrl_._[ creature rypes may become pernoners ijl'Pt'[\L!'
ing on the deity: aberrations, animals, beasts, dragons, fey
giants, humanoids, magical beasts, monstrous humanoids
shapechangers, and plants, oozes, and vermin with sufficient
.IL“IllI}' scores (freants are 1n, assassin vines are out). Constructs
and undead are not usually made into peritioners, though the
spirits of their original forms may be. Elementals and outsiders
tend ro meld with their narive planes, and as such do not
became petitioners. Their spirits may still be called back from
the dead, however,

In terms of game play, petitioners are usually not central fig-
ures. While it may be useful to have the PCs encounter familiar
and now-dead individuals in the court of a deity, in most cases
when a character becomes a petitioner, he or she is dead. The
template
dead characters who are peritioners are later restored to life

resented below is for NPCs, not player characters, If

Llonce .I!_".]Il'. I|'It-{ l'|]]5|!'_' |,'I|..|\|‘l K |I.|I ACLers), Ii]l",' [n-l}'.('[ any ol lih'il
experiences as pettioners.

Creating a Petitioner
“Petitioner” is a template t

1al may I'Il' .ll[LI&'ll o any creature as
determined by the nature of the campaign (referred 1o hereafter as
the base creature). The crearure’s type changes to owsider, and the
creature uses all the base creature’s statistics and r=[_11'|.‘1,i! abilities
eXcept as noted he

Hit Dice: Change to 2d8. Retain bonus hit points.

AC: Natural Armor Class, Dexterity, and size bonuses or penal-
ties apply. Armor bonuses are not applicable

Artacks: Base artack bonus is reduced 1o +2, subject to modifica
Strength

Special Attacks: A petitioner loses all supernatural and spell
like artacks, but retains normal and exceptional attacks,

Special Qualities: A petitioner loses all supernatural and spell
like abilities, but retains exceptional abilities. In addition, it gains
l|1l‘ 1-1'”[‘L\"|n':‘. t]ll,l]"ll'_\.

Mental Immunity: All petitioners are immune to mind-affecting
('1[‘!'['[‘- []'II\ may I'H' L!ul‘ o [I-l(' 'I'ITII]L”!"‘\ narure []l. |hl'|.]' existence,

tions for size anc

devotion to their deities, or being surrounded by a similarly
aligned plane.

Other Immninities J1|'|wn\]mp_ on its nature, the petitioner is
immune to two of the r's_.-”u\\'lrl!.: effects: acid, cold, electricity, fire
poison, petritication, or polymorphing. These immunities are
.lppll-'tl similarly 1o all petitioners of a p;i]'!n'u|;|1' p|;1n|- or deity.

Resistances: Depending on the nature of the petitioner's plane,
the petitioner gains resistance 20 against two of the following
etlects .h'ld, cold, e ectricity, or hre

Planar Commitment: Petitioners cannot leave the plane they
inhabit. They are teleported one hundred miles in a random direc
tion if an attempt is made 1o force them 1o leave.

Additional Special Qualities: Particular planes may provide addi
tional benefits for petitioners of those planes. Typical additional
special qualities may include any one of the following
+ Damage reduction 5/silver and spell resistance .

« Continuous magic circle against evil

* Fast healing 1

* Damage reduction 10/+1

+ Spell resistance 10

* Additional 2d8 Hir Dice

* Remove all immunities and resistances excepl immunity to
mind-affecting effects. Add acid, cold, electricity, fire, and
poIson resistance 5,
Such modifications are the resulr of the nature of the p

the powerful beings within it

ane or

Sawves: Base saving throw bonuses are +3

Abilities: Same as the base creature. Some cosmologies or
sarticularly insecure deities may ser a maximum of 18 for peri
tioner ability scores. Abilities higher than that are reduced ro
|J'|l' maximum.

Skills: Petitioners have no skills. Previous skills are lost

Feats: Peritioners have no feats. Previous feats are lost

Climate,/Terrain: Any land and underground (within the
same plane).

Organization: Same as the base crearure

Challenge Rating: 1|

Ireasure: None.

Alignment: Same as the native plane

Advancement: None

Exceptional Petitioners

The deities may choose ]mllll'uhl servants tor specific tasks that
may remin the knowledge of their previous selves. These excep
1!|'|‘|d| |"l‘|l!|i\|il‘l‘| retain ‘hl' teats .lJ\ll \l\l“‘\ |hl'\' ]'I;I.ll in Ii'l', I'ILI' are
otherwise limited as for the petidoners of their plane.

Sample Petitioner

Ogre Petitioner (Chaotic Evil Plane)

Large Giant

Hit Dice: 2d8+8 (17 hp)

Initiative: —1 (Dex)

Speed: 30 fi

AC: 13 (-1 size, —1 Dex, +5 natural)

Attacks: Slam +6

Damage: Slam 1d445

Face/Reach: 5 ft. by s fr./10 ft.

Special Artacks: None

Special Qualities: Mental immunity, poison immunity, electricity,
fire, acid resistance 20

Saves: Fort +5, Ref +2, Will +3

Abilities: Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7

Skills: None

Feats: None

I:".limmef['vrrain: Any la nd, aquatic, and undvrg:'uum|
Organization: Solitary, pair, gang (2-4), or band (5-8)
('.l!.'i.”l’ug_t- Rating: 2

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: None
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READING THE
DEITY ENTRIES

The next several chaprers include game statistics for dozens ol
deities from fantasy and mythology. Each deity entry is organized

in the same general format, as described below.

DEITY STATISTICS BLOCK

The first section of text contains basic information about the deity,

Name: The first line gives the name by which the deity is gen
erally known. Other names or titles attributed to the deity (if any}
are given immediately below the name

Symbol: A short description of the holy or unholy symbol car
ried by the deity'’s clerics. This symbol is often used on altars or
other items dedicated to the deity.

Home Plane: The portion of the cosmos where the deity
chiefly resides

Alignment: The deity's alignment. Deities {ollow the same
alignments as mortals do; see Chapter 6 of the Player’s Handbook.

Portfolio: The aspects of mortal existence with which the deiry
is most otten associated. Porttolio elements are listed roughly in
their order of importance to the deiry

Worshipers: Those who worship or venerate the deity, roughly
in order of their number and importance to the deity

Cleric Alignments: What alignmenis the deity’s clerics can
have. As noted in the Player's Handbaok, a cleric typically has the
same alignment as his deiries. Some clerics are one step away from
their respective deities. For example, most clerics of Heironeous

twho is lawful good) are lawful good themselves, but some are
l.i.'-\'till ]'ll.'l“'l'.ll. or I)L‘Li'ful Ht!lhj. A I'll'l'jL may not hl' n{‘ll['l'.i] Il]'ll("\"h'
|1i‘v Lll‘l['- 15 |1[‘[|El.||

Il\"{i :!]]gn”'ll'”[‘:\ are '.\'Ilhl]'l one .‘Hl‘!‘ l‘l.i':][']'l Ll‘l]'ll"'l' i" |hl"~' .IP]'H’:IT
adjacent 1o each other horizontally or verrically on the following
chart. Alignments that are adjacent to each other on a diagonal are
not within one step,

Lawful good
Lawful neutral
Lawful evil

Neutral good
Neutral
Neutral evil

Chaotic good
Chaotic neutral
Chaotic evil

Some deities do not accept clerics of all alignments that are within
one step of their own. For example, St. Cuthbert, a lawful neutral
deity, only has lawful good or lawful neutral clerics

Domains: Clerics of the deity can choose from among the
domains listed here. A deity can use any domain spell it can grant
as a spell-like ability usable at will. It also can use any domain
power it can grant at least once per day per divine rank. Turning or
rebuking undead is not a granted power but a cleric class ability. A
deity can turn or rebuke undead only if it has levels in the cleric
class or some spec ial POWEr OVEr unc

Favored Weapon: What weapon the deirty favors. The deity's
s that
cleries cast, such as spiritual weapon, may have effects that resemble

[ [

L'll‘lil 5 _ﬂr.‘Jli.‘I'.I”\.' ‘]‘I':‘h'l [0 LSe SUC || \\'(‘;|]1|1“-., ,||nl certain t.py]

lh'l‘\ wedapon

DESCRIPTIVE TEXT

Immediate

y following the deity statistics block is information
abour what the deity looks like and other general facts

Dogma: The next section of text relares basic tenets of the

deity’s creed or teachings

Clergy and Temples: This rext gives details of how the
deity's clerics act and the types ol In'r|1|1|t‘- or shrines
to the deiry.

GAME STATISTICS BLOCK
The deiry's D&D statistics are presentec
format used to present statistics for any ather D&D game creature

edicated

next. They use the same

All applicable modifiers have been added 1o the deiry's staristics,
||‘\'[l|ll|.h].'._ ;II.'?:I[[\' score [IlLT\.{lel'['.‘\. I."l"[tll"\-l"!' !l'l'l:"l d]\'l[](' T.Jnlﬁ.
bonuses from magical equipment, synergy bonuses, and bonuses
from feats or salient divine abilities,

Deities do not have Challenge Ratings. Entities of this sort are
so far above the realm of mortal heroes that determining their
level of power in re
If you feel the need to calculate a Challenge Rating for a deity, try
adding its total Hir Dice to its divine rank. The result may or may
not be an accurate estimate of what level of characters could chal-
JL'll_l\:l' Fl'll.' _EU‘LI TL'J_"J]'lll('\'N'. you \i]lILJ|L1 nor use '[hl'\ ‘-.h-llll' ngl'

ation to mortals becomes almost meaningless

Rating for determining experience point awards for characters
who do defear the deity, (See Divine Encounters and Experience
Points, earlier in this chapter, for guidelines on awarding experi
ence points in divine encounters

Ihe |1.II.J1[[.IF1|[H at the end of the game statistics block provide
additional information about the deity

Divine Immunities: Any immunities the deity has by virtue of
its divine rank, salient divine abilities, and porifolio

Salient Divine Abilities: A list of the deiry's salient divine abil-
iries. Unique salient divine abilities related to a deiry’s portfolio are
described in the deity entry.

Domain Powers: The domain powers the deity can use. In
some cases, a god has access to a domain power that is irrelevant.
These powers are not mentioned. For example, the Magic
domain power enables clerics to use items thar produce arcane
spells; this power is usually irrelevant when a deity has wizard
levels, so it is usually nor mentioned

Spell-Like Abilities: The deity's spell-like abilities and the
saving throw DC for those abilities. If a parricular spell-like abiliry
is superseded by a more powerful one, only the better one is listed
For example, deities with the Travel domain can use both teleport
(the sth-level domain spell) and leleport without ervor (the 7th-level
domain spell) at will. Because leleport withoul error is strictly better,
with an asterisk are

it's the only one mentioned. Spells marke«

described in Appendix 1 of this book.
."'ipc"a,."]'lny anc H]l(’“-.' Known: |f the lit‘u'_.' has any .~;|wl|{;]~1m]l,:

classes, the number of spells the deity can cast each day and spells

known (for bards and sorcerers) are given here. Because most
deities cast their spells spontaneously (without preparation), lists
of spells prepared are usually nor given

Possessions: Although most of the deities deseribed in this
book are nor provided with a great number of possessions, deities

mn gl']'ll'].ll are \\'l'.[l[h'\.' l'I'l['ILIp]l-I [0 CarTy Jll'!'lul‘ii any |'|-'9|'|.lr|"i
they desire. They usually don't bother to do so, however, because
their own powers are so formidable that carrying such items
wouldn't make them significantly more powerful

A few deities carry favorite items, usually as personal trade
111.'“!\?\. Lrl'll('\‘\ I"!I'Il'l'\.\'lhﬁ' |"|L1|l.*I.I. these items are minor artitacts

ACT 1Tem

with caster levels of 25th

OTHER DIVINE POWERS

H1l‘- section ﬂi-_l Lit'ji\"i L]l'\('l'lp[ll'l]'l ]'i'l.lll'\é [hl,' Hl‘li't'!.'ll .]I_'!]l][ll'\é []‘Il‘

deity has as a resule of its divine starus.

The opening paragraph in this section explains how the deity's
die rolls are affected by its divine status
Senses: The distance out to which the deity's senses are effec

tive (a number of miles equal to its divine rank), plus other facts
related to the deity's ability to perceive events around it.
ated to its portfolio that

Portfolio Sense: The types of events re
the deity senses.

Automatic Actions: The kinds of activities the deiry can per-
deiry can

[orm as free actions. Free actions consume no time. Th
perform them during its turn and still move and act

Create Magic Items: The kinds of magic items the deity can
create without needing an item creation feat. The deity still must
spend time and experience points to create the irems,




he D&D L\aj][hcan i€°a loase collection of gods scattered
acrosstheOuter Planes. Theres no leader deity, and the var-
ious greater, intermediate, and lesser deities are forever
squabbling over territary on the Marerial Plane and élsewhere
Rivalrigs are fierce (partcularly berween Hextor dnd
Heironeous and berween Corellon Larethignand Griumsh)
And it% possible to ascend to godhood-—Vecna figs done so fllrly

recently and St. Cuthbertuscended in a bygone ages =
- " 2 -: £ = %

The D&D ('usmolcgy i& olten c:llled the Grear Wheel because of
how the planes fit together,

. The Great Wheel consists of twenty- seven planes, T'ha',r arey |

Material Plane: The Magerial Plane engompasses the wndﬂ
pmnted in the gore D&D T lcbnpk.v Alrernate Material Pla nes
may exist as well,

- Three Transitive Qlarlen ['h:! Great Wheel contains the
Ethereal Plane, the Astral Blang, and the Plane of Shadow These
planes function as described in'the core rulebooks,

1§ix Inner Planes: Four elemental planes and two LI'ILI'},"
planes are part of the Great. Wheel. The elemental planes are for
the classic elements—five, air, eatth, and warer—while the
energyplanes embody positive and negative energy,

Seventeen Outer Planes: These aligned plines are the homes
of various deities and outsiders, and they ofren have many layers.

The Outer Planes'are: ,cj'f,g" P .

* Heroic Domains of Ysgard Al «
* Ever-Changing Chaosof Limbo
* WindsweptDepthgof Pandemonium

1 l'lermphpu Imnlh the D&Y casmo]mgvcnmam:.
\ the dption far 1 asmany drnupl-mvs as you desire,

JASSEMBL ING THE.D&D
¢ COSMOLOG

The D&D .,|:|:.mu|ug1,r consists of the Fulluwinp_ ele-
ments and arr

Seven Mol

. L.
s L .

- The Material Plane {s at its center.

rayang g myly

“ Janivataved NOIHINYd:@SA IHL

Infinite Lavers of The Abyss
Tarterian Depths of Capgeri
Gray Waste ;:»I' Hinh_-a
Bleak Ere hiry of Gehehtia
Nine Hells.of Baator
Infermal Battlefield of Acheron
Cloelwark N nii of ‘vh.-;lluﬂ;s
Peaceable ams of Aveadia
Heavens of Gelestia
Twin Paradises of Bytapia

sded FieldgnfElystiin

ilderness of the Beastlands
Olympian Gladesof Arborea
Cnncordnm Dnm'un of the Outlands

angements.

TliePlane of Shadow and the Ethereal Plane are
copxistent with the Material Plane. All planes,
including the Plane of Shadow and Ethereal Plane,
are coexistent with the Astral Plane, which envelops
the whole cosmolagy like a cloud.

The six Inner Plahes surround che Material Plane.
They are separate from the Material Plane and

e




Fitus. by D. Cramer

TaBLE 3=1: THE D&D PANTHEON

Favored

Name Domains Rank Alignment Weapon Portfolio

Bahamut Air, Good, Luck, E LG Claw Good dragons, wind
Protection

Boccob Knowledge, Magic, G N Quarterstaff  Magic, arcane knowledge, foresight, balance
Trickery

Corellon Larethian Chaos, Good, G G Longsword  Elves, magic, arts and crafts, music, war
Protection, War

Ehlonna Animal, Good, | NG Longsword Forests, woodlands, flora and fauna, fertility
Plant, Sun

Erythnul Chaos, Evil, Trickery, War | CE Morningstar  Hate, envy, malice, panic, ugliness, slaughter

Fharlanghn Luck, Protection, Travel | N Quarterstaff  Horizons, distance, travel, roads

Garl Glittergold Good, Protection, G NG Battleaxe Cnomes, humor, wit, illusion, gemcutting,
Trickery jewelrymaking

Gruumsh Chaos, Evil, Strength, War G CE Spear Orcs, war, territory

Heironeous Good, Law, War 1 LG Longsword  Valor, chivalry, justice, hanor, war, daring

Hextor Destruction, Evil, I LE Flail Tyranny war, discord, massacres, conflict
Law, War fittness

Kord Chaos, Cood, Luck, | CG Greatsword  Strength, athletics, sports, brawling, courage
Strength

Kurtulmak Evil, Law, Luck, Trickery | LE Spear Kobolds, trapmaking, mining, war

Lolth Chaos, Destruction, Evil, | CE Whip Drow, spiders, evil, darkness
Trickery

Moradin Earth, Good, Law, G LG Warhammer  Dwarves, creation, smithing, engineering,
Protection war

Nerull Death, Evil, Trickery G NE Scythe Death, darkness, murder, underworld

Obad-Hai Air, Animal, Earth, [ M Quarterstaff  Nature, woodlands, freedom, hunting,
Fire, Plant, Water beasts

Olidammara Chaos, Luck, Trickery | CN Rapier Rogues, music, revelry, wine, humar, tricks

Pelor CGood, Healing, G NG Mace Sun, light, strength, healing
Strength, Sun

St. Cuthbert Destruction, Law, I LN Mace Retribution, common sense, wisdom, zeal,
Protection, Strength honesty, truth, discipline

Tiamat Destruction, Evil, L LE Claw Evil dragons, conquest
Law, Trickery

Vecna Evil, Knowledge, Magic L NE Dagger Secrets, intrigue

Wee |as Death, Law, Magic | LN Dagger Death, magic, vanity, law

Yondalla Good, Law, Protection G LG Short sword  Halflings, protection, fertility

from each other (they do not have connections I'l(‘l\\'l'l"l'l Ihﬂﬂ b
They are each coexistent with the Astral Plane. Each of the Inner
[]L“LL':\ hll‘_‘i 'hL' Jpl_‘]'lll:'l'i.]l{' {'IL’“]L’[][JJ or energy rrait.
The Outer Planes are arranged in a great wheel around the
Material Plane. Each Outer Plane is coterminous with the planes
on either side of it but separate from the other Outer Planes. The
exception to this is the Concordant Domain of the Outlands,
which is coterminous with every other Outer Plane and thus a
central hub for dealings between outsiders

The Outer Planes are coexistent with the Astral Plane. They
are separate from the Ethereal Plane and the Plane of Shadow, so
rhl']'i‘ are Jlle.lfll"rl\ o ﬂi'l-l'\.'\lng certain '{]15.'”_& \\'hlll,' on lhl"
Outer Planes. The Outer Planes are made up of related layers,
:lnil [hl' MOSE COMMON AacCess 18 Ihrl]l]gl] 1i1|_‘ [ﬂp Lt\.'l‘l- I,Tl- ‘.LJ\.—]]

plane. The good-aligned planes, also called the celestial planes
are linked by the ]'mlh of the River QOceanus, while the evil
aligned, infernal planes are linked by the path of the River Styx

+ There are a large number of finite demiplanes that connect all
over the place. Individual conduits, freestanding gates, and
vortices are also common

BAHAMUT

The Platinim Dragon, King of the Good Dvagons, Master of the Novth Wind
Lesser Deity

Symbol: Star above a milky nebula

Home Plane: Celestia

Alignment: Lawful good

Portfolio: Cood dragons, wind

Worshipers: Good dragons,
Anyone \|‘1‘|-'.||l|4 Plll|l'l'|'IHI]
|-|'l m l'\'l! LlT.iﬁH“.‘i

Cleric Alignments: LG, NG,

Domains: Air, Good, Luck;
Protection

Favored Weapon: Claw

Bahamur (bah-hahm-ut) is revered in many locales. Though all
good dragons pay homage to Bahamurt, gold, silver, and brass
dragons hold him in particularly high regard. Other dragons, even
evil ones (except perhaps his archrival Tiamat), respect Bahamut
for his wisdom and power

In his natural form, Bahamur is a long, sinuous dragon covered
in silver-white scales that sparkle and gleam even in the dimmest
light. Bahamut's catlike eyes are deep blue, as azure as a mid
summer sky, some say. Others insist that Bahamut's eyes are a
||l'l'\['\.' ”\IJllul'l. |lL(l' [I'll' hl'.‘er l]" a g!.‘l-il'r pl‘rl'l_]rl“ [h(' WO accounts
merely reflect the Platinum Dragon'’s shifting moods

Dogma
Bahamut is stern and very disapproving of evil. He brooks no
excuses o 1-\'|.| acts. In h‘pll:' of I]u&, 'm' 15 among l!u' most compas-
sionate beings in the multiverse. He has limitless empathy for
I]Il' lll‘\.‘-’l1|11h|||l‘|'|. I']h.' l]l‘-l"ll‘u‘\("\hl'\]. .l]l|.|. ll'l-l‘ ]11-1|1||.'~\~_ He urges




his followers to promote the cause of good, burt prefers to let beings
fight their own battles when they can, To Bahamut, it is better to
offer information, healing, or a (temporary) safe refuge mther than
1o rake other's bur

ens upon onesel
Bahamut is served by seven great gold wyrms that often

accompany him or one of his avatars

Clergy and Temples
Bahamut has few clerics and even fewer temples. He accepts only

good clerics. Clerics of Bahamur, be they dragons, half-dragons, or
other beings attracted to Bahamut's philosophy, strive to take con
stant, but subtle action on behalf of good, intervening wherever they

are needed but striving to do as little harm in the process as possible.

Many .‘1"1"- silver, and brass dragons maintain simple shrines o
Bahamut in their lairs, usually nothing more elaborate than

Bahamut's ‘\'\'H'.t‘\.'l SCI ll'l'\i ona \"'-I”

BAHAMUT

Colossal Dragon

Divine Rank: 10

Hit Dice: 53d12+742 (1,378 hp)

Initiative: +4 (Improved Initiative)

Speed: 0 [t., [y 300 f1. perfect, swim 60 [t

AC: 76 (-8 size, +10 divine, +52 natural, +12 deflection

Attacks: Bite +76 melee, 2 claws +71 melee, 2 wings +71
melee, tail slap +71 melee; or spell +76 melee touch or

#55 ranged rouch
Damage: Bite 4d8+21/19-20, c law 2d8410, wing 4d6+10,
il slap 4d6+31; or by spell
Reach: 40 fr. by 80 fi./15 fi
al Artacks: Breath weapons, crush, il sweep

pells, spell-like abilities, domain powers, salienr
li‘\ mne .|[1|]|1n-~

Hpt'l.‘i'.ll Qualities: Divine immunities, fire immunity, DR 45/44,
spontaneous casting of divine spells, understand, speak, and
read all languages and speak directly 1o all beings within 10
miles, remote communication, godly realm, teleport without ervor

at will, plane shift at will, blindsight 10 miles, scent, darkvision,
water breathing, SR 42, divine aura (1,000 fr., DC 32

Saves: Fort +52, Ref +38, Will +51

Abilities: Str 53, Dex 10, Con 39, Int 35, Wis 36, Cha 35

Skills: Alchemy +50, Animal Empathy +50, Bluff +75, Concen-
tration +82, Diplomacy +75, Disguise +44, Escape Arrist +66,
Gather Information +75, Heal +51, Intimidare . Intuit
Direction +51, Knowledge (arcana) +44, Knowledge (history
r44, Knowledge (local) +47, Knowledge (nature) +44, Knowl
edge (religi +44, Knowledge (the planes) +44, Listen +81
Scry +78, Search +75, Sense Motive +79, Spelleraft +78, Spot
+81, Wilderness Lore +51

Feats: Alertness, Blind-Fight, Cleave, Combat Casting, Exper
tise, Flyby Artack, Great Cleave, Hover, Improved Critical

bite), Improved Disarm, Improved Initiative, Power Artack,

Snatch, Wingover

Breath Weapons (Su): Bahamut has three different breath

weapons

Cold: A cone of cold 80 feet long that deals 36d10 points of

damage. A Reflex save {DC 60) reduces the ti.lruug:' by half
Gaseous Form: A swir |||1,p_ mist that fills a cone 80 feet ]L'[]}L Lrea

tures within the cone are stunned and turned into gaseous form for

32 rounds. A Fortitude save (DC 60) nepates the effect
Disintegration: A beam of blue light thar fills an area 5 feer high,
feet wide, and 160 feer long. Creatures are obliterated if they fail a
Fortitude save (DC 60). Creatures who make successful saving
throws still ta
by-s-foot-by-160-foot hole in objects if they fail their saving throws
and deals 18d10 points of damage if they make their saving throws

¢ 18d10 points of damage, The beam blows a 5-foot-

Once Bahamur uses a breath weapon, he must wait 1d4
rounds before he can breathe again, no matter which breath
weapon he has used

Crush (Ex): Bahamut can land on foes as a standard action, using
his whole body to crush them. Crush attacks are effective only
against opponents that are Large or smaller. A crush attack affects as

many creatures as can fit under Bahamut's body. Creatures in the
affected area must succeed at Reflex saves (DC 60) or be p||1|ln'||
automatically, taking 4d8+31 damage each round unril Bahamut
mMoves H:lh.l'l'l'lll[ Can maintain |]1L' ]"l[ﬁ as a ”I.'I[T'l.ll !lE'.ll."PIl' ||1|]Lj‘|

Tail Sweep (Ex): As a standard action, Bahamut can sweep his
rail in a half-circle with a 40-foor diamerer. Medium-size or smaller

creatures within the tail sweep area automatically take 2d8+31
points ol ||_§l11.ll1.',l' and must succeed at Reflex saves (DC 60) to avoid
being knocked down

Doma
rebuke or command air creatures; cast good spe

n Powers: 10/day turn or destroy earth ereatures, or
sat +1 caster level

10/day reroll a die roll once after it is made; 10/day protective ward
(touched subject gains +20 resistance bonus on next saving throw,
maximum duration { hour)

Spell-Like Abilities: Bahamut uses these abilities as a 20th-level
caster, except tor }:(Il'Li. \pf”n. which he uses as a 21st-level caster, The
save DCs are 32 + spell level, Aid, air walk, antimagic field, blade barrier,
breake enchantment, cham lightning, control weathey, control winds, dispel

evil, elemental swarm (as air spell only), entropic shreld, freedom of move
menl, gaseous form, holy aura, holy smite, holy wond, magic circle againsl

evil, mind blank, mivacle, mislead, obscuring must, prismahic sphere, profec-

tion from elements, protection from evil, repulsion, sanctuary, shield other,
spell immunity, spell vesistance, spell turming, summon monster 1X (as good
spell only ), whirlwind, wind wall

Divine Immunities: Ability damage, ability drain, acid, cold,

death effects, disease, disintegration, electricity, energy drain, lire,
mind-affecting effects, paralysis, poison, sleep, stunning, transmuta

Hon; imprsonment, I'I.iﬂl\!'l[nl'!'ll
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Salient Divine Abilities: Alrer Form, Alter Size, Alter Reality,
Avatar, Control Creatures (nonevil dragons, or any dragon with
Cha of 12 or lower), Divine Air Mastery, Divine Blast, Divine
Shield, Extra Domain (Luck), Extra Sense Enhancement (blind-
sight), Shapechange, Spell Immunityt., tUnique ability,
described below.

Water Breathing: As an extraordinary ability, Bahamut can
breathe underwater indefinitely (though as a deity, he has no real
need to breathe), He can freely use his breath weapons, spells, and
other abilities while submerged

Possessions: Amulel of proof against delection and location, bracers
of armor +8, cloak of .i!.\]if.urmrut. cubig gate, ¢ wbe of force, gem of |'=|'|gh!

ness, glove of storing, portable hole, ring of vesistance +5, rod of alertness,
rod of cancellation, and staff of power, Bahamut carries or wears these
items only when he is in humanoid form. The bonuses these items
grant are not reflected in the numbers given above.

Cleric Spells/Day: 6/10/9/9/9/8/7/7/7/7; base DC = 23 +
spell level.

Sorcerer Spells Known (6/9/9/9/8/8/8/8/7
t '\i‘lt'“ level): 0

7: base DC = 22

arcane mark, Jmn‘lrlg ||JI\1'JII\. detecl magic, detect

potson, glmar soum, I'r}!h!. mage hand, Jm'n;friu:. ]ri'|'~!1.h;.:r!|rf1.'r1. L 51—
alarm, detect secret doors, gredase, magn missile, true strike; 2nd—detect
thoughts, knock, locate object, obscure object, shatter; 3vd—displacement,
nondetection, haste, stinking cloud; 4th—arcane eye, hallucinatory ter-
rain, improved invisibility, Otiluke's vesilient sphere; Sth—bighy's inter
posing |imr|i. dnu.ihrl’l’. r|'l'!‘il'lili1‘lli. |=J:"'.'l|i:':|\. Mh- -acid f-t'.ll. .|r|.1h-;r
dweomer, vepulsion; 7th—forcecage, power word stun, prismatic spray;
Sth—maze, mind blank, polymarph any object; 9th—foresight, time
stop, wernd,

Spell Immunity (unique salient divine ability): Bahamuu is
immune to the effect of any spell or spell-like ability of sth leve
or lower

Other Divine Powers
As a lesser deity, Bahamut may rake 10 on any check. Bahamut
treats a 1 on an attack roll or saving throw normally and not as an
automatic failure. He is immortal

Senses: Ba
hear, touch, and smell at a distance of ten miles. In addition, he has
|?|||||l‘!”.'_||' oa |-“'|J.'|{' \-"1 10 1]”[["' J[Ill can see¢ ]|'|'h'|5|.hll' ||]1l] l":]l'l'l';]J

wamut can see (using normal vision or darkvision),

creatures within 1,600 feer (as a see insibility .\pn-” that is con
stantly active), As a standard action, he can perceive anything
within ten miles of his worshipers, holy sites, objects, or any loca
tion where one of his titles or name was spoken in the last hour. He
can extend his senses to up to five locations at once. He can block
the sensing power of deiries of his rank or lower ar up to two
tions at once for 10 hours

Portfolio Sense: Bahamut can sense anything thar affects the

remote loc

welfare of good dragons, so long as the event in question affects ar
least five hundred dragons,

Automatic Actions: Bahamut can use any of his Knowledge
skills as a free action if the DC for the rask is 20 or lower. He can
orm up to five such free actions each round

Create Magic Items: Bahamut can create armor and protective
items, such as a ring of elemental resistance, and items that control air,
such as a ring of air elemental command or a censer of contolling air ele

mentals, as long as the item’s market price does not exceed 30,000 gp

el

Avatars
Bahamut visits the world often, usually in the guise of an old, old
man or a l.l”i‘“' \""Hl]] He 15 .l]\\:.ln\"\ .Il'ti'“i]'l_'ll'ljl'll i‘\' an ]hll\lll'
guard of seven great gold wyrms who take the forms of fellow trav
I‘h't‘; o1 ||“l|'|1.||.'\' H.I|1.1I1IL|I L\i'('l“-\ a4 wary eye oul tor Ihl.' ||1.lt'|'|l]'|.|.'
tions ot Tiamat, [.Ii"Lll'lH \'r'l'l.Jll'\'{"[' actions hl‘ Liﬂ':'rllh necessary o
check the spread of her influence and to undo whatever damage
she has done. Bahamut never rurns his back on a lawtul good crea-
ture in peril, bur seldom intervenes directly if Tiamat is not

involved. Instead, he offers hea
Bahamut is the old hermit whose subtle prophecy unlocks a great

ing, advice, or information

mystery ||.'|rl|\."|Lil'.‘IJ: I!]E‘ ]‘ AVErs are wise l'nllllhlh o use .II"Ill ]'I'L'i_I-LE
nize the clue), or the kind stranger who ofters a sale refuge or that
badly needed spell

Bahamut's wanderings have given rise to many bards’ tales, the

best known of which relates a roadside meeting with an unassum
ing old man and his flock of seven trained canaries. None would
have been the WISET, 5aY's the tale, had a band of ogres led b*_.' an ogre
mage not swept down upon the crowd

2 Avatar of Bahamut: As Bahamur except divine rank 5; AC 66
{rouch 19, flar-footed 66); Atk +71 melee (4d8+21/19-20, bite), +66
melee (2¢ ]

B+5, 2 claws), +66 melee (4d6+10, 2 wings), +66 melee
{4d6+31, il slap), or spell +71 melee touch or +55 ranged rouch;
SQ DR 40/+4, SR 37, divine aura (50 {t., DC 27); SV Fort +47, Ref
+33, Will +46; all skill modifs

Breath Weapons: As Bahamut except that save DCs are §5.

Salient Divine Abilibies: Alter Form, Alter Size, Control Creatures
(nonevil dl'.ll_'l.HIN, ar any lil.lj_{ll” with Cha of 12 or less), Divine
Shield, Extra Domain {Luck}, Shapechange

Spell-Like Abilities: Caster level 15th; saving throw DC 27 4

iers reduced by 5

spell level

BOCCOB

The Uncaring, Lovd of All Magics, Archmage of the Deilies

Greater Deiry

Symbol: Eye balanced on a pedesta
l|1'\-ll.|.|.‘ a [‘('I1|.Ij[l||1

Home Plane: The
Outlands

Alignment: Neutral

Porttolio: Magic, arcane
knowledge, foresight,
]'J:ll.ll'll L]

Worshipers: Wizards,
SOrcerers, I..“U.‘\llﬂ'lthl‘-.

]1]1|.|n~.11p|:(‘|~;, sages
. : . e - e J
Cleric Alignments: CN, LN, -
N, NE, NG
Domains: Knowledge, Magic, Trickery
Favored Weapon: Quarterstafl

Fhe deity of magic, Boccob (bock-obb), appears as a handsome
age clad in loose purple garments. Shim
mering golden runes that move and change cover his attire. He
has few followers, but this fact does nor seem to concern him in
the least

man of 1n

leterminat

Dogma

Boccaob is a distant deity who promotes no special agenda, except
proclaiming magic the most important force in the worlc
vital than good, evil, law, or chaos. Most of his clerics observe strict
neutra
above good, evil, law, or chaos and to push back encroachments ol
|_:l‘u'u| or evil

This steadfast moderation in political, ethical, and philosoph-
1L :|[ .ii‘i‘.lll'.‘- earns Hl.'ﬂ'k'i]h‘ .lnl] hl.‘\' r‘n“-'ﬂ.‘.'u'r.«' few '.l'll,'[‘.l[‘n Mever

more

ity. One missal advises Boccob's followers 1o seek balance

theless, Boccob's worshipers are respected for their knowledge
and magical prowess, and their advice is valued (if not always

completely rrusied)

Clergy and Temples
Boccob's clerics favor purple garments with gold trim; many are
cleric/wizards or cleric/sorcerers. Most remain aloof from
worldly aftairs and devote themselves to magical research and 1o
formulating prophecies, They share their know

edge of the




future only !-.leln|.;J'.'. lest someone get the upper hand and upset
the balance. Boccob's clergy actively creates magic items, which
Illn'\ usually sell o anyone with the cash to buy them ”L'.Illu,'
war, Boccob's clerics happily sell magic items to all sides. Many
of Boccob's elerics keep busy rooting out bits of magical lore,
recovering lost magic items, and investigating mysteries. They
adamantly oppose any attempt to destroy a magic item or any
magical place

Boccob's temples are usually located in urban areas. The are
.li\\'.‘iﬂ"\ \\-C'H l‘i"-r[lj‘!('ll ll'\‘.'|[h\l.]]]i{ t'ﬁ“[.‘\h]i" |ﬂ‘|.'|'t-l,‘rl'nl.-l" .]nl’ [hi'\'
house extensive libraries. Most are also well equipped
with various scrying devices. The clergy use them _of% f[7r
to spot infiltrators and keep an eye on the sur /
|'I'l|[||.ll|'|ﬁ area

Visitors 1o a temple of Boccob usually get a
cool greeting at best and are never truly wel
comed unless they have some unusual magic
item to offer for examination or money to

spend on spells, magic items, or information

BOCCOB

Wizard 20/Cleric 20

Medium-Size Outsider

Divine Rank: 17

Hit Dice: 20d8+140 (owsider)
plus 20d4+140 (Wiz) plus
20d8+140 (Clr) (820 hp

Initiative: +12 (+8 Dex, +4
Improved Initiative)

Speed: 60 [t

AC: 79 (417 divine, +8 Dex,
+30 natural, +14 deflection)

Attacks™: Staff of Boceob
+69/ +64/ +59/+54 melee; or
spell +64 melee touch or +65
ranged touch *Always receives
a 20 on attack rolls; roll die to
check for eritical hit

Damage®: Staff of Boccob 1d6+12; or by
spell *Always does maximum damage
(statf 18 points)

Face/Reach: 5 ft. by 5 fr./s ft

Special Atracks: Turn undead 12
domain powers, salient divine abiliries, spell
l;l‘LL' ilhlll:'.["’:-

Special Qualities: Divine immunities, DR 52/+4, fire resistance

‘day,

17, spontaneous casting of divine spells, understand, speak, and
read all languages and speak directly 1o all beings within 17
miles, remote communication, godly realm, feleport without ervor
at will, plane shift ar will, familiar (owls), SR 69, divine aura (17
miles, DC 36)

Saves”: Fort +58, Ref +57, Will +60. “Always receives a 20 on saves

Abilities: Str 24, Dex 27, Con 28, Int 50, Wis 29, Cha 29

Skills®: Alchemy +100, Appraise +70, Bluff +49, Concentration
189, Diplomacy +83, Disguise +82, Gather Information +69,
Hide +71, Intimidate +28, Knowledge (arcana) +127,
Knowledge (architeciure and engineering) +80, Knowledge
geography) +80, Knowledge (history) +100, Knowledge
local) +80, Knowledge (nature) +87, Knowledge (nobility and
royalty) +80, Knowledge (religion) +100, Knowledge (the
planes) +100, Knowledge (undead) +100, Listen +56, Profession
apothecary) +89, Profession (scribe) 489, Scry 4100, Search +80,
Sense Motive +59, Spellcraft +127, Spor +71. *Always receives a
20 on checks.

Feats: Alertness, Brew Potion, Combat Casting, Craft Magic
Arms and Armor, Craft Rod, Craft Staff, Craft Wand, Crafy
Wondrous ltem, Empower Spell, Enlarge Spell, Eschew

Materials, Extend Spell, Forge Ring, Greater Spell Penetration,
Heighten Spell, Improved Initiative, Iron Will, Maximize Spell,
Quicken .‘-pl']| Reach “'I“'“- Sacred .‘~p:-]|_ Scribe Scroll, Silent
Spell, Spell Penetration, Sdll Spell

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain, mind

affecting effects, paralysis, poison, sleep, stunning,
ransmutanion, imprisonment, ]‘-Il'll‘:hn]l‘nl

Salient Divine Abilities: Alter Reality,
Alter Size, Arcane Mastery, Area Divine
Shield, Automatic Metamagic (quicken
wizard spells), Automatic Metamagic (silent
wizard spells), Automatic Metamagic (still
wizard spells), Avatar, Control Creatures (any
creature that can cast a spell or use a spell-like
ability), Craft Artifact, Create Greater Object,
Create Object, Divine Blast, Divine Cre
ation, Divine Shield, Divine Skill Focus
(Knowledge [arcana]), Divine Skill
Focus (Spelleraft), Divine Spellcasting,
Increased hpl-l[ Resistance, Instant
Counterspell, See Magic, Spontaneous
Wizard Spells.

Domain Powers: Cast divination
‘|pl'||"\ at +1 caster level; use hr‘t']l
completion or spell trigger devices
as Wiz3o

.“;Pl:]l-l.ikl.‘ Abilities: Boccob uses
these abilities as a 27th-level caster,
except for divinarion spells, which he
uses as 4 28th-level caster. The save
DCs are 36 + spell level. Antimagic field,
change self, clarraudience/ clayrvoyance, confu-
ston, detect secvet doors, detect thoughts, discern
location, dispel magic, divination, false vision,
find the Fl.:!]r. I'-:rl'\.'_uJ:r. wentify, imbue with uJ:I'”
an  ability, muisibality, legend lorve, muslead, Morden
Ji i kainen's disjunction, nondetection, Nystul's
" undetectable auna, polymorph any objéct, prolec-

tion from spells, screen, spell vesistance, spell turn
g, time stop, e seerng.

Cleric S])l.'".‘-',"'{):!y: 6/9/8/8/8/8/6/6/6/6; base
DC = 19 + spell level
Wizard Spells/Day (Levels 0-21)
8/8/7/4/4/4/3/3/3/3/2/2/2/2; base DC = 30 + spell level

Possessions: The Staff of Boccob combines the [earures of a staff
of the magi, a staff of power, and a +5 defending quarterstaff

Caster Level: 25th; Weight: 5 [b

/9 /9/9/9/8/8/

Other Divine Powers

As a greater deity, Boccob sutomatically receives the best possible
result on any die roll he makes (including attack rolls, damage,
checks, and saves). He is immortal

Senses: Boccob can see, hear, touch, and smell ar a distance of
scventeen ['I'l]li"\. Asa "['-U'Id.]]'d acron, h'!' can perceive -H'I\"|h|.||g_
within seventeen miles of his worshipers, holy sires, objects, or any
location where one of his titles or name was \l.\-'l'\l\'l'I'L in the last
hour. He can extend his senses 1o up 1o twenty locarions at once
He can block the sensing power of deities of his rank or lower at up
to twa remote locations at once for 17 hours

Portfolio Sense: Boccob senses all magic use (spellcasting, item
use, spell-like ability use, or magic item creation) seventeen weeks
before it happens and rerains the sensation for seventeen weeks after
the event occurs. He has a similar ability 1o sense the discovery,
recording, or sharing of any spell or bir of arcane knowledge. He
likewise senses any prophecy or prediction of the future (whether
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accurate or not) and any event that alters the balance of good, evil,
law, and chaos in the cosmology

Automatic Actions: Boccob can use any Knowledge skill, even
those he has no ranks in, as a free action if the DC for the task is 30
or lower. He can use Knowledge (arcana) or Spellcraft as a [ree
action if the DC for the rask is 47 or less. He can prriiu m up (o
twenty such free actions each round

Create Magic Items: As the deity of magic, Boccob can create
any kind of magic item

Avatars

Although Boccob can have up to twenty avatars at once, he seldom
deigns to use them. Boccobs avatars look much like he does: hand
some, male humans who appear to be in their prime. They wear
Howing purple garments trimmed with gold

% Avatar of Boccob: As Boccob except divine rank 8 AC 61
touch 31, flat-foored 53); Atk +60/+55/+50/+45 melee (1d6+12,
Staff of Boceob) or .‘ii“L‘l! +55 melee touch or +56 l'.l[]Hl'LI touch; SQ DR
43/+4, fire resistance 28, SR 40, divine aura (800 ft., DC 27}, SV Fort
+49, Ref +48, Will +51; all skill medifiers reduced by 9

Salient Divine Abilities: Alter Size, Arcane Mastery, Automatic
Metamagic (quicken wizard spells), Automatic Metamagic (still
wizard spells), Conirol Creatures (any creature that can cast a spell
or use a spell-like ability), Divine Shield, Divine Spellcasting,
Instant Counterspell, See Magic, Spontaneous Wizard Spells.

Spell-Like Abtlities: Caster level 18th; saving throw DC 27 4
spell level

Creator of the Elves, The Protector, Protector and Preserver of Life, Ruler of
All Elves

Greater Deiry

Syml}n]? ‘\Ill\'l."l' Crescent moon

Home Plane: Arborea

Alignment: Chaotic good

Portfolio: Elves, magic, arts and
crafts, music, war

Worshipers: Elves half-elves, bards

Cleric Alignments: CG, CN, NG

Domains: Chaos, Good, Protection,
War

Favored Weapon: Longsword.—#=

Tllui. by D. Cramer

I'he ils'i'\u‘ ol -.‘|\'1.‘-. Corellon [.:!i':‘llll:ﬂl Loy d.‘h lon L‘lh reth-ee yen),
usually appears as an androgynous elf clad in a sky-blue cloak and
armed with a longbow and longsword. He also wears a large, circular
Jl'llllll" []'l.l[ hl'.]f\' lli\ Crescent moon \\'I]]hl'll. l!l‘ h,]“ a ]iTi]l' .l['l.nl \\'.'1‘[

look about him, and his movements are both swift and graceful

‘jtﬂ'l'ilﬂn l..i'l'l'l.l'l'l.'ll'l 15 ||'|l' creator _In{l 'F‘rL][l'l'Il.‘-[ L]-l- Ihl' I'l‘.'L'n
race. He governs those things held in highest esteem among elves
such as magic, music, arts, crafts, poetry, and warfare, Gruumsh,
the deiry of orcs, is his nemesis, and it is because of Corellon's
batile prowess that Gruumsh is called “One-Eye,

“ﬂt]lil-l
Corel
also remains alert to any taint of evil among the elves, and he seeks
o stamp out any {-n| influence the moment it appears, Corellon
played a leading role in the schism that ultimately resulted in the
banishment of the drow underground

Corellon spurs his people toward self-reliance, vigilance against
danger, and appreciation of the world's beauty. It is Corellon's
influence thar leads elves to study magic and swordplay for the
duration of their long lives, to serve as guardians and caretakers of
the forests, and to appreciate aesthetic pleasures in spite of their
warrior hi'l'"ﬂ‘l._“f.

on concerns himself with all aspects of elven welfare, He

Clergy and Temp
Corellon's clerics often wear blue cloaks, They serve as leac
teachers, diplomats, and generals in elven communities. They train
others in the arts of combat and magic while honing their own

L ]

ers

skills, and they serve as mediators in any disputes that may arise
from the elves' independent lifestyle. They usually seck to main
tain cordial relarions with other good, sylvan creatures

Corellon’s temples can be located anywhere elves live, usually in
sylvan woodlands, Though always beautiful and designed to blend
in with the surrounding landscape, they are invariably both srurdy
and defensible. They are often placed on hilltops, river crossings,
and other locations of strategic significance. Living plants or trees
are always included in a temple of Corellon, either as decoration as

part of the structure.

CORELLON LARETHIAN

Fighter 19/Wizard 20/Cleric 10

Medium-Size Oursider (Chaotic, Good)

Divine Rank: 19

Hit Dice: 20d8+140 (outsider) plus 19d10+133 (Frr) plus 20d4+140
Wiz) plus 10d8+70 (Clr) (993 hp)

Initiative: +21, always first (+17 Dex, +4 Improved Iniriative
supreme Imitiative)

Speed: 60 fi.

AC: 87 (+17 Dex, +19 divine, +32 natural, +9 deflection)

Attacks™ +5 keen speed chaotic longsword +91/491/486/4+81/476
melee; or +§ mighty chaotic distance speed composite longbow (+10 Str
bonus) with +5 arrows +90/490/+90/+85/+80/+75 ranged; or

| +74 melee rouch or +81 r.u‘ng.ni touch *Always receives a

'\l'l
20 on attack rolls; roll die 1o check for critical hit

Damage®: +5 keen speed chaotic longsword 1d8436/15-20; or +5
mighty chaotic distance speed composite longbow (+10 Str bonus)
with +5 arrous lL].‘\'I_’_', 19-20/%3; or by _».pu:]

Always does maxi
mum damage (longsword 44 points, longbow 30 poinis).
Face/Reach: s fr. by 5 fi./s fi.
!ipt'l.‘j.ﬂ Artacks: Turn undead 12/day, domain powers, salient
divine abilities, spell-like abilities.
Special Qualities: Elf traits, divine immunities, DR §2/+4, fire
resistance 39, Spontaneous casung of divine \]‘Pl‘”‘-. understand,
speak, and read all languages and speak directly to all beings
\'«'I!hl[\ 19 “\JIL'!\'. remote communication II.:LIL“\' I'L‘.I]l'l'l. rl'III'J'I'Ir
without evvor ar will, plane shift ar will, familiar (cats), SR 51,
divine aura (19 miles, DC 37
ves”: Fort +82, Ref +92, Will +84. "Always receives a 20 on saves
lities: Str 30, Dex 44, Con 24, Int 35, Wis 29, Cha 29
lls*: Alchemy +70, Appraise +36, Balance +54, Bluff +44, Climb
#51, Concentration +78, Craft (bowmaking) +95, Craft (weapon-
smithing) +95, Craft (woodworking) +95, Diplomacy +63,
Disguise ++4, Escape Artist +52, Handle Animal +44, Hide +63,
Intimidate +46, Jump +69, Im.m']mlgc (arcana) +83, Knowledge
igion) +83, Listen +67, Move Silently +52, Perform +44, Ride
+54, Scry +54, Search +71, Sense Motive +65, Spellcraft

re
-hl\l'.‘-('
68, Spot +67, Swim +51, Tumble +56, Use Rope +47 Wilderness
Lore +57, *Always receives a 20 on checks
Feats: Blind-Fight, Combat Reflexes, Crafi Rod, Craft Wand,
Craft Wondrous Item, Deflect Arrows, Divine Might, Dodge,
Expertise, Forge Ring, Greater Spell
Penetration, Improved Crirical {composite longbow), Im
proved Critical (longsword), Improved Disarm, ]m|1[m.'m]

A
Eschew Materials

Initiative, Improved Trip, Improved Unarmed Arack,
Martial Weapon Proficiency (compaosite longhow), Martial
Weapon Proficiency (composite shortbow), Martial Weapon
Proficiency (longbow), Martial Weapon Proficiency {long
sword), Martial Weapon Proficiency (rapier), Mobiliry, Point
Blank Shot, Power Attack, Precise Shot, Quick Draw, Quicken
Spell, Rapid Shot, Reach Spell, Sacred Spell, Scribe Scroll, Spell
Penetration, Spring Artack, Still Spell, Superior Expertise,




Irack, Weapon Focus (longsword), Weapon Focus (composite
longbow), Weapon Specialization (longsword), Weapon Spe

| K I P
cializarion (composite longbow), Whirlwind Artack

Elf Traits: +2 racial bonus on Will saves against enchantment
1t vision; entitled to a Search check when
within 5§ feer of a secrer or u'unl'-'_alcd |||n'||' as [|':u[|_‘l_]1 ac :|\'g'|.\

\|‘u|lk or effects; low |i}.‘.
1| lnllil“![ tor it

Divine Immunities;: Ability damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain,
I!‘.ind .II“‘L‘\'“”_L', I:.".[I.'L-E?". Fl\il.ll\."‘.\l". Pi‘i'\i"[!, '\lll'l'|]|. .‘-'[llﬂ]'lln'_:. ransmauta
fon, ||'|'|F‘|I‘v.||'|||'|l'l':l, L‘.l”i‘vhl'lll'l'nf

Salient Divine Abilities: Alter Form, Alter Reality, Alter
Size, Annihilating Strike, Arcane Mastery, Area Divine Shield,
Automatic Metamagic (quicken wizard spells), Avarar, Battle

sense, Control Creatures (elves), Create Greater Object, Create
Object, Divine Archery, Divine Blast, Divine Celerity, Divine

Creation, Divine Shield, Divine Spel
Focus (longsword), Divine Weapon Specialization (long
sword), Extra Domain (Chaos), Gift of Life, Longsword

casting, Divine Weapon

Finesset, Spontaneous Wizard Spells, Supreme Initiative
TUnique ability. described below.

Domain Powers: Cast chaos spells ar +1 caster
level; cast §L1lll| \I‘L']|"~ at +1 caster level; 19/day
protective ward (touched subject gains +10
resistance bonus on next saving throw,
maximum duration 1 hour

Spell-Like Abilities: Corellon
uses these abilities as a 29th-level
caster, except for chaos spells
and good spells, which he
uses as a 30th-level caster.

I'he save DCs are 38
S

bjects, antimagie field,

Il level. Aid, animat;

bMade barrvier, chaos
hammer, cloal:  of
chaos,  dispel ¢vil,
dispel law, divin
power, flame strike,
haly aura, holy smite,
|n:|'| word, magu
civcle agamst evil,
magic circle against
law, magic vestment,
magic weapon, mind

blank, power word,

blind, power word, kill,
power waord, stun, pris
malic sphere, profection from
elements, protechion from evil,
profection from law, 1.'||::af\|.l||,

sanctuary, shatter, shield other, !

spell immumily, spell vesistance, spiy

ihual weapon, summon monster IX
as chaos or good spell only), word /
|'!_h|l_l1.
Cleric Spells/Day: 6/8/
&/6/5 base DC = 21 + -w['ll'” level
Wizard Spells/Day (Levels 0-12): 4/7/6/6/6/6/5/5/5/5
2/2/%; base DC = 21 + spell level

Longsword Finesse (unique salient divine ability): Corellon
can apply his Dexterity bonus to attacks he makes with any long
hat he can wield in one hand

Possessions: Corellon carries Sahandrian, a +5 langsword with
the keen, speed, and chaotic special abilities

Caster Level: 25th; Weight: 6 b,

sword |

Corellon also carries Kalwynrian, a +5 mighty composite longbow

#10 Str bonus) with the chaotic, distance, and speed special abilities,
Caster Level: 25th; Weight: 3 1b

Other Divine Powers
Asa Breater deiry, Corellon .Ill[nll‘l'l.tllx'.lll\ receives the best Pll\hﬁ]"]l'
Il"v!ll[ on any Lill' Ill“ |H' Iﬂ.l]\.l."\ I,1|1|.'|l|ti|111_'| J[[.]l'I-i IllJl\. l[.]|l1,|',}i:
checks, and saves). He is immortal
Senses: Corellon can see (using normal vision or low-light

Vi1S10n |, hf.l[. lL‘llLIL .Jll\J ‘.\'[“L‘l] ata Lll_\[.lnl'l' ni. nineteen m]lc-._ Asa

5 ol
here one of his
titles or name was spoken in the last hour. He can extend his

standard action, he can perceive anything within nineteen mil

his worshipers, holy sites, objects, or any locarion w

senses to up to twenty locations at once. He can block the sensing
power of deities of his rank or lower at up to two remote
at once for 19 hours

Portfolio Sense: Corellon senses anything thar affects elven
welfare nineteen weeks before it JI:JF‘|'\1‘IH and retains the sensa-

ocations

tion for nineteen weeks after the event occurs. He is similarly
aware whenever elves engage in arts or crafts, cast spells, or
make war.

Automatic Actions: Corellon can use Craft (bow
making), Craft (weaponsmithing), or Craft (wood
working) as a free action if the DC for the task is 30

or lower. He can perform up to twenty such free
actions each round

Create Magic Items: Corellon can create any light
or medium armor, any simple or martial weapon,
any wand or staff, and any item related to wood
cralt or HI['.I|I!1 stich as a cloak H] |'||'|'|-|f.'||J.l'
Avatars

Corellons avatars are usually but not always male
They usually appear as e
[F1

ves but occasionally

ke the || srm of other sylvan creatures such as
centaurs, l.ll'k'.‘l‘J.-. PIXIes, Or reants. He sends
his avatars to patrol the barders of elven
I.Im:k o I‘ZL'L"P \“‘1L'|'I‘I'| \\.'.Ih'll OVET l't\-'l'l'l
crafters and leaders.

P Avatar of Corellon: As
Corellon except divine rank
9; AC 67 (touch 48, flat
toored 500 Ack +81/+81/
f+66 melee

(1d8+2
J_'{','Jr ']‘t'l':E chaoti
P'l longsward) or

¥ +80/+8B0/+80

1520, +5

ol

+785/+70/ 465
IJ!1.|J_l'\i (1d&+22)
19-20/%3, +5 mighty
chaottc distance ql.'.'.f com

posite longhow [+10 Str

bonus] with +5 arrows) or

-|u'|| +64 melee touch or +71

ranged touch; SQ DR 44 /+4, fire

resistance 29, SR 41, divine aura (900

ft., DC 27); SV Fort +72, Ref +82, Will +74;
all skill modifiers reduced by 10

Salient Divine Abilities: Arcane Mastery, Auromatic Metamagic

(quicken wizard spells), Battlesense, Control Cre:

Divine Archery, Divine Blast, Divine Shield, Divine Spellcasting,
Divine Weapon Focus (longsword), Divine Weapon Specialization
| |I'le:“1 Uu\lli s I.llhj,"-“'l ird | inesset, 'ﬁ].‘nlll[.ll'll.'ulh Wizard ‘55n‘“:~'.
TUnigue ability, described above

Spell-Like Abilities: Caster leve

spel

ures (elves),

19th; saving throw DC 28 4
level. Without the Extra Domain salient ability, Corellon’s

e |
=
8
&
=
g




Tltis. by D. Cramer

avatar loses access to the Chaos domain and the spell-like abilities
animale objects, chaos hammer, clonk of chaos, dispel law, magic civele
against law, prolechon from law, shatler, summon monster IX, and word

of chaos,

EHLONNA

Ehlonna of the Fovests, Goddess of the Woodlands
Intermediate Deity
Symbol: Rearing unicorn
Home Plane: Beastlands
Alignment: Neutral good
Portfolio: Forests, woodlands,
flora and fauna, fertility
Worshipers: Elves, pnomes,
half-elves, Il.a]”llu!:\. Fingers,
druids, hunters, farmers,

woodcutters i -E%_
(.l(‘ul'l.t' .—\!ngm_m-nrs. - ]

CG, LG, NG d-_,
Domains: Animal,

Good, Plant, Sun
Favored Weapon: Longsword

Ehlonna (eh-loan-nuh) somerimes appears as a raven-haired
human and somerimes as an elf with golden tresses. Her garb
Varies, T']“J:U“J_-‘- H’m‘n I'l'lt' '\'l'r\'lt'l':li'l[l' l.'][l[l'll]'lJ_I i"l‘:] J.i"'l'l'h“'r or f.'IJ'I‘LH.'[
to the delicate gown of an elven princess, but it is always pale
gl'l'l'[‘,, E'h]UnTI.I \\'.I[l']'ll“- over .'Il” Hl\l’d FL'UFII' \.\'hﬂ ll.\.'l' in ||IL' ll‘['l'.‘;l.
love the woodlands, or make their livelihood there

Jogma

Ehlonna watches over all good people who live in the forest, love
the woodlands, or make their livelihood I|1r.'|'|' She likewise pro-

rects lorests .][lLJ w-nu“;md\ trom (Il“\l'l'LI.l'Hl]]'l OF OVertse.

N-=
i
\

Balcony

1. Main Worship Area
2. Catwalk (gaps in the wall can serve as arrowslits)
1. Balcony (overlooks area't)

S Parapet (with murder hnlm:—l_

Ehlonna exhorts her followers to live in harmony with their
\L'Ul'“.“.!lhl hl‘"'lL'fn l.ll\l]'lj.'I Ulli\' '|\'J1.|l t[]L'\.' llL'(.'L] rht‘ I:.‘L‘lll]"\' |.‘I [hl'
forest, |'.]1lu[ln.l fead |11'-\, 1S a !_'I“ 1o be ¢ |\|'t|ﬂ]l1'\’ .Imi .I|!}‘Il'\'l.||l‘||.
not a treasure o be coveted or looted

Clergy and Temples

Ehlonna's clerics usually choose serviceable anire of forest green
They live in forests and keep on friendly rerms with the local
rangers, druids, elves, and fey. They keep guard against encroach
menits h"p l"n‘ll i('lk lif}"J.'.L'l—?\u i]lld ll"lll'l"‘i \\'!ll.' \\'LFH[\' L‘K["h.‘ll' .|hl| rLi
any woodland. When confronting anyone who would despail a
forest, they tend to be gentle bur firm, ar least ar firse. 1f the
invaders persist, Ehlonnas clerics can be ruthless in driving them
out. Many of Ehlonna’s clerics take it upon themselves to teach
wooderaft, plant trees, or both

Woodland temples to Ehlonna are often open-air affairs with
only trees for a roof. Small shrines to her are occasionally found in
forest villages.

EHLONNA
Ranger 20/Druid 10/Cleric 10
Medium-Size Outsider
Divine Rank: 15
Hit Dice: 20d8+160 (outsider il]||~. 20d104160 I\';.‘J 1 plllu 10d8+80
(Drd) plus 10d8+80 (Clr) (1,000 hp
Initiative: +16
Speed: 60 ft.
AC: 78 (+16 Dex, +15 divine, +28 natural, +9 deflection
Att

danaing haly dagger +6

ks: +5§ dancing defending longswond +69/+64/+59/+54 melee, +8

8/+63 melee, or +5 mighty holy composite long

bow (+9 Str bonus) with +5 arrows +84/+84/+79/+74/+69 ranged; ot
spell +59 melee touch or +65 ranged touch

Damage: +5 dancing defending longsword 1d8+15/17-20,
holy dagger 1d4+10/19-20, or +§ mighty holy composite longhow (+9
Str bonus) with +5 arrows 1d8+19/19-20/%3; or by spell

#5 diam ng




Face/Reach: 5 (1. by 5 [1./5 b plants, shambler, endure elements, heal metal, seaving light, five shield,

Special Attacks: Turn undead 12/day, domain powers, salient flame strike, fore seeds, sunbeam, siunburst, prismatic sphere.
divine abilities, spell-like abilities Cleric Spells/Day: 6/8/7/6/6/5; base DC = 19 + spell level
Special Qualities: Divine immunities, DR S0/44, fire resistance Druid Spells/Day: 6/7/6/5/5/4; base DC = 19 + spell level

Ranger Spells/Day: 6/5/5/5; base DC = 19 4 spell level

15, spontaneous casting of divine spells, under-

stand, speak, and read all languages and speak S N Possessions: Ehlonna’s tavorite weapon is Jenevier, a +5 mighty
directly to all ]11'|I1|_‘_‘~ within 15 miles, remote " i comipostte I',lHII-:F‘l'Il" #9 Str bonus) of [‘-1'1' white wood. 1t has the
communication, godly realm, teleport without il o holy special ability.

ervor at will, plane shift ar will, favored enemies Caster Level: 20th; Weight: 3 [b
goblinoids +5, dragons +«4, @
giants +3, beasts +2, magi
cal beasts +1), nature sense,
resist nature's lure, low
light vision, trackless step,
venom immunity, wild shape
Small, Medium-size, or Large
4/day), woodland stride, SR 47,
divine aura (1,500 fr., DC 33

Saves: Fort +55, Rel +63, Will 456

Abilities: Sir 31, Dex 42, Con 27, Int
26, Wis 29, Cha 29.

Skills*: Animal Empathy +67, Blufl
+42, Concentration +56, Craft
bowmaking) +48, Craft (wood
warking) +48, Diplomacy 4586,
Handle Animal +64, Heal +64
Hide +69, Intimidate +44, Intuit
Direction +52, Knowledge (arcana
+33, Knowledge (nature) +76
Knowledge (religion) +33, Listen
+64, Move Silently +69, Profession
{herbalist) +82, Ride (horse) +55,
Sery +46, Search +61, Sense Motive |
42, Spellcraft +56, Spor +64,
Swim +35, Wilderness Lore +73.
.".lw.l','_k receives a 20 on checks.

Feats: Alertness, Combar Casting,
Combar Reflexes, Hn-.]l_n:, Far Shor, Improved
Critical (composite longbow), Improved Critical
longsword), Improved Initiative, Improved Two
Weapon Fighting, Mobility, Point Blank Shor,
Precise Shot, Quick Draw, Quicken Spell, Rapid
Shot, Shot on the Run, Spring Artack, Siill Spell,

Ut |]J‘4 [ hwine ! owers

As an intermediate deity, Ehlonna automari
cally receives a die result of 20 on any check
She treats a 1 on a saving throw

or attack roll normally and
not as an automatic failure

She is immortal
Senses: Ehlonna can
spoken in the last hour. She can ex

see (using normal
vision or low-light

l'i.‘ilﬂ]'ll. hl'.H'. '[\'TI.J{'l'l.
.uul smell at a distance of
fifteen miles. As a standard

action, she can perceive any-
thing within fifteen miles of
her worshipers, holy sites,
objects, or any location where

one of |I:‘I |Illl'\ Or name was

tend her senses to up to ten locations
at once, She can block the sensing power
of deities of her rank or lower at up to rwo
remote locations at once for 15 hours

Portfolio Powers: Ehlonna senses any-
thing that affects a woodland’s welfare the
instant it happens and retains the sensation
for fifteen weeks after the event occurs
Any living tree can be the focus for Ehlonna's
remote sense "ulhl remote commumnication power.
Automatic Actions: Ehlonna can use Craft
woodworking), Knowledge (nature), Profession

M herbalist), or Wilderness Lore as a free action if the

o DC for the task is 25 or lower. She can perform up
Track, Weapon Focus (composite longhow), Weapon to ten such free actions each round
Create Magic Items: Ehlonna can create any light or medium

armor, any simple weapon, any bow, and any item related to wood

Focus (longsword)

Divine Immunities: Ability damage, ability drain, acid, cold craft or stealth, such as a eloak of elvenkind, as long as the item’s
death etfects, disease, dl.nl:llll'pr.iiinn. electriciry, Energy drain market price does not exceed 200,000 Ep
mind-affecting effects, paralysis, poison, sleep, stunning, transmura
rion, imprisonment, banishment. Avatars
Salient Divine Abilities: Alter Reality, Area Divine Shield Ehlonnas avarars vary in appearance, just as she does, She sends
Avatar, Call Crearures (animals), Call Crearures (unicorns), Control them to watch over woodlands and to remonstrate with beings
Creatures (fey), Create Greater Object, Creare Object, Divine who despoil woodlands or harass their residents
Archery, Divine Blast, Divine Ranger, Divine Shield, Divine Weapon 9 Avatar of Ehlonna: As Ehlonna except divine rank 7; AC
Focus (composite longbow), Extra Domain (Sun), Gift of Life, Grow 62 (touch 42, flat-footed 46); Atk +61/+56/+51/+46 melee
Creature (animals), Mass Divine Blast, Mind of the Beast. (1d8+15/19-20 -5 dancing defending longsu ulcl']. +60/+455 melee
!h‘lrn:lin Powers: 15/day use animal friendship; cast good spells (1d4+10/19-20, +§ dancing holy dagger); or +76, [471/+66/+61
+1 caster level; 15/day rebuke or command plant creatures; ranged (1d8+19/%3, +5 mighly haly composite lo fILfnn' (+9 Str bonus)
15 a| 1y greater urning with +5 arrows); or spell +51 melee touch or +57 ranged touch; SQ
%pt"” Like Abilities: Ehlonna uses these abilities as a 25th-level DR 42/+4, fire resistance 27, SR 38, divine aura (700 fr., DC 27); SV
caster, except for good spells, which she uses as a 26th-level caster. Fort +47, Ref +55, Will +48; all skill modifiers reduced by 8.
The save DCs are 34 + spell level Calm amimals, hold animal, domi- Salient Divine Abilities: Call Crearures (animals), Call Crearures
nate animal, repel vermin, commune with nature, antilife shell, animal unicorns), Divine Archery, Divine Ranger, Divine Shield, Divine
~Jr.||1u'~. ereepeng doom, shapechange, protection from ewl, wid, magic circle Weapon Focus (composite [.-::#lmw Extra Domain (Sun), Grow
agarnst ewl, holy spute, dispel evil, blade barrier, holy word, holy aura, Creature (animals), Mind of the Beast
stummon monster 1X (as good spell only), entangle, barkskin, plant Spell-Like Abtlities: Caster level 17th Saving throw DC 26 +
growth, control plants, wall of thorns, repel wood, changestaff, command spell level

Pr30am) 4 54 S
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filus. by D. Cramer

ERYTHNUL

The Many
Intermediate Deity
Symbol: A hall-demon, hall
]‘l'.ll' lTI..-E.‘-L
Home Plane: Pandemonium
:\lignmfnt; Chaotic evil
Portfolio: Hate, envy, malice,
panic, ugliness, slaughter &
Worshipers: Barbarians, fighters,
rogues, looters, outlaws
Cleric Alignments: CE, CN, NE
Domains: Chaos, Evil, Trickery, Warg
Favored Weapon: Morningsiar

T'he deity of slaughter, Erythnul (ehepilh-null), is a terrible sight 1o
behold. He usually appears as a hugmam with knotred muscles and a
blocky frame. His skin is mottléd and ruddy, almost as though
blood pozes from his pores. In baitle, his features change between
human, gnoll, bugbear, ogre; anditroll. This mutable form is
reflected in his title, The Many. Hewields a two-handed morning-
star in barile. This weapon has a perforated stone head thar makes
I['Ighlt'[lll]\u ‘\l‘l]f'.llk \‘»’lll'lll'\'l'l Er \'t!.]”lll. SWINgs i

Dogma
Erythnul is a brutal deity who delights in panic and slaughter. In
civilized lands, his followers (including evil lighters, barbarians,
and rogues) form small, criminal cults. In savage lands, evil barbar-
ians, gnolls, bugbears, ogres, and trolls commonly worship him,
Erythnul admonishes his followers to shed blood for its own
sake, 1o cover whar is not theirs, and to destroy anyone who would
deny them anvthing. He further urges them to bring ugliness and
strife to pleasant locales
To take something away from someone else—especially from
a rival—is an exalted act in Erythnul’s eyes. Foes who cannot be
killed should be maimed, and that which cannot be stolen should
be Ll{‘ﬁll'tl‘l ed.

Clergy and Temples

Erythnul’s clerics favor rust red or bloodstained garments. They are
cruel, sadistic, and hateful. They maintain a low profile in most ciy
ilized lands. In savage areas, members of the priesthood are known
as hll“'l('.\ .'I'I'ILl I'I'Ill'l'lll"l'ULI.‘\' yrants. I.hl‘\ !ll\.'L' Lo dl'[‘]l-L' 11L'.|lt1JtL||
things and 1o disligure attractive people

Anyplace where great bloodshed or a spectacular act of cruelry
hH.‘\ \)l't'“'l'l'l'd 15 ll'l't‘vllli"ll'hi i |'|i?'|\' sire .II'ILi an l'\i'l"”l'“r I|'l'|.|l ¢ lora
temple dedicated to Erythnul. In the countryside, Erythnul’s fol-
lowers build squat, unsightly fortresses in places where battles,
_In‘.[]ll'_\'ht'h Or MAassacres |'|.]\.'l' LJL'l'll]'rl'\l In lJI'i'I_J]'I areas, i‘_l'\'lhl]ll].\'
temples are usually hidden in seedy sections of cities, preferably
on sites \'-'l'll'l'l' hLJl"I'lI."lL’ crimes ]'I.I\"f hnl}"l:lL'i]l'il

ERYTHNUL

Barbarian 10/Fighter 10/Rogue 10/Sorcerer 10

Medium-Size Outsider (Chaotic, Evil)

Divine Rank: 15

Hit Dice: 20d8+220 (outsider) plus 10d12+110 (Bbn) plus 10d 10+ 110
(Ftr) plus 10de+110 (Rog) plus 10d4+110 {Sor} (1,250 hp)

Initiative: +15, always first (+11 Dex, +4 Improved Initiative,
Supreme Initiative)

Speed: 70 {1

AC: 73 (+11 Dex, +15 divine, +28 natural, +9 deflection)

Attacks: Large +5 unholy chaotic frightful mornimgstar +81/476/47
m('ll'[‘: or ‘\'Fll'.'” #71 'I'l'll'll'l' [UI.lL'h Or +606 l'.]]'l!_!l'd ]L"lIL-I'.I

Damage: Lavge +5 unholy chaotic frightful mormmgstar 2d6+46/19-20;

1/+66

or ["\ :i}u'”

Face/Reach: 5 ft. by 5 fi./5 fi

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities, sneak attack +5de, crippling strike

Special Qualities: Divine immunities, DR 50/+4, fire resistance
15, understand, speak, and read all languages and speak directly
to all beings within 15 miles, remote communication, godly
realm, teleport withou! ervor at will, plane shift at will, familiar
(boars), traps, uncanny dodge (cannot be flanked
traps), SR 47, divine aura (1,500 fr., DC 33

Saves: Fort +58, Rel +58, Will +54

Abilities: Str 42, Dex 33, Con 33, Int 24, Wis 24, Cha 29

Skills®: Balance +28, Bluff +47, Climb +47, Concentration +79,
Diplomacy +28, Disable Device +37, Disguise +62, Gather
Information +39, Hide +64, Intimidate +81, Jump +49,
Knowledge (arcana) +52, Listen +80, Move Silently +64, Open
Lock +64, Pick Pocker +66, Scry +35, Search +60, Sense Motive
+38, Spellcraft +62, Spot +75, Swim +47, Tumble
Magic Device +47 Always receives a 20 on checks.

Feats: Blind-Fight, Cleave, Combat Reflexes, Craft Magic Arms
and Armor, Craft Wand, Dodge, Empower .\pv”. Enlarge .‘\'pc'”.

+1 against

+51, Use

Expertise, Great Cleave, Improved Critical (morningstar),
lJ11|\1'm.-:-1| Disarm, Improved Initiative, Improved Trip, Improved
Unarmed Strike, Maximize Spell, Mobility, Power Attack, Quick
Draw, Scribe Scroll, Spring Anack, Stunning Fist, Sunder,
Weapon Focus (morningstar), Weapon Specialization (morning-

star), Whirlwind Artack

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain,
mind-affecting effects, paralysis, poison, sleep, stunning, transmura
fion, iImprisonment, I"i\TH\h'I'ﬂI‘Tl[

Salient Divine Abilities: Alter Reality, Alter Size, Avarar,
Battlesense, Divine Blasi, Divine Celerity, Divine Inspiration

rage), Divine Shield, Divine Weapon Focus (morningstar), Divine
Weapon Specialization (morningstar), Extra Domain (Trickery
Frightful Presence, Hand of Death, Manifold Rage¥, Mass Divine
Blast, Supreme Initiative, Wave of Chaos, Wound Enemy. Unique
ability, described below.

Domain Powers: Cast chaos spells at +1 caster level; cast evil
spells at +1 caster level,

Hpr“—],ike Abilities: Erythnul uses these abilities as a 25th
level caster, except for chaos 'Gi‘L‘”ﬁ and evil k[\l'”-.. which he uses
as a 26th-level caster. The save DCs are 34 + ‘\"It'll level. Animale
objects, blade barrier; blasphemy, change self, chaos hammey, cloak of chaos,
confusion, create undead, desecvate, dispel good, dispel law, divine power,
false wision, flame strike, invisibility, magic civele against good, magic
circle against law, magic vestment, magic weapon, mislead, nondelection,
polymorph any object, power word blind, power word kill, power word
stun, protection from good, protection from law, screen, shatter, t;lmlu.-lf
weapon, summon monsier 1X (as chaos aor evil spell only), time stop,
unholy nura, unholy blight, word of chaos

Sorcerer Spells Known (6/9/8/8/7/5; base DC = 19 + spell
arcane mark, dancing lights, detect magic, ghost sound,
light, mage hand, open/close, prestidigitation, read magic; 1st—chill
touch, expeditious vetreat, true strike, unseen servant, veninloquism;
and—Dblindness/deafness, mimor image, mivvor image, see imasibility;
drd—dispel magic, fly, haste; 4th
sth—telekinesis

Manifold Rage (unique salient divine ability): Up to fifteen
times per day, Erythnul can work himself into a frenzied rage sim-
ilar 1o the Divine Rage salient divine ability (this power replaces
the barbarian rage ability for Erythnul), Once used, the power lasts
1 hour. While raging, Erythnul gains a +5 bonus on artack rolls,
weapon damage, and Will saves, and a +10 bonus to Strength and

level): 0

emotion, phantasmal killer;

Constitution. He also receives 100 temporary hit points. While
raging, Erythnul suffers a —5 penalty to Armor Class and cannot
use skills or abilities thar require patence and concentration, such
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While raging, Erythnul changes form randomly each round

according to the table below

d% Form Assumed
01-20 Bugbear
21-40 Gnoll
41-60 Human (2nd-level fighter)
61-80 Ogre
81-100 Troll
The change in torm occurs as a free action at the beginning of

Erythnul’s turn and lasts until his next turn. The form assumed
has no effect on Erythnul’s statistics, but whenever he is struck
by a weapon and damaged, the blood he sheds immediarely
becomes a creature of the same type as Erythnul's current
I

creaturs lI'IlIHl'llI.-h' VY iil.hl\'\' Erythnuls

form, and
loes .I|'||l nghis to the |l|‘.|||l
!||-.' lu]]-*\l".l];'_ E].IH_I'II"" are in ('”.(': [ a5 |I.'||IL'. as
Ervithnul rages: AC 68 |l“ 1,350; Atk

+86/+81/+76/+71 melee (2d6+51/19-20,

Large +5 unholy chaotie frightful
mornimgstar); SV Fort +63, Will 459
Str 52, Con 43; Climb +52, Concen
fration +84 ||lm'|1 +54, Swim +52
Possessions: Ervthnul wields
any, a +5 morningstar whose head

sembles Ervthnul's holy symbol. The

weapon has a demon face on 1e side

nd a boar's face on the other. It has the

frightful (see below), and
1 1
unholy special abilities

Caster Level: 20th; Weight: 8

Frightful Weapon Special Ability:

This weapon makes an unearrhly
wailing noise whenever the
wielder attacks. This sonic, ""'&

ir effect ex

||1|r'.1| alfeciing e

tends in a 30-foot burst. The
wielder's allies are not
iffected, but foes who are

not the targer of the

weapons artack must
make Will saves (DC 16). Those
who fail their saves become
shaken for 3de rounds largets
of the weapons attac k become pan
icked for 3de rounds if rhey fail
their sa ing throws. Foes who make successful saving throws are
unaffected by the weapon’s power for one day

I: 7th; Prevequisiles: Craft Magic Arms and Armor, fear

Market Price: +3 bonus

Caster |

Uther Lhywvine Powers

As an intermediate deity, Erythnul automarically receives a die
result of 20 on any check. He treats a 1 on a saving throw or attack
automatic failure. He is immortal

roll normally and not as

Senses: Erythnul can see, hear, touch, and smell at a distance of
lifteen miles. As a standard action, he can perceive anvthing within
fifteen miles of his worshipers, holy sites, objects, or any locarion
where one of his ritles or name was spoken in the last hour. He can

extend his senses to up o ren locations at once. He can block the

Sensing power o deities of |l|~ |.1||L. or lower al up to Wo remole
locations at once for 15 hours

Portfolio Sense: Eryrthnul senses any act of hate, envy, malice

brutaliry, or destruction the instant it ]1.;}1p¢-|:-- and retains the sen
sation for fifreen weeks alter the event occurs
Automatic Actions: Erythnul can break any item as a free
action if the DC for the task is 25 or lower. He can likewise use
Open Lock or Disable Device as a free action if the DC is 25 or
lower. He can pertorm up o ten su h free actions each round
Create Magic Items: [ rythnul can create any armor, any
‘-:I1'\|'|l' or III.i[|I.I| weapon .|I|-| any item that creates fear, such as a
witnd of fear or drums of panie, as long as the item’s market price
does not exceed 200,000 gp

Avatars
Erythnul's avatars look just like he does. He
sends them to spread fear and death, mostly
tor his own amusement
¥ Avatar of Erythnul: As Erythnul
except divine rank 7; Init +15; AC 57 (touch

37, flat-foored 57): Atk 3/+68/+63/+58

melee (2d6+38, large +5 unholy chaotic
frightful mornmgsiar) or spell +63 melee
| rouch; SQ DR
SR 39, divine

touch or +58 rang

42/ 44, fire resistance
aura (700 tt., DC 25); SV Fort +50, Rel
$50, Will +46; all skill modifiers
reduced by 8
Salient Divine Abilities: Alter Size,
Divine Inspiration (rage}, Divine
Shield, Divine Weapon Focus
(morningstar), Divine Weapon
Specialization (morningstar)
Frightful Presence, Manifold
Raget, Wave of Chaos, Wound
Enemy. tUnique ability, de
scribed above.
Spell-Like Abilitres: Caster
level 17th; saving throw DC 27
*C|."l.'” level. Without the
Extra Domain salient ability,
Erythnuls avatar loses access
to the Trickery domain
ind the spell-like abilities
change self, confusion, false

tston, invistbility, mmislead,

nondetection, polymorph amy

obyect, sereen, and bome stop
Manifold Rage The |n||||n.'1||_|'_
changes are in effect as long as Erythnul's
avatar rages: AC 52; Atk +78/+72/+68/+63
melee (2d6+43/19-20, Large +5 unholy chaolic frightful
mormingstar); SV Fort +55, Will +51; Climb +44, ¢

Jump +46, Swim +44

'whl o

neentration +76

FHARIANGHN

Dhiseller an the Horizon

Intermediate Deity

Symbol: Disk bearing a curved line
with an upturned crescent above

Home Plane: Material Plane

Alignment: Neurral

Portfolio: Horizons, distance,
travel, roads

Worshipers: Bards, travelers
merchants

Clerie Alignments: CN, LN, N, NE, NG

Domains: Luck, Protection, Travel

Favored Weapon: Quarterstatt

poRiEY 41 44 i)
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Fharlanghn (far-lahng-un), the deity of roads, appears as an elderly,
weatherbeaten man with deeply wrinkled skin and sparkling eyes
He wears nondescript clothing, usually of leather and unbleached
linen. His garments are always travel-stained. He roams the roads and
paths of the Marerial Plane, greeting fellow rravelers politely. Fhar
langhn is always glad to converse, but not at any great length

Dogma
Fharlanghn is the patron of all who travel long distances, no marter
what path they follow or how they're gerting there

Fharlanghn insists that people need 1o move around and experi
ence new things. The state of world is not fixed, and you never
know when you might need a new perspective or even a new
home. Look to the horizon for inspiration

IClerqy and Temples

Fharlanghn's clerics travel the world, always seeking out new
things, They favor simple clothing of brown or faded green. They
bless caravans (and sometimes guide them), explore new territo
ries, scout for armies and settlers, and record long rravelogues
/e as transla

describing journeys beyond the horizon. They also ser
tors and diplomats. Many serve as survevors or engineers and help
build roads, bridges, and ports. Still others are involved in the man
ufacture of traveling gear, everything from shoes to sailing ships
Mo matter what their activities, Fharlanghn's clerics move around
frequently, and a character who visits a shrine or temple more than
once is likely to meet a different group of clerics there each time

Fharlanghn's wayside shrines are common on wel

used roads. His temples usually double as rest stops

[II'I rray l'lL'| 5 1N need 11|-\!]t']ll'l' or Pll‘ll'l Lon.

FHARLANGHN
Bard 20/Cleric 20
Medium-Size Outsider
Divine Rank: 14
Hit Dice: 20d8+180 (oursider) plus ¢
20d6+180 (Brd) ;‘[l:'-i 20d8+180
( |_:'| (980 |1P

Initiative: +21, always first (+17
Dex, +4 Improved Initiative,

g
d
;‘

)

T &

Supreme Initiative)
5'}1‘(11' &0 11
AC: 79 (+17 Dex, +14 divine, +2
natural, +11 deflection)
Attacks: +5 defending quarterstaff
+64/+59/+54/+49 melee, +5
speed quarterstaff +64/+64/4+59 (

melee

I'IH'lI'l', (&) 1!‘L‘£ +61
touch or +71 |':m_|,'{-.] touch
Damage: +5 defending quarter
staff 1d6+12, 45 S |'.’.IIIJ|II ler
staff 1d6+8; or by spell
Face/Reach: sir. by sfr/sh
Special Artacks: Turn un-

dead 14/day, domain pow
ers, salient divine abilities,
-illl'” like abiliries

Special Qualities: Divine immu
nities, DR 49/+4, Hre resistance
14, spontaneous casting of divine
spells, understand, speak, and read
all |_1[1Fli,]_|_{l'-i and speak directly o
all beings within 14 miles, remote
communication, godly realm, tele
porl without error at will, plane shifi

- at will, bardic knowledge +30, §

bardic music 20/day (countersong,

>

fascinate, inspire competence, inspire courage, inspire greatness

suggestion), SR 46, divine aura (1,400 [, DC 35
Saves: Fort +55, Rel +63, Will +53
Abilities: Str 24, Dex 45, Con 28, Int 31
Skills®: ance +56, Bluff +53, Concentration +69

Cralt '|('-I|!'I-!'|\-\I.Illﬂ.-l'-i.'l' +47, Cralt +47, Cralt
[lelwm_n v +84, Handle Animal +48, Hea
+29, Jump +23, Knowledge (archi
147, Knowledge
Knowledge (nature) +47, Knowledge (religion) +4;
Move Silently +54, Perform +38, Profession (cartographer) +¢
+67, Profession (herbalist) +44, Profession

Wis 25, Cha 33

Appraise +35, Ba

(stoneworking

woodworking) 447
134, Hide +54, Intimidare

1
lecture and engineering

gec tp!n' i

Listen +46

Profession (engineer

sailor) +67 ]‘I-*l.L“-wll.'ll scribe) +67, Profession (surveyor) +67

Ride (horse) +56, Scry +57, Sense Motive +57, Spelleraft +57, Spot

+23, Swim +26, Tumble +44, Use Magic Device +48, Wilderness
Lore +44. *Always receives a 20 on checks

Feats: Alertness, Ambidexterity, Combat Retlexes, Craft Wonq
ltem, Dodge, Empower h]'h-ll, Endurance, Enlarge Spe 1, Expertise
Extend Spell, Heighten Spel
[nitiative, Improved Two-Weapon Fighting, Maximize Spell
Mobility, Run, Spring Attack, Track, Two-Weapon Fighting

rous

. Improved Disarm, Improved

Divine Immunities: Ability damage, ability drain, acid, cold,

death effects, disease, disintegration, electricity, energy drain,
mind-affecting effects, paralysis, poison, sleep, stunning, rransmuia
tion, imprisonment, banishment

Salient Div Abilities: Alter Form, Alter Reality, Alter Size,
Area Divine Shield, Avatar, Divine Blast, Create Object, Create

Greater Object, Divine Celerity, Divine Shield, Footsore, Gifr of
Life, Instant Move, Mass Divine Blast, Shape Patht, Stride,

Y, descr Il'lt'ti |'|:'I| b
ay reroll a die roll once after it is made;

Supreme Initiative. TUnique abil
Domain Powers: 14/¢
14/day protective ward (touched subject gains
+20 resistance bonus on
saving throw, maximum dura
tion 1 hour); 20 rounds/day free
dom of movemeni
Spell-Like Abilities: Fhar
langhn uses these abilities as 2
24th-level caster. The save DCs are
35 + spell level. Aud, antimagic field,

next

e o L

astral projection, breale enchantment,
limension door, entropic shueld, expe
ditious retveat, jm.] the [-.|I|:, fly free

movement, holy aura, |

l!l'\l‘l

object, mind blank, mivacle, mislead,
tion

Phase door, prismalic spheve, prole

from elements, protection from

rield

other, spell immunity, spell resistanc

menis ia'_:udm-n, sithctuary, s

spell turning, teleport without ervor
Bard Spells Known (4/7/7/
6/6/6; base DC = 21 + spell level

0—d ,light, mending,
ligif

ation, read

i
open/close, preshic

magic; 1st alarm 1Fm person,

grease, unseen sevvant, ventrilo

quism;, and—amimal trance, detect
thowghts, glitterdust, mirror imag
swmmon swarm; drd—confusian,
emotion, haste, seulpl sound, slow;
tth
terraan, hold monster, improved inwis
ibility, shout; 5th
false vision, mind fog, nuimge arcana,

|||h

grealer scrying, projecl image, veil

detecl serving, hallucimaftory
control water,

mislead control weather,




Cleric Spells/Day: 6/8/8/8/7/7/6/6/5/5; base DC = 17 4
spe 1 level

Shape Path (unique salient divine ability): By concentrating
for 10 minutes, Fharlanghn can shape an area up to 140

and up to 10 feet .lm-p Lo create a [unlpulh. road, runnel, or 'l1l'|d_L‘.l'

eel square

He also can use this power 1o clear away blockages such as snow o1

debris from a storm or avalanche. He can increase the area’s length

by reducing its width, for example 70 feer wide by 280 feer long or
10 feet wide by 1,960 feet I(lng [his power 15 similar to the mow
earth n]‘l:-“ imn [h_il it |il‘l"~ not ‘L'Illll'l][['.' [‘I:'.:Jc Th.L‘ surtace ol ||ll'
ground. Instead, it creates wavelike crests and troughs, with the
earth flowing until the desired result is achieved. Trees, structures,
rock formations, and such are mostly unaffected except for
changes in elevation and relative topography

The shaped area can include bridges and embankments made
from local materials, such as a wood bridge over or forest stream o
a stone retaining wall along a mountainside

Unlike move earth, this power affects rock and can be used for
tunneling. Like move earth, it is too slow to trap or bury creatures

Possessions: Fharlanghn's staff, Traveler's Friend, is a double
weapon. Both ends have a +5 enhancement bonus, One end has the
defending special ability and the other the speed special abiliry.

Caster Level: 20th; Weighi: s b

Other Divine Powers
As an intermediate deiry, Fharlanghn automarically receives a die
result of 20 on any check. He treats a 1 on a saving throw or attack
!'l]li [‘llﬂ']'ﬂ.i”'{ :'ln\i not as an auwtomatic [.Jlll.lll'. He is 1|fl|'|'|.l.‘]{.lJ

snses: Fharlanghn can see, hear, touch, and smell ar a distance
of fourteen miles. As a standard action, he can perceive anything
within fourteen miles of his worshipers, holy sites, objects, or any

location where one of his titles or name was spoken in the las

hour. He can extend his senses to up to ren locations at once, He
can block t

two remote locati

1e sensing power of deities of his rank or lower at up to
10UTr's,
Portfolio Sense: Fharlanghn senses the beginning or end ol

15 at once tor 14

any journey of a league or more the instant it happens and retains
”'it‘ sensanion lor lourteen \'\'L'L'l'\'.' alrer ”li' EVENT OCCUrs. Ei! hl\'l‘

wise senses the building or destruction of any road, bridge, tunnel,
or 'l'L'lli.l.lLh

Automatic Actions: Fharlanghn can use Craft (leather
working), Craft (stoneworking), Craft (woodworking), Profession
(cartographer), Profession (engineer), Profession (herbalist
Profession (sailor), Profession (scribe), or Profession (surveyor) as
a free action if the DC for the task is 25 or lower. He can perform
up to ten such free actions each round

Create Magic Items: Fharlanghn can create any item that
involves travel or movement within a plane, such as boots of striding
and springing or a carpet of flying, as long as the item’s market price
does not exceed 200,000 Ep

Avatars

|'|1‘|I'|.t11‘|:|1n makes little use of avatars, |1r:-ﬂ'rrln;: to wander the
world himself, though he occasionally sends an avatar 1o assist a
traveler in need or accompany a great explorer beginning an
epic journey.

9 Avatar of Fharlanghn: As Fharlanghn excepr divine rank 7;
AC 65 (touch 45, {lat-footed 48); Atk +57/452/+47/+42 melee
(1d6+12, +5 defending quarterstaff) and +57/4+57+/+52 melee (1d6+8

+5 speed quarterstaff), or spell +54 melee touch or +64 ranged touch;
SQ DR 42/+4, fire resistance 27, SR 39, divine aura (700 ft., DC 28);
SV Fort +48, Ref +56, Will +45; all skill modifiers reduced by

Salient Divine Abilities: Create Object, Create Greater Object
Divine Celerity, Divine Shield, Fooisore, Instant Move, Shape
Patht, Stride, Supreme Initiative, TUnique ability, described above

Spell-Like Abilities: Caster level 17th; saving throw DC 28
level

spel

he Joker, The Watchful Protector, The Priceless Gem, The Sparkling Wil
Greater Deity

Symbol: A nugger of gold
Home Plane: Byto
Alignment: Neutral good
Portfolio: Gnomes, humor,

i Kl

Wil IHLJ\IITTI. gr]‘m‘mllnp‘.

jewelrymaking
\\T’l‘)rshipvr:"; Gnomes,

illusionists, jewelers,

l‘l'.lLlI.LJl |L‘]\L‘[~<
Cleric Alignments: CG, NG, LG
Domains: Good, Protection, Trickery
Favored Weapon: Bartleaxe

Ihe deity of gnomes, Garl Glittergold (garl gliht-er-gold), appears as
a handsome, golden-skinned gnome with glittering gemstones for
eyes. He is well dressed, usually in a silk jacket with |.-|1_|_' tails and
silk hose. He always wears lots of gold jewelry and accourrements

Garl Glittergold discovered the gnomes and led them into the
world, Since then, he has been their protector. He is renowned
for the jokes and pranks he pulls on other deities, though not all
his victims |.|u\L:|1 oft his jests. Garl once |'.1|.|.i|1.~r|

the cavern ol
Kurtulmak, the deiry of the kobolds. Since then, the two deities
have been sworn enemies,

Dogma
t_;.ll'l ]'H'lln'hlfl"- 4 lll.'l'[i_'ll'll' I.'l-- |1i.]L Lic .I|||1"| lL']]'I!‘l']'l'\J \\'J[h |lll:]ll']
[gnorance and complacency are dangerous, warns Garl, and he
Urges his ]l:-np]l- [£5] rxphlrt' not l‘]'ll‘_.' the world around them but
new ways of doing things. Garl also emphasizes brains over brawn
and he teaches that befuddling or embarrassing a foe can be just as
complete a victory as slaying or capruring thar foe

Clergy and Temples

Carl's clerics serve as guardians and teachers in gnome communi-
ties. They maintain careful vigilance against hostile races (particu
larly kobolds), and they instruct the young using a mixture of
earthy practicality spiced with humor. This approach, they say, keeps
the young entertained and makes their learning all the berter

Garl's clerics also keep extensive archives of illusion spells (usu-
ally in the form of spellbooks and scrolls), practical jokes, trap
.L'\I,]n\. .l:m] s[ories ”n' Eullj‘,x'l' .LJIL! more Llll[l.illdl'.-h [hl‘ ['.]||.' I:|1t'

betier, say the clerics, though not everyone agrees. Like their
patron, Garl's clerics favor gold jewelry.

Garl's clerics build few temples, preferring instead to place
modest shrines and chapels wherever gnome dwell or congre-
gate, These sanctuaries are always built so they are easy to secure
against hostile forces, and the cleries fill them with beauriful
things. The shrines also usually include at least one trap designed
and

to plague unwelcome visitors. These devices are seldom tata
ofren whimsical

GARL GLITTERGOLD

Hlusionist 12/Cleric 14/Rogue 16

Small Outsider (Good)

Divine Rank: 18

Hit Dice: 20d8+160 (outsider) plus 12d4+96 (Clr) plus 14d8+112
(Clr) plus 16d6+128 (Rog) (912 hp

Initiative: +16 (+12 Dex

Speed: 50 .

AC: 84 (41 size, +12 Dex, +18 divine, +31 natural, +12 deflection)

Attacks®: +5 ghost touch speed dancing battleaxe +72/472/467 /+62/+57
II'lL'lL'(' or H‘pl'“ tilss I'|1L'|L'L' [Llhll.'h or +72 I'.iﬂl_',i'\l [l1llL'J1 .-\l\.\.'_lv}

| In\.pml.'ml Initiative)

recelves a 20 on attac k I"-H-, :In" \||(' o l'hl'l'l"\ for critic .i] |I1I
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Damage”: +5 ghost touch speed dancing battleaxe 1d8+14/%3; or by
spell “Always does maximum damage (bartleaxe 22 points)

Face/Reach: § ft. by 5 fi./5 fi

Special Attacks: Sneak anack +8dé (48 points), crippling sirike
defensive roll, improved evasion, turn undead 15/day, domain
powers, salient divine abilities, spell-like abiliries

Special Qualities: Gnome traits, divine immunities, DR 53/+4, fire

resistance 38, HE\U]H.IJH‘“II\ casting ol Lij\ ine \|1i‘]|n, L t‘lﬂ.llhl,

speak, and read all languages and speak directly to all beings
within 18 miles, remote communication, godly realm,
teleport without ervor at will, plane shift at will, familiar {

(badgers), traps, uncanny dodge (cannot be fanked, +2 l'.‘ |
against traps), SR 70, divine aura (18 miles, DC 35),
' Fort +59, Ref +63, Will +63. *Always receives a 20

S
on Saves.

Abilities: Str 22, Dex 34, Con 26, Int 42, Wis 30, Cha 34. 4

Skills*: Alchemy +87
+74, Bluff +89, Climb +43, Concentration +74,
Craft (gemcurting) +90, Craft (metalworking) +90,
Craft (stoneworking) +51, Craft (trrapmaking) +90,
Decipher Script +53, Diplomacy +80, Disable
Device +73, Disguise +66, Escape Artist +49,
Forgery +53, Gather Information +49, Hide
+93, Innuendo +53, Intimidate +36, Inruit
Direction +47 |11I1I|]‘r +26, Know lL‘LE;,',L‘ arcana)
+66, Knowledge (architecture and engineer
ingl +72, Knowledge (geography) +49, ‘?

Appraise +76, Balance _

=

Knowledge (history) +49, Knowledge

v +77

(religion) +52, Listen +66, Move Silently +72,
Open Lock +76, Perform +53, Pick Pocket +78,
Scrv +83, Search +80, Sense Motive +70,

Spellcraft +99, Spot +72, Tumble +39, Use Rope

+39. *Always receives a 20 on checks.

Feats: Ambidexterity, Brew Potion, Combat Casting,
Combat Reflexes, Craft Wondrous Item, Deflect
Arrows, Dodge, Expertise, Forge Ring, Great
Fortitude, Greater Spell Focus (llusion), Im
proved Disarm, Improved Iniriarive, Improved
Irip, Improved Unarmed Strike, lron Will,
Muobility, Scribe Scroll, Spell Focus (Illusion),
Spell Penetration, Spring Attack, Weapon
Focus (bartleaxe), Whirlwind Attack
Gnome Traits: Low-light vision, +2 bonus [

on saves against illusions, +1 bonus on

artack rolls against kobelds and
goblinoids, +4 dodge bonus
against giants, cast dancing
||'_\:Ir|w.

I|.i||,;|J.i.'J.\:|r 1/day, caster level 1st
Divine Immunities: Ability damage, ability drain, acid, cold,

death effects, disease, disintegration, electricity, energy drain,

Hius, by M. Cavotta

1wst sound, and pres

mind-affecting effects, p.lz.tl\'»ia.] aison, sleep, stunning, rransmuta
tfion, imprisonment, banishment

Salient Divine Abilities: Alrer Reality, Alter Size, Arcane Mas-
tery, Area Divine Shield, Automaric Metamagic (quicken wizard
spells), Automatic Metamagic (silent wizard spells), Automatic Meta-

magic (still wizard spells), Avatar, Banestrike (kobolds), Battlesense,
Clearsight, Control Creatures (gnomes), Create Greater Object,
Create Object, Divine Blast, Divine Creation, Divine Dodge, Divine
Glibness, Divine Shield, Divine Spell Focus (1llusion), Increased
Spell Resistance, Mass Divine Blast, Spontaneous Wizard Spells

Domain Powers: Cast good spells at +1 caster level; 18/day pro
tective ward (touched subjecr gains +14 resistance bonus on next
saving throw, maximum duration 1 hour),

Spell-Like Abilities: Garl uses these abiliries as a 28th-level

. caster, except for good spells, which he uses as a 29th-level caster

7 The save DCs are 35 + spell level. Aid, antimagic freld, bade barrier,

-

change self, confusion, dispel evil, false vision, holy awm, holy smite, holy
word, tnnsibility, magic eivele agammst evil, mind blank, mislead, nondetec-
tron, polymorph any object, prismatic sphere, protection from elements, pro
tection from ewil, vepulsion, sanchwary, screen, shield other, spell immannity,
spell resistance, summon monster IX (as good spell only)
Cleric Spells/Day: 6/9/9/7/7/6/6/4; base Dt
or 38 + HP['” level for illusion a]w]
Wizard Spells/Day: 5/9/9/9/7/7/6; base DC = 25 + spell level,
or 43 + spell level for illusion spells. Prohibited schools: Divinanon
and Necromancy
Possessions: Garl wields Arumdina, a +5 batileaxe with the

fime stop

20 + spell level,

ghost touch, speed, and dancing special abilities
Caster Level: 25th; Weight: 7 1b

Other Divine Powers

Asa greater deiry, Garl auromatically receives the best pos-
_ sible result on any die roll he makes (including ateack
' rolls, IL-IItn.igl-. checks, and saves). He is immortal

Senses: Garl can see (using normal vision or
low-light vision), hear, touch, and smell at a dis
tance of eighteen miles. As a standard action, he
can perceive anything within eighteen miles of
]1i- \\'\'I"whilli'l‘-, ]!l-l\' ~|I-‘~.ul"ir\'l-.~n' any loca

tion where one of
| spoken in the last hour. He can extend his
senses o up o wenty |l'|'|. arons at once. He

S [ILEES OF name wias

can block the sensing power of deities of his
rank or lower at up to two remote locations at
once for 18 hours,

Portfolio Sense: Garl senses anything thar
affects gnome weltare eighteen weeks before it
h:]F\i'li']'l.‘- .ll'l[i rerains '[hl’ sensanon r-l\l' l'I.j_|||'|I¢'l'|'!
weeks after the event occurs. He is similarly aware
whenever gnomes engage in humor, cast illusions,
8] |'|'|.||"\i' '||.'\\.'€'||"|'

Automatic Actions: Garl can use Craft (gem
- cutting), Craft :m-l.1|\.vn||-;1n;'_-, Cralt
8= . (stoneworking), or Craft (trapmaking) as a
free action if the DC for the rask is 30 or lower.
He can perform up 1o twenty suc h free
actions each round.

Create Magic Items: Carl can create
magic gems, such as a gem of seeing, the various
figurines of wondvous power, jeweled irems such a helm
of brilliance, and any magic ring.

Avatars
Garl sends his avatars to wander gnome lands, keeping an
eye out for rrouble and aiding with crafts and jokes. He occasionally
sends his avatars elsewhere, just 1o see what the rest of the word is up
to and to play jokes on pretentious mortals. Garl's avatars usually
look like gnomes, though they can be of any subtype or gender

@ Avatar of Garl Glittergold: As Garl except divine rank 9; A
66 (touch 44, flar-footed 54} Atk +63/+63/458/+53/+48 melee
(1d8+14/%3, +5 ghost touch speed dancing battleaxe) or spell +57 melee
touch or 463 ranged touch; SQ DR 44/44, fire resistance 29, SR &1
divine aura (900 ft., DC 26); SV Fort +50, Ref +54, Will +52; all skill
modifiers reduced by

Salient Divine Abilities: Arcane Mastery, Automatic Metamagic
(quicken wizard spells), Banestrike (kobolds), Clearsight, Control
Creatures (gnomes), Divine Blast, Divine ['lm|gi' Divine Glib
ness, Divine Shield, Divine Spell Focus (Illusion), Spontaneous
Wizard Spells

Spell-Like Abilities: Caster level 19th; saving throw DC 26

\]15‘” |l'\:'|
Spells: As Garl, except the save DC for cleric illusion spells is 29 4
spell level and the save DC for wizard illusion spells is 34 + spell level




Omeé-Eye, He-Who-Never-Slegps
Greater Deity
Symbol: Emprty eyesocker
Home Plane: Acheron
Alignment: Chaotic evil
Portfolio: Orcs, war, territory
Worshipers: Orcs, half orcs
Cleric Alipnments: CE, CN, NE .5
Domains: Chaos, Evil,
Strengrh, War
Favored Weapon: Spear

Gruumsh (groomsh), deity bf orcs, i§
chaotic evil. He appears as a hulking ofe in
black full plate armor. He hasone unblinking
central eye. He harbors a special hatred for Corellon Larethian
Moradin, and their followers. In ages past, ( orellon Larethian put
our Gruumsh's left eve in a fight. Some orc clerics dispute this rale
L'l_l|ﬂ"||“§l |h.]| [hl ('I\'l'n Ll{'”\ .‘\'ll"l(' [|1L' eve l|"'|L'L-IJL|‘\1' I]l' \:L'|L|ld nod I}l'-‘"
Gruumsh in a fair I'i‘._'hl

Dogma

Gruumsh demands that his followers be strong, that they cull
1]1(‘ W l’.ll\' ll'l|]'|'l thl'll nl”'ﬂchl'l'\. .]['l.ll |l'|..|[ [ht'\' l;lJ"il' -'I” 'J]l' [erritory
Gruumsh thinks is rightfully theirs (which is almost everything)
He tolerates no sign of friendliness from his people. Unceasing
W .]][-.H'l' IS h|'- (! '|'l'l'L|.. [l\lllli‘.h | ||'L||.l]]]"'\-|'| LilH"\ not i.'l"'|l.'l.| o "In]Pl.L'
[ -"ll"|'||-n’.||-|"|'| il IlL.” cian hi" |||1.|h_l‘__:l'|[

l.l".JllI11.-i': l|]"-:|1{='\ l'\'L'r\'llIH'l_l" ll'l;J' 15 Nol an orc o1 LIT.I\HL |‘;h
make, and he feels particularly spiteful roward elves (over the
matter of his eye). He feels equal malice toward dwarves, who con-
tested with the ores for control of the mountains and won; a state
of affairs Gruumsh regards as strictly temporary.

Clergy and Temples
Gruumsh's clerics strive to become the war leaders of their com
munities or the key advisors 1o those leaders. They also see to the
culling of the weak and unfit. They usually wear fighting gear
A temple or shrine 10 Gruumsh lies at the heart of nearly every
orc community. They tend to be oppressive places full of acrid
smoke and the stench of blood. Temples and larger shrines invari-
.!hl'\.‘ |'|.]L'|' J'I(I;L!”'l‘ﬂ: l.'l'”" '\\'l'l(']'t' sacrifices to L |l'i.|U|'|'lHI'| are |\l'I:|[. -.Inli.
many feature gladiatorial areas as well

GRUUMSH
Fighter 20/Cleric 9/Barbarian 9
Medium-Size Outsider (Chaotic, Evil, Orc)

Divine Rank: 16

Hit Dice: 20d8+220 (owsider) plus 20d10+220 (Fir) plus 9d8+99
(Clr) plus 9d12+99 (Bbn) (1,178 hp)

Initiative: +11 (+7 Dex, +4 Improved Iniriative)

Speed: 40 fr. (full plate armor, base speed 70 ft

AC: 78 (#1 Dex, +16 divine, 429 natural, +13 armor [+5 heavy fortifi
cation full plate], +9 detlection)

Artacks®: +5 keen chaotic unholy longspear +83/+78/+73/+68 melee;
or ‘-[\L‘”. +73 Il‘.l‘lﬂ' toue h or +62 t.t!!;‘,u:Li touc h .'\|W.I‘| & recelves a
20 on attack rolls; roll die to check for crirical hit

Damage®: +5 keen chaolic unhaly longspear 1d8+50/18-20/x3; or by
spell “Always does maximum damage (longspear 58 poings)

Face/Reach: 5 {t. by s fr./5 [t. (10 ft. with longspear)

Special Artacks: Rebuke undead 12/day, domain powers, salient

divine abilities, spell-like abilities

Hpt'ci:ﬂ Qualities: Orc traits, divine immunities, DR 67/+5, fire
immunity, spontaneous casting of divine spells, understand,
speak, and read all languages and speak directly to all beings

within 18 miles, remote communication, godly realm, telepori
wilhoul evvor at will, plane shift ar will, fast movement, rage 3/day,
uncanny dodge (cannot be flanked), SR 48, divine aura (16
miles, DC 35)

Saves®™: Fort +60, Ref +54, Will +56, *Always receives a 20 on saves,

Abilities: Str 46, Dex 25, Con 33, Int 24, Wis 25, Cha 29.

Skills™: Blufl +48, Climb +62, Concentration +62, Craft (armor
smithing) +84, Craft (metalworking) +61, Craft (stoneworking)
+55, Craft (weaponsmithing) +84, Diplomacy +31, Intimidate
+59, Jump +62, Knowledge (arcana) +58, Knowledge (history)
+46, Knowledge (religion) +36, Listen +60, Scry +46, Search

+55, Sense Motive +52, Spelleralt +41, Spot +57,

Swim +67,
Wilderness Lore +32. .‘\l\\'_i_\"- receives a 20 on checks

Feats: Alertness, Blind-Fight, Cleave, Combat Reflexes, Craft Magic
Arms and Armor, Dodge, Empower Spell, Endurance, Expertise,
Great Cleave, Great Fortitude, Improved Bull Rush, Improved
Critical (longspear), Improved Disarm, Improved Initiative,
Improved Trip, Iron Will, Mobility, Power Artack, Quick Draw,
Run, Spell Pemetration, Spring Attack, Sill Spell, Sunder,
Superior Expertise, Track, Weapon Focus (longspear), Weapon
Specialization (longspear), Whirlwind Arack.

Orc Traits: Darkvision, —1 penalty on attack rolls in bright light.

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain,
mind-affecring effects, paralysis, poison, sleep, stunning, transmuta
tion, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter Reality, Alter Size,
Annihilating Strike, Avatar, Banestrike (dwarves), Banestrike
(elves), Battlesense, Conitrol Creatures (orcs), Divine Barile Mas
tery, Divine Blast, Divine Shield, Divine Weapon Focus (long
spear), Divine Weapon Specialization (longspear), Extra Domain
(Chaos), Fog of Warf, Hand of Death, Increased Damage Reduc-
tion, Life and Death, Mass Divine Blast, Wound Enemy. fUnique
ability, described below:

Domain Powers: Cast chaos spells ar +1 caster level; cast evil
spells at +1 caster level; 16/day feat of strength (+9 enhancement
bonus to Str for 1 round).

S|w||~[.ii—w Abilities: Gruumsh uses these abilities as a 28th
level caster, excepi for chaos spells and evil spells, which he uses as
a 29th-level caster. The save DCs are 35 + ‘1'[11‘“ level. Amimate objects,
Bighy'’s clenched fist, Bighy's crushing hand, Bighy's grasping hand, blade

barrier, Blasphemy, bull's strength, chaos hammer, cloak of chaos, create
undead, desecrate, ;h\pl| pood, |h\[‘|'| law, divine power, endure elements,
flame strike, magic civele against good, magic civele against law, magic vesl
ment, magic weapon, power word blind, power word kill, power word stun,
profection from good, protechion from law, vighteous might, shatter, spell
immunity, spivitual weapon, stoneskin, summon monster IX (as chaos o1
evil spell only), unholy aum, unholy blight, word of chaos,

Rage: The following changes are in effect as long as Gru-
umsh rages: AC 76; hp 1,294; Atk +85/480/475/+70 melee
(1dB+52/18-20/%3, +5 keen chaotic unholy longspear; max damage
60 points); SV Fort +62, Will +54; Str 50, Con 37; Climb +64, Jump
+64, Swim +69, His rage lasts for 16 rounds, and he is winded for
the duration of the encounter afterward

Cleric Spells/Day: 6/7/7/6/4/3; base DC = 17 + spell level

Fog of War (unique salient divine ability): Gruumsh can
generate a cloud of acrid black smoke that rises from his boady ina
30-foot spread, 10 feet high. Its effects are otherwise similar to a
cloudkill spell. The save DC against this effect is 37

Possessions: Gruumsh carries Bloodspear, a +5 keen chaotic unholy
spear that deals damage as a longspear. Bloodspear can assume any
size from halfspear to longspear. This increases Gruumsh's reach by
5 [eet (for 1-.\.||11p|¢', in Medium-size form Gruumsh has a reach of
10 feet). Because of Bloodspear's variable length, Gruumsh can
attack foes that are adjacent ro him

Caster Level: 20th; W ':'?j_:ill' 9 lb
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Other Divine Powers +75/+70/+65/+60 melee (1dB+42/%3, +5 keen chaotic untholy long

As a greater deity, Gruumsh automatically receives the best possi spear) or spell +65 melee touch or +54 ranged touch; SQ DR 43/ +4,
e result on any die roll he makes (including artack rolls, damage SR 40, divine aura (800 [1., DC 27); SV Forr +52, Ref +46, Will +46;
checks, and saves). He is immortal all skill modifiers reduced by 8

Senses: Grummsh can see (using normal vision or darkvision) Salient Divine Abilities: Banestrike (dwarves), Banestrike (elves)
hear, touch, and smell at a distance of sixteen miles. As a standard Control Creatures (orcs), Divine Bartle Mastery, Divine Shield
action, he can perceive anything within sixteen miles of his wor Divine Weapon Focus '||-:11'|~|*L-.|| , Divine Weapon Specialization

shipers, holy sites, abjects, or any location where one of his titles or ({longspear), Exira Domain {Chaos), Fog of War}, Wound Enemy
name was ~f|‘l|-|{-e'|'| in the last hour. He can extend his senses to up Tl ll:lll'\ll‘ ability, described above,

to twenty locations at once. He can block the sensing power of Spell-Like Abilities: Caster level 20th; saving throw DC 27
deities of his rank or lower at up to two remote locations at once for spell level

16 hours Rage: The following changes are in effect as long as Gruumsh's

Portfolio Sense: Gruumsh senses anything that affects orc wel avatar rages: AC 60; Atk +77/472/+67/+62 melee (1d8+44/18-20/x3
tare sixteen weeks betore it happens and rerains the sensation for +5 keen chaotic unholy longspear); SV Fort +54, Will +46; Climb +56,
sixteen weeks after the event occurs. He is similarly aware when Jump +56, Swim +61

EVET OICS engage in combat, make war, or gain ot lose territory

Automatic Actions: Gruumsh can use Craft (armorsmithing),
Craft (metalworking), Craft (stoneworking), or Craft (weapon H F ] RON FO [ JS

smithing) as a free action if the DC for the task is 30 or lower. He The Invincibl
also can break an objecr as a free action if its break DC is 30 o Intermediate Deity
lower. He can perform up to twenty such free actions each round Symbol: Fist holding a lightning bolt
Create Magic Items: Gruumsh can create magic weapons Home Plane: Celestia
and armor Alignment: Lawful good
Portfolio: Valor, chivalry, justice
Avatars honor, war, daring

Gruumsh’s avatars are always hulking male orcs clad in black full Worshipers: Paladins, fighters,

' TER | 3
|_!|.I[IL' armaor. somenmes [Ili."- have a single LL]I11IJ[H\LI]}', C l'l]([.ll I'I'Il'lll\\ |ULJ.-_[('--_ l'L'll‘.-u'[.Il“-lt'.‘i F.

and sometimes they have an empry left eye socket, Gruumsh usu Cleric Alignments: LG
ally doesn't dispatch his avatars anywhere unless he suspects LN, NG e
Domains: Good, Law, Wan

Favored Weapon: Longsword

machinations igainst the orcs ]15 Carellon Larethian or another
Il'n'n_'lL”H“_t[ deity

@ Avatar of Gruumsh: As Gruumsh except divine
rank 8; AC 62 (rouch 2, flat-footed 62); Atk The deity of valor, Heironeous (high-roe-nee-us), appears as a rall
human male with coppery skin, auburn hair, and amber eyes. He

wears a suit of exquisite chain mail and carries a longsword. He

wages war against evil of all sorts, especially his half-brother and

nemesis, Hextor

| ggima

lilws. by M. Cavotta &5 D. Cramer

Heironeous expects his followers to uphold the highest ideals of
chivalry and justice and to treat adversity as a challenge to be met
and overcome, just as evil should be overcome. The world is a
dangerous place where those who fight for justice and who pro
tect the weak and the innocent face a never-ending series of chal
!s'llp!:'\ He exhorts his followers 1o act honorably ar all times, and
to uphold the virtues of justice and chivalry with deeds, not just

words. Those who face danger with certainty and calm will pre-
vail against evil, Heironeous advises
Clergy and Temples
T'he religious hierarchy of Heironeous is I\|:\_'_.||'_'|r'['|.i like a military
order. It has a clear chain of command, lines of supply, and well
stocked armorties
Clerics of Heironeous fight against worshipers of Hextor
whenever they can and spend the rest of their time protecting the
civilized lands from the threats of evil. Older clerics work as
judges, straregists, and military instructors. The church as a whole
is very militant, always championing some cause or embarking on
a crusade ro against evil or injustice. Though some find their high

Idl'.ll\ .i]'ILi inrense Lil'\i'l]ll!'l [0 ||11'II' cause a |I[l|l' '.Hl!l'l'll\l.t[l[‘.'.l I}ll’

church of Heironeous is widely admired. This admiration comes
mostly because the followers of Heironeous battle genuine evils
usually with little thought of monetary reward. “Clory is the
Is'“.|l'-.| o |lt‘||':|I|I|._|_', evil, while virtue is the reward for tl[‘il|'|l|ll'.g
the tenets of Heironeous," say the clerics,

Heironeous's clerics also oppose clerics of Hextor wherever and

whenever they can
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Temples to Heironeous alwavs have a slightly militaristic look Improved Disarm, Improved Initiative, Mobility, Mounted
f ! k

to them. In IIHxL-H||'l:L areas, they double as fortresses. Even in Combat, Power Aftac |\. Ride-By Arrack \||.-|! Penetration, ‘-'|\II ited
settled or urban areas they usually contain open, grassy court Charge, Spring Attack, Superior Expertise, Trample, Weapaos
vards where soldiers can train - Focus (longsword), Whirlwind Artack

HEIRONEOUS

Cleric 20/Paladin 20

Medium-Size
Outsider (Good)

Divine Rank: 15

Hit Dice: 20d8+180
{outsider |‘|.n
20d8+180 (Clr)
plus 20d10+180 (Pal)
(1,060 |[|l

Divine Immunities: Ability damage, ability
drain, ac id, cold, death etfects, disease .J'.‘-I'.||l".'_l.'|=-‘|'-

electricity, energy drain, mind-affecring effects, paralysis

poison, sleep, stunning, tansmutation
imprisonment, banishment
Salient Divine Abilities:
Alter Reality, Alter Size, Area
Divine Shield, Avatar
Bartlesense, Divine
Armor Mastery, Divine
Initiative: +12, always Blast, Divine Inspira
first (+8 Dex, +4 Im
proved Initiative, Supreme
Initiative)
Hprrll: 60 It
AC: 89 (48 Dex, +15 divine,
+28 natural, +10 armot

tion (courage ), Divine
Paladin, Divine Shield
Divine Storm, Divine
Weapon Focus (longsword)
Divine Weapon Sped iglization
{longsword), Gift of Life, Increased
Damage Reduction, Lay Quest, Lite
and Death, Supreme Initiative

Domain Powers: Cast good

'«Pl'”'- at +1 caster level; cast law

[+5 chainmml], +7 shield

[+5 large steel shield]

+11 deflection)
Attacks: +5 de

[.'l.'L|i|J. Iy ghost ~]1|‘”\ at +1 caster level

touch longsword Spell-Like Abilities: Heiro
P

+83/+78/+73/ neous uses these abilities as a

68 melee; or 25th-level caster, ex ept tor

~|,‘-t'|| +73 melee B od -|\l'|.|.~ and law *-E‘t']tlx

5

:? touch or +83 o which he uses as a 26th-level
& ranged touch (9 caster. The save DCs are 36
& Damage: +5 defending 4 spell level, Aud, blade barrier
& holy ghost touch long calm emotions, diclum
-e.‘ avord 1d8+48/17-20; ot : A dispel chaos, dispel
.._g by spell " . : evil, diine powe)
s Face/Reach: 5 fi. by 5 flame strike, hold
fr./s f1 monster, holy aura, holy smile,
Special Artacks: Smite evil (<11 on holy word, magic civcle againsi
artack and +60 on damage), turn undead chaos, magic civele agains
14/day (effective cleric level 38th), evil, magic vestment
domain powers, salient divine abili ragic weapon, order’s
ties, spell-like abilities wrath, power
Special Qualities: Divine immuni waord
ties, DR 65/45, fire resistance 35, blind
sponitancous « astng of divine POWAET wiord
spells, understand, speak, and read kill, power
all languages and speak directly to word stun
all beings within 15 miles, remote profection
communication, godly realm, el from chaps
port without error at will, plane shift at profection
will, aura of ourage, « I‘II‘“:ll.Il heavy war from evil, shield of
horse mount, detecl evil, divine grace, divine health, empathi ) o law, spiritual weap
link with mount, lay on hands, remove disease 6/week, share spells kol on, SN mon-
with mount, SR 47, divine aura (1,500 fr., DC 36) ster 1X {as good or
Saves: Fort +56, Ref +55, Will +54 law spell only
Abilities: Str 47, Dex 27, Con 28, Int 25, Wis 25, Cha 33 Cleric Spells/Day: 6/8/8/8
Skills*; Concentration +64, Craft '.-Ileil'me|1l|‘._:'_- +85, Crafi 6,/6/5/5, base DC 17 + \|H'|| level
(metalworking) +85, Craft (weaponsmithing) +85, Diplomacy Paladin Spells/Day: 5/5/5/4
+91, Handle Animal +49, Heal +23, Knowledge (arcana) +65 base DC = 17 + spell level
Knowledge (history) +45, Knowledge (nobility and royalry Special Mount: Heironeous
+45, Knowledge (religion) +85, Knowledge (undead) +42, Listen rides a celestial warhorse into
+45, Ride (horse) +68, Scry +42, Sense Motive +45, \-|;.-H. raht battle that is ||:~.s|‘L'LI.|! mount
+52, Spot +45 “*Always receives a 20 on chec ks [his creatures statistics are as
- Feats: Blind-Fight, Cleave, Combat Reflexes, Divine Might, follows: Large magical beast; HD 12d8+36; hp 73; Inir +1; Spd 50
(- Dodge, Expertise, Great Cleave, Improved Critical (longsword) AC 24 (touch 10, flat-footed 23); Atk +14/+14 melee (1d6+6




hooves), +9 melee (1d443, bite); SA Smite evil (1/day, +12 damage);
50 Scent, improved evasion, command equines 10/day, SR 25; AL
LG; SV Fort +11, Ref +9, Will 7, Str 22, Dex 13, Con 17, Int 9, Wis
L6, Cha 6

Skills and Feats: Listen +9, Spot +9

Possessions: Heironeous carries his longsword Justicebringer in
bartle. Justicebringer is a +5 longsword with the defending, holy, and
ghost touch -.prn'i.l[ abilities

Caster Level: 20th; Weight: 6 Ib

Other Divine Powers
As an intermediate deity, Heironeous automartically receives a die
result of 20 on any check. He treats a 1 on a sav ing throw or artack
roll normally and not as an automatic-failure. He is immortal
Senses: Heironeous can see, hear, touch, and smell at a distance
of fifteen miles. As a standard action, he can perceive -1|L\'rh|ny
within fifteen miles of his worshipers, holy sites, objects, or any
location where one of his titles or name was spoken in the last
hour. He can extend his senses to up to ten locations at once. He
can block the sensing power of deities of his rank or lower at up 1o
two remote locations at once for 15 hours
eironeous senses any act of chivalry, justice,

Portfolio Sense: |
honor, or courage the instant it happens and retains the sensation
for fifteen weeks after the event occurs

Automatic Actions: Heironeous can use Craft (armorsmithing),
Craft (meralworking), Craft (weaponsmithing), or Knowledge
(nobility and royalty) as a free action if the DC for the task is 25 or
lower. He can perform up to ten such free actions each round.

Create Magic Items: Heironeous can create magic weapons,
armor, and items that can sustain the user through adversity, such
as a necklace of adaplation, a ving of regeneralion, or a periapl of wound
closure, and items that help the user remain morally and ethically
steadfast, such as a phylactery of faithfulness, as long as the item's
market price does nor exceed 200,000 gp.

Avatars
Heironeous sends his avatars to prevent or teverse great injustices
to aid courageous mortals fighting against desperate odds, and any
where he suspects the hand of Hexror at work
9 Avatar of Heironeouns: As Heironeous except divine rank 7;
AC 73 (touch 36, flat-footed 65); Atk +;
(1d8+40/17-20, +5 defending holy ghost touch longsword) or spell +65

5/470/+65/+60 melee

melee touch or +55 ranged touch; SQ DR 42/44 fire resistance 29,
SR 39, divine aura (700 fr., DC 28); SV Fort +48, Ref +47, Will +4¢;
| skill modifiers reduced by 8
Salien! Divine Abililies: Alter Size, E!lill[lt"-'!'llh:’. Divine Armor Mas
tery, Divine Blast, Divine Inspiration (courage), Divine Paladin
Divine Shield, Divine Weapon Focus (longsword), Divine Weapon
Specialization (longsword).

Spell-Like Abilities: Caster level 17th; saving throw DC 28 4
l |l"~'L'l

spe

HEXTOR

Champion of Evil, Herald of Hell, Scourge
of “.”llr'

Intermediate Deity

Symbol: Fist holding six red arrows

Home Plane: Acheron

Alignment: Lawful evil

Portfolio:
massacres, conflict, fitness

yranny, war, L]l.‘QL'uI'Lt.

\K-’nr:-ihipvrs: I'Jg]uc't's monks,
CONQUErDTS, tyrants

Cleric Alignments: LE, LN, NE

Domains: Destruction, Evil, Law, War

Favored Weapon: Flail

T'he deity of tyranny, Hextor (hels-tore), sometimes appears as a
handsome man with dark hair and light skin {and he is often
l[l‘}1iL[l'kj as such in his role as a deity of firness). Most often he
takes the form of a gray-skinned, horrible six-armed humanoid. In
this form, he uses a different weapon in each arm and wears iron
scale armor with many skull decorations.

{ brother and fel

Hextor is the archfoe of Heironeous, his ha ow
war III'I-I'-.
e
Uogma

Hextor seeks to conguer or destroy any that oppose him. He tells
his followers that the world is a dark and bloody pl.]L‘L’ where the
strong rule the weak, and power is the only reward worth any
thing. The cruel and unrelenting pursuit of one's goals is the only
reliable path to success. Order must be forged out of chaos and law
out of anarchy. Tvranny |1r)n_|_-:u order out of chaos. Dissenters must

be oppressed or destroyed lest anarchy reign

Clergy and Temples

Hextor's sect is not as secrerive as |_|lh|_'| lj_li'l\ I

glons. lL'[lL}‘I]t'\
of Hexror operate u|,\1-n|\. in many cities, and clerics wear black
clothing adorned with skulls or gray faces.

Hextor's ¢lerics constantly plan or lead arracks on re

vels and do
gooders. They revi 1at
nurture personal freedoms, and they are forever scheming 1o

-] gmui hearted rulers and governments (

weaken or overthrow regimes that seem likely targets for con-
wting or plotting, they train them
selves in the arts of war. Many serve as generals, military advisors

quest When not actually fig

or enforcers to aggressive rulers or iron-fisted ryrants

Hextor’s clerics also oppose « lerics of Heironeous wherever and
whenever they can

|'t'mplL'h to Hextor are always |u|:l‘|.|.in]ln.|.'_ lortresses, built 1o
impress the common folk with Hextor's power. Many of his temples
are constructed on sites thar have seen many great bartles because
of their strategic value

HEXTOR
Cleric 20/Fighter 20
Medium-Size Outsider (Evil, Lawful)
Divine Rank: 15
Hit Dice: 20d8+180 (outsider) |.1]w~ 20d8+180 (Clr) pius‘ 20d10+180
(Fir) (1,100 hp)

Initiative: +11, always first (47
sSupreme
Spt,'(.'ll: 60 .
AC: 78 (+7 Dex, +15 divine, +28 natural, +9 +5 scale mail, +9 deflection)
Attacks: +5 lawful unholy ghost touch light flml +74/+69/ +64/+59

melee, +5 longsword +74/469/464 melee, +5 battleaxe +74/+69/ 164

Dex, +4 ||l'li'lll'|\"('Ll Iniriarive

nitknve

melee, +5 heavy mace +74/+69/+64 melee, +5 heavy pick

174/ +69/+64 melee, +5 scinmitar +74/469/+64 melee; or H‘p-'“ 71
melee touch or +61 I'.Illp_l'1| touch

Damage: +5 lawful unholy ghost touch lhight flail 1d8+25/19-20, +3
longsword 1d8+15/17-20, +5 battleaxe 1d8+15/19-20/%3, +5 heavy
mace 1d8+15/19-20, +5 heavy pick 1d6+15/19-20/%4, +5 scomitar
1d6+15/15-20; or by spell

Face/Reach: 5 ft. by 5 ft./5 [t

Special Artacks: Rebuke undead 12/day, domain powers, sa
divine abilities, spell-like abilities.

Special Qualities: Divine immunities, DR 50/+4, fire resistance
15, -\|m|11,11|-.'ul|~ L'.Hll]'lg l'll. Lll\-l[ll' ‘|I"L‘“‘-. lJIlJL‘ I"-[.H'Hl. ‘-I'll‘d]-&. .1[111

ent

read all languages and speak directly 1o all beings within 15
miles, remote communication, godly realm, teleport without errar
at will, plane shift ar will, SR 47, divine aura (1,500 ft., DC 34)

Saves: Fort +58, Rel +54, Will +54.

Abilities: Str 45, Dex 25, Con 32, Int 24, Wis 25, Cha 29

8kills®: Climb 452, Concentration +49, Craft (armorsmithing)
+82, Craft (metalworking) +82, Craft (weaponsmithing) +82

Sy
o
=]
o
g
F
g




g =]

~ Tem

1. Gatehouse

2. Stable

3. Guest Chapel

4. Trophy,Room

5. Barracks

6. High Priest's Quarters

7. Main Chapel

8 Armory

9. Priests’ Quarters




Diplomacy +72, Handle Animal +70, Heal +23, Jump +52,
Knowledge (arcana) +68, Knowledge (history) +45, }\ihﬂ‘L‘]r.'l.L;.L"
(nobility and royalty) +45, Knowledge (religion) +68, Listen +50,
Ride (horse) +73, Scry +45, Sense Motive +45, .\].'IL‘“LliIH +45,
Spot +50. “Always receives a 20 on checks.

Feats: Blind-Fight, Cleave, Combat Reflexes, Deilect Arrows
Divine Might, Dodge, Empower Spell, Endurance, Expertise
Grear Cleave, Greater Multiweapon Fighting®, Improved
Bull Rush, Improved Disarm, Improved Initiarive, Improved
Multiweapon Fighting®, Improved Trip, Improved Unarmed
Strike, Maximize Spell, Mobility, Multidexterity, Mulri
weapon Fighting, Power Attack, Quick Draw, Quicken Spell,
Run, Spell Penetration, Spring Attack, Still Spell, Sunder,
Superior Expertise, Whirlwind Atrack
allow Hextor to make three artacks with each off-hand weapon

These two feats
he wields

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, Lilﬁin[i'[_’,l'.ll ion, electricity, energy drain,
mm||. ,|!|(‘L'[mp_ t~l.|.1'n'l.\. ]‘I.H'dh'h‘:k‘ polson, \JL‘:']‘. stunning, fransmurta
fion, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter Reality, Alter Size,
Annihilating Strike, Avatar, Battlesense, Divine Armor Mastery,
Divine Blast, Divine Inspiration (dread), Divine Shield, Divine
Storm, Divine Weapon Mastery, Extra Domain (Destrucrion },
Hand of Death, Lay Curse, Mass Divine Blast, Shift Form (see
below), Supreme Initiative

shift Form: Hextor's Shift Form power allows him to alternate
between a basically human form and his six-armed form. The sta-
tistics noted above are for his six-armed form. In human form,
Hextor has only two arms, and he usually wields a light flail and a
heavy mace

Domain Powers: Cast evil spells at +1 caster level; cast law
spells at +1 caster level; 15/day smite (+20 on attack and damage for
one weapan attack)

Spell-Like Abilities: Hextor uses these abilities as a 25th-level
caster, except for evil spells and law spells, which he uses as a 26th
level caster. The save DCs are 34 + -:pv|1 level. Blade barrier, blas
;'lh my, calm emotions, cicle of doom, contagion, creale undead, desecrate,
dictum, disintegrate, dispel chaos, dispel good, divine power, carthquake,
flante strike, harm, hold monster, implosion, inflict eritical wounds, inflict
fl_th wounds, magic circle agamst ¢ haos, image circle against good, magi
vestment, magic weapan, ovder's winth, power word blind, power wornd kill
power word stun, protection from chaos, protection from good, shatter,
shield of law, spivitual weapon, sunmmon monster IX (as evil or law spell
only), unhoely aura, unholy bligh!

Cleric Spells/Day: 6/8/8/8/7/7/6/6/5/5; base DC = 17 4
spell level

Possessions: Hextor's favorite weapon is his light flail, Executioner
The weapon is a +5 light flail with the lawful, unholy, and ghost
touch special abilities

Casler Level: 20th; Weight: 5 |b.

Other Divine Powers

As an intermediate deity, Hextor automarically receives a die result
of 20 on any check. He treats a 1 on a saving throw or attack roll
normally and not as an automatic [ailure. He is immortal

Senses: Hextor can see, hear, touch, and smell ar a distance of
fifteen miles. As a standard action, he can perceive anything within
fifteen miles of his worshipers, holy sites, objects, or any location
where one of his titles or name was spoken in the last hour. He can
extend his senses o up ro ten locations at once. He can block the
sensing power of deities of his rank or lower at up to two remote
locations at once for 15 hours

Portfolio Sense: Hextor senses any act of cruelty, tyranny, o
injustice the instant it happens and retains the sensation for fifteen
\\'ri'|i.~. ;|1't1'r the evenr occurs

Automatic Actions: Hextor can use Craft (armorsmithing),
Cralt |}|.r[.||w|1|||\mh', L Crat -\H-.||\|\11'~111LrhlllgI. or Knowledge
{nobility and royalty) asa free action if the DC for the task is 25 or
lower, He can perform up to ten such free actions each round

Creare Magic Items: Hextor can create magic weapons, armot
and destructive irems such as a horn of blasting, as long as the item’s

market price does not exceed 200,000 Ep.

Avatars

Hextor sends his avatar to undo good deeds and assist with epic
conquests. He also sends his avatars anywhere he suspects the
hand of Heironeous ar work

9 Avatar of Hextor: As Hextor except divine rank 7; Init +11; AC
62 (touch 33, flar-footed 55) Atk +66/461/+56/+51 melee (1d8+25, +5
lawful unholy ghost touich light flail}, +66/+61/+56 melee (1d8+15/17-20,
+5 lonpswond), +66/+61/+56 melee (1d8+15/19-20/%3, +5 battleaxe),
+66/+61/+56 melee (1dB+15/19-20, +§ heavy mace), +66/+61/+56
melee (1d6+15/19-20/%4, +5 heavy pick), +66/+61/+56 melee
(1d6+15/15-20, +5 scimilar) or '-|'rt‘]| +63 melee rouch or 453 l'.lhgvll
touch; SQ DR 42/+4, fire resistance 27, SR 39 divine aura (700 tr.,
DC 26) SV Fort +50, Ref +46, Will +46; all skill modifiers reduced
by 8

Salient Divine Abilitres: Alter Form, Alter Size, Divine Armor Mas
tery, Divine lll‘-pil.lllllll (dread), Divine Shield, Divine Weapon
Mastery, Extra Domain ( Destruction), Lay Curse, Shift Form

Spell-Like Abilities: Caster level 17th; saving throw DC 26 +
spell leve

KORD

The Brawle ot

Intermediate Deity

Symbol: A star of spears
and maces

Home Plane: Ysgard

Alignment: Chaotic
tll"'!"l.!

Portfolio: Strength,
athlerics, sporrs
brawling, courage

Worshipers:
Barbarians, fighters
rogues, athletes

Cleric Alignments: CG, LG, NG

Domains: Chaos, Good, Luck, Strength

Favored Weapon: ( sreatsword

>

Kord (kehnd), deiry of strength, appears as a hugely muscular man
with long red hair and beard, wearing white dragonhide gauntlers,
blue boots, and fighting girdle of red leather. A hedonistic being,
he is known for rackling physical challenges of all sorts just for the
fun of ir. He is also reputed to have dallied with beauriful humans,
elves, or even giants, and I.]]:‘k are told of the great heroes Ill-il are
born of such liaisons. He fights with his intelligent dragon-slaying
greatsword Kelmar, and when wounded he often enters an intense

blood rage

|.|m]r||.|

Kord loves physical challenges and contests, and he promotes non
||.~|i1,|| Sporisasa '|"|]|'|h|lli for 'I'l"-ll!\-'l]'l?‘_ LI'.‘-}‘llfl"- among h!k T-ll”ll\\'l'r\
His teachings say that the strong and fit should lead the weaker, and
that bravery is the greatest quality anyone can have, ruler and citizen
alike. Everyone should scorn cowardice, says Kord

( |:'|c|I; and Temples

Kord's clerics are 1'\[\1'L']:-\| to be leaders, They value *11"'!‘1;_&[“ but
not domination, They train people to become stronger, organize
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athletic wournaments, and participate in challenging physical activ
ities. Doubting their fitness is a grave insult, and they go o grear
lengths o prove their ]‘l]\'~|l. al abiliries (although they realize the
difference between difficult and suicidal L'i::,||_J;-n]_:_‘--: I'hey favor
artire in red and white

Kord's temples tend to be spacious and airy. They always include
at least one gymnasium and usually extensive baths. They invari
ibly have adjoining fields for athletic comperitions

KORD

Fighter 20/Barbarian 20

Medium-Size Outsider (Chaotic, Good)

Divine Rank: 14

Hit Dice: 20d8+200 (outsider)
plus 20d10+200 (Frr) plus
20d12+200 (Bbn) (1,200 hp)

Initiative: +12 (+8 Dex, +4
Improved Initiative

Hp(!ed: 70

AC: 68 (+8 Dex, +14 divine,
+27 narural, +9 deflection

Artacks: Kelmar (55 greatsiwond)
+86,/+81/+76/+71 melee; or

spell +76 melee touch or +62
ranged touch
Damage: Kelmar (+5 greatswond
2de+54/17 2 or l“.' -|1(']|
Face/Reach: 5 ft. by 5 [1./5 fi
!-ipuL'I.'l| Attacks: Domain pOWeTS,

like

salient divine abilities, spel
abilirties.

Special Qualities: Divine immunities
DR 49/+4 (4/-), fire resisiance :
34, sonic resistance 34, fast heal-
ing 34, understand, speak, and read all
languages and speak directly o all

l’c‘i]l_ﬁ\ within 14 miles, remote commu
nicarion, g by |I.".I.||'II\ r|||1'|'||"|‘. withou! evvor
at will, plane shift ar will, fast movement,
uncanny dodge {cannot be flanked, +4 against
traps), SR 46, divine aura (1,400 fr., DC 33)

Saves: Fort +58, Ref +54, Wil] +53,

Abilities: Str 55, Dex 27, Con 30, Inr 24,
Wis 24, Cha 29

Skills®: Balance +26, Bluff +46, Climb +76
Concentration +47, Diplomacy +29
Escape Artist +45, Handle Animal +43,
Hide +45, Intimidate +45, Intuit Direction
+41, Jump +103, Listen +64, Move Silently
+48, Perform +46, Ride (horse) +64, Search

+54, Sense Motive +54, Spot +57, Swim +99, Tumble +&1, Use
Rope +36, Wilderness Lore +51. *Always receives a 20 on checks.
Feats: Blind-Fight, Cleave, Combat Reflexes, Deflect Arrows

Dodge, Endurance, Expertise, Great Cleave, Grear Forritude

|I11|‘I'u'«'|'\1 Bull Rush, ||np|u\':-t| Critical ( J-'.|-L'-!|-""‘-'l‘|‘|-- l“'i”""""l

Critical [unarmed strike), Improved Disarm, Improved Grapple,
Improved Initiative, Improved Trip, Improved Unarmed Strike,
Mobility, Power Anack. Quick Draw, Run Spring Artac k,

Stunning Fist, Sung

er, Superior Expertise, Track, Weapon Focus

greatsword), Weapon
Specialization (greatsword), Wes
strike), Whirlwind Arack.

Focus (unarmed sirike Weapon

pon Specialization (unarmed

Divine Immunities: Ability damage
death effects, disease, disintegration, electricity, energy drain,

ability drain, acid, cold,

mind-affecting effecis, paralysis, poison, sleep, sunning, rransmuta
non, i.]]]l‘] 1Isonment, |'5.|[]I\|h|'}11‘|1[

Salient Divine Abilities: Alter Reality, Alter Size, Area
Divine Shield, Avatar, Divine Bartle Mastery, Divine Blast, Divine
Blessing (Strength), Divine Fast Healing, Divine Inspiration
courage), Divine Rage, Divine Shield, Divine Weapon Focus
greatsword), Divine W apon Specialization (grearsword ), Extra
Domain ( Luck), Extra Energy Resistance (sonics), Gift of Life
Indomitable Strength

Domain Powers: Cast chaos spells at +1 caster level; cast good
‘\["l'”\ at +1 caster level; 14/day reroll a die roll once after it is made
14/day fear of strength (+14 enhancement

bonus to Str for 1 round).
Spell-Like Abilities: Kord uses

these abilities as a 24th-level caster

excepr tor chaos \']‘1'] and good
spells, which he uses as a 25th
level caster. The save DCs are 33
+ spell level. Aid, animate objects
Bighy's clenched fist, Bighy's crushing
hand, Bighy's grasping hand, blade bar
rier, break enchantment, bull's strength
chaos hammer, cloak of chaos, dispel evil
dispel law, endure elements, entropic
shield, freedom of movement, haly
aura, holy smite, holy word, magi
ctecle aganst cuil, magw cincle agamst
law, magic vestment, mivacle, mis-
lead, protection fram elements, pro
tection from ewil, protection from law
righteous might, shatter, spell immu
nity, spell furning, stoneskin, summon

maonster IX (as chaos or good spel
only), ward of chaos
Divine Rage: The following changes
are in effect as long as Kord rages: At
63 ||]I 1,500; Atk +91/+86/+81/+76 melee
(2d6+59/17-20, +5 greatswond); S ) Fire resistance
44, sonic resistance 44, SR 56; SV Fort +63, Will
+58; Str 65, Con 40; Climb +81, Concentra
tion +52, Jump +108, Swim +104. His
rage can be used 14 times per day, 1t
lasts for 1 hour (or unil ended)
and he is not winded afterward.
Possessions: Kord's great
sword, Kelmar, is an adamantine
+5 _L]J:'alhu'.'l.! with the bane
special abiliry against dragons. Kelmay
is intelligent, with Intel
Charisma scores of 24, It can speak and communicate tele
pathically. 1t has a chaotic good alignment and has the following
special powers, usable ar will: detect lawful evil alignment, find
traps, detect magic, locate object (1 20-foor radius), and true seving It also

igence, Wisdom, and

can use detect thoughts three rimes per day, Kelmar has a special pur
pose to slay lawful evil dragons. When the sword strikes such a
-|I.|}Lun the dragon must make a Will save (DC 23) or die,

Caster Level: 20th; Weight: 15 1b

L ”III"| |...'I'.'I|III i'\."."."'

As an intermediare deirv, Kord auromaric .]“\r FeCeIves .i|.- lx“-ll|| ‘,]'
20 on any check. He treats a 1 on a saving throw or attack roll nor
mally and not as an automaric failure, He is immortal

Senses: Kord can see, hear, touch, and smell ar g distance of
fourteen miles. As a standard action, he can perceive .Jn\'t'h||||_:
within fourteen miles of his warshipers, holy sites, objects, or any
locarion where one of his titles or name was spoken in the lasi
hour. He can extend his senses 1o up to ten locations ar once. He
can block the sensing power of deities of his rank or lower at up to
two remote locations at once for 14 hours
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Portfolio Sense: Kord senses any act of courage the instant if
happens and retains the sensarion for fourteen weeks after the
event occurs. He is likewise aware of any athletic comperition and
any outstanding achievement of stamina or physical prowess (such
as climbing a mountain

Automatic Actions: Kord can use any Strength- or Dexterity
related skill as free action if the DC for the rask is 25 or lower. To
use a skill as a free action, Kord must have ranks in the skill, or the
skill must be usable unrrained. Kord cannot do anything as a free
action if the rask would be a move action or part of a move action
Kord likewise can perform anything that can be accomplished
with a simple Strength or Dexterity check as a free action. For
example, Kord could kick down a door or tie a knort as a free action
but he could not jump, climb, or swim as a free action because the
larter three tasks are all move actions, He ¢an perform up 1o ten
such free actions each round.

Create Magic Items: Kord can create simple or martial magic
‘-'-"L"ﬂpk"ﬂ'- .H—lll nonwritien irems [h-‘i[ b11l1.'\'[ E"I'l\'.‘\'l(.'ill ;I["I'I”l!"

Strength, Dexterity, or Constitution), as long as the item’s market
price does not exceed 200,000 gp.

vatars

Kord makes little use of avatars, preferring to experience the world
himself, though he occasionally sends an avatar ro congrarulate an

athlete or adventurer who has just completed some epic achieve

ment, Or [0 oversee a contest to ensure its [airmess,

9 Avatar of Kord: As Kord except divine rank 7; AC 54 (rouch
34, flar-footed 54); Atk +79/474/+69/+64 melee (2d6+47/19-20, +5
greatsword) or spell +69 melee touch or +55 ranged touch; SQ DR
42/ +4, fire resistance 27, SR 39, divine aura (700 fr,, DC 26}, SV Fort
51, Ref +47, Will +46: all skill modifiers reduced by 7

Salieni Divine Abililies: Divine Battle Mastery, Divine Fast Heal
ing, Divine Inspiration (courage}, Divine Rage, Divine Shield,

Divine Weapon Focus (greatsword), Divine Weapon Specialization
greatsword ), Extra Domain (Luck), Indomitable Strength

Divine Rage: The following changes are in effect as long as Kord's
avatar rages: AC 49; hp 1,500; Atk +84/479/+74/+69 melee
(2d6+52/19-20, +5 greatsword); SQ Fire resistance 37, sonic resist
ance 37, SR 49; SV Fort +56, Will 451, Str 65, Con 40; Climly +74,
Concentration +45, Jump +101, Swim +97. His rage can be ised 7
times per day, it lasts for 1 hour (or until ended), and h# is not
winded afrerward

Spi M- Like Abilities: Caster level 17th; saving llllil\" DC 26 +
-\|.~:'|1 level

)
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KURTL,

Gnomesmasher, The Watcher

Intermediate Deity

Symbol: Gnome skull

Home Plane: Baator

Alignment: Lawful evil

Portfolio: Kobolds, rrapmaking,
|T||n|n!1, war

Worshipers: Kobolds

Cleric Alignments: LE, LN, NE

Domains: Evil, Law, Luck,
[rickery

Favored Weapon: Spear

Kurtulmak (kurt-whl-mak), the deity of kebolds; ‘p
particularly large kobold. He is about 5 feer tall, wigh scaly skin
mottled black and green, His ratlike tail is long andwipped with
a wicked sringer

Kurtulmak taught the kobolds the arts of mining, ambushing, and
trapmaking,. Garl Glittergold, deity of the gnomes, once ur]|.|p~;|'d




Kurrulmak's cavernous home
as a joke. The event wounded
Kurrulmak's pride on two
fronts, as he considered him-
self both an expert trickster and
a miner without equal. Since
then Kurtulmak has hated Garl
and all gnomes. Kurtulmak hates
being bertered by any means, espe
cially by some frivolous method
such as an illusion or a pracrical joke
He carries grudges and has a huge
chip on his small shoulder

Dogma
Kurtulmak is a savage deity who is always
attentive to events on the Material Plane
|||]Li cager [o secure any .id\ antage 1'1-:'
his people. He teaches the kobolds
that fair fights are for fools or for the
unlucky. It is better to [lee and
fight again than to be defeated,
and na fight is rruly over il
even one kobold lives

Revenge is sweet, says Kur-

tulmak, even if it takes years to
arrange. Kurtulmalk also teaches
his people that a quick wit, a good plan
and a well-laid ambush are far better

A r sward :
thana SITONE SWIC rd arm -
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J\l.".'['LI]JI1.I|".'.‘~ n |t'rl.'- [L*.'-L| war and |.||\|||.1p, parnes; see

|V Norman

to tribal defense (especially the construction of traps)
and oversee each rribes mining operarnons. ( ithers lead
expeditions to explore new areas and probe dwarf and
gnome settlements for weaknesses the kobolds can exploit

B. Swoddy w

&' No kobold community is complete without a temple or
,,E shrine 1o Kurtulmak. They are usually dug our of solid rock and
i accessed through narrow, twisting passages guarded by traps
Inside, a temple to Kurtulmak is cramped and usually decorated
with piles of gnome skulls.
KURTULMAK

Fi[_‘,hlvr 16/Cleric 8/ Rogue 8/Sorcerer 8

Medium-Size Qutsider (Evil, Lawful)

Divine Rank: 15

Hit Dice: 20d8+200 {outsider) plus 16d10+160 (Fir) plus 8d8+80
Clr) }1|u.k 8d6+80 { Rog plus 8d4+80 (Sor) (1,064 hp

Initiative: +21, always [irst (+17 Dex, +4 Improved Initiative,
Supreme Initative

Speed: 60 fi

AC: 79 (+17 Dex, +15 divine, +28 natural, +9 deflection)

Artacks: +5 keen lawful unholy shortspear +68/+63/+58/+53 melee,
SuUng +68 melee; or npri] +62 melee touch or +72 [.]I'Il_'.[';] touch

Damage: +5 keen lawful unholy chortspear 1d8417/18-20/x3, sting
1d4+5 plus poison/19-20; or by spell

Face/Reach: 5 ft. by 5 fr./5 fi

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities, rebuke undead 12/day, sneak artack +4ds.

Special Qualities: Kobald rraits, divine immunities, DR 50/+4,
tire resistance 35, fast healing 35, spontaneous casting of
divine spells, understand, speak, and read all languages and
speak directly ro all beings within 15 miles, remote communi
cation, godly realm, feleport without ervor ar will, plane shift ar

, will, familiar (rats), evasion, traps, uncanny dodge (cannot be

g flanked), SR 47, divine aura (1,500 ft., DC 33),

Saves: Fort +57, Rel +66, Will +56

Abilities: Str 25, Dex 45, Con 31, Int 29, Wis 24, Cha 29

Skills®: Appraise +35, Balance +43, Bluff +35, Climb +52,
Concentration +47, Craft ( :}1|‘|.|]t'.'|,1|']n|::|!,rll +77, Craftt
(stoneworking) +77, Craft (rrapmaking) +89, Diplomacy +28,

{ Disable Device +58, Disguise +69, Escape Artist +66, Hide

R +63, Intimidate +35, Jump +41, Knowledge (arcana) +46,

Knowledge (architecture and engineering) +47,
Knowledge (geography) +47, Listen +63, Move Silently
+75, Open Lock +66, Pick Pocket +39, Profession (miner)
+69, Scry +43, Search +49, Sense Motive +40, Spellcrafr +44,
Spot +52, Swim +41 *Always receives a 20 on checks
Feats: Alertness, Blind-Fight, Cleave, Combar Reflexes,
Dodge, Endurance, Expertise, Great Cleave, Improved
Bull Rush, |111]‘I|".1‘li( ritical Nhﬁ”\]h'.pl:', lm|'\|'.,|\-;-|_i
Critical (sting), Improved Disarm, Improved Ini
tiarive, Improved Trip, Improved Unarmed
Strike, Iron Will, Lightning Reflexes, Mobility,
Power Amack, Spring Arack, Stunning Fist,
Sunder, Superior Expertise, Weapon Finesse
(sting), Weapon Focus '~|11-r|~.|~.-.:|.- Weapon Focus
(sting), Weapon Specialization (shortspear), Weapon
Specialization (sting), Whirlwind Arrack

Kobold Traits: Darkvision, -1
penalty on arttack rolls in
bright light.

Divine Immunirties:
Ability damage, ability drain,
acid, cold, death effects \.’i.‘ﬂ‘i'l‘-\t‘ dis
mtegration L'll'fo'll.'li'-f' energy
drain, mind-affecting effects

paralysis, poison, sleep, stunning
q @ fransmutafion, imprison-
ment, banishment.

Salient Divine Abilities: Alrer Realiry, Alter Size, Avatar, Bane
sirike gnomes), Battlesense, Conrrol Creatures (kobolds), Divine
Blast, Divine Dodge, Divine Fast Healing, Divine Shield, Divine
Skill Focus (Craft [rrapmaking]}, Extra Domain (Law), Grow Crea
ture (kobolds), Hand of Death, Mass Divine Blasr, Supreme Initia-
tive, Tunnelt, Wound Enemy. fUnique ability, described below

Poison Sting: Fortitude save (DC 65); initial and secondary
damage 2d6 temporary Con

Domain Powers: Cast evil spells ar +1 caster level; cast law
1!111“*‘ at +1 caster level; 15 'i|.l', reroll a die roll once after it is made

Spell-Like Abilities: Kurtulmak uses these abilities as a 25th
level caster, except for evil spells and law spells, which he uses as
a 2ath-level caster. The save DCs are 34 + \Pg']l level, Aud, blas-
phemy, break enchantment, calim emotions, change self, confusion, create
wndead, desecrate, dictum, dispel chaos, dispel good, entrapic shield, false
vision, freedom of movement, hold monster, holy aura f;|:||'rx|[r||||1, A
circle agamst chaos, magic corcle against good, meracle, mislead, non
detection, oxder's wrath, ,llul.'}'ln-.ulllh any object, protection from chaos, pro-
tection from elements, protection from good, screen, shield of law, spell
turning, summon monsier 1X (as evil or law spell only), time stop,
unhaly aira, unholy blight

Cleric h'pt'"‘:,e‘l'l:]}’: 6/7/6/6/4, base DC =17 + spell level

Sorcerer Spells Known (6/9/8/7/5; base DC = 19 4 spc”
level): 0—arcane mark, dancing lights, detect magic, detect poison, ghost
sound, mage hand, open/close, preshidigitation; 1st—animate rope,
detect secrel doors, expeditious vetveal, feather fall, grease; 2nd—fog
cloud, glitterdust, see invisibility; 3rd—displacement, stinking cloud;
ath—mmproved muvisibility

Tunnel (unique salient divine ability): By concentrating,
Kurtulmak can bore a tunnel through dirt, clay, sand, or rock up to
150 feet long and up to 10 feet square. The runnel begins where
Kurtulmak stands and extends in the direction he indicates, For




each minute Kurtulmak concentrates, the tunnel is 15 feet long
I'h1- power 15 ~.|:11|.'|,||' (8] l!u' p.:un'.!“ u]u-” .'h't'}ﬂ lil.ll the [lII1I‘.L‘i
created {s permanent. Kurtulmak can use this power to dig pits b
if he does so, he slowly sinks down into the pit

Possessions: Kurtulmalk's personal weapon is Foestinger, a +5
halfspear with the keen, lawful, and unholy special abilities,

Caster Level: 20th; Weight 3 Ib.

Other Divine Powers
As an intermediate deity, Kurtulmak automatically receives a die
ln||J| ot 20 on any .'|1e["J-L. He treats a 1 on a sav ing Th ToW OT attac l\
roll normally and not as an automatic failure. He is immortal
Senses: Kurtulmak can see (using norma vision or darkvision),
|1-';||, [u'tlh'h, .]11;3 smell at a distance ld- [-ll-h.'t'n miles. As a ‘\'E.”'-IEHI'L]
action, he can perceve .lnylhm_u within fifteen miles of his wor

\:l!l]_'\l'r\'. holy S1Ees, EZIbH.'L‘En.-‘ iy location where one :lf' |.'|.i~| titles or

name was spoken in the last hour. He can extend his senses to up
to ten locarions at once. He can block l|'|1' -is‘l'lﬂ'llg pUWt’I'\.'-] deities
of his rank or lower at up to two remote locations at once for 15
ht"LllH

Portfolio Sense: Kurtulmak senses anything thar affects

kobold welfare the instant it happens and retains the sensation tor

fifteen weeks after the event occurs. He is similarly aware when

ever kobolds dig tunnels, make traps, or engage in wartare,
Automatic Actions: Kurtulmak can use Craft (meralworking),

Craft (stoneworking), Knowledge (arcana), Knowle

ge (archites
ture and engineering), Knowledge (geography), or Profession
(miner) as a free action if the DC for the sk is 25 or lower. He can
use Cralt (rrapmaking) as a free action if the DC is 35 or lower. He
can perform up to ten such free actions each round.

Create Magic Items: Kurtulmak can create [lglu .ai'[m-r..'-'lm_;lir
or martial weapons (Medium-size or smaller), irems thar entrap
creatures, such as a rope of "nldrl}h'.h'vlh'rlt. items that !'il.‘L'l'Li move
ment, such as boots of striding and springimg and a potion of haste, and
items thart affect or move earth, such as a staff of earth and stone, as
long as the item’s market price does not exceed 200,000 gp.

Avatars
Kurtulmalc's avatars look just like he does. He sends them to assist
kobolds in important raids or battles, and to counter interference
in kobold affairs from other deities, especially Garl Glittergold

9 Avatar of Kurtulmak: As Kurtulmak except divine rank 7; AC
63 (touch 43, flat-footed 63); Atk +60/+55/+50/+45 melee
(1d8+17/18-20/x3, 45 keen lawful unholy shorispear), +60 melee (1d4+5
'_p[u-; poison/ 1920, sting) or \[‘H'H. 54 melee touch or +64 IiJH|.lr‘ll
touch; SQ DR 42/ +4, fire resistance 27, SR 39, divine aura (700 ft., DC
25); SV Forr 449, Ref +58, Will +48; all skill modifiers reduced by 8

Poison: As Kurtulmak except the save DC is 57

Salient Divine Abilities: Alter Size, Banestrike (gnomes), Control
Creatures (kobolds), Divine Shield, Divine Skill Focus {Craft [t
making]), Extra Domain (Law), Grow Creature (kobolds), Tunn
Wound Enemy. tUnique ability, described above

Spell-Like Abilities: Caster level 17th; saving throw DC 26 +
-'|‘|'|| evel

LOLTH

Queen of the Drow, The Spider Gaddess, Queen of the Demonwib Pils
Intermediate Deity

Symbol: Black spider with the head of a drow female

Home Plane: The Abyss

Alignment: Chaoric evil

Portfolio: Drow, »|luir1'.~€. evil, darkness

Worshipers:
Cleric Alignments: CE, CN, NE
Domains: Chaos, Destruction, Evil, Trickery
Favored Weapon: Whip

Drow

Lolth (lohlth} appears as either a tall, beau
tiful female drow or as a black ‘-']'Illt‘l'
with a female drow’s head She main
tains a ruthless, tyrannical reign
over the drow, 1'ul||'|l|; through a

combination of fear and the prom-
ise ol power.

It was Lolth who first spread evil 8
among lhr ('|‘|'("-, .l[]d. IT was .-.hl'

10 led the drow 1o break away |

W

from the rest of elven society and to %

dwell |||1l[t‘IMTlll||]lt Drow scotl ar

any artempt to suggest that they

were banished from the surface

Nevertheless, Lolth has sworn

vengeance against Corellon Larethian

and his people

Dogma
Lolth constantly turns one drow against another She claims o do
this to cull out the weak and 1o make the rage strong, but she isa
cruel and capricious deity who enjoys watching others suffer. She
is careful ro prevent open or widespread strife among the drow
She does not tolerate campaigns of harassment or attrition among

groups of drow, but she does sanction well-planned, swift, and

overwhelming artacks

Lolth expects her people to be shrewd, calculating, and aware
of the dangers and opporrunities around them. She has no use

for sentiment, weakness, or love, She expects her people 1o rule
the entire Underdark (the realm beneath the surface of the
earth), eliminating foes that are weak enough ro be desrroyed
and biding their time before attacking other opponents. She
also expects them 1o ev l'l)1||.l||\' invade and condquer the surface,
not to colonize it but to defeat Corellon Larethian and the sur-

face elves

Clergy and Temples
Lolth rules her people through her clerics, who are exclusive

W
1ouses made up of clerics related
by blood. The oldest clerics rule the house, with younger clerics

1~:l|.||:' and n:l'p,.lnlﬂ'-i 1o no rhll'

following in order by age. Each house also includes noncleric drow

related by blood or marriage. The clerics serve as absolute rulers in
Lolth's name. They are the leaders, police, juries, and execurioners
Ui-. drow socierv

Nearly every drow home

148 at Il'.l‘:[ a ‘-l'l'l.ll] "ihfll'l(' o Lk"‘hh.
even if it is just a spider statue or modest altar. Larger temples to
i|||[h are |_|,l.1|,|||\ |;r,|,1 OUT In l!h- \h:lpl' ol a hp]di‘r. |-]‘|r'\,= Serve as
meering places, sacrificial sites, and centers of entertainment for
high-ranking drow.

LOLTH

Cleric 20/Fighter 10/Wizard 10

Medium-Size Outsider (Chaotic, Evil)

Divine Rank: 15

Hit Dice: 20d8+120 (outsider) plus 20d8+120 (Clr) plus 10d10+60
Fir |1l|_|-. 10d4+60 (Wiz) (820 ]‘IP

Initiative: +9

Speed: 60 1, climb 30 ft

AC: 73 (+9 Dex, +15 divine, +28 narural, +11 deflection)

Attacks: Bite +65 melee or +5 ghost fouch chaotic unhely dagger
67/462/+57/452 melee ar +5 ghost touch chaotic unholy whip

170/ +65/+60/455 ranged; or spell +64 melee touch or +66
ranged touch

Damage: Bite 1d6+12/19-20 or +3 ghost touch chaotic unholy dagger
1d4+12/19-20 or +5 ghost touch chaotic unholy whip 1d2+7; o
by spell

Face/Reach: 5 ftr. by 5 It./5 .
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Special Attacks: Domain powers, salient divine abilities, spell-like
abilities, poison, rebuke undead 14/day

Special Qualities: Drow traits, divine immunities, DR 50/+4, fire
resistance 35, spontaneous casting ol divine Spe

Is, understand,

[ languages and speak directly to all beings
within 15 miles, remote communication, godly realm, teleport
wilthout ervor at will, plane shift at will, familiar (spiders), SR 67,
divine aura (1,500 ft., DC 34},

Saves: Fort +53, Ref +56, Will +62.

Abilities: Str 24, Dex 29, Con 22, Int 41, Wis 41, Cha 32

Skills": Alchemy +69, Appraise +50, Balance +28, Bluff +83, Climb
+43, Concentration +84, Craft (weaving) +93, Diplomacy +54,
Disguise +77, Escape Artist +52, Gather Information +49, Hide
+81, Intimidate +55, Jump +39, Know

speak, and read a

edge (arcana) +93,
Knowledge (history) +66, Knowledge (religion) +89, Knowledge
(the planes) +66, Listen +70, Move Silently +61, Scry +83, Search
+75, Sense Motive +68, Spellcraft +93, Spor +77, Swim +45,
Tumble +54. *Always receives a 20 on checks
Feats: Blind-Fight, Brew Potion, Combat Reflexes, Craft Wand,
Craft Wondrous Irem, Divine Might, Dodge, Empower Spell,
Exotic Weapon Proficiency (whip), Expertise, Extend Spell,
eater Spell Penetration, Improved Crirical (bite), Maximize
Spell, Mobility, Power Artack, Quicken Spell,
Reach Spell, Seribe Scroll, Spel
Penetration, Spring Artack, Superior Expertise,
\.\-":‘;Lpun Finesse [bite
Weapon Focus (whip), Weapon Specialization
{bite), Weapon Specialization (whip), Whirl
wind Arrack

Mastery, Spell

Weapon Focus (bite),

Drow Traits: +2 racial bonus on
Will saves against enchantment spells
or effects, darkvision, enritled to a Search
check when within 5 feet of a SECTer or
concealed door as though actively look
ing for it, +2 bonus on Will saves against \|_‘|¢||-‘
or spell-like abilities, light blindness
blinded for 1 round by abrupt expo-
sute to bright light, =1 penalty on all
attack rolls, saves, .llni [ |1r‘| |-.,,-. wh[[g'

operating in bright light).
Divine Immunities: Ability
damage, ability drain, acid, _#

cold, death effects, disease, &
disintegration, elec /
tricity, energy drain, 4
mind-affecting
effects, paralysis,
poison, sleep, stun
ning, transmuta-
rion, imprisonment, &‘
banishment L
Salient Divine
Abilities: Alter Form,
Alter Realiry, Alter Size, .
Area Divine Shield, Arcane
Mastery, Avatar, Call Creatures
\vermin), L_':ln[rnl Lrearures ldru“‘ L

Divine Blast, Divine Shield, Extra Domain (Destruction), Grow
Creature (spiders), Hand of Death, Increased Spell Resistance, Mass
Divine Blast, Shift Form (see below), Speak with Crearures (vermin),
Spontaneous Wizard Spells.

Shift Form: This power allows Lolth to shift between her drow
and spider form

e 3\1:-
points of temporary Strength damage unless they make a DC 41

Poison: Creatures Lolth bites \.‘.-'lhlx‘ in her spider form la
b

Fortitude save. After 1 minute, creatures must make an additional

DC 41 Fortitude save or rake an additional 3dé points of remporary
:\Il{rng‘,ljl Ll.il‘l'lkl_l_'r

Webs: In her spider form, Lolth can produce webs eighr times
per day. She can cast the web as a net or create sheets of webbing up
1o 60 feer square, like a monstrous spider (see the Monster Manual),
Laolth's webs have an Escape Artist DC of 47, a break DC of 53, and
33 hir points per 5-foot section

Furthermore, Lolth’s webs are toxic. Creatures touc hing a web
{except Lolth or spiders) take 1de points of temporary Strength
nl.lln.n_u;' unless they make Fortirude saves (DC 31). After 1 minute

poisoned creatures must make additional Fortitude saves (DC 31)
or take an additional tde points of temporary Strength damage.
Domain Powers: Cast chaos spells at +1 caster level; cast evil
spells ar +1 caster level; 15/day smite (+20 on attack and damage for
one weapon attack)
Hpi‘”‘[..ii’[l.‘ Abilities: Lolth uses these abilities as a 25th-level
caster;, except for chaos '1'].'*:'”"- and evil l~|."='“~.. which she uses as a

26th-level caster. The save DCs are 35 4 spell level. Animate objects,
blasphemy, change self, chaos hammer, civle of doom, eloalk of chaos, confu
sion, contagron, create undead, desecrate, disinfegrale, dispel good, dispel law,
earthqualke, false vision, harm, implosion, inflict eribical wounds, inflict
light wounds, invisibility, Mg cirele tgainsl _u.a.a,], magie circle
against law, muslead, nondetection, polymorph any object, protec

tion from good, protection from law, screen, shatter, summon mon
ster IX (as chaos or evil spell only), time stop, unholy aura
wnholy blight, word of chaos

As a drow, Lolth also has the .|l'\1[|[_\' to use dancing
]J_EJII'*. darkness, and [aerie fire each 1 ';J:n_.-',i aster level a0th

Cleric Spells/Day: 6/10/10/10
9/9/8/8/7/7; base DC = 25 + spell level

Wizard Spells/Day: 4/8/8/7/6/5;
base DC = 25 —H]H‘" level,

Other Divine Powers
As an intermediate deity, Lolth automatically
receives a die result of 20 on any check
She treats a 1 on a saving throw or attack
roll normally and not as an automatic fail-
ure. She is immortal

Senses: Lolth can see (using

""\\nmm.:l vision or darkvision), hear,

N !

N touch, and smell ar a distance
‘-\‘h

of fifteen miles. Lolth's
Vision penetrares even
magical darkness. As a
standard acrion, she
can P'k.'lL's'I‘r'l‘ any
thing within fifteen
miles of her wor-
shipers, holy sites,

objects, or any location

where one of her ritles
B name was -GI'I|||\|'|| in
the las# hour. She can
{'}.LL‘J‘“I 11['|' Senses 1o ||FI [
ten locations at once. She can
|1|“|-I\ |hL‘ SENSING i"i'\'.'l'l' ol li[‘ﬂl[‘\ ol
her rank or lower at up to two remote locarions ar once for 15 hours

Portfolio Sense: Lolth senses anything thar affects drow wel-
fare the instant it happens and retains the sensation for fifteen
weeks after the event occurs. She is similarly aware whenever drow
make war or commit violence against each other

Automatic Actions: Lolth can use Knowledge (arcana), Knowl

igion), or Knowledge (the planes) as
DC for the task is 25 or lower. She also can use

edge (history), Knowledge (re

a free action if the

1er Hide skill as a free action, She can perform up 1o ten such free

acnons l'.l\']'l I'llllﬁll




Create Magic Items: Lolth can creare light or medium
armor, simple or martial weapons, items that create darkness
such as a scroll of darkness or a wand of deeper darkness, divination
items, such as a crystal ball, and items that disguise the user, such
as a hal of disguise, as long as the irem's market price does not
exceed 200,000 gp

1Lars

|,\ll[||. often sends her avatar to chec k upon her n.'l:'llt'.-{ and intimi
date her I-\“\

9 Avatar of Lolth: As Lolth excepr divine rank 7; AC 56
{touch 37, flat-footed 47); Atk +57 melee 1de+12/19-20, bite) or
+59/454/+49/+44 melee (1d4+12/19-20, +5 ghost touch chaotic

r1|||[.||'1 .h[gg.':'_ or +62/+587/

52/+47 ranged (1d2+7, +5 ghost touch
+56 melee touch or +58 ranged

chaotic unholy whip) or spe
touch; SQ DR 42/+4, fire resistance 27, SR 59, divine aura (700
ft.,, DC 26); SV Fort +45, Ref +48, Will +54; all skill modifiers
reduced by 8.

Pouson: As Lolth except the save DC is 33

Webs: As Lolth, except the webs have an Escape Artisi DC of 39
a break DC of 45, and 25 hit points per 5 foot section. The web's
poison save DC is 23

Salient Divine Abilities: Alter Form, Alter Size, Call Creatures
(vermin ), Divine Blast, Divine Shield, Extra Domain ( Destruction),
Hand of Death, Increased Spell Resistance, Shift Form

Spell-Like Abililies: Caster level 17th; saving throw DC 27 +
spell level

MORADIN

The Soul Forger, Dwarffather, The All-Father
The Creatoy

Greater Deity

Symbol: Hammer and anvil

Home Plane: Celestia

Alignment: Lawful good

Portfolio: Dwarves, creation,

smithing, engineering, war
\‘("nrshipcrs: Dwarves, metal
workers
Cleric Alignments: LG, LN, NG
Domains: Earth, Good
Law, Protection
Favored Weapon: Warhammer

The deity of dwarves, Moradin (moar-uh-din), usually appears as a
stern-faced male dwarf with a powerful build. His upper body is par-
ticularly robust, with a barrel chest, wide shoulders, and arms corded
with big muscles. He has flowing black hair and a beard to match, and
he always wears full plate armor. He carries a shield and a war
hammer. Moradin forged the first dwarves out of meral and gems and
breathed life into them

Dogma
Moradin is an adamant defender of the dwarven people he created
and of the principles of law and good. He teaches the value of
|11.|k|.11;_-; |_m.||'it. |||.1I last , ot ||"_.'.|'sh' to clan, ||-.In|-.'| ' and |1n1plr. and

of meeting adversity with stoicism and tenaciry. He roler

'S no

taint of evil among the dwarves; it was he who drove the derro and
duergar out of the dwarven community. It is Moradin's influence
that leads the dwarves toward excellence in craftwork and staunch

defense of what is theirs.

Clergy and Temples
Clerics of Moradin are charged with maintaining and advancing
the dwarven race in all walks of life. They perform a wide range of

pub

ic ceremonies f]l:,l[ll,‘;!}\g'.\é. I"li'\'\lﬁ_u new venrures, crowning

monarchs, and the like). They also educate the young, arrange
communal defenses, and sponsor i'\'|1l'l|.1“l‘[1‘\ to settle new lands

Ihey also keep detailed genealogies and historical archives

Every temple or shrine of Moradin includes an anvil and a forge
that the clerics keep perpetually burning, The anvil can be a simple
decoration or prart ola u'wk'.lq_- .-1'111|[|l\,. but it often serves as the

e |11[‘|(' .lh.l].

MORADIN

Fighter 20/Expert 14/Cleric 15

Medium-Size Outsider (Good, Lawful)

Divine Rank: 19

Hit Dice: 20d8+ 260 (outsider) plus 20d 104260 (Ftr) plus 14d6+182
Exp) plus 15d8+195 (Clr) (1,461 hp)

Initiative: +11 (+7 Dex, +4 Improved Initiative

le.':'d: 60 fr., burrow &0 fi

AC: 91 (+1 Dex, +19 divine, +32 natural, +13 +5 full plate, +7 +5 large
deel shield, +9 deflection)

Attacks™ +5 holy lowful returning throwing warhammer +92/487
+82/477 melee or +5 holy lawful returming throwimg warhammer +81

ee touch or +71 ranged touch *Always
hit
Damage”: +5 holy lowful returning warhammen 1d8+44/x3; or by

ranged; or spell +82 me
receives a 20 on attack rolls; roll die to check for eritica

spell *Always does maximum damage (warhammer 52 points).

Face/Reach: 5 fi. by 5 ft./5 fi

Hpt'cin] Attacks: Turn undead 12 l'..|§, domain powers, salient
divine abilities, spell-like abiliries

Hpcc|ﬂ| Qualities: Dwart traits, divine immunities, DR 73/+5, last
healing 39, fire resistance 39, spontaneous casting of divine
\.P(‘I
directly to all beings within 19 miles, remote communication,
godly realm, teleport without ervor av will, plane shift ar will, SR 71
divine aura (19 miles, DC 37}

Saves®: Fort +70, Ref +64, Will +64. "Always receives a 20 on saves

Abilities: Str 46, Dex 24, Con 36, Int 24, Wis 28, Cha 29.

Skills": Appraise +37, Bluff +39, Concentration +74, Craft (armot
smithing) +72, Craft (gemcurting) +72, Craft (metalworking)
¢ 74, Craft (stoneworking) +74, Craft (weaponsmithing) +72,

omacy +32, Intimidate +30, Knowledge (arcana) +55,

s, understand, speak, and read all languages and speak

Dip

I\Lnu\\iui:\_u: {ar hitecture and engineering; + 17, Knowle Ee

(history) +31, Knowledge (religion) +55, Listen +46, Profession
(architect) +74, Profession (brewer) +74, Profession (engineer)
+74, Profession (miner) +74, Profession (tanner) +74, Scry +60,

Search +51, Sense Motive +51, Spellcraft +67, Spot +30, "Always
receives a 20 on checks

Feats: J_\]in._]-l-L}‘_ht Combat Reflexes, Cleave, Crafr Magic Arms
and Armor, Craft Rod, Craft Wondrous Item, Dodge, Deflect
Arrows, Divine Might, Empower Spell, Experrise, Forge Ring,
Great Cleave, Great Fortitude, Greater Spell Penetration,
Improved Bull Rush, Improved Disarm, Improved Initiative,
Improved Trip, Improved Unarmed Strike, Iron Will, Lightning
Reflexes, Mobility, Power Attack, Quicken Spell, Spell
Penetration, Spring Artack, Still Spell, Stunning Fist, Sunder,

Superior Expertise, Weapon Focus (warhammer), Weapon
Specialization (w arhammer), Whirlwind Attack

Dwarf Traits: +1 bonus on artack rolls against orcs and goblin-
|-like abilities;
2 bonus on Forritude saves against all poisons; +4 dod

oids; +2 bonus on Will saves against spells and spe

ge bonus
against giants; darkvision; stonecunning (+2 racial bonus on
checks to notice unusual stonework; can make a check for unusual
stonework as though actively searching when within 10 feet and
can use the Search skill to find stonework traps as a rogue can
intuit depth); +2 racial bonus on Appraise checks and Craft or
Profession checks related to stone or metal

Divine Immunirties: Ability damage, ability drain, acid, cold
lil.‘-i[!'.l eltects, 1|jk|-:j~||‘| d:.~.||ln';_‘l.!lltln. electricity Energy drain,
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Jther

mind-affecting effects, paralysis, poison, sleep, stunning, trans
mutation, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter
Reality, Alter Size, Annihilating Strike, Area
Divine Shield, Avatar, Battlesense, Control
Creatures (dwarves), Craft Arrifact, Create
t, Create Object,
Divine Bartle Mastery, Divine
Blast, Divine Creation, Divine
Earth Mastery, Divine Fast
Healing, Divine Shield, Divine
Weapon Focus (warhammer),
Divine Weapon Specializa-
warhammer), Extra
Law), Gifr of Lite,
Increased Damage Reduction,

Greater Objec

on
Domain

Increased Spell Resistance,
Master Crafter

Domain Powers: Cast good
ast Jaw

.‘]JL'”!\ at +1 caster l('\-'l.'l; 0
\]’-1'“~ ar +1 caster level 19; day
protective ward (touched subject
gains +15 resistance bonus on
next saving throw, maximum
duration v 19/day turn or
destroy air creatures, or rebuke or
command earth CTeatures.
Spell-Like Abilities: Moradin

uses these abilities as a 29th-level ¢ aster,

hour

except for good spells and law spells,
which he uses as a 30th-level caster. The
save DCs are 38 + spell level. Aid, antimagi

field, blade barrier, calm emotions, dictum, dispel

elemental swarm
. hold monster, holy aura,

chaos, dispel evil, earthquake
as earth spell only
|I|I|[l smle, rh*lll. Il'lfil.j, ron |"1|ll'|l ||F||.Ef| |f|||l|
against chaos, magic circle agamnst ewil, magii
stone, mind blank, order's wralh, prismatic spheve, protection from chaos,
protection from elements, prolechon from ev i, ri |'l||.|\;l.\-|;| siireld of law,
shield other, soften earth and stone, spell immunity, spell vesistance, spike
stores, stone '\JII[I!‘l. stoneskin, summon monster IX (as |‘-'—""‘| or law
\.l'\'r[] only), wall .If slong

Cleric Spells/Day: 6/9/8/8 4/3; base D(

Possessions: Moradin carries Soulhammer a +5 warhammer with
the holy, lawful, returning, and throwing special abilities
asth; Weight: 8 1b

19 4 -E"t'” level

Caster Level

Divine Powers
As a greater l[R‘lI\'. Moradin automatically receives the best i‘m‘-\||‘lJt'
result on any die roll he makes (including attack rolls, damage,
checks, and saves). He is immortal.

Senses: Moradin can see (using normal vision or darkyision),
hear, touch, and smell at a distance of nineteen miles. As a standard
acrion, he can perceive anything within nineteen miles of his wor-

shipers, holy sites, objects, or any location where one of his ritles or
name was spoken in the last hour. He can extend his senses to up

He ¢

\-|I.'||1L'.‘- of his rank or lower arup 1o (wo remote |._|L atons at once lor

to twenty locations ar once sensing power of
19 hours

Portfolio Sense: Moradin senses anything that affects dwarven
wellare nineteen wee

ks before it happens and retains the sensation
tor nineteen weeks afrer the event occurs. He is similarly aware
whenever dwarves engage in arts or crafts or make war
Automatic Actions: Moradin can use any Craft skill, even
those he has no ranks in, as a free action if the DC for the task
is 30 or lower. He can perform up to twenty such free actions

each round

Create Magic Items: Moradin can create simple
or martial maglc weapons, armor, and maglc tools,
such as a matlock of the titans

Avatars
Moradin's avatars
II‘-II.J“‘. |L|l.|\ Just

[I.]il' |‘lc' liUl"-, |.‘I [Jll'\'

sometimes take the forms of
earth elementals, Xorns, or
members of some dwarven

avatars to nlu. arven lands to
keep discreet warch over dwar
ven craftworkers and leaders and
to guard against interference
from Gruumsh or deities of evi

subterranean peoples
P Avatar of Moradin: As
\Iul.nhn exce |'-1 divine rank 9; AC
touch 29, flar-foored 7
-I‘.IJ‘- __l‘.’._"_"_".l "lT
melee (1d8+ 14/%3, 45
warhammer) ot
spell +72
touch or +81
rangec 1; SO DR 53/+5, Hire resistance 29, SR
41, divine aura (900 ft., DC 27); SV Fort +60, Rel
+54, Will 4+54; all skill modifiers reduced by
Sabient Divine Alnlities: Alter Form, Alter Size
Create Object, Divine Battle Mastery, Divine
Earth Mastery, Divine Shield, Divine Weapon
Focus (warhammer), Divine Weapon Special
ization (warhammer), Extra Domain (Law),
Increased Damage Reducrion, Increased
Spell Resistance
Spell-Like Abilities: Caster level 19th;
saving throw DC 28 + spell level

NERUILL

ranged

[l]l‘li‘;'

touck

The Reaper, The Foe of All Good, Hater of Ll;i. Bringer of Darkness,

King of All Gloom, Reaper of Flesh ‘z
Greater Deity =
Symbol: Skull and scythe

Home Plane: Carceri

Alignment: Neutral evil

Portfolio: Death, darkness, I'I'll-l]'lil'ﬂ
underworld

Worshipers: Necromancers, assas

sins, rogues, murderers
Cleric Alignments: CE, LE, NE
Domains: Death, Evil, Trickery
Favored Weapon: Scythe

The deity of death, Nerull [mare-ull}, is widely known and widely
a mummitied, nearly skeletal
corpse with rusty red skin, thick blackish-g
cloak of rusty black, and eyes, teeth, and nails like poisonous verdi
gris, His black staff, Lifecutier, forms a scythelike blade of red force
that slays anyone it touches

teared. His

en !I.ill a cowled

Dogma
Nerull is the patron ol those who seek the preatest evil for their
own |-”i|\“|'|'['|.L'”I Or gain
All are 1_u_|-||;-|| in Nerull's cold realm. Every |1\'|:'|}_' L|'a|||||'_ 15 an
affront to the Reaper, and every death |_‘.|'L11p_h a dark hl.‘l'_ll'l'i of joy to




his long-dead heart. Those that pray to Nerull to appease him only
attract his attention and their own doom. Those that kill in his
name shall be rewarded (or so Nerull promises)

Clergy and Temples

Clerics of Nerull are secretive and solitary, since few sane peaple tol-
erate their presence, Excepr in the most evil lands, Nerull has no
organized churches. With no overall hierarchy, individual churches
waork against eac h other at times. Still, the Reaper is tea red across the
lands. His clerics wear rust-red garb when not in disguise. Nerull's
clerics commit murders as offer INESs (O their deiry [f their actions are
discovered, they move on to new hunting grounds. Some rake up the
u,|||d.‘n|1+'_ life and put on innocent aces as they move from town to
town, murdering a few people and then moving on

']'.-nw-lr-‘ to MNerull are always hidden, even in lands where the
Reaper is honored. They usually are located underground, often as
parts of catacomb complexes. Mosr temples are stocked with
undead creatures and others that E-Pll".ld or L':‘I:‘l“l ale dt".ll]1 such as
hags, fiends, and \'.Il'}‘,ﬁt“”t"{.

NERULL
Necromancer 10/Cleric 20/Rogue 10
Medium-Size Outsider
Divine Rank: 17
Hit Dice: 20d8+140 (outsider) plus 10d4+70 (Nec) plus 20d8+140
Clr) plus 10d6+70 (Rog) (840 hp)
Initiative: +15, always first (+11 Dex, +4 [mpruu'd Initianve,

Supreme Initiative)

Speed: 60 fr.

AC: 77 (+11 Dex, +17 divine, +30 natural, +9 deflection)

Artacks®: +5 brilliant energy keen speed scythe +70/470/465/+60/+55
melee; or spell +64 melee rouch or +73 ranged rouch *Always
receives a 20 on attack rolls; roll die to check for eritical hit.

-~
e g

Damage®: + brilliant energy keen speed scythe 2d4+15/4; or by spell
*Always does maximum damage (scythe 23 points)

Face/Reach: s fi. by 5 fr./s fi.

Special Attacks: Rebuke undead 24/day, sneak atack +5de (30
points), crippling strike, domain powers, salient divine abiliries,
spell-like abiliries

Special Qualities: Divine immunities, DR 52/44, fire resistance
17, spontaneous casting of divine spells, understand, speak, and
read all languages and speak directly to all beings within 17
miles, remote communication, godly realm, teleport without ervor
at will, plang shift at will, familiar (bats), evasion, traps, uncanny

dodge (cannot be flanked), SR 69, divine aura (17 miles, DC 36)
Saves®: Fort +56, Ref +60, Will +64. *Always receives a 20 on saves
Abilities: Str 25, Dex 33, Con 25, Int 35, Wis 40, Cha 29

Skills": Alchemy +62, Appraise +44, Bluff +74, Concentration
77, []i]_‘|n|n.u'\' +58, Disable Device +49 Disguise +83, Hide
<91, Intimidate +60, Knowledge (arcana) +82, Knowledge
'hi'.:nl\..' +49, Kml\\.]('\jt{-' 'Il']l.p_',l.l'll:' +82, i".lhr\l.']t't||5’_t' the
planes) +72 Knowledge (undead) +82, Listen +80, Move
Silently + 76, I~"]'H'1'l Lock +48, Pick Pocket +54, Scry +82, Searc h
+72, Sense Motive +90, Spelleraft +92, Spor +80. *Always
receives a 20 on checks.

Feats: Brew Potion, Combat Casting, Combat Reflexes, Crafr Rod,
Craft Wand, Craft Wondrous Item, Dodge, Empower Spell, Extra
Turning (x3), Greater Spell Focus {Necromancy), Greater Spell
Penetration, Improved Initiative, Reach Spell, Sacred Spell, Scribe
Scroll, Silent Spell, Spell Focus (Necromancy), Spell Penetration
Still Spell, Weapon Focus (scythe), Widen Spell

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain,
mind-affecting effects, paralysis, poison, sleep, stunning, rransmuta
tion, imprisonment, banishment

 of Nerull

. Catacombs?
25 Antechambers

3 ']‘rqppcdl__'urridor
4. Main Chapel!

5. Side Chapel

6. Guardpost
7. Mestry
'.arr.ark!i
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Tllus. by M. Ca

Salient Divine Abilities: Alter
Reality, Alter Size, Arcane Mastery
Area Divine Shield .\11|11|1||.11|n_|:;
Strike, Avatar, Control Creatures (un
dead), Craft Artifact, Create Greater
bject, Create Object, Divine
Blast, Divine Ce Divine

Creartion, Divine "-}'L'H Focus

erity

Necromancy), Divine Shield
Increased ‘;!"t'” Resistance
Hand of Death, Lite and
Death, Lite Drain, Sponta
neous Wizard Spells,
Supreme Initiative, Un

ad Qualiries

Domain Powers:
4 v death touwch (il
'\llll"lt‘t[ touched does not have ar

de

17/¢

least 120 hp, it dies); cast evil spells ar
i1 caster level

Spell-Like Abilities: Nerull uses
these abilities as a 27th-level caster,
except lor evil -|\ri|-1 which he
uses as a 28th-level caster. The save
DCs are 36 + spell level. Animate
_||:I.! I
sélf, confusion, create greater undead,
credle undead, death knell, death ward,

asphemy, e fear, change

deseervate, destruction, dispel good, false

vision, imvisibility, magic cincle

rrEsiead, l.'.lll.l'.[.'..'|'|.' I'I.I|II.HI|I||-|.‘ 11y |||-;._|'

prolection from good, screen, slay living, summon

monster IX (as evil spell only), time stop, unholy
avra, unholy blight, wail of the banshee.

Cleric Spells/Day: 6/10/10/10/9/9/8/8/7/7;
base DX 25 4 \|‘l|'|| level, 42 4 .‘\l"l'“ level for necro
mancy spells

Wizard ."\'pt‘ll-i-"n'.l\? 5/8/8 21 4 -.]w“ level
8 + spell level for necromancy spells. Prohibited school: 1llusion

Possessions: Nerull carries Lifecutter, a

7/6/5; base D(

+5 seythe with the bril

liant enc gy, keen, and ‘*l"('l'tl Sped ial abilities, Lifecutler resembles a
gnarled staff of ebony with a curving blade of energy
25th; Weight: 12 1b

Caster Lew
ther Divine Powers
As a grearer deity, Nerull automatically receives the best possible
result on any die roll he makes (including attack rolls, damage
checks, and saves). He is immortal
Senses: Nerull can see, hear, touch, and smell at a distance of

seventeen miles. Nerull can see |‘;|||.|||\ well in light or darkness

and ¢an sée even 1n IH.'IIL'JL.I] darkness prov ided a deity of |||!_'
rank has not creared it. As a stand
.LII\'lhIE]H I.'-'lil'lji'l 5 nteen mi

d action, he can perceive

|I|\ 'l\'l":"-lilpl'[--. ]]\il'- sies

0% O

\l|‘1|'| IS, or anvy location '\.\'lli'll‘ one ol |||~ i||]1-~1 Or name wis
1

";‘U!'LL'H mn il‘.l' ].J‘-l I‘.Illll' HL' can i'R:t'IId l]l‘w senses 1o 11[1 o

twenty locations ar once. He can block the sénsing power of

deities of his ran
for 17 hours

L O1 |U'\\'|'I' at up o two remorte ]I.II. anons at once

Portfolio Sense: Nerull senses any death seventeen weeks

before it happens and rerains the sensarion for a seventeen weeks

after the event occurs
Automatic Actions: Nerull can use Knowledge (arcana), Knowl-
history

ed Knowledge (religion), Knowle

. the planes), o
Knowledge (undead) as a free action if the DC for the task is 30
or lower. He also can use any death-producing spell or domain
power (but not a salient divine ability) as a free action. He can per

torm up to twenty such free actions each round

Create Magic Items: Nerull can
create a magic weapon from a dagger
darr, light mace, sap, shortbow, compos-

ite shortbow, short sword, club, heavy

mace, morningstar, quarterstall, rapier
or any rype of crossbow as well as items
that can |'|Lll|m e death effects, such as a
rask of the skull. He can also create items

||1.|r conceal or \||~._x:|||-l' the user, such as

a ring of invisibility, a vobe of blending, or a
hat of disguise

Avat;
Nerulls
seldom uses them except to witness a par

115

avatars look just like he does. He

ticularly signiticant or bizarre death

@ Avatar of Nerull: As Nerull excep
divine rank 8; AC 59 (touch 38, flas
footed 59): Atk +61/+56 +41
2d4+15/%4, +5 brilliant encrgy

or h]‘|'”

+51/+46

melee

J;uu \||l.':_l' LT '.I|J| ] ||1|'|='|'

touch or +64 ranged touch; SQ DR
43/44, tire resistance 28, SR 40, divine
800 tr, DC 27); SV Fort +46, Ref

Will +54; all skill modifiers

dLEa

+50U

reduce
Salient Dwvine Abilities: Alter Size,
Annihilaring Strike, Control Crea
tures (undead), Divine Blast, Divine
Celerity, Divine Spell Focus (Necro
mancy), Divine Shield, Increased
‘-pe'|l Resistance, Supreme Initiative,
Undead Qualirties.
Spell-Like Abilities: Caster level 18ch
rthrow DC 27 4 w]‘:'“ level
Spells: As Nerul
mancy spells is 33 + spell level and the save DC for wizard

saving

except the save DC for cleric necro

;.l‘\ L'l

QBAD-HAI

NeCromancy ~;|,'.c-||~ is 29 + spel

The Shalin

Intermediate Deity

Symbol: Mask of cak leaves and acorns A

Home Plane: Outlands

Alignment: Neutral

Portfolio: Nature, woodlands,
freedom |1-.ml;l‘._|_' beasts

Worshipers: Barbarians,
rangers, druids, hunters

Cleric Alignments: CN, LN, N,
NE, NG

Domains: Air, Animal, Earth,
Fire, Plant, Water

Favored Weapon: Quarterstaff

Obad-Hai (oh-bod-high), deity of nature, is most often shown as a lean
and weathered man of indeterminately old age, dressed in brown or
russet and looking like a hermit, although nonhuman communiries
depict him as one of their own race. Because Obad-Hai strictly
adheres to neurraliry, he is a rival of Ehlonna. Obad-Hai plays a shalm
(a double-reed woodwind musical instrument, also spelled “shawm’
and rakes his title from this instrument. He also carries a stafl

(8 ]

vad-Hai rules nature and the wilderness, and he is a friend to all
who live in harmony with the narural world. He expects his followers




e 1'\'!'.1‘ |[|--|'|| WOl

ance in an appropriate

Ty \\Ill'. nalure 1n I” s v

*in II.II.l

otherwise harm nature deserve swift ver

manner, says Obad-Hai. Those who are one with narure, however

sut foolish are some

have little to fear, although the well-meaning

times brought down by a danger they could not avoid or divert

i \|.|I'..L:|‘I|\-u-\
1 be

10se that are beauriful é‘.;lll1'||r-n or wonderful

Obad-Hai teaches that the wilds can sometimes be ug

or terrible, but that these things are a part of nature and shou

respected as much as

for [lll"-l characrerizations mark a newcomer's perspecnve

lerau and Temple

of Obad-Hai have no h ar ||‘. [hey treat all those of

Cleries 3
their order as I.L|l...i|" Fhey wear russet-colored « :l'[l'llllg'_ and

maintain hidden woodland shrines that are usually located far

civilization. They k P 1o the wilderness and to themselves

rarely getting involved in society

A wide variety of peoples serve as Obad-Hai’s clerics, including
humans, gnomes, halflings, and sylvan fey. They serve as protectors

of nature, acting as the |..,-,<-nr-. of retnbution w ||L-L'. il]l':l i" oIeCTion

[ .
is insufhicient or too lat

lemples to Obad-Hai can be located nearly anywhere but are

LISLIGELY III. -[('\i- I||Il|_| _s'I-I.: s ol .)II‘ [rees

OBAD-HAI

Druid 20/Cleric 20

Medium-Size Outsider

Divine Rank: 15

Hit Dice: 20484180 (outsider) |'-|||- 208+ 180 ( Did : lus 20d8+180

(Cle) (1,020 hp)
Initiative: +9
.\'prml: a1
AC: 72 (+9 Dex, +15 divine, +28 natural

Attacks: +5 .l.l.'l!.|||!:_; shocleinge burst .ilr.|i||i‘|.i|_| a6/ +6l/+56/+51

+10 defle

melee, +5 speed ey burst quarterstaff +66/+66/+61/456 melee: or

nelee touch or +69 ranged touch

‘-‘\Il 67

Damage: +5 defending shocking burst quartersiaff 1dé+12 plus 1dé

burst quarterstaff 1da+8 i'l”" 1de

ctricity/19-20 speed 10y

cold/19-20; or by spell

Face/Reach: 5 ft. by 5 ft./5 fi

\'|wr:|.|| Attacks: Turn undead 13/day, domain powers, salient
Lij-. ine .|l-|'l1u.-- -En-!_l like abilities

Special Qualities: Divine immunities, DR 50/+4, fire resistance
35, fast healing 35, spontaneous casting of divine spells, under

stand, speak, and read all languages and speak directly to all

beings within 15 miles, remote communication, godly realm

laces,

teleport ror at will, plane shift ar will, a thousane

resist nature’s lure, low-light vision, rimeless body,
hape (Tiny, Small, Medium

) ||.'.'1'| \k'\ll'lll

nature senst

trackless step, venom immumnit

or dire animal 6/day, elementa

size, Large, Hug
land stride, SR 47, divine aura (1,500 fr., DC 34)

Saves: Fort 456, Ret +56, Will +63,

Abilities: Str 24, Dex 28, Con 29, Int 30, Wis 43, Cha 31

Skills*; Animal Empathy +68, Concentration +67, Craft {leather
working) +84, Craft pottery) +84, Lrakt (st Ih'\\LllJ.'.n_;; 854, Cralt

+84, Diplomacy +47, Handle Animal +48, Heal

0, Intuit Direcrion +47

Knowle ge  (pe !\I'-I'U-|L'-|!.l

woodworki

Know |r\|..'_\' arcar

reography)  +41 nature) +78

Knowledge (religion) +65, Listen +49, Move Silently +40, Perform

salist) +70, Ride (horse) +26, Scry +68, Sea

rofession (her

41, Sense Motive +51, Spellcratt +88, Spot +49, Use Magic Device

+41, Wilderness Lore +94. *Always receives a 20 on checks

Feats: Alertness, Ambidexterity, Blind-Fight, Brew Potion, Con

Reflexes, Craft Sraff, Craft Wand, Craft Wondrous ltem, Dodge

Endurance Forge R

Crirical (quarterstaff ), Improved Two-Weapon Fighting, Quicken

1, Greater Two-Weapon | ighting, Improved

Spell, Run, Scribe Scroll, Track, Two-Weapon Fighting, W

Focus (quarterstatt

Divine Immunities: Ability damage, ability drain, acid, cold
death effects, disease, disintegration, electricity, energy drain
mind-affecting effects, paralysis, poison, sleep, stunning, rransmuta
tion, imprisonment, banishment

Salient Divine Abilities: Alter Reality, Alter Size, Avatar, Con

trol Creatures (animalsi, Create Greater Object, Create Object

Divine Blast, Divine Shield, Divine Fast Healing, Energy Bursi
tire ), Extra Domain (Air), Extra Domain (Earth), Extra Dom:
Fire), Gift of Life, Hand of Death, Power of Nature, _‘\pl'.||\ W

n

1
i Ju.',|||||:.'*-||,§|||I!'..||1I \p".||\ '|'.||||[ |'t'.||.||l"|"!'I.III|'1.I

Domain Powers: 10/day turn or destroy earth creatures, or rebuke

vmand air creatures; 15/dav use animal frendshap; 10/day turn or

atures; 10/day

eSOy air creafures, or I('['-III\I' or i IHII].iIhI I'.ilil‘. Lt

turn or destroy waler crealures, or rebuke or command fire creatures
10/day rebuke or command p|.|l!l creatures; 10/day turn or destroy

.III-.i WaleT Creatures

fire creatures, or rebuke or comi
Spell-Like Abilities: Obad-Hai uses these abilities as a 25th

level caster, exd epl lor

'_|-.-|! 1!||']|- which he uses as a 26th ie'\:'|

caster. The save DCs are 34 4 -|'-L'|| level. Acid fog, air walk, animal
\|I|.J_:'| s, mritilife shell, barkskin burming hands, calm animals, cham light
! !

y )
control plants, control water, control weather, control winds, ereeping

ming, changestaff, command nis, commune wilh naluve, cone of

doom, dominale animal, I.||J|II|.||4|JI\1 elemenlal swarm, ¢ Hf.-ll-._lln. frg

seous form, hold a 1, horrd

seeds, fire shield, fire stovm, fog cloud,

wilting, ice storm, incendiary cloud, iron body, magic slone, obscuring must,

)
{
3
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§
&
|
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88

plant growth, produce flame, vepel vermin, repel wood, resist elements
shambler, -ilulj'l'l'Jiliil]Jn soften earth and stone, \_[||}.'=' stones, stone -.]r.1|'1|'
stoneskin, wall of fire, wall of stone, wall of thorns, water breathing, whirl
wind, wind wall,

Cleric Hpells_w‘[]ny: 6,/10/10/10/10/9/8/8/8/7: base DC = 26 4
\|5t'” leve

Druid Hpe“ﬁl;"']]ay: 6/afalalalal7/7/7/6; base DC = 26 +
spell leve

Possessions: Obad-Hai's staff, Stormstoush, is a double weapon
Both ends are +5 weapons. One end has the defending and shock
ing burst special abilities and the other the speed and icy burst

special abiliries
Caster Level: 20th; Weight: 5 1b.

i0ther Divine Powers

As an intermediate deity, Obad-Hai automatically receives a die
result of 20 on any check. He treats a 1 on a saving throw or attack
roll normally and not as an awtomaric failure. He is immaortal

Senses: Obad-Hai can see (using normal vision or low-light

vision), hear, touch, and sme

| ar a distance of fifreen miles. As a

his worshipers, holy sites, objects, or any location where one of his
titles or name was spoken in the last hour. He can extend his
senses 1o up to ten locations ar once. He can block the sensing
power of deities of his rank or lower at up 1o rwo remote locations
ar once i'i-'l' 15 hl.'ll.ll.\

Portfolio Sense: Obad-Hai senses anything that affects
nature (land, sea, air) the instant it happens and retains the sen
sation for fifteen weeks after the event occurs. Any plant o
animal can be the focus for Obad-Hai's remote sense and remote
communicanon F"L"\\'L‘[

Automatic Actions: Obad-Hai can use Craft {leatherwork
ing), Cralt (pottery), Craft (stoneworking), Craft (woodwaorking),
Knowledge (arcana), Knowledge (geography), Knowledge

nature ), or Knowledge (religion) as a free action if the DC for the
task is 25 or lower. He can perform up to ten such free actions
cac l'l 'I'Hllnll

Create Magic Items: Obad-Hai can creare magic items thar
produce energy effects, such as a wand of fireball, items thar control
elementals, such as a censer of conlvolling air elementals, and items
that control animals or plants, such as a staff of swarming insects,
items that conrrol or atfect the elements, such as a 1!.:”'”,' earth and
stone, and items thar protect the user from the elements, such as a
ring of elemental resistance, as long as the item’s marker price does not
200,000 gp.

eXCeec

Avatars
Obad-Hai’s avatars vary in appearance, just as he does. He sends
them to patrol wild areas and protect them from harm, and to mon
itor the activities of Ehlonna
P Avatar of Obad-Hai: As Obad-Hai except divine rank 7; AC
56 (touch 36, lat-footed 47); Atk +58/+53/+48/+43 melee (1de+12,
+§ J.'r'rn.i!rllu sho J:mg brst .ru.n!.'r»hlﬁ"n adn +58/+53/+48/+43 melee

Ld6+8, +5 shocking icy burst quarlerstaff) or spell +60 melee touch o
+62 r.'mgmi touch; SQ DR 42/+4, fire resistance 27, SR 39, divine
aura (700 ft., DC 26); SV Fort +48, Ref +48, Will +55; all skill modi-
fiers reduced by 8.

Salient Divine Abilities: Alter Size, Automatic Metamagic
quicken spell-like abilities), Divine Blast, Divine Shield, Divine
Fast Ilr-nlmg. Extra Domain (Air), Extra Domain (Earth), .H]-w-.lli
with Creatures (animals), Speak with Creatures (plants). Without
the Extra Domain (Fire) salient ability, Obad-Hai's avatar loses
access to the Fire domain and the -.ru.“l[ like abilities burning hands,
elemental swarm, five seeds, five shield, fire storm, incendiary cloud, pro
duce flame, vesist elements, and wall of fire.

Spell-Like Abilities: Caster level 17th; saving throw DC 26 +
epall Iavel

standard action, he can perceive anything within fifteen miles of

T'he Laughing Rogue
Intermediate Deity
Symbol: Laughing mask
Home Plane: Ysgard
Alignment: Chaotic neurra
Portfolio: Rogues, music, revelry, w
humor, tricks R
Worshipers: Rogues, bards, actors, vin
Cler \|i;_rr1nu']'|r:-t.'(.15,(1(; N,
Domains: Chaos, Luck, Trickery
Favored Weapon: Rapier

OLIDAMMARA

: e
The deity of rogues, Olidammara (oh-lih-duh-maral
appears as a brown-haired man of rakish appearance, alive skin

i most often

and merry eyes, but he often goes incognito. Olidammara delights
in wine, women, and song, He is a ".I!?I_Il-"'nd. 4 pr:m|.-.t.-|, and a
master of disguise. His temples are few, but many people are will
ing to raise a glass in his honor,

Dogma

Olidammara loves upserting anyone who seems too attached to an
sle routine. He urges his followers to

ordered life and a predicta
bend every effort toward mastering the art of music. He also
teaches that life is meant to be happy and entertaining, and the
best jokes need a larger to
any trickster, and Olidammaras followers should accept the laugh
and appreciate the trick when it happens to them. Wine, Oli
dammara says, is one of the joys of life, and the only thing better
misery, temperance, and

1ang 1]]L'|'II on. Il'll' [.ll."il_‘.'s can turn on

than making wine is drinking it. Avoic
solemniry, for they are the greatest poisons 1o the soul,

Clergy and Temples

Olidammara’s religion is loosely organized, but his clerics are
numerous. They usually work among urban folk or wander the

e, Olic

COUNTrySic ammaras clerics often have a second occupation
such as minstrels, brewers, or jacks-of-all-trades. Thus, they can he
tound almost anywhere doing or wearing anything
Temples dedicated solely to Olidammara are tew. Bui as his tol

Ill\\'i'l‘- Sy, ||'|l'|l' 154 |i'|'|'|'|‘|l'1'1 L ..llll.ll'l'll'l'l.ilul .lll\'\\'l'll"lt' ”Il'l{' 1S Wiante,
song, and laughter, Most formal temples of Olidommara are hidden,
II“{'L'.HI‘![' ‘hl'\' LJH||.|||'| \ll.l'lil‘l(' as |'|Il|l'1'||||‘\ tor rl]ll'\'l"- Many l|| Illli”]]'_
establishments include at least small shrines to Olidammara

OLIDAMMARA

Rogue 20/Bard 10/Cleric 10

Medium-Size Outsider

Divine Rank: 15

Hit Dice: 20d8+140 (owsider) plus 20dé6+140 (Rog) plus 10da+70

Brd) plus 10d8+70 (Clr) (840 hp

tiative: +24, always first (+20 Dex, +4 Improved Initiative,
Supreme Initiative)

Speed: 60 fr.

AC: 84 (+20 Dex, +15 divine, +28 natural, +11 deflection

Attacks: +5 chaotic keen speed vapier +81/481/+76/+71/+66 melee; or

spell +63 melee touch or +76 ranged rouch
Damage: +5 chaolic keen speed maprer 1d6+12/12-20; or by spell
Face/Reach: 5§ ft. by 5 fr./s ft
Special Attacks: Sneak attack +13ds, turn undead 14/day, domain
],‘.('!\\."l'["!. H.'Il.ll.‘“l Jl\ ine .Ihﬁ]l“l'h_ ‘\Pl'[[ Ill\L' :]t"ll]lll'?_\ & |'I]'|p|]l'll'_ Hl[li\l'
Spe
spontaneous casting of divine spells, understand, speak, and read all

cial Qualities: Divine immunities, DR 50/+4, fire resistance 35,

languages and speak directly to all beings within 15 miles, remote
commiinicanon, gud]\' realm, J|'|'|'Jru|l without ervor at will ||=|.i||r shift
at will, bardic knowledge +20, bardic music 10/day (countersong,

fascinate Inspire comperence, INSpire courage, INspire grearness,




suggestion), evasion, improved
evasion, opportunist, slippery
mind, traps, uncanny dodge
{cannot be flanked, +4 against
traps), SR 47
(1,500 fr., DC 35).
Saves: Fort +54, Ref +69, Will +54
Abilities: Str 24, Dex 50, Con
24, Int 30, Wis 24, Cha 33
Skills": Appraise +45, Balance
+59, Bluff +103, Clin
Concentration +54, Craft (mu
nstrument
macy +48, Disable Device +45,

divine aura

sica #57, Diplo-

Disguise +58, Escape Artist
+55, Heal +26, Hide +67, In
nuendo +48, Intimidare +52
Jump +26, Knowledge
{arcana) +71, Knowledge
(history) +45, Knowledge
(local) +45, Listen +68,
Move l“'||l'||||'\
Lock +75, Perform +62, Pick
Pocket +65, Profession (herbal-

+69, L"fpt'li

ist) +42, Profession (vintner
+68, Read |..1]1‘; +45, SCry +68,
Search +55, Sense Motive +66
Spelleralt +52, Spot +54, Tumble +69, Use
Magic Device +78, Wilderness Lore +42
Always receives a 20 on checks

Feats: Alertness, Blinc
Dodge, Enlarge Spel

Fight, Combat Reflexes,
, Expertise, Extend Spell, Improved
Critical (rapier), Improved Disarm, Improved Initiative,
Improved Trip, Lightning Reflexes, Mabiliry, Quick
Draw, Skill Focus (Perform), Spell Penerrarion, Spring Arack,
Superior Expertise, Weapon Finesse
(rapier), Whirlwind Attack

rapier), Weapon Focus

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, disintegrarion, electricity, energy drain,
mind-altecting ellects, para
tion, imprisonment, banishment

Salient Divine Abilities: Alter Reality, Alter Size, Area Divine
Shield, Avatar, Create Greater Object, Create Object, Divine Blast,

¥sls, pOlaon, sl P, st III:IIi[]:.L. Iransmuti

Divine Celerity, Divine Dodge, Divine Recall (melodies), Divine
Rogue, Divine Shield, Divine Skill Focus (Bluff), Divine Sneak
Attack, Instant Move, Irresistible Performance (no calm effect),
Shift Form (see below), Supreme Initiative

Shift Form: Olidammara can assume the form of any animal with a
carapace (such as a snail, a turtle, or even a dragon turtle. While in this
form, Olidammara can choose to withdraw into his shell. When he does
50, he can take no actions and loses all defensive Dexterin bonuses,
bur once per hour he gains a free use of his Divine Shield power

Domain Powers: Cast chaos spells at +1 caster level; 15/day
reroll a die roll once alter it is made

Spell-Like Abilities: Olidammara uses these abilities as a 25th
level caster except for chaos \|1r||-.. which he uses as a 26th-level

caster. The save DCs are 35 + spell level. Aid, animale objects, break

o change self, chaos hammer, cloak of chaos, confusion, dispel law
lily

magic circle agamst law, mivacle, mislead, nondetection, polymorph amy

i

entvapac shield, false vision, freedom af movement, holy awra, invisi

object, profection from elements, protection from law, soreen, shatter, spell born-
ing, summon monstey IX (as chaos spe | onlv?, time stop word of chaos
Bard Spells Known (3/6/6/5/2; base TX | level): o

dancing hights, detect magic, ghost sound, mage hand, prestidigitalion, read

21 + spe

magic; 1st—delect secrel dooys, feather fall, message, ventriloquasm; 2nd

detect thoughts, magic mouth, minoy image, mirror image; 3rd—confusion

emotion, illusory script, wind wall;
tth—dominate person, hallucina
lory lerraim

Cleric Spells/Day: 6/7/7,
6/58/4; base DC =17 4 ‘\PL'“ level

Possessions: Olidammara
carries Swiftstrike, a +5 raper with
the chaotic, keen, and speed
special abilities

Casler Level: 20th; Weight: 3 |b

Other Divine Powers

As an intermediate deiry, Oli

dammara automatically re-
ceives a die result of 20 on

any check. He treats a 1 on
a ".]l'lrll,-: I]]]'l"\-\ 0or .||[Jl_l'(

\l |'|-|| llﬂ[l'l'l.t“‘l J[lli not as

an automatic failure, He

is immorta
Senses: Olidammara can
See, ht"il, Foviac li. .Iljlt '-IH!J“ ara
distance of fifteen miles. As a
s ﬁl.illli.il':l action, he can perceive
Y anything within fifteen miles of
his worshipers, holy sites, objects, or
{ any location where one of his
titles or name was spoken in
ﬂ the last hour. He can extend
l\‘_r"’ his senses to up o ten loca
tions at once. He can block the
eities of his rank or lower at up
to two remote locations at once for 15 hours
Portfolio Sense: Olidammara senses any thef

and any joke, song, poem, or play the instant it hap
pens and retains the sensarion for fifteen weeks after

SENSINEG power it

the event occurs, He is likewise aware of winemaking
Automatic Actions: Olidammara can use Craft (musical instru

ment), Disable Device, Knowledge (arcana), Knowledge (history)

Knowlec

ge (local), Open Lock, Profession (herbalist), or Profession
vintner) as a [ree action if the DC for the task is 25 or lower. He can

also use Pick Pocket as a free action, though each such artempt requires

a chec
Create Magic Items: Olidammara can create a magic weapon from

<. He can E\(‘I'ILII'[U up o ren Hlll'h free actions (’.ll'h l'i‘ll[“l

a dagger, dart, light mace, sap, shortbow, composite shortbow, short

sword, club, heavy mace, morningstar, quarterstaf, rapier, or any type

ol \'I-I\Hh\un' a8 Wi any 1tem 1!1.II Cond e'.1|‘1 (4] I-||‘|'_"|||‘|l"| I|'||L USer,
¢ i

such as a ring of inusibility, robes of blending, or a hat of disguise, and musi-

cal instruments such as a horn of blasting, pipes of the sewers, or a lyre of

tnlding, as long as the item's market price does not exceed 200,000 gp

Avatars
Olidammara's avatars can look like almost anything, though he
prefers his own humanlike form. He sends them to perpetrate

jokes on other deities and notable morta
@ Avatar of Olidammara: As Olidammara except divine rank
AC 68 (touch 48, flat-foored 68); Atk +7 31/+73/+68/+63/+58

I!n']:‘l." |.I.!l" #12/16=20, +5 chaolic Ju'i'il AP

5.

| mpier) or spell +56 melee

touch or +69 ranged rouch; SQ DR 42/+4, fire resistance 27, SR 39
divine aura (700 ft., DC 27); SV Fort +26, Ref +36, Will +26; Bluff
+85; all other skill modifiers reduced by 8

Salient Divine Abilities: Alter Size, Automatic Metamagic
(quic ken -u]n-“ like abilities), Create Object, Divine Celerity, Divine
Dodge, Divine Recall (melodies), Divine Shield, Instant Move

Supreme Initiative

Spell-Like Abililies: Caster leve
spe ” 11_'\'(".

17th; saving throw DC 27 4

pipuaws) gy kg

8@*




3
b

A
=

Ilius. by D. Cramer

PELOR

Greater Deity
Symbol: Sun face

Cleric Alignments: GG, LG, NG

Thou;
ates sulfering, Pelor also has more martial aspects, He |u|n}|_~. his

Clergy and le

of them of have win;

PELOR

The Shining One

Home Plane: Elysium

Alignment: Neutral good

Portfolio: Sun, light, strength
healing

Worshipers: Bards, rangers

g
druids, healers, commoners

Domains: Good, Hea
Strength, Sun

Favored Weapon: Mace

Ing,

Pelor ( pay-lore), deity of the sun, is depicted as an older man in white,
with wild hair and a beard of shining gold. Pelor is the creator of
many good things, a supporter of those in need, and an adversary of

all that is evil. He is the most commonly worshiped deity among ordi

nary humans, and his priests are well received wherever they go

|'-1-.;|2|.|

e deity who allevi

n ll'llil'|$ Il"L".'IL'.I as a peac ‘.'|-IJI .I."LI gent

wrath to bear on darkness and evil, and he invigorates and heals
those who champion the cause of good
Pelor teaches that the energy of life originates from the sun. This

light brings strength to the weak and health to the injured, while
destroying darkness and evil. He urges his followers to challenge

"'!"-I\I'i\ |"|” .||'-|| (& [(‘llll'lﬂl'!l.‘] [I:)_H

the lorces of corruption agg
just as staring at the sun can cause blindness of the eyes, relentless
attention to the destruction of negative forces can blind the heart
to the true essentials of lite: kindness, mercy, and Compassion

Pelor's clerics favor yellow garb, They are usually kindly peaple

with backbones of steel. They are primarily nurturers and protec

tors, but when the rime comes to bear arms they are not afraid 1o do

so. They use their powers to heal, nourish, and otherwise aid the

needy, while practicing the skills needed to protect their charges

should they be threatened. Many clerics of Pelor leave their pas
toral duties and go to explore far lands in an effort to drive oft
eiry’s gifts to all who need them
,airy, and blindingly whire. They
are usually placed so the sun shines into most of their rooms

harmtul beings and spread their ¢

Temples ro Pelor tend 1o be tal

lhll'l!gll\l'«l Illl aay. ”1:"\ olten leature open, sunny ;'.-IIII'\'.'II\'- a8

L\i'” Ill'jl irs ["||||-|‘"1 are .||l'-'.|‘|"-| I\('II| ™ § I|F"|||llu‘||‘\' Q ]l',j||, ,|]1|,| many

S that hl'll*l' |'I\.“-PI[.I|1

Cleric 20/Druid 10/Fighter 10

Medium-Size Outsider

Divine Rank: 17

Hit Dice: 20d8+180 (outsider) plus 20d8+180 (Clr) plus 10d8+90
(Drd) plus 10d10+90 (Frr) (1,040 hp

Initiative: #11 (+7 Dex, +4 Improved Initiative

Speed: 60 fi

AC: 73 (+7 Dex, +17 divine, +30 natural, +9 deflection)

Attacks®: +5 disru
or ‘-|'l‘-| +69 melee touch or +64 rangec

20 on artack rolls; roll die to check fo

hion flaming heavy mace +79/474/469/+64 melee;

:\I"lll'l'. .\l\.'\ ays receives a

critcal hit

Damage®: +5 disruption flaming heavy mace 1d8+42/19-20; or by
spell *Always does maximum damage (mace 50 points)

Face/Reach: s fr. by 5 ft./s [t

Special Attacks: Turn undead 24/day, domain powers, salien

divine abilities, spell-like abiliries

'll_‘.-—-n----m_
”

vine immunities, fire immunity, DR §2/+4

| Qualities: [
tast |I:'.i||.III|f 17, spontaneous casting ol divine \|~(-||~. understand

Spe

speak, and read all languages and speak directly to all beings

ly realm, teleport

within 19 miles, remore communication, goc

withowt evvor at will, plane shift ar will, nature sense, resist narures
lure, trackless step, venom immunity, wild shape (Small
.\l:‘tillllll size, or La

aura (19 miles, DC 36

+ 4/day), woodland stride, SR 49, divine

Saves”; Fort +58, Ret +56, Will +64. *Always receives a 20 on saves

Abilities: Str 34, Dex 24, Con 28, Int 32, Wis 40, Cha 29,

Skills*; Animal Empathy +39, Concentration +85, Craft (glass
making) +91, Craft (metalwor |-:_n;_: ¥ |l||\||-.'.'a.|1". +67, Handle

= (arcana

Animal +72, Heal +70, Intuit Direction +38, Knowl

’9, Knowledge (namure) +69, Knowledge (religion) +62
Knowledge (undead) +39, Listen +60, Perform +49, Profession

sion (herbalist) +95, Profession (sailor) +95

(tarmer) +95, Profe
Ride (horse) +63, Scry +61, Search +51, Sense Morive +55
Spellcratt +71, Spot +60, Wilderness Lore +55. *Always receives a
20 on checks

Feats: Cleave, Combat Retlexes, Divine Might, Divine Vengeance

Dodge, Empower Spell, Expertise, Extend Spell, Extra Turn

(=3}, Grear Cleave, Improved Critical (heavy mace), Improved
Initiative, Mobility, Mounted Combat Reach
Spell, Ride-By Arrack, Sacred Spell, Spirited Spring

Attack, Superior Expertise, Weapon Focus (heavy mace)

Weapon Specialization (heavy mace), Whirlwind Attack




Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain,
mind-affecting effects, paralysis, poison, sleep, stunning, rransmuta
tion, imprisonment, banishment

Salient Divine Abilities: Alter Reality, Alter Size, Area Divine
Shield, Avarar, Call Creatures (eagles of all soris), Craft Artifact, Create
Greater Object, Create Object, Divine Blast, Divine Creation, Divine
Fast Healing, Divine Radiance, Divine Shield, Divine Storm, Divine
Weapon Focus (heavy mace), Divine Weapon Specialization (heavy
mace), Extra Domain (Strength), Extra Energy Immunity (fire), Gift
of Life, Life and Death, Mass Divine Blast, Mass Life and Death.

Domain Powers: Cast good spells at <1 caster level; cast healing
spells at +1 caster level, 17/day feat of strength (+20 enhancement

bonus to Sir for 1 round); 17/day greater turning
Spell-Like Abilities: Pelor uses these abilities as a 27th-level
caster, except for good spells and healing spells, which he uses as a

28th-level caster. The save DCs are 36 + spell level. Aid, Bighy's

nched fist, Bighy's erushang hand, Bighy's grasping hand, Made barrier,

bull's strength, cure critical wounds, cure light wounds, cure moderale
¥ |||'||'
shield, flame strike, heal, healing civele, heal metal, holy aura, holy smite,

wonnds, cure serious wounds, dispel evil, endure elements, five see

holy word, magie civele agamst ewl, magie vestment, mass heal, prismali

._[lh:'ll'___' otection from ¢ rI'. regenerale ||lu[I|.'.li|1 !Il.'L"FIir. searing |:.'I|_!J|I. S il
immunity, stoneskin, summon monster 1X (as good spe
beam, sunburst, true resurvection

Cleric Spells/Day: 6/10/10/10/9/9/8/8
r]"u” level

Druid Spells/Day: 6/8/8/7/6/5; base DC = 25 + spell level

Possessions: Pelor carries Sunscepter, a +5 heavy mace with the
disruption and flaming special abilines

Casler Level: 25th; Weight: 8 1b

| only), sun

7/7; base DC = 25 +

Other Divine Powers
As g greater deity, Pelor automatically receives the best possible
result on anvy 1i|r lll“ |‘|=' m_|L.'-; L l'.JI.iIJI_H .III.Il'L I'n”s. ll.?ll].l}::',
checks, and saves). He is immortal.

Senses: Pelor can see, hear, touch, and smell at a distance of
nineteen miles. As a standard action, he can perceive anything
within nineteen miles of his worshipers, holy sites, objects, or any
location where one of his titles or name was x|n||-u'11 in the last
hour. He can extend his senses to up o fwenty locations at once
He can block the sensing power of deities of his rank or lower at up
or 19 hours.

Portfolio Sense: Pelor senses every dusk and dawn, and knows
when any source of light is lit or extinguished, he is likewise aware

1O W remore |l1-i arions at once

of any act of healing. He notes these things ninereen weeks before
they happens and retains the sensation for nineteen weeks after
the event occurs

Automatic Actions: Pelor can use Craft (glassmaking), Crafr

working), Knowledge (arcana), Knowledge (narure ), Knowl
edge (religion), Knowledge (undead), Profession (farmer), Profes
sion (herbalist), or Profession (sailor) as a free action if the DC is 30

meta

or lower. He also can use any ‘\tr(-nglh related skill as free action if

the DC for the task is 30 or lower. To use a skill as a free action,
Pelor must have ranks in the skill, or the skill must be usable
untrained. Pelor cannot do anything as a free action if the rask
would be a move action or part of a move action. Pelor likewise can
perform anything thar can be accomplished with a simple Strength
check as a free action. For example, Pelor could kick down a door as
a tr
because the latter three tasks are all move actions. He can perform

achon |1HI Ilr.‘ L'n’lil]lL not jump, L'Il]‘nl'l, OF SWim as a tree action

up to twenty such free actions each round

Create Magic Items: Pelor can creare any weapon and any item
that has the power to shed light or flame, such as flaming burst
weapons, a helm of brilliance, or a vobe of
can create items with the power to heal injuries or restore life, such
as a pohion of healing, a staff of life, or doses of Keoghtom's ointment

cintillating colors. He also

Avatars
Pelor's avatars usually look just like he does, but they sometimes
take the forms of fresh-faces youths of either sex. Pelor dispatches
them to deal with epidemics or trear the injured after grear disas-
ters, especially if another deity brought about the calamity.

P Avatar of Pelor: As Pelor except divine rank 8; AC 55
(touch 34 44); Atk melee
( |.[~;- 25/19-20, +5§ .J|\|;”|].|ln I'fn'.rllml\: heavy mace) or Spe 60
melee touch or +55 r;lnp,('l| touch; SQ DR 43/+4, SR 40, divine
aura (BOO fr., DC 27); SV Fort +49, Ref +47, Will +55; all skill mod-
ifiers reduced by 9

fl.t[ toote

thb6 /S +61 456/ +51

Salient Dwine Alulities: Alter Size, Area Divine Shield, Divine
Blast, Divine Fast Healing, Divine Radiance, Divine Shield, Extra
Domain (Strength), Extra Energy Immunity (five), Gilt of Lite, Life
and Death
Al-Like Abilities: Caster level 17th; saving throw DC 27 +

spell level

M

ST. CUTHBERT
’ 3

St. Cuthbert of the Cudgel
Intermediate Deity
Symbaol: Ruby-studded starburst
Home Plane: Arcadia
Alignment: Lawful neutral
Portfolio: Retriburion, common

sense, wisdom, zeal, honesty,s

truth, discipline- #
Worshipers: Fighters, monks, &

|lli|gl"\ .'nn.\'t,ﬂ'\lm :
Cleric Alignments: LG, LN
Domains: Destruction, Law, Protection, Strength
Favored Weapon: Mace

d

drsuwd7) F £g smyyy

[he deity of retribution, St. Cuthbert (saint evhth-burt), 1akes
many forms. He often masquerades as a common yokel or white-

'l.'l'lTl'il. mustac hl".] man in 1‘|-|||' lll.'lli Ill' llﬁl]-'l“'_-' CArries |1["
fnmous mace.

St. Cuthbert exacts revenge and just punishment on those who
ll'.ll'l!ip‘l'l"\.‘\ ll'h." L!\'-' Because l'\'ll crearures more L‘LI]'I'II!)LIJI[\-' .||1Li H.I
grantly violate laws than good creatures do, St. Cuthbert favors
good aver evil, though he is not good himself. He may have once
been a mortal man (as his worshipers claim), but if so it was long
ago .li]LI trom an l“liil]lﬂ‘-'“ l“.‘ll]L‘h L" IJ[[IIL.J]ll[\'.

Dogma
I'he words of St. Cuthbert are wise, pracrical, and sensible. Among
his followers, the Word of the Cudgel is law, and his followers take
pains to spread the word so that may all may benefir from St
Cuthbert’s wisdom. Weakness in faith and acting against the
Saints [.;-.h'hmg\ are intolerable, .'-"pvu.LlI\; in believers. St. Cuth
bert exhorts his followers to make increasing efforts 1o bring
unbelievers into the fold. Honesty, truthfulness, practicality, and
reasonability are the

righest virtues, says St. Cuthbert

Clergy and Temples
Clerics of the Cudgel are stern folk who speak their minds
plainly. They do not suffer fools and disapprove of those who
backslide in faith, They train in the arts of war and keep them
selves plwan ally fit. Many serve as constables, ¢
judges, and bounty hunters.

Temples of St. Cuthbert are always solid and imposing heir
entrances or lac LIlIL"\ ll'l'\';ill.l]Jl"p teature ]]]f‘.LIJI_‘lilLll]‘J L‘!. l_lllL'll..l
tions artributed to the Cudgel. These can be inspirational, such
as: "Chaos and evil prevail where good folk do nothing.” Or even
threatening, such as: "Obstinacy brings lumps to the heads of
the unfaithful "

erecrnves,



Tllees. by B Reymolds

ST. CUTHBERT

Fighter 20/Cleric 20

Medium-Size Outsider (Lawful)

Divine Rank: 15

Hit Dice: 20d8+160 (oursider) plus 20d10+160 (Frr) plus 20d8+160
Clr) (1,000 hp)

Initiative: +11 (+7 Dex, +4 Improved Initiarive)

Speed: a0 fi

AC: 69 (+7 Dex, +15 divine, +28 natural, +9 deflection

Artacks: +5 disruption holy lowful heavy mace +79/+74/+69/+64
melee; or spell +69 melee rouch or +62 ranged touch

Damage: +5 disruption holy lawful heavy mace 1d8+43/19-20; o
by spell

Face/Reach: 5 ft. by 5 fi./s fi

Special Attacks: Turn undead 12/day, domain powers, salient
divine abilities, spell-like abilities

pr.'izl] Qualities: Divine immunities, DR 50/+4, fire resistance
35, tast §1L'.|||l'=g 12, spontaneous casting of divine »,]u-“'-. under

stand, speak, and read all languages and speak directly 1o all
beings within 15 miles, remote communication, godly realm,
teleport wilhout ervor at will plane shift at will, SR &7, divine aura
(1,500 fr., DC 34)
Saves: Fort +37, Ref +34, Will +44
Abilities: Str 38, Dex 24, Con 27, Int 24, Wis 45, Cha 29
Skills": Concentration +43, Craft (armorsmithing) +83
Craft (metalworking) +83, Craft (weaponsmithing
+63,
Knowledge (history) +32, Knowledge (nobility and
royalty) +43, Knowledge (religion) +43, Listen
+60, Profession (lawyer) +85, Sery +63, Search
+49, Sense Motive +100, Spellcraft +63,
Spot +60, Use Magic Device +45,
Wilderness Lore +58. *Always

receives a 20 on checks

83, Diplomacy +48, Knowledge (arcana

Fe: Alertness, Blind-Fight,
Cleave, Combat Re

Divine Might, Dodge, Em

]r."ic"-.

power “}‘r" i |"~;pi‘1ll~t‘\ Great Cleave
Great Fortitude, Greater "'ipi'l] Pene
rration, Improved Bull Rush, Improved
Critical (heavy mace), Improved Disarm,
Improved Initiative, Improved Trip, Iron
Will, Maximize Spell, Mobility, Power

Attack, Quicken Spell, Scribe Scroll, Spe

Penetranion, Spring Attack, Still Spell,
Sunder, Superior Expertise, Track, Weapon
Focus (heavy mace), Weapon .‘\'|'It‘n'|.|||“.-|llﬂﬂ
(heavy mace), Whirlwind Atrack

Divine Immunities: Ability damage, abiliry
drain, acid, cold, death effects, disease, dl.‘iln[l'j.'_l'd-
tion, electricity, energy drain, mind-affecting effects
|I.|I.l|\'\ln po1son, -J:'n',:'. stunning, rransmutation
imprisonment, banishment

Salient Divine Abilities: Annihilaring Strike,
Alter Form, Alter Realiry, Alter Size, Area Divine
Shield, Divine Blessing (Wisdom), Divine Fast Heal
Divine Shield, Avatar, Divine Blast, Divine Skill
Focus (Sense Motive), Divine Shield, Divine Storm, Divine

ing,

Weapon Focus (heavy mace), Divine Weapon Specialization (heavy
Extra Domain (Destruction
Power of Truth

mace Increased .\‘.E"L‘” Resistance

+4 on attack and +20 on
damage tor one weapon attack); cast law spells at +1 caster level

Domain Powers: 15/day smite

15/day profechive ward (touched subject gains +20 resistance bonus
on next saving throw, maximum duration 1 hour); 15/day fear of
51 |n-11y,r|1 +20 enhancement bonus to Str for 1 round

N\
N

Spell-Like Abilities: St. Cuthbert uses these abilities as a 25th-level
caster, except for law spells, which he uses as a 26th-level caster. The

save DCs are 34 + spell level Antimagrc field, Bighy's clenched fist, Bighy's

erushung hand, Bighy's graspimg hand, bull§ slrength, calm emations, circle of

doom, contagion, dictum, disintegrate, dispel chaos, earthquake, endure el
ments, harm, hold monster, implosion, mflicl eritical wounds, inflict Light

wounds, magic civele against chaos, magie vestment, mud blank, order's

wath, prismatic spheve, protection from chaos, prolection from elements, repul-

s, vighleous might, sanctuary, shatter, shaeld of law, shield other, spell v
nity, spell vesistance, stoneskin, summon maonster 1X (as law spell only

Cleric Spells/Day: 6/11/10/10/10/10/8/8/8/8; base DC = 27 +
spell level

Possessions: The Mace of Cuthberl, a major artifact, is a +5 disrup
tron holy lawful heavy mace. It enables its wielder to use searing ligh!

as a spell-like abiliry at will (caster level 20th

Other Divine Powers
As an intermediate deity, St. Cuthbert automatically receives a die

result of 20 on any check. He treats a 1 on a saving throw or artack
roll normally and not as an automatic failure. He is immortal

Senses: St. Cuthbert can see, hear, touch, and smell ar a distance
of fifteen miles. As a standard action, he can perceive anything
within fifteen miles of his worshipers, holy sites, objects, or any
location where one of his ritles or name was spoken in the last
hour. He can extend his senses to up to ten locations at once. He

can i\l\"L}\ Ehl' sensing power I'l|‘-.il"|l]["\' of |1l‘- ra I1IH or |['l\\'l‘l’ atup to

ocations at once tor 15 hours,
Portfolio Sense: St. Cuthbert senses any trial and any acr of
revenge ol pu[u~<|um'11l tht' tnstant u l|.|]1111-[=~ .m.l retains lh(- Sen

wWo remofe

sation for fifteen weeks after the event occurs. He also knows
when someone willingly rells the rruth in spite of great personal
risk or embarrassment
Automatic Actions: St Cuthbert can use Cratt
1armurnn'.[|111‘._|.'_ ), Craft (meralw orking), Craft
(weaponsmithing), Knowledge (arcana), Knowl
edge (history), Knowledge (nobility and royaley),
Knowledge (religion), or Profession (lawyer) as a
tree action if the DC for the rask is 25 or lower. He
can perform up to ten such free actions each round
Create Magic Items: St Cuthbert can create
magic weapons and magic items that produce div
inarion effects or reveal truth, such as a medallion of
thought, lenses of revealing, or a potion of truth, as long as
the item's market price does not exceed 200,000 gp

Avatars

St. Cuthbert's avatars vary in appearance, just as he
does. He sends them to monitor the faithful or o
reveal untruths,

P? Avatar of St. Cuthbert: As St. Cuth
bert except divine rank 7; AC 53 (touch 33
flat-foored 46); Atk +71
melee or \p('” +61 melee touch or +54
d touch; SQ DR 42/+4, fire
resistance 27, SR 59, divine aura
700 fr,, DC 26} SV Fort +29,
Ref +26, Will +36; Sense
Motive +84; all other skill
moditiers reduced by 8
" Salient Divine Abilities: Alte

Size, Divine Blast, Divine Fast
Healing, Divine Shield, Divine
Skill Focus (Sense Motive ), Divine Weapon

o6,/ +61/+56

rang

Wit Eocus (heavy mace), Extra Domain (De
struction), Increased Spell Resistance, Power of Truth
Spell-Like Abilities: Caster level 17th; saving throw DC 26

spell level




TIAMAT

The Chromatic Dragon, Queen of the Evil Dragons

Lesser Deity
Symbol: Five-hen
Home Plane: Baator

Alignment: Lawful evil
Portfolio: Evil dragons, conquest

b
d dragon

Worshipers: Evil dragons, conquerafs

Cleric Alignments: NE, LE

Domains: Destruction, Evil, Law,
ITic Iu'l'\

Favored Weapon: Claw

imatit, 45 revered as o
gons pay homage o Tiimat, green

[iamat (ree-ah-mat), like her archrival, Bal

deity in many locales. All evil dr

and blue dragons acknowledge her sovereignty the most readily

Good dragons have a healthy respect for Tiamar, though rhey usu
ally avoid mentioning her or even thinking about her

In her narural form, Tiamar is a thick-bodied dragon with five

heads and a wyvern's tail. Each head is a ditferent color: white, black
green, blue, and red. Her massive body is striped in those colors
Fiamat has many consorts, include great wyrm dragons of the

white, black, green, blue, and red types

vogma
liamat concerns herself with spreading evil, deteating good, and

propagating evil dragons. She enjoys razing the occasional villa

city, or country, but only as a diversion from her subtle, world

ots. She is the villain who lurks in the shadows. Her

spanning p

resence is felr bur seldom seen

lamat constantly seeks to extend the pPower and dominion of

evil dragons over the land, particularly when her subjects find
themselves embroiled in territorial disputes with good dragons

s reverence, homage, and tribute

Fiamat also unfailingly demanc

I ."l:'."ull'-l'\.|‘

L Ir=|-||_ dana !|=J,|i_-;|‘-.
Like Bahamut, Tiamat has few clerics and even fewer temples. She
¢e Tiamat herself, seek

accepts only evil clerics. Tiamat's cleries, li
to place the world under the domination of evil dra

Though most evil dragons honor Tiamat, few

dedicated

NeT 1N their |.i'_l'\ l‘-.'l ause lel'll W lamart’s

greedy eyes pazing at their reasure hoards. Instead, they dedicate

viast |,!|LHII‘.1'.' caverns to their dein .ll‘_Ll |(l't'|1 them stoc |u'|i with

treasure and sacrifices

ITAMAT
Colossal Dragon
Divine Rank: 10
Hit Dice: 49d12+588 (906 hp)
Initiative: «4 (Improved Initatve
Speed: 40 [1., Hly 150 fr. clumsy, swim 40 tt
AC: 69 (-8 size, +10 divine, +48 natural, +9 deflection
Attacks: 5 bites +70 melee, 2 wings +65 melee, sting +65 melee; or
spell +70 melee touch or +51 ranged touch
Damage: Bite 4d6+19/19-20, wing 2d8+9, sting 3d6+9 plus poison
or by spell
Face/Reach: 40 ft. by 80 fr./15 [1
Special Attacks: Breath weapons, crush, il sweep, sound imitation
spells, spell-like abilities domain powers, salient divine abilities
.'ij'n:a:r.ll Qualities: Divine immunities, fire immunity, DR 45/+4
spontaneous casting of divine spells, understand, speak, and read

all languages and speak directly to all beings within 10 miles

orl withoul érvor at

remote communication, godly re:

will, plane shaft at will, blindsight 10 miles, scent, darkvision,

water breathing, SR 42, divine aura (1,000 ft., DC 29) =

Saves: Fort +48, Ref +36, Will +43

Abilities: Sir 49, Dex 10, Con 35, Int 28, Wis 25, (

Skills: Alchemy +45, Bluff +71, Conceniration
Gather Information +69, Intimidate +71, Knowledge

1 29

3, Diplomacy +71

arcana
41, Knowledge (dragonkind} +44, Knowledge (history) +41
Knowledge (the planes) +41, Knowledge (religion) +41, Listen
+71, Scry +71, Search +71, Sense Motive +69, Spellcralr 4
#71, Wilderness Lore +33

Feats: Alertness, Blind-Fight, Cleave, Combat Casting, Grear Cleave
Hover, Improved Critical (bite), Improved Initiative, Expertise
Flyby Anack, Power Artack, Snatch, Wingover

1, Spot

Breath Weapons (Su): Each of Tiamar’s tive
different breath weapon

Wit old 70 feet long; creatures within the cone
take 12d6 poinis of cold damage

Black: A line of acid s feet high, § feet wide, and 140 feet long

e |"I|'\|l|$ €5 d

A cone o

crearures within the area of effect take 24d4 points of acid damage

Green: A cone of corrosive gas 70 feet long; creatures within the
cone rake 24dé points ol ac id ‘]I-'[”'-'."-’-'

Blue: A line of |l-,'_|1|||1|||, 5 teet hl_.'h, 5 feet wide, and 140 teet
long; crearures within the area of effect take 24d8 points of elec
trical damage

Red: A cone of fire 70 feet long; creatures within the cone take
2410 points of fire damage

Each of Tiamat's breath weapons allow a Reflex saving throw
DC S6

Once one of Tiamat's heads brearhes, the head must wair 1d4

for half damage

rounds before it can breathe again

Crush (Ex): Tiamat can land on foes as a standard action, using her
whole body to crush them. Crush artacks are effective only against
L.ll_l'_L' apponents ot smaller. A crush artack affects as many creatures
as can fit under Tiamar's
body. Crearures in

the aftected area

q ™

{

DT

FaFE 7T,

cis
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a Reflex save (DC 56) or be pinned automatically, taking +ds+28
damage each round unril Tiamar moves. Tiamat can maintain the
pin as a normal grapple arack

Tail Sweep (Ex): As a standard action, Tiamat can sweep her tail
in a halt-circle with a 40-foot diameter. Medium-size or smal
creatures within the tail sweep area automarically rake 2ds+28
points of damage and must succeed at Ret
being knocked down

Multiple Heads: Tiamat can bite with all her heads, even if she
moves or charges during a round. Instead of biting, each head can

el

ex saves [ DC $6) to avoid

LISE l‘['l'.l[!\ \\'L'.:IPU[) ar i ‘-Pt’“'llkl' .'Ih‘llll\ g5 a ‘;I.Lllllulrli acrtion
lamat can cast one spell each round, which counts as a standard

action for one of her heads.

If a strike from a -.l.ﬁ'iung weapon deals at least 185 points of

damage in a single blow, one of Tiamat's heads is severed, just as a
hydra’s head would be

Sound Imitation: Any time she likes, Tiamar can mimic any
voice or sound she has heard. Listeners can detect the ruse with a
Will save (DC 43),

Poison: Creatures Tiamat stings with her rail rake 3dé points of

temporary Constitution damage unless they make Fortitude saves
(DC 56). After 1 minute, crearures must make additional Fortirude
5 (DC 56) or take an additional 3dé points of temporary Con
stitution damage

Water Breathing: As an extraordinary ability, Tiamar can
breathe underwater indefinitely (though as a deity, she has no real
need to breathe). She can freely use her breath weapons, spells, and
other abiliries while submerged

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain,
|'|1||]ll'.it.t-('l [Ing E'I-'-"l.['\. p.‘lr.||'.'\|-, rllll.‘ﬂ'll'l !llll H[llﬂ]'lll]b'l ransmura
tion, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter Size, Alter Reality,
Annihilating Strike, Area Divine Shield, Control Creatures (non
good dragons, or any dragon with Cha 12 or lower), Divine Blast,
Divine Shield, Exrra Domain (Law), Extra Sense Enhancement

SAv

(blindsight), Shapechange, Spell Immunity}. fUnique ability
|lf--h't'111t‘cj l‘t‘lm.’.'

Domain Powers: Cast evil spells at +1 caster level; cast law
; 10/day smite (+20 on artack and damage for

spells at +1 caster leve
one weapon attack).
Spell-Like Abilities: Tiamar uses these abilities as a 20th-level
caster, L'.\Lt'pl rL'Ir L\l] El."l'”_" ‘il\L[ lui\'-' \]Jl'l!‘i \\"hlk'l] ‘-]'Il' LiSes a5 4
21th-level caster. The save DCs are 30 4 ~']1:-” evel. Calm emotions
change self, crcle of doom, confusion, contagion, create undead, blas
phemy, desecrate, dictum, disintegrate, dispel chaos, dispel good, carth
quake, false vision, havm, hold monster, implosion, inflict critical wounds,
inflict light wounds, muisibility, magic circle against chaos, magic cirele
against good, mislead, nondetection, order's wrath, polymorph any object
protection from chaos, protection from good, screen, shatter, shield of law,
surmon monster 1X (as evil or law spell only), time stop, unholy aura
unholy blight
Tiamat has the ability 1o cormrupt water once per day. This abiliry

causes up (o 10 cubic feet of water to become stagnant, foul, inert
and unable to support animal life. The ability can spoil magic
F‘l‘[l\‘[lﬁs .'||'|li any l]th‘r lILILH{I (::1J'It.‘|lr:1]'l'3 warer; Llﬂ.l[[l‘niil'll imems
are automatically fouled, ltems in a creature’s possession remain
unaffected if the bearer makes a Will save (DC 43).

lamat can ¢ I]J rm [l'PllI{'h l]]['{'l‘ tmes p('l lI.‘\'. 1‘]1(' E'\l1\'v'L'[' L1i‘{_'1\|1l"\
as a mags charm spell (Will DC 27 negates), but the ability works only
on reptilian animals. Tiamat can communicate with any repriles she
has charmed as though using a speak with animals spell.

Cleric Spells/Day: 6/8/8/8/7/7/6/6/5/5; base DC = 23 4
‘.-'|_‘rL'|l level.

Sorcerer "ipulis Known (6/9/8/8/8/8/7/7/7/3; base DC = 22 4
spell level)y 0—arcane mark, dancing lights, detect magic, detect poison,
ghost sound, light, mage hand, open/close, prestidigitation; 1s1—alarm,

grease, magic missile, true strike, ventriloquism; 2nd—deteet thoughts, fog
clond, knock, locate object, silenl image; 3rd—displacemen, nondelection,
haste, major inmage 4th—arcane eye, emotion, Irllll'l'.ll'l'nl invisibilily,
wdow conjuration; Sth—feeblemind, mind fog, mirage arcana, telekine
sts; 6th—analyze dweomer, cham hightming, project image; 7th—insan
ity, prismathie spray, reverse gravily; Sth—power word blind, trap the soul,
Otto's irvesistible dance; ath—energy dvain, soul bind, wail of the banshes

Spell Immunity (unique salient divine ability): Tiamat is
immune to the effect of any spell or spell-like ability of sth level
or lower

Possessions: Anulel of the planes, bracers of armor +8, carpet of flying
(6 ft. by 9 fr.), cloak of displacement, evystal ball with detect thoughts, dark

sheull, ivon bands of Bilarro, ivon flask (empty), orb of storms, portable hole,
ring of vesistance +5, rod of |u||('|'\f||p and rod of -_|!|'.'|1.!.|| liamat carries or
wears these items only when she is in humancid form. The bonuses
these items grant are not reflected in the numbers given above

Other Divine Powers

Asa :l"\\l'[ l[l'”\. I‘.||'Hi|] may |.||"hl' 10 on any ¢ I“'{ L Tiamat treats a 1
on an attack roll or saving throw normally and not as an automaric
failure, She is immortal

Senses: l'l]|'|'|.|| Ccin see (Ll.‘\'ll}}" J]L"I'JT]_"II ViSiOon or 11.1|’|\\'i.\.||~ni.
hear, touch, and smell at a distance of ren miles. In addition, she
has blindsight to a range of 10 miles and can see invisible and ethe
real creatures within 1,600 feer (as a see imvisibility spell that is con
stantly active). As a standard action, she can perceive anything
within ten miles of her worshipers, holy sites, objects, or any loca-
tion where one of her titles or name was spoken in the last hou
She can extend her senses to up to five locations ar once. She can
block the sensing power of deities of her rank or lower at up to two
remote locations ar once for 10 hours

Portfolio Sense: Tiamat can sense anything that affects the wel-
fare of evil dragons, so long as the evenrt in question affects at least
five hundred dragons.

Automatic Actions: Tiamat can use Knowledge (arcana), Knowl

edge (dragonkind), Knowledge (history), Knowledge (the planes), o1

Knowlec

l;r\LL'[ \.l'll' can I\\‘I |.Hl'l'|'l llP o five Suc h free actions i‘:'ll'h [c“”‘li
Create Magic Items: Tiamat can create weapons of all rypes, as

W :‘“ as irems 1JI.I| d:'l CIVie Or l\'-ll.l'l'lIJ creatures, .\I.Jl'h as a hal of JI\--

ge (religion) as a free acrion if the DC for the task is 20 or

guise, a cloak of displacement, or a staff of churming, as long as the irem’s
market price does not exceed 30,000 gp

Avatars
lamat is Very aciive tn fhl‘ \'f'llrlLl. .";hl' ll.\llJ”\' |'|'Ll\'l'[\ n [hl‘ ELse
of a bewitching human or elven female. Several evil ¢

ragons of
various types either accompany her in disguise or lurk out of
sight nearby.

@ Avatar of Tiamat: As Tiamar except divine rank §; AC 59
(touch 16, flar-foored 59} Atk +65 melee (4d6+19/19-20, 5 bites
+60 melee (2d8+9, 2 wings), +60 melee (3d6+9 plus poison, sting)
or spell +65 melee touch or +46 ranged touch; SQ DR 40/+4, SR
397, divine aura (50 fi., DC 24); SV Fort +43, Ref +31, Will +38; all
by 5.

‘-L\l” md ll!]l‘ll'r‘v |'l'L]ul'1'l
Breath Weapons and Poison: As Tiamat except that save DCs are 51
Sahient Divine Abrlities: Alter Form, Alter Size, Divine Shield

Extra Domain (Law), Shapechange, Spell Immuniry,

.H,-H'H Like Abilities: Caster level 15th; saving throw DC 25 4

NPL'I] ](‘\ {.'l

VECNA

The Maimed Lovd, The Whispered One, The Master of All That Is Secret
and Hidden

Lesser Deity

Symbol: Left hand clutching an eyeball

Home Plane: Material Plane




ace/Reach: 5 fr. by 5 ft./5 fi

Special Attacks: Paralyzing touch (DC 29), rebuke undead 12/day,
domain powers, salient divine abilities, spell-like abilities

Special Qualities: Undead traits, divine immunirties, DR 45/+4,

Alignment: Neural evil
Portfolio: Secrets, intrigue
Worshipers: Wizards, sorcerers, conspirator§
Cleric Alignments: CE, LE, NE
Domains: Evil, Knowledge, Magic
Favored Weapon: Dagger {

fire resistance 30, spontaneous casting of divine spells, under-
y to all
beings within 10 miles, remote communication, godly realm

stand '~|,'-l'.tL and read all |.i|‘||_';i|.l|__’,L"- and ‘*]"l':ll'\: direct

Vecna (veck-nuh), deity of secrets, was ofge
mortal king who became a lich. He usdally
appears as a lich who is missing his left hand
and left eye. He lost his hand and eye in'a

teleport without evror at will, plane shift at will, familiar (snakes)
turn resistance +4, SR 62, \In ine aura {1,000 ft., DC 29}.
Saves: Fort +28, Ref +33, Will 4
Abilities: Str 24, Dex 24, Con .Jnl 43, Wis 35, Cha 29
fight with his traitorous lieutenant, Kas. Vecia Skills: Alchemy +59, Appraise +47, Bluff +30, Concentration +53,
rules that which is not meant 1o be known and thi Diplomacy +43, Disguise +40, Hide +46, Intimidare +42, Knowl
which jk'l1|;1|.-.' wish 1o J\'.L‘l'l'- secrel ¥ (I-I}J arcanal +69 l\hu\\lrlh,[r history) +69 HI‘.\!\\'[L’\'J.!L' (reli
gion) +51, Knowledge (the planes) +46, Knowledge (undead
+69, Listen +53, Move Silently +46, Scry +69, Search +55, Sense

Vecna plots the destruction of the other deities so that he may take Motive +51, Spelleraft +69, Spot +43

the world for himself Feats: Alertness, Ambidexterity, Blind-Fight, Brew Potion,
.-\‘.'L'or||:||:.u_ to Vecna, there exists a secret that can destroy any { nm]‘n.nl asrng, ( rsm|n,i| Ret s, Craft Rod, Craft Staff, Craft

being, no matter how powerful that being is. In the middle of every Wondrous Item, Dodge, Empower Spell, Enlarge Spell,

heart hides a seed of darkness L‘vp[ hidden tfrom all bur the self Eschew s, Extend \]w”, Forge Ring, Great Fortitude,

Finding that secret evil and exploiting it is the key to undoing one’s Greater Spell Penetration, Heighten Spell, Maximize Spell,
1d Reach '.‘;}‘-l'“. Sacred Il, Scribe Scroll, Si
controlling what others do not. He also admonishes his followers Penetration, Still Spell

enemies. Strength and power, says Vecna, come from knowing ¢

nt ‘~|,1c-“_ _H}]n-“

never 1o reveal all that they know
Undead Traits: Darkvision, not subject to crirical
hits or subdual damage
Divine Immunities: Ability damage, ability
drain, ¢
integranion,

{ i-'|tJ.'-[ and
Vecna's clerics subvert governments, seduce good folk
to evil, and plot the evenrual conrrol of the world, Nat-
urally, these plans mean that their lives are f

'h|, cold =|i'.|[h eltects, disease, dis-

energy drain

1) T Vg gy

they are discovered, and they are very secretive 1o mind-affecting effects, paralysis, poison
srevent this. They can be any part
of the world, spreading evil or looking
for documents or items that date back to
their master's ancient empire. Of partic-
ular interest are their master's relics

\ll'l'," stunnming, frransmutation lJl][‘I 150n-

ment, banishment
Salient Divine Abilities: Alie
]{: :111\. Arcane Mastery, Area Divine
Metamagic (quick-
en wizard spe ”‘« Create Object
Divine Blast, Divine Fast Healing, Divine
-. Shield, Divine Spellcasting, Increased
ape Il Resistance, Know Secrers, Spontancous
Wizard Spells.
2 Domain Powers: Cast divination
‘\ spe |ls at +1 caster level; cast evil spe Als at
+1 caster level
Spell-Like Abilities: Vecna uses
these abilities as a 20th-level caster, except
thich
he uses as a 21st-level caster. The save DCs

:
3
G

I|l\ |I.||'.lj .Il‘ril eve ) '\\'i!il h J]_l‘\ e once b

[ Kppong g

again been lost. Black and red
are their favored colors

Vecna's priesthood is made
up of isolated cells of cultists who
seek dark, arcane secrets to further

wrsiag)T

their evil schemes I'|'|n|,'-|=-~. (o
Vecna serve as bases and safe
houses for his clerics. They are
always well hidden and warded

|15}

against unauthorized entry. 1 for divination spells anc

usually also include wvast

irchives of information, are 29 + spell level. Antimagic field, blas
SeCcrets 1h at I\:l'L nas Lll.'[“...‘; [1Jlri-'||'|\||I||”|”||J|l'||ll'-(||:||l'.|‘.l”||.|.' lJ"_'J]l
have uncovered over the cen undead, desecrate, deteet secvet doors

raries

VECNA
Wizard 20/Cleric 20
Medium-Size Undead
Divine Rank: 1(
Hit Dice: 20d12 (Wiz) plus 20d12 (Clr) (480 hp)

detect thaughts, discern location, dispel
good, dispel magic, divination, find the palh, foresight
wlentify, imbue with spell ability, legend love, magic eirele

gainst good, Mordenkaimen's disjunction, Nystul's unde-

tectable awra, protection from good, protection from spells,
-g'rH resistance, ~,"r” turning, summaon monster 1X Las
evil spell anly), true seeing, unholy aura, unholy blight

Initiative: +7 i Cleric Spells/Day (Levels 0-12): 6/9/9/9/9/8/
Speed: 60 f1 1 7/7/7/6/2/2/2; base DC = 24 + spell level
AC: 51 (+7 Dex, +10 divine, +5 natural, +10 bracers of Wizard %|wll~-n.w Levels 0-16): 4/8/8/8/8/7/7/7/7/6/3/3/

armaoy, +9 detlection) 3/2/2/2/2; base DC = 28 + spell level
Possessions: Vecna carries Afterthought, o +5 dagger with the
st touch, wounding, and unholy special abilities

+32 ranged touch Caster Level; 25th Weight: 1 Ib.

ghost touch wounding unholy dagger +42/+37

melee, touch +32/+27 melee; or n;li'll +32 mele

Damage: +5 ghost touch wounding unholy dagger 1d4+12/19-20 Besides his dagger, Vecna wears bracers of armar +10 and a cloak of

touch 1d8+3; or by \Pn'” resistance +8
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Other Divine Powers
As a lesser deity, Vecna may take 10 on any check. Vecna treats a 1
on an attack roll or saving throw normally and not as an automani
tailure. He is immortal

Senses: Vecna can see (using normal vision or darkvision)

hear, touch, and smell ar a distance of ten miles. As a standard
action, h" can perceive .|11\'|h.r~._:1 I‘\'Illllll ren |'II||<"- ol |I|‘\ WoT

shipers, holy sites, objects, or any location where one of his titles
or name was spoken in the last hour. He can extend his senses to
up to five locations at once. He can block the sensing power of

Lll'i[i(':h ot h|\- I'.':‘I]L{ or |\’l\\'l‘!' at up 1o two remorte |n\'.l[lll]1~ at once

for 10 hours.

Portfolio Sense: Vecna can sense the discovery, recording, or
sharing of any secret that affects at least five hundred people (such
secrers might be political such as a secret alliance, or personal such
as a leader’s illness)

Automatic Actions: Vecna can use Knowledge (arcana)

Knowledge (history), Knowledge |u-h\|',|uu., Knowledge (the
]1!.|m.-~ i l-\l‘_u\\'h'd}',v undead), or f\pl'[]l.'l'.l[.l as a free action if the
DC for the task is 20 or lower. He can pertorm up to hive suc h free
actions each round

Create Magic Items: Vecna can create any kind of magic item
as long as the item’s marker price does not exceed 30,000 gp

WEE JAS

The Wilch Goddess, The Raiby Sovceress, The Stern Lady, Death's Guardian
Intermediate Deity

Symbol: Red skull wreathed in flame
Home Plane: Acheron

Alignment: Lawtul neurral
Portfolio: Death, magic, vanity, law
Worshipers: Necromancers, wizards
Cleric Alignments: LE, LG, LN
Domains: Death, Law, Magic
Favored Weapon: Dagger

Wee Jas (wee jass), deity of death and magic, is most ofren por

trayed as a stunning woman dressed in a beautiful gown
wedring some piece of jewelry with a skull motif. Wee Jas
i5 a demanding deiry who expects obedience from
her followers. She respects Boccob, but
the two do not have an alliance

Dogma
Wee
magic items (thoug

as promotes using spells and

1
1 many of her fol
lowers insist she favors the creation of

such things

Wee Jas tells her tollowers
that magic is the key to all
things. Wee Jas promises that under

standing, persona
order, and control over fate come with
the study of magic. She admonishes
her followers to respect those who
came before, because they left their
knowledge and died 1o make room

].l'l| 1}1-'11\ "ihl' I'l':I'I\IH.l\ ]hi'”] [J'I:”

pPOWEr, SeCUurity,

death is inevitable, but she promises
thar their
be honored by those who come after

carning _]I'Id memory lL’lH

Clergy and Temples
We

c

» Jas's priesthoos has a strict hierarchy. Her

rics are I‘.HUL\'II tor their \il'-\ I["Illit‘ illlli I*"l‘\il

ence to their superiors. ( lerics of Wee Jas arbitrate

disputes, give advice on magic, investigate magical curiosities
Create magic iems, and administer funerals. Clerics of lower level
are expected ro defer to ones of higher level at all times. They wear

black or 2ray ri bes
lemples to Wee Jas are few and far berween, but she counts
many |‘I-'\\.|'l||l| SOTCEerers .Illll Iul"I.r'.i:'\l." LESPEd l.I“'\ necromancers

among ner ‘.'.'|||\-h||‘.('!~1 Most of her [('IT||_\|1'- ire ll'\\ .|]|-|| N Or near

graveyards or catacombs, and they always contain crypts where
powerful wizards are buried. They also contain extensive libraries
of arcane lore and large collections of items that once belonged 10

great wizards from past eras

WEE JAS
Wizard 20/Cleric 20
Medium-Size Outsider
Divine Rank: 15
Hit Dice: 20d8+140 (outsider) plus 20d4+ 140 (Wiz) plus 20d8+140
Clr) (820 hp
Imitintive: +12 (+8 Dex, +4 Improved Initiative)
H;lrrd: 601t
AC: 70 (48 Dex, +15 divine
Attacks: +5 lawful ghost touch keen dagger +69/+64/459/+54 melee;

28 natural, +9 deflection

or ‘l“'” +63 melee touch or +64 |.il|_ur\| touch

Damage: +5 lawful ghost touch keen dagger 1d4+12/19-20; or by spell

Face/Reach: s fr. by s fr./5 [

Special Attacks: Rebuke undead 20/day, domain powers, salient
divine abilities Sl_*L'” like abilities

Special Qualities: Divine immunities, DR 50/+4, fire resistance
35, spontaneous casting of divine spells, understand, speak, and
read all languages and speak directly 1o all beings within 15
miles, remote communication, godly realm, teleport without error
at will, plane shuft at will, familiar (ravens), SR 47, divine aura

1,500 tr., DC 34)

Saves: Fort +54, Ref 455, Will +59

Abilities: Sir 24, Dex 27, Con 24, Int 47, Wis 34, Cha 29

Skills™: Alchemy +86, Appraise +66, Bluff +57, Conceniration +85,

Craft (papermaking} +96, Craft (bookbinding

Gather Information +44, Heal +29,

arcana) +96, Knowledge

96, Diplomacy
+64, Disguise +47,
Intimidate +51, Know |1-1||',-.-
history) +86, Knowledge (religion) +96, Knowledge

(the planes) +76, Knowledge (undead) +96, Listen

+76, Move Silently +66, Profession
(herbalist) +64, Profession (scribe) 490
Scry +96, Search +77, Sense Motive
77, Spellcraft +96, Spot +76
Always receives a 20 on checks
Feats: Brew Potion, Craft Rod, Craf
Staff, Craft Wand, Crafi Wondrous
Item, Dodge, Empower Spell, En
large Spell, Eschew Marerials
Extend Spell, Extra Turning
(%2), Forge Ring, Greater Spell Pene
rration, Heighten Spell, Improved
Initiative, Maximize Spell, Mobility,
Reach Spell, Scribe Scroll, Silent
Spell, Spell Penetration, Still Spell,
Weapon Finesse (dagger), Weapon

Focus I-|.-L’_;.'_l'|

Divine Immunities: Ability damage

_ll1'.=JI['| l.ll;.llll :IL'IL].(l’l|d.||1'.'¢[|] :'”L‘l.’[H L||~G
ease, disintegration, electricity, energy
drain, mind-affecting effects, paralysis
poison, n'.-';l stunimng, transmutation
imprisonment, banishment

Salient Divine Abilities: Alter Form,
Alter Reality, Alter Size, Arcane Mastery,




Automatic Metamagic (quic ken eleric ~||\:-|l-.., Automatic Meta-
magic (quicken wizard spells), Avatar, Craft Arrifact, Divine Shield
Divine Spellcasting, Energy Storm (negative energy), Energy
Storm (positive energy), Hand of Death, Instant Counterspell
Know Death, Life and Death (no need 1o rest), See Magic, Sponta
necus Wizard ."i|'l|'||'-

Domain Powers: 15/day death touch (roll 20d&; if subject
touched does not have at least that many ]1]\, it dies}); cast law hi"i'“'-

at +1 caster level

Spell-Like Abilities: Wee Jas uses these abilities as a 25th-
level caster, except for law spells, which she uses as a 26th-level
caster. The save DCs are 34 + spell level. Animate dead, antimagi
field, calm emotions, cause fear, create greater undead, ereate undead
death knell, death ward, destruction, diclum, dispel chaos, dispel mag
hold monster, wentify, imbue with spell ability, magu

rcle against

chaos, Mordenkainen’s disjunction, Nystul's undetectable aura, order's

wrath, protection from chaos, protection from spells, shield of law, slay
living, spell vesistance, spell turning, summon monster IX (as law spell
only }, wail of the hanshe:

Cleric .'*ipl:]l.t;_;llﬂ)' {Levels 0~12): 6/9/9/9/9/8/7/7/7 (6/2/2/2;
base [ 22 + -.]JL'H level

Wizard Spells/Day (Levels 0-18): 4/9/9/8/8/8/8/7/7/7
3/3/3/3/2/2/2/2; base DC = 28 + spell level

Possessions: Wee Jas carries Discretion, a 45 ¢
lawtul _L_'ll-:'.\l touch, and keen _\]‘ll'l'l.ll abilities

Caster Level: 25th; Weght: 1 1b

/4

geer with the

Other Divine Powers

as automarically receives a die resuls

As an intermediare deiry, Wee
of 20 on any check. She trears a 1 on a saving throw or artack roll
normally and not as an automaric failure. She is immortal.
Senses: Wee Jas can see, hear, touch, and smel
[ifteen miles. As a standard action, she can perceive anything
within fifteen miles of her worshipers, holy sites, objects, or any
location where one of her ritles or name was spoken in the last
|‘|L|l||:' ‘-'hi' can l'k["l'l\.J hl'[' senses [o Ilil o en |m'.|lhl]‘|w Al Dnce, ‘ihl,'

at a distance of

can block the sensing power of deiries of her rank or lower at up to
two remote locations at once for 15 hours

Portfolio Sense: Wee Jas senses any death the instant it happens
and retains the sensation for fifteen weeks aflter the event occurs

Automatic Actions: Wee Jas can use Alchemy, Cralt ( papet
making), Craft (bookbinding), Knowledge (arcana}, Knowledge
thistory), Knowledge (religion), Knowledge (the planes), Knowl
edge (undead), Profession (herbalist), Profession (scribe), or Spell
cratt as a free action if the DC for the task is 25 or lower. She can
perform up to ten such free actions each round

Create Magic Items: Wee
kind, as |L||l_l: as the item's market price does not exceec
200,000 gp

as can create magic iems of any

dl™

Wee Jas's avatars always resemble stately and beautiful women,
though they may be of any apparent age or ethnic type. She sends
them to witness the funeral rites of famous wizards and to visit
scenes of mass death

# Avatar of Wee Jas: As Wee Jas except divine rank 7; AC 54
(touch 34, flat-looted 46); Atk +61/+56/+51/+46 melee
(1d4+12/19-20, +5 lawful ghost louch keen dagger) or spell +55 melee
touch or +56 ranged touch; SQ DR 42/+4, fire resistance 27, SR 39,
divine aura (700 {i., DC 26); SV Fort +46, Ret +47, Will +51; all skill
modifiers reduced by 8.

Salient Divine Abilities: Alter Form, Alter Size, Automatic Meta
magic (quicken cleric spells), Automatic Metamagic (quicken
wizard w]n:H».. Divine Shield, Divine ‘~i|,\=-|l.'.|-.!|r.y_, Hand of Death,
Instant Counterspell, See Magic

Spell-Like Abilities: Caster level 17th; saving throw DC 26 +

\pl'“ ll'\ l'i

YONDAILLA

The Protector and Providey, The Nurturing Maltnarch, The Blessed One

Greater Deity

Symbol: Shield bearing cornucopia thorn of plenty)

Home Plane: Celestia 7Y

Alignment: Lawful good

Portfolio: Halflings, pratection, fertility

Worshipers: Halflings, explorers,
Proneers

Cleric Alignments; LG, NG, LN

Domains: Good; Law, Protection

l-:n'nrcdj Weapon:

: &%z
The deity of halflings, Yondalla {yon-dah-lah}, appears as a strong
female halfling, with a proud bearing. She dresses in green,
"r'l'lll"l‘.'. .||1li l}'l'(l'\.l"n, J]'l\] .I]'\\'.l'—"\ carnesa ‘;]Tll'jd ‘E.L'nll.ll].l 1s [hl.' cre
ator and protector of the halfling race

Dogma

Yondalla espouses harmony within the halfling race and stalwart

defense against its enemies. She urges her people 1o work with others

bt 1o remain true to their halfling heritage. Most halflings heed this
advice, which allows them to form close-knit enclaves where halflings
ane '\\'l']{'UlTlt'li. even \\.'h{']] rh('\' ]1.]\.'1' "-'l'[r]l'li Inareas w 11l'|'(' of hl'T crea-
tures prec

to be seized, which leads most halflings to be both adaptable and

ominate. Yondalla also reaches that opportunities are there

somewhat opportunistic, Yondalla brooks no evil among haltlings, but
she does not dL"ri‘ll:il' any |'l.llﬂll]|._' Rather, she seeks 1o _l:ll]LI(' |1.ilI]lI1p!‘-
who have lost their way back to their homes and friends.

( !‘"“Eil and f|’|'.||,",i|--.

Clerics of Yondalla are concerned with all areas of halfling life
except for thievery. (Thievery arises among halflings, the clerics say
from a too-liberal interpretation of Yondalla’s advice abourt seizing
opportunities.} Yondallas clerics officiate ar weddings and funerals
bless crops and new ventures, and lay plans for community defense

lemples dedicated 1o Yondalla are often ser amid bountiful gar
dens or farm fields. They always contain storehouses stuffed with

lood .II'I|.] lllhl'l' necessines, ”'Il'\ Jl\l‘l'l\[‘]i.ll'l'l armories and il'r[|[|('l]

sections where local halllings can safely ride out narural disasters

or enemy atrack

YONDALLA

Sorcerer 12/Paladin 13/Cleric 15

Small Outsider (Good, Lawful)

Divine Rank: 18

Hit Dice: 20d8+200 (outsider P|1|- 1 2d4+120 (Sor) p|l|.- 13d10+130
Pal) plus 15d8+150 (Clr) (1,058 hp)

Initiative: +17, always first (+13 Dex, +4 I:npr.]\.'m] Initiative
Supreme Initiative)

Speed: 501

AC: 91 (+1 size, +13 Dex, +18 divine, +31 natural, +6 armor [+5
animated deflection reflecting buckler|, +12 deflection

Attacks®: +5 lawful defending speed short swond +75/+75/+70/+65/+60
melee; or '-1"1'|| +65 melee touch or +72 ranged touch “Always
receives a 20 on attack rolls; roll die ro check for critical hir

Damage®: +5 lowful defending speed short siwond 1da+11/17-20; or by
spell “Always does maximum damage (short sword 17 poinrs),

Face/Reach: 5 ft. by 5 fr./5 fi

Special Actacks: Smirte evil (+12 on artack and +13 on damage),
rurn undead 19/day, domain powers, salient divine abilities,
s |1l'” like abiliries.

«¢ial Qu.|||'||':-.ti: Divine immunities, DR 53/+4, Hre resistance 38
Is, understand,

Spe

fast healing 38, spontaneous casting of divine spe
speak, and read all languages and speak directly to all beings
within 18 miles, remote communication, godly realm, lelepord

b}
B
N o
S
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ll'[”ll'l” erray al \\'l”. r'!llfli' "lJI” at \\'i”. [.[‘E‘]ll.ll l1'|l"i“"|'. aura I‘I
courage, detect evil, divine grace, divine health, lay on hands,
remove disease 4/week, SR 70, divine aura (18 miles, DC 35

Saves": Fort +60, Ref +65, Will +65. *Always receives a 20 on saves.

Abilities: Str 22, Dex 37, Con 30, Int 25, Wis 40, Cha 34

Skills*: Alchemy +40, Animal Empathy +53, Appraise +48, ##

Bluff +53, Climb +26, Concentration +71, Craft (leather- /§

working) +88, Craft (metalworking) +88, Craft (woodwork-

ing) +88, Diplomacy +68, Handle Animal +46, Heal +49,

Hide +33, Intimidate +32, Jump +26, Knowledge (arcana) \

+72, Knowledge (narure) +48, Listen e —

60, Move Silently +34, Profession gl ;

(farmer) +96, Ride (horse) +33, Scry

#51, Search +48, Sense Motive

+56, Spellcraft +51, Spor

+58. “Always receives a

20 on checks, o
Feats: Alertness, Com- §
bat Reflexes, Divine
Vengeance, Dodge,
Expertise, Extra Turning
Greater h'pul] Penetration,
lmpl'm'vll Critical (short
sword), Improved Disarm,
Improved Initiative, Im-
proved Trip, Lightning
Reflexes, Mobility, Sacred
Spell, Spell Penetration,
Spring Artack, Superior Ex-
pertise, Track, Weapon Focus
short sword), Whirlwind Artack. g8

Divine Immunities: Ability
damage, ability drain, acid, cold,
death effecrs, disease, disintegration,
electricity, energy drain, mind- §
affecting effects, paralysis, poison,

s by M. Cavoita

\||'|'J'|, sll]nmng, fransmutanon, 1m-
prisonment, banishment

Salient Divine Abilities: Alte:
Reality, Alter Size, Alter Form, Area Divine ‘e &>
Shield, Avatar, Bartlesense, Command Plants, 4
Control Creatures (halflings ), Create Greater Object,
Create Object, Divine Blast, Divine Creation, Divine

)

Dodge, Divine Fast Healing, Divine Shield, Divine Weapon Focus
short sword), Gift of Life, Ignore Arcane Spell Failuret, Increased
Spell Resistance, Mass Divine Blast, Speak with Creatures (ani-
mals}, Speak with Creatures (plants), Supreme Iniriative. fUnique
ability, described below

Domain Powers: Cast good spells at +1 caster level; cast law spells
at +1 caster level; 18/day protective wand (touched subject gains +15
resistance bonus on next saving throw, maximum duration 1 hour),

Spell-Like Abilities: Yondalla uses these abilities as a 28th-level
caster, except for good spells and law spells, which she uses as a
29th-level caster. The save DCs are 35 + spell level. Aid, antimagic
field, blade barrier, calm emotions, dictum, dispel chaos, dispel evil, hold

monsler, holy aura, holy smite, holy word, magic civele against chaos,

magic civele agaimst evil, mind blank, arder’s wrath, prismatic sphere, pro-
tection from chaos, protection from elements, protection from evil, repul

siom, sanctuary, shield of law, shield other, spell immunity, spell resistance,

sunmmon |i||,||‘|‘r|,'J' I\ Las g(}[.‘tl or |.l\'\' '\I'|L'|l l]n]\'|
Cleric Spells/Day: 6/10/10/10/8/8/7/6/4; base DC = 25 4
spell level
Paladin Spells/Day: 5/5/5; base DX
Sorcerer Spells Known (6/9/9/9/9/7/5; base DC = 22 + spell

=25 + 1|11'" level

mage hand, mendig, prestidigitation, read magic; 1st—alarm, detecl

level): 0—arcane mark, delect magie, detect poison, ghost sound, light,

secvet doors, expedibions rebveal, prease, obscuring misl; 2nd—arcane lock,
detect thoughts, glitterdust, see imisibality, summaon swarm; 3ed—dis
placement, fly, hall undead, sleet storm; 4th—confusion, Otiluke’s vesilient
sphere, solid fog; Sth—animal growll, Bighy's interposing hand; éth
v Bighy's forceful hand

¥ Ignore Arcane Spell Failure (unique salient
divine ability): Yondalla ignores the arcane spell failure
chance for carrying a shield or buckler

Possessions: Yondalla wields Hornblade, her short
sword, in combar. Hornblade is a +5 short sword with the
lawful, defending, and speed special abilities.

Caster Level: 25th; Werght: 3 b

_ Other Divine Powers
IR, As a greater deity, Yondalla automarically
= receives the best possible result on any
die roll she makes (including attack
olls, damage, checks, and saves). She
5 immortal

Senses: Yondalla can see, hear,
touch, and smell at a distance of ('lpJ'II
een miles. Yondalla sees equally well in
full daylight, rwilight, moonlight, or
starlight, but she cannot see in toral dark
ness. As a standard acrion, she can per-
___ ceive anything within eighteen
miles of her worshipers, holy
sites, objects, or any location

‘ where one of her titles or
| NEAMmMEe Wwias {l\ﬂl\'['r\ in [l-ll‘ ].]‘-'
¥ hour. She can extend het
seENses 1o Url o twenty llh':]
tions at once. She can block
the sensing power of deities of
hl'l' |.||'|=-§ [} § ll’\\.’l'l at ‘ll’ o Iwo
remote locations at once for 18 hours
Portfolio Sense: Yondalla senses any
thing that affects halfling welfare eighteen
weeks before it happens and retains the sensa
tion for eighteen weeks after the event
occurs, She is similarly aware of
the birth of any halfling

Automatic Actions: Yondalla
can use Craft (leatherworking), Craft (metalworking), Craft (wood
working), Knowledge (arcana), or Knowledge (nature) as a free
action if the DC for the rask is 30 or lower, She can perform up 1o
twenty such free actions each round

Create Magic Items: Yondalla can ereate armor and magical

protection devices, such as bracers of armor, a ring of protection, or a
cloak |-|| resistance

.-'31\'.|F.1| S

Yﬂ]lll,i”.] “-l'l".li\ hl'l' avatars to \\'.!nllt'l' ]].]]l‘ll[‘.}-’_ l.l['ILi.‘;- .l\.l't_'l_'l'“'l!.‘, an
eye out for trouble, and aiding with agriculture and other com-
munity activiries

9 Avatar of Yondalla: As Yondalla except divine rank 9; AC 73
(touch 45, Aat-footed 60); Atk +66/+66/+61/+56/+51 melee

(1de+11/17-20, +5 lawful defending speed short sword) or spell +55
melee touch or +62 ranged touch; SQ DR 44/+4, fire resistance 29,
SR 61, divine aura (900 ft., DC 26); SV Fort +51, Ref <56, Will +56;
all skill modifiers reduced by &

Salignst Divine Abilities: Alter Size, Area Divine Shield, Divine Dodge,
Divine Fast Healing, Divine Shield, Divine Weapon Focus (short
sword), Gifit of Life, Increased Spell Resistance, Speak with Crearures
animals), Speak with Crearures (plants), Supreme Initiative

Spell-Like Abilities: Caster level 19th; saving throw DC 26 +

ni"L‘” level.




he Olymplan pantheon is a fantasyinterpretation of the
religions of historieal Greece in ancienvtimes. It ineludes
deities that are most approprifte for use ina DUNGEONS &
Dracons game, arranged.in aeosmology and theology that
make sense from the perspective of the game, These gods are
divorged fram their historical conrext in realworld Greece
and united intoa tight pantheon thar serves the needs of D&D
clerics anil othet characters n the game.

4

The Olympian pantheon is @ tight panthesh, with almost all
deities related by bload or ar least by marriage. Many sharea
planar home (Olympus) and are-united under the kingship'
of Zeus.

Thegurrent gods of the péntheon are the third and four h
generation; Of deities. Gagadthéearth) and Uranus (che sky)
were the figst eiries, jlnrérf‘tl of the Tirans and a numbepof
other monsters, ancluding the€yélopes and the Hee dtoncheires
(hundred-handed giants). The Titans rose up against their jeals
ous and ryrannical father, and Cronus vanquished Uranusand
seized his throne. Cronus married his sister Rhea and .-ahc'hnrf' q p
six children: Hades, Poseidon, Hera, Demeter, Hestia, dnd Zeéus: .
Cronug devoured his first five children; byit Rhea hid the y.;th, ¥
+ Zeusywho eventually rerurned tokill h1;fa1her and free bigsibe L O
lings from Cronus's belly. Repeating the ivine Juqmry.
Zeus and his siblings ook Cronus's place nt 4 new

; . punthenn of gods.
-. .'ﬁ.re:and

3 'rr--_'.

i’

A0 Zeusand Hera were married and had
B HephaestugiZeus is famous for his

lmns. gods;gﬂ mortals, howcwn

- =

e W i

children; Apolloand Arremis, nvin childeen of the Titan
Letoj Dionysus, san of the morfalSwoman Semelé;
Hermes, son of the minor goddess Maia; Hercules, son of
the mortal woman Alemene; and Athena, who sprang
from Zeus's head with no mether Aphrodite, created
from sea foam-and the blood of Uranus, rounds out the
major gods of the Olympian family.

Four minot delties complete the pantheon: Hecaie,
Tyche, Pan, and Nike, Hecate, Nike, and Tyche are the
daughtess of Titans—Hecate of Perses and Asterie, Nike
Dfsl'?!';'ﬂﬁj] Pallis, and Tyche of Oceanus and Tethys. All

“three poddesses sidedaith Zeus and his siblings against
the Titans, and share an honored plageion Olympus. Pan
is the som of Hermes and a dryad, aivd he holds great
pnwu overthe 1m'¢e5 of ni arure

v PIAN
' COS OGY

Cictlt(sae the entries for Demeter and Di

<At theicentet of the warld stands a,grrnt mountiin
called glympus This mighty peak rises so far abdve
tht world thatirs heights are acrually a digrinet
plane of existence: Olympus, the home of thejgods |
of the Olympian pantheon, With just oneexgep:
~tion, all ©lympian deitiescall Olympys their hote ,
P[nm.;nﬂ each ane his ; lrpurnun;:lt{“ main onthe 5
hn! Sone few mmial souls actually find 1h1fr wn
. to Olympus after death, particularly those wha have a
-'.peeia,l tle to a deiry or are members of a m)im:ryl
us), 7
Olympus has no alignment dominance, becitses

[l
-

“anos ¥31avid NOIHINVYA DIdWATO i1
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TaBLE 4=1: THE OLYMPIAN PANTHEON

Name Domains Rank Alignment

Zeus Air, Chaos, Good, G CG
Nobility, Strength, Weather

Aphrodite Chaos, Charm, Good I cG

Apollo Cood, Healing, | CG
Knowledge, Magic, Sun

Ares Chaos, Destruction, | CE
Evil, War

Artemis Animal, Cood, Plant, Sun | NG

Athena Artifice, Community, G LG
Good, Knowledge, Law, War

Demaeter Earth, Plant, Protection L N

Dionysus Chaos, Destruction, | CN
Madness

Hades Death, Earth, Evil G NE

Hecate Creation, Ewvil, | NE
Knowledge, Magic

Hephaestus Artifice, Community, i NG
Earth, Fire, Good

Hera Community, Nobility, G N
Protection, Trickery

Hercules Chaos, Cood, Luck, D G
Strength

Hermes Chaos, Good, Luck, [ CG
Travel, Trickery

Hestia Community, Good, L NG
Protection

Nike Law, Nobility, War D LN

Pan Animal, Chaos, Plant L CN

Poseidon Chaos, Earth, Water G CN

Tyche Luck, Protection, Travel L N

The Academy Good, Knowledge None NG

TaBLE 4-2: OLymPIAN DEITIES BY RACE

Race Deities

Human By class and alignment

Dwarf Hephaestus, Hades, or by class and alignment

EIf Apollo, Artemis, or by class and alignment

Gnome Hermes, Hephaestus, or by class and alignment

Half-elf By class and alignment

Half-orc  Ares or by class and alignment

Halfling  Tyche or by class and alignment

TasLe 4-3: OLympriAN DEITIES BY CLASS

Class Deities (Alignment)

Bard Aphrodite (CG), Apollo (CG), Dionysus (CN)

Barbarian Zeus (CG), Pan (CN), Ares (CE)

Cleric Any

Druid Artemis (NG), Demeter (N), Pan (CN),
Poseidon (CN)

Fighter Athena (LG), Hercules (CG), Nike (LN),
Poseidon (CN), Ares (CE)

Monk Athena (LG), Nike (LN)

Paladin Athena (LG)

Ranger Athena (LG), Zeus (CG), Apolle (CG),
Artermnis (NG)

Rogue Hermes (CG), Hera (N}, Tyche (N}, Dionysus
(CN)

Sorcerer Apollo (CG), Hecate (LE)

Wizard Apollo (CG), Hecate (LE)

Ilusionist Hermes (CG)

Necromancer Hades (NE)

Favared
Weapon Portfolio
Shaortspear Sky, air, storms, fate, nability
or halfspear
Dagger Love, beauty
Composite Light, prophecy, music, healing
longbow

Shartspear War, killing, strife

Hunting, wild beasts, childbirth, dance
Wisdom, crafts, civilization, war

Shaort sword
Shartspear

Spear Agriculture
Quarterstaff Mirth, madness, wine, fertility, theater

Longsword Death, underwoarld, earth, wealth
Dagger Moon, magic, abundance, undead
Warhammer Smithing, crafts

Light mace Marriage, women, intrigue

Greatclub Strength, adventure

Quarterstaff Travel, commerce, thieves, gambling,
running

Dagger Home, hearth, family

Light mace Victory

Unarmed strike  Nature, passion, shepherds, mountains
Trident Sea, rivers, earthquakes

Short sword Good fortune

Quarterstaff Good, truth, beauty

deities of widely different .||iF!|va|[\ share it. It has a mino:
positive energy dominance, however.

Below the mortal world (the Material Plane) in the Olympian
cosmology lies the realm of Hades, which shares its ruler’s name.
Hades is the land of the dead, where most mortal souls linger on
as insubstantial shades until they eventually fade into nothing
ness. Hades is mildly evil aligned and has a minor negarive
energy dominance.

Below even Hades is Tartarus, the vast realm of nebulous dark-
ness where the Olympian gods confined their forebears, the Titans
to eternal imprisonment. Tartarus is strongly evil aligned

Far to the west, beyond the mythic land of Hesperia, is a fourth
Outer Plane: Elysion, or the Elysian fields. To this blessed land the
souls of certain great heroes find their way after death. Elysion is
mildly good aligned

The rransirive planes are slightly altered in the Olympian cos
mology. The Ethereal Plane coexists with the Marerial Plane as
normal. The Astral Plane connects only 1o Olympus and Elysion
The Shadow Plane connects only to Hades. The only way into Tar
tarus is through Hades

JHE OLYMPIAN PANTHEON

Because the Olympian deities form a tight pantheon, clerics may
choose the entire pantheon as a patron rather than a specific deity
in [l'l.l' P.Il'lll'l(‘l"n In j.'IL I, .l“ nh'l[‘i]]‘i are ['t‘l]'n]'i'l(‘ni [orevere .l“. ['.'.'l‘l\'t‘
Olympian deities (Zeus, Aphrodite, Apollo, Ares, Artemis,
Athena, Demeter [i{'ph.u-nlu.\. Hera, Hermes, Hestia, and Posei
don) as a p.mllwl.-n.

Clerics who revere the entire Olympian pantheon may choose

any of the following domains: Air, Animal, Artifice, Chaos,
Charm, Community, Crearion, Death, Destruction, Earth, Evil,




Olgﬁpian Caélhnoll»dgg

Fire, Good, Healing, Knowledge, Law, Luck, Madness, Magic,
Nobility, Plant, Protection, Strength, Sun, Travel, Trickery, War,
Water, or Weather

A cleric of the pantheon may be of any alignment. He must
choose one of the following as the weapon rthar appears when
spirttual weapon is cast: dagger, greatclub, light mace, longsword,

Llll_ll[l']"\|.l|r.. H!]Ul’l ‘-kkl'l]'ll. hpl'.l]' Lany li]]'lll 3 [!'jll('lT[, Uﬂ,lr[“l'll
strike, or warhammer

ZEUS

Father of Gods and Mortals

Greater Deity

Symbol: Fist filled with lightning bolts

Home Plane: Olympus

Alignment: Chaotic good

Portfolio: Sky, air, storms, fate, nobility

Worshipers: Everyone

Cleric Alignments: CG, CN, NG

Domains: Air, Chaos, Good, Nability;
Strength, Weather

Favored Weapon: Shorrpear or halfspear

The king of the gods, Zeus (zoos), appears as a mighty male human
standing about 15 feet tall. He has white hair and a long, white beard
He wears a white tunic and carries his shield, Aegis, which bears the
likeness of the head of the first medusa, A white celestial giant eagle
15 .]i\\'\l\-\' ar l’('ll"“.‘; “]‘il.‘-

Zeus is one of the six children of Cronus and Rhea, and led the
other gods in revolt against their tyrannical father (after liberating
them from Cronus’s belly). He has many minor titles, including
Averter of 1lls, Bountiful, Contriver, Counselor, Descender, Dusty
Friendly, God of Oaths, Gracious, Guide of Fate, lllglu-n't, lln»‘pl[u]'l'h‘

Hurler, King, ( rderer, Purifier, Savior, Strong, Supreme, Thunder
l‘llh. .II‘.I[ \\".lrhkr

Zeus is married to Hera, bur his amorous encounters with other
women (both divine and mortal) are infamous, He is the father of a
tremendous number of deities and exceprional mortals, including

the deities Ares, Hephaestus, .l\pn“u. Artemis, Dionysus, Hermes,
Hercules, and Athena, a large number of lesser divinities (such as
the Muses and the Graces), and a large number of mortals, most of

them adventurers of heroic starure

Dogma
As ruler of the pantheon, Zeus is in control of events in the uni
Verse I]]'\ LIlL“\.ll [eac I]l'.‘\ th_ll |'|I.||I]l]'|j! !'].Ii'l'l"L'I‘.“ ;l]l\'\\r'}]{q S \\.‘Ill]-
out Zeus's consent. Every blessing or curse that [alls on mortal
heads happens by the will of "the gods,” which primarily means
Zeus, though the other Olympian deities often contest his deci
sions. Zeus is rather fickle in his administration of justice in the
universe, he plays favorites, and his favorites change on a whim
However, Zeus cares for mortal life, much like a rather distant
father cares for his children. He almost never sends destruction
without some cause, real or imagined. The mortal lot, Zeus's
L'IL']H'\ It'.l.LhL'n s :ill]]|1|\' o .ll'L'L'pI \\'iull'\ or Zeus \l']'lllﬁ I]‘IL']I'

way, for good or ill

Clergy and Temples

Zeus's clerics enjoy n paosition of prestige among the clergy of
the l‘i\'|n|1|.m deities. As Zeus is ]uni_l of the gm|~', so are they
rulers among clerics. No Olympian clerics care much for church
I'Ill"l'.l]l h‘|', l‘lll \\']h‘ll YOur I1.|| ron s lhl‘ J'Il'-lll ol fhl.‘ ]'l.llﬂJll'l.‘['l. Yiou
tend to get a little more respect

Zeus's ¢ h‘lll. 5 wWear w |I||l‘ FUnics, .|l1-| |l'.lli maont hl\' sacritices
in his grand temples. His temples are found in every settlement
where the Olympians are worshiped, and even the smallest
towns boast grand and impressive structures to honor the king
of the gods.

ZEUS

Barbarian 20/Fighter 20/Cleric 10

Large Outsider

Divine Rank: 19

Hit Dice: 20d8+240 (outsider) plus 20d12+240 (Bbn) plus
20d104270 (Frr) plus 1od8+120 (Clr) (1,550 hp)

Initiative: +14 (+10 Dex, +4 Improved [nitiarive)

Speed: 90 ft., [ly 240 f1. perfect

AC: 86 |
deflection)

| size, +10 Dex, +19 duflm-, +32 I'!.][lll'.il, +7 .-\.'gn, +9

Attacks®: Huge +5 shocking burst thundering shortspear +493/488

+83/+78 melee; o 1]11-“ +83 melee touch or +73 :',mg.-.i touch
Always receives a 20 on attack rolls; roll die to check for crit
ical hit

Damage": Huge +5 shocking burst thundening shortspear 2dé+56/19-20
]1|:J.-; tdé6 electricity/x3; or by t;p:'” “Always does maximum
L[;lln.q:v [ '-hntlspr.u 68 points).

Face/Reach: s fr. by s fr./10 ft

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities, turn undead 12/day.

Special Qualities: Divine immunities, DR 54/+4 (4/-], fire
resistance 39, spontaneous casting of divine spells, under-
stand, speak, and read all languages and speak directly to all
beings within 19 miles, remote communication, godly realm,
teleport without evror at will, plane shift at will, uncanny dodge
(cannot be flanked, +4 against traps), SR 51, divine aura (19
miles, DC 38)

Saves®: Fort +70, Ref +66, Will +65. *Always receives a 20 on saves.

Abiliries: Str 51, Dex 30, Con 34, Int 28, Wis 28, Cha 28

Skills": Concentration +61, Diplomacy +40, Handle Animal +68,
Heal +38, Intimidate +68, Intuit Direction +68, Jump +98,

darerss) @, g gy
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Knowledge
larcana) +78,
Knowledge
:Ul'l'l'.l”t"i'fl.l'l'l‘
and engineer-
ing) +68, Knowl
edge (geography)
+68, Knowledge (history)
+73, Knowledge (local) +68,
Knowledge (nature) +73, Knowledge (nobility
and royalty) +73, Knowledge (religion) +78,
Knowledge (the planes) +73, Listen +50, Ride (horse) +31, Scry
138, Search +48, Sense Motive +48, Hpe“fr;]ii +38, Spot +50
"Always receives a 20 on checks

Feats: Alertness, Blind-Fight, Blindsight 5-fr. Radius, Cleave,
Combat Reflexes, Divine Might, Dodge, Endurance, Energy
Substitution (electricity}, Expertise, Eyes in the Back of Your
Head, Great Cleave, Great Fortitude, Hold the Line, Improved
Bull Rush, Improved Critical (longspear), Improved Disarm,
lmpm\'ed{;rupplu. lmp]':)\'t'd Initiative, Imprm.-‘ﬂi Sunder, Im-
proved Trip, Improved Unarmed Strike, Knock-Down, Leader-
ship, Mobility, Power Artack, Power Critical (shortspear),
Sacred Spell, Spring Attack, Sunder, Superior Expertise,
Weapon Focus (shortspear), Weapon Specialization (short
spear), Whirlwind Atrack

Divine Immunities: Ability damage, ability drain, acid, cold,
death effecrs, disease, disintegration, electricity, energy drain, mind
affecting effects, paralysis, poison, sleep, stunning, transmuration,
imprisonment, banishment.

Salient Divine Abilities: Alter Form, Alter Reality, Alter
Size, Annihilating Strike, Battlesense, Divine Rage, Call Crea-
tures (celestial giant eagles), Create Greater Object, Create
Object, Creative Bloodt, Divine Battle Mastery, Divine Blast,
Divine Creation, Divine Shield, Divine Splendor, Divine
Weapon Focus (shortspear), Divine Weapon Specialization
(shortspear), Energy Storm (lightning), Extra Domain (Air),
Extra Domain (Nobility), Extra Domain (Strength), Mass Divine

Blast, H]mpm'hungv, True .‘-i!lli]'wrh;mg;-_ i'lJnjgllw
ability, described below
Domain Powers: 19/day turn or
destroy earth creatures, or rebuke
or command air creatures; cast
chaos \iu:lia' ar +1 caster
]l"\"l'l'. cast '__“lllld ‘{Fl'“.‘! at +1
caster level; 19/day inspire
.l!llf_‘h' [ 2. |'|'IL]]':'I]I= hunu:\ l-nr
9 rounds); 19/day feat of
strength (+10 enhance-

ment bonus to St for 1

round).

Spell-Like Abilities:
Zeus uses these abilities
as a 29th-level caster,
except for chaos spells
and good spells, which he
uses as a 30th-level caster

The save DCs are 38 4

spell level, Aul, arr walk,

antmate objects, Bighy's
clenched fist, Bighy's crush-
ing hand, Bighy's grasping
hand, blade barrier, bull's
strength, call lightning,
chain lightning, chaos
hammer, cloak of chaos,
control weather, conirol
||.'|F|J\. lIl'”]l.il'lEJ_ EILS[I'I'TI rh'\.
.Il-.prl' evil, I“\rll'i law, divine
favor, elemental swarm (air
only), endure elements,
enthrall, fog cloud, gaseous
form, geas/quest, grealer com-
mand, holy aura, holy smite,
holy word, ice storm, magic corcle
against evil, magic circle agansl
law, magic vestment, obscuring must
protection from evil, pratection from law, reputsion, nghteous might,
shatter, sleet storm, spr” fmmunity, stoneskin, storm of vengeance,
suttmon monster 1X (as chaos or good spell only), whirlwimnd, wind
wall, word of tlhaos.

Divine Rage: The [ollowing changes are in effect as long as
Zeus rages: AC 81; hp 1,900; Atk +98/+93/488/+83 melee
(2d6+61/19-20/%3, Huge +5 shocking burst thundering shovtspéar; max
damage 73 points); SQ Fire resistance 49, SR 61; SV Fort +75, Will
+70; 8tr 61, Con 44, Concentration +66, Jump +103, His rage can be
used 19 rimes per day, it lasts for | hour (or until ended), and he is
not winded afterward

Cleric 'pe]lﬁg"[]ay: 6/8/7/6/6/5; base DC = 19 4 .\pu!l level.

Creative Blood (unique salient divine ability): When
Zeus suffers at least 20 points of damage from a single artack, his
blood transforms into a monster when it strikes the ground. (1f
Zeus is fighting in the air, the monster may appear far below
him; if he is fighting over the sea or on a plane with no graviry,
his blood does not transform.) Determine the monster by rolling
1d4+10 for the dungeon level, then rolling on the appropriate
table in Chapter 4 of the Duncron Master's Guide for random
dungeon encounters of thart level.

Possessions: Zeus's shield Aegisis a +5 Huge steel shield with the
heavy fortification special abiliry. The shield bears the likeness of
the head of the first medusa and bestows the frightful presence
special ability upon its bearer, affecting all creatures that come
within 10 feer of the shield. Such creatures become frightened un-
less they succeed at a Will save (DC 50},

Caster Lewel: 25th; Weight: 30 b,




. Olympian Temple®
1. Entry Colonnade
2. Worship Chamber

3. Altar Room (priests only)

Pillar
Statue
Scale in Feet

Other Divine Powers

As a greater deity, Zeus automatically receives the best possible
result on any die roll he makes (including artack rolls, damage
checks, and saves). He is immortal.

Senses: Zeus can see, hear, touch, and smell ar a distance of
nineteen miles. As a standard action, he can perceive anything
within nineteen miles of his worshipers, holy sites, objects, or any
location where one of his titles or name was spoken in the last
hour. He can extend his senses to up to twenty locations ar once
He can block the sensing power of deities of his rank or lower ar up
to two remote locations at once |.L'I 19 |!l|l||.['~1'

Porttolio Sense: Zeus is aware of everything under the open
sky ninereen weeks before it happens, and retains the sensation for
nineteen weeks after the evenr occurs.

Automatic Acrions: Zeus can use any of his skills as a free
action if the DC for the rask is 30 or lower. He can perform up to
rwenty such free actions per round

Create Magic Items: Zeus can create magic weapons and any
item thar uses electricity, such as a wand of lightning boll

Avatars
Zeus uses his avatars most commonly for his dalliances with
mortal women,

P Avatar of Zeus: As Zeus except divine rank 9; AC 66 (touch
17, flat-footed S6J; Atk +83/478/473/+68 melee (2dé+46 plus 1d6
electricity/=3, Huge +5 shocking burst thundering shortspear) or spell

73 melee touch or 463 r\iﬂ}[('d touch; SO DR 44/+4, fire resistance
29, SR 41, divine aura (900 ft., DC 28); SV Fort +60, Ref +56, Will
+55; all skill modifiers reduced by 10.

Salient Divine Abilihies: Alter Size, .'\[]lllllll.lTlnp__" Strike, Creative
Bloodf, Divine Blast, Divine Rage, Divine Shield, Divine Weapon
Focus (spear}, Divine Weapon Spec ialization (spear), Extra Domain
(Adr), Extra Domain (Nobility}, Extra Domain (Strength). tUnique
ability, described above

Divine Rage: The following changes are in effect as long as Zeus's
avatar rages: AC 61; hp 1,900; Atk +98/+93/+88/+83 melee
(2dé+61/19-20/%3, Huge +5 shocking burst thundering shorispear; max
damage 73 points); SQ Fire resistance 39, SR 51; SV Fort +75, Will
+70; Str 61, Con 44; Concentration +56, Jump +93, His rage can be
used 9 times per day, it lasts for 1 hour (or until ended), and he is
not winded afterward

Spell-Like Abilities: Caster level 19th; saving throw DC 28 +
‘pl‘“ level

APHRODU L

Intermediate Deity Gl
.‘iymhul: Seashell ;
Home Plane: Olympus
Alignment: Chaotic good
Portfolio: Love, beauty
Worshipers: Artists, lovers, bards,

l'I\'l“\'
Cleric Alignments: CG, CN, NG
Domains: Chaos, Charm, Good

Favored Weapon: Dagger

The deity of romantic love, sexual desire, ang ¥ joeaury, \].'h
rodite (aff-ro-dite-ee) embodies those 1dru!\ She appears as a
human woman of phenomenal beauty, dressed in a simple gown
and adorned with jewelry. She is usually smiling and in fact is often
called "smile-loving” or "laughter-loving Aphrodire.” Aphrodire
wias born from the sea foam after Cronus castrated his father
Uranus and cast his severed genitals into the sea

Irue to her nature, Aphrodite has nor enly inspired other
deities ro acts of passion (with each other and with mortals), but
h\'l'H Inl,lllll_:l.‘ll n ‘-\t,‘\'['l'_il .JI‘.:'-_HTH ﬂ'l- h('r own. S]'ll' 15 '['l'l.ll"'ll'l.l [o




two to Poseidon, one 1o Dionysus, and ar least one to a morral
man, the Trojan Anchises

Dogma

chaos, Aphrodite embodies the joy of passion, freedom,
and whimsy. Her brand of passion creates rather than
destroys life, and she celebrates the beauty of life in
all forms. Laughter-loving Aphrodite urges her fol
lowers to take whatever pleasure can be extracted

-

from life without allowing social strictures 1o
l|l.]l|l‘ll ]'l IJ'H'“' |rl'l'i.Jl'I“| I11('|.|' creanvity, or [hl‘ll'
passion. Though she promotes the ideals of
HLIL"L’. ‘|I||.' Lli'{'h not lit'l“.l]'ld []1..'[ anyvone
take up arms to promote it. Though her
own actions have ['\I'H'.'HLP‘{ great conflicts,
Aphrodite would prefer to see mortals
make love rather than war

Clergy and Temples
Aphrodite’s clerics are matchmakers, dispensers of advice
to the lovelorn, and general meddlers in other people's
personal business, They are also prominent hedonists,
seeking out every opportunity to enjoy whar pleas
ures this world offers before moving on o the next.
Most are gentle and peaceable, and few find any
reason to adventure. Those that do adventure gener-
ally do so out of a belief that their actions can
improve the world, making it a more peaceful place
\\.'i]l.']'l' ll"&'l' :]nL[ i"l'.il]'\' can 11[1L]]'|H]1 n [|1{' .]hﬁ{"nl\-t' i_‘t.
violence and evil

Aphrodite’s temples are beaurtifully decorated with
1”11' art |||‘d I'llll 1CFU S |.|'|'||"I|t'l'|\i'|\11 JJ'lt\ are ll‘\l|]||\‘
found only in cities, though Aphrodite herself, s
of the twelve Olympians, is revered wherever the rest
lFi l]1l' ]'I.InH'lt'[lI'I IS WOT ‘1]1']'." lE

APHRODITE

Bard 20/Cleric 10/Sorcerer 10

Large Oursider

Divine Rank: 14

Hit Dice: 20d8+140 (outsider
plus 20da+140 (Brd) plus
todg+70 (Clr) plus 10d4+70
(Sor) (820 hp)

Imitiative: +10 (Dex)

Speed: 80 fi

AC: 78 (1 size, +10 Dex, +14 divine,
+27 natural, +18 deflection)

Attacks: Wave +63 ranged rouch;
or Small +§ chaotic dancing dagger
+69/+64/+59/+54 melee; or Small +5 chaotic dan
ing dagger +68 ranged; or spell +65 melee rouch
or +63 ranged touch

Damage: Wave 1d10; Small +5 chaotic dancing
|f.|.;,;ﬂ 1d6+16/19-20

Face/Reach: 5 fi. by 5 fr./10 fi.

le‘i'i-’]l A'fa(‘kﬁ.’ Domain I'Ii WEers, h.'lllL'l“
divine abiliries, spell-like abilines, turn
undead 21/day

Special Qualities: Divine immunities, DR 49/44, fire resistance
14, spontaneous casting ol divine -1].!1'“.-1. understand, ﬁ]‘l'-llv'\.
and read all languages and speak directly to all beings within
14 miles, remote communication, godly realm, teleport without
ervor at will, plane shift ar will, bardic knowledge +30, bardic
music 20/day (countersong, fascinate, inspire competence,

|
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Hephaestus, but has borne six children to Ares, one to Hermes,

While her constant lover Ares represents the destructive side of

spell level, o

l“hpll'k' L'L“ll.'l!.:i.'. l“:‘}'lii'l.‘ gFL"J[l'll'HH. .\ll"LLi:l'\hllFl' r.]]'IFL‘ 14 “'llll"‘.
familiar (burterflies), SR 46, divine aura (1,400 fr., DC 42)
Saves; Fort +53, Ref +58, Will +53
Abilities: Str 32, Dex 30, Con 24, Int 30, Wis 24, Cha 47
Skills™: Animal Empathy +52, Balance +46, Bluff +52, Con
centration +81, Craft (portery) +64, Craft (weaving) +64,
I']lplmn.u y +91, Disguise +52, Gather Information +82,
"W Handle Animal +52, Heal +31, Hide +20, Innuendo
E2 +43, Intimidaie +64, Jump +27, Knowledge (arcana)
+84, }\'nuw]vd_uv l,rvl]ginn: + 79, ]\'now]e'nige- (the
planes) +64, Listen +63, Move Silently +64,
Perform +103, Scry +64, Sense Motive |,'|,.Hpr|'|
craft +64, Spot +23, Tumble +44. *Always
receives a 20 on checks.

Feats: Alertness, Disguise Spell,
Dodge, Enlarge Spell, Eschew
Materials, Extend Spell, Ex-
pertise, Forge Ring, Grearer Spell
Focus (Enchantment), Greater Spell
4 Penetration, Lightning Reflexes,
* Mobility, Skill Focus (Perform), Spell
Focus (Enchantment), Spell Penetration,
Spring Attack, Superior Expertise, Whirlwind
Attack

Divine Immunities: Ability damage,
ability drain, acid, cold, death effects, dis
ease, disintegration, electricity, energy drain,
mind-affecting effects, paralysis, poison, sleep,
stunning, transmutation, imprisonment, ban-
ishment.
Salient Divine Abilities: Alter Form, Alter
Reality, Alter Size, Area Divine Shield, Avarar, Create
Greater Object, Create Object, Curse of Madnesst,
Divine Bard, Divine Blessing (Charisma}, Divine Dodge,
Dwvine Inspiration (any emotion), Divine Shield, Divine
Skill Focus (Perform), Divine Spell Focus {Enchant
ment), 1-_mpu\\'{-rv\] Inspiration (love and desiret, Hh.mv-
change. fUnique ability, described below.

Domain Powers: Cast chaos spells at +1 caster
level; 14/day increase Cha by +4 for 1 minute; cast
good spells at +1 caster level

Spell-Like Abilities: Aphrodite uses these abilities
A% i .‘-H]l ]l'\l'] Caster, l‘.\'u'}ﬂ i-ﬂl' [} ]'l.ln‘- “P"”" .1I1ll ;_{Uud
.'rl'IL']Ih. which she uses as a 25th-level caster. The save
DCs are 42 + spell level. Aud, animate objects, blade barrier, calm
emotions, chaos hammer, charm monster, charm person, cloak of
chaos, demand, dispel eval, dispel law, dominale monster, emotion,
geas/quest, holy aura, holy smite, holy word, insantty, magie circle
against evil, magic civcle against low, protection from evil, protection
from law, shatter, suggestion, summon monster IX (as chaos o
good spell only), word of chaos,

Bard Spells Known (4/9/9/8/8/8/8; base DC = 28 +
spell level, or 42 + spell level for enchantments}: 0
daze, ghost sound, light, open/close, prestidigitation, read
magic; 1st——cause fear, charm person, expeditious
retreal, hypnolism, sleep; 2nd—animal trance
enthrall, ]r”ninlra paliern, suggeston, Tasha's hadeous

laughter; 3vd—charm monster, confusian, emohion, fear
lesser geas; 4th—break enchantment, dommate person,
hold monster, modify memory, shout; sth—conirol water,

dream, greater dispelling, mislead, nightimare; 6th—eyebile, geas/quest,

miass suggestion, repulsion,
Cleric Spells/Day: 6/7/7/6/5
31 + spell level for enchantments
Sorcerer Spells Known (6/11/11/10/9/7; base DC = 28 +
r 42 + spell level for enchantments): 0—dancing

$: base DC =17 + ‘T'"” level, or




ither ;f1" ne

lights, flare, ghost sound, mage hand, mending, open/close, prestidig
tatwon, ray af frost, resistance; 15t
mist, ray of enfeeblement

comprehend languages, message,
2nd
blindness/deafness, detect thoughis, morvor tmage, whispering wind;
ird—dispel magie, displacement, haste; 4th
Sth—feeblemind

Curse of Madness (unique salient divine ability): When
a mortal angers Aphrodite, she can make him mad with no

ihscuring silent image;

bestow ¢ urse, confuston;

more than a glance. The effect 1s identical with a permanent
msanily spell, and mortals do not receive a saving throw. A
Aphrodite’s option, if her target is male, she can instead make
him impotent

Empowered Inspiration (unique salient divine ability):
When Aphrodiie uses her Divine Inspiration ability to incite love
or desire, the power can affect deities of any rank. The DC for this
use of the power is 56, ( nly Athena, Hestia, and Artemis arve said o
be immune to the lustinducing powers of Aphrodire.
Powers

As an intermediate deity, Aphrodite automarically receives a die

result of 20 on any check. She rreats a 1 on a saving throw or attack
roll normally and not as an automaric failure. She is immortal

Senses: Aphrodite can see, hear, touch, and smell at a distance
of fourteen miles. As a standard action, she can perceive anything
within fourteen miles of her worshipers, holy sites, abjects, or any
location where one of her titles or name was spoken in the last

hour. She can extend her senses to up to ten locations at once. She

can block the sensing power of deities of her rank or lower at up to

rwo remote locations at once for 15 |1t‘||| 5

Portfolio Sense: Aphrodite knows when two people fall in love
or make love, and is aware of any action committed in the hear of
passion. She retains the sensation of such events for fourteen
weeks after they occur

Automatic Actions: ."\].T']'Ili.!ll-]lL can use any Charisma
related skill as a free action if the DC for the task is 25 or lower,
['o use a skill as a free acrion, Aphrodite must have ranks in the
-,|!|I or [|‘.(‘ HI—.I” mtuist be usable untrained -'\E‘hllllilll‘ cannot |ll\
anvthing as a free action if the task would be a move action or

5

part of a move action. She can perform up to ten such free

actions in a round

Create Magic Items: Aphrodite can create any magic item that
has an enchantment eftect, such as eyes of charming, as l\'ll_l_' as the
item’s market price does not exceed 200,000 gp

vatars

Aphrodite’s avatars are almost always beautiful women, though
they vary widely in appearance. She uses them to enjoy the com
pany of nymphs and other fey, and occasionally mortals,

9 Avatar of Aphrodite: As Aphrodite except divine rank 7,
AC 64 (touch 44, flar-foored 54); Atk +56 J:!I?Ij,.'.t‘ll touch (1d10,

wave); or +62/+57/+452/+47 {1dé+16 plus 2de

melee

chaotic/19-20, Small +5 chaotic dancing dagger) or +61 ranged
(1de+16 l‘:lll'- 2dé chaotic/19-20, Small +5 chaotic dancing dagger)
or spell +56 melee touch or +58 ranged rouc hi SQ DR 42/+1,
fire resistance 27, SR 39, divine aura (700 ft., DC 35); SV Fort

46, Ref +51, Will +46; Perform +92; all other skill modifiers
reduced by

Salient Divine Abilities: Alter Form, Alter Size, Area Divine
Shield, Create Greater Object, Create Object, Divine Bard,
d, Divine Skill Focus

Divine Blessing (Charisma), Divine Shie
Pertorm

Spell-Like Abilities: Caster level 17th; saving throw DC 35
'-pt'H level

Spells: As Aphrodite, except save DCs against the avartar’s
enchantment spells are 30 for bard spells, 19 for cleric spells, and

30 for wizard spells.

APOILLQO

Clergy and Te

{s, The Archer God, The Earshooter The H:'llll'?'.
The God of Light, The God of Truth

Intermediate God

Symbaol: Lyre

The Musician of the Ge

Home Plane: Olympus
Alignment: Chaoric good
Portfolio: Light, prophecy, music, healing
Worshipers: Bards, elves, wizards,

sorcerers, healers, SAEES
Cleric Alignments: CG, CN, NG
Domains: Good, Healing, Knowledge,
Magic, Sun
Favored Weapon: Composite longbow

The god of music, light, and healing, Apollo (ah-pahl-low), appears
as a comely, beardless young man carrying a golden lyre and a
silver bow

It was Apollo who first taught people the healing art. While gen
erally benevolent and helpful, he can be rruly terrible when angry,
often loosing arrows that visit disease and death on rargets they
strike. He is quite vain about his musical prowess.

Jogma
.'\"IHILI 15 @ [-'ll'[.IIH !.:lhl 'H.'hl‘ 15 Illlr.'Fl"\.IL"LI Ln l'ﬂ'iJlIII;\_" H'\.'l[lllt\
.|I1ll .|I.|I1'.('I1I‘~' ol I]l:' Spir it as \\':'” as lhr‘ |"I.1|.i\' He preac 11:'\ peace,
Lorgiveness, and justice over réevenge. He urges his |L1||13Wc'l"- o

d

arone |-|': Il'lt'lr misdeeds. He does not tolerate williul acts of evil,

make peace where they can and ro help those who have straye
however, and has no patience with unrepentant criminals. He has
a very low opinion of thieves and those who make their livings dis-
that no fa

advocates stern E"t'l‘a.l||n‘\ for outlaws

honestly. (It is saic sehood has ever passed his lips.) He

-’\Em”.\- Urges hiz followers to be bold and relentless when
facing evil, but a
rims of evil and ro take time to appreciate the finer things in life,
ly music

S0 10 ["l]l‘,'ll'.l'll.‘] (4] ||;;\'(‘ [ § |I1||F|_i\"~.lll]l for [hl' VI

especia

'l_ll""-

Apollo’s clerics often wear golden or yellow garb They serve as

,|\|-,-|.n“.|l.' fed ||;'|H, Lill_il-‘lll.]"\. and hn'.lll‘i"w l’u", '11='||". i péa i'lll.[
role, mediating disputes and making the injured w hole when they
can. They are not afraid to take up arms when necessary, however,
and gladly make their points on the battlefield if they cannot do so
in the council chamber

.J\pn”u- u:mplvn‘ are uau.lllv P]_-L'l-l.l 1N sunny spots or near
caves or hot springs. In addition to hospitals for the sick, Apollo's
[1'In[_ll('- lL‘-LI:IH‘. i1|-lr ||1:'|l|\|r divinarion chambers \\'hrt'r hl.‘! (s lr‘l’Lh
divine the future

APOLLO
Fighter 9/Bard 20/ Wizard 10/Cleric 10
Large Outsider (Chaotic, Good)
Divine Rank: 15
Hit Dice: 20d8+140 (outsider) plus 9d10+63 (Fir) plus 20ds+140
Brd) plus 10d4470 (Wiz) plus 10d8+70 (Clr) (973 hp)

Initiative: +15 (+11 Dex, +4 Improved Initiative
Speed: 80
AC: 75 (—1 size, +11 Dex, +15 divine, +28 natural, +12 detlection)

Attacks: Huge +5 mighty speed disruption holy composite longbow

+7 Str bonus) with 5 arrows +85/485/480/475/+70 :;w_gmi, or

unarmed strike +66/461/+56/+51 melee; or spell +66 melee
l'.llll'h or +70 I.i]]:;_'.l.'Lj ll_'lll‘.lt

Damage: Huge +5 mightly speed disruption holy composite longbow (+7
Str bonus) with +5 arrows 1d10+19/19-20/%3; or unarmed strike

h|l 7. or by -<pc||
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Filus. by G. Angus

106

Face/Reach: 5 ft. by s ft./10 fi

Special Attacks: Turn undead 12/day, domain powers, salient
divine abilities, spell-like abilities

Special Qualities: Divine immunities, DR 50/+4, fire resistance
35, spontancous casting of divine spells, understand, speak, and
read all languages and speak directly to all beings within 15
miles, remote communication, godly realm, teleport without ervor
at will, plane shift at will, bardic knowledge +35, bardic music
28/day \countersong, Jascrnale, inspire competence, inspire
courage, inspire greatness, siggestion) range 15 miles, familiar
(hawk), SR 67, divine aura (1,500 ft., DC 37).

Saves: Fort +58, Ref +63, Will +61

Abilities: Str 24, Dex 33, Con 24, Int 40, Wis 30, Cha 34

Skills*: Alchemy +73, Balance <28, Bluff +73, Climb +34, Con-
ceniration +94, Craft (musical instrument) +90, l'h]‘l]l'lll'i.‘ln.'\'
+98, Gather Information +50, Handle Animal +42, Heal
#63, Intimidate +33, Jump +39, Knowledge
(arcana) +102, Knowledge (geography
+bb, KIILl\\'lL‘dp{:' history) v, HI‘IU\.\" ' .\'
t'lil.!‘L' (nature) +89, Knowledge (nobility
and royalty) +66, Knowledge (religion)
+102, Knowledge (the planes) +89, Listen
+82, Perform +86, Profession (herbalist)
+84, Ride (horse) +28, Scry +93, Search
+64, Sense Motive +82, .‘*]"t'!]ll'.l!ll +102,
Spot +59, Swim +37, Tumble +34, Use Magic
Device +70, Wilderness Lore +31. "Always
receives a 20 on checks

Feats: Brew Porion, Combat Reflexes,
Cralt Magic Arms and Armor, Craft
Wondrous Ttem,
Deflect Arrows, ¥
Disguise .H|.1<-||,
Dodge, Empower
Spell, Enlarge
Spell, Exper-
tise, Extend
Spell, Extra
Music (x2), Far
Shot, Fleer of
Foor, Greater
‘irv” Focus
(Enchant-
ment), Forge
Ring, Greater Spell
Focus (llusion), Greater Spell Pene-
tration, Heighten Spell, Improved
Critical (composite longbow), Improved
Disarm, Improved Initiative, Improved
Trip, Improved Unarmed Strike, Jack of
All Trades, [.|;._rh|11|r|.|__r Reflexes, Maxi
mize Spell, Mobility, Persistent Spell,
Point Blank Shot, Power Critical (com-
posite longbow), Precise Shot, Quicken
Spell, Rapid Shot, Run, Scribe Scroll, Sharp-Shooting, Shot on
the Run, Skill Focus (Perform), Spell Focus (Enchantment),
Spell Focus (Illusion), Spell Mastery, Spell Penetration, Sill
Spell, Stunning Fist, Superior Expertise, Weapon Focus
composite longbow), Weapon Specialization (composite long:
bow), Whirlwind Artack, Widen Spell

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain,
mind-affecting effects, paralysis, poison, sleep, stunning, transmu
tation, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter Reality, Alter Size,
Area Divine Shield, Arcane Mastery, Avatar, Divine Archery

Divine Bard, Divine Blast, Divine Shield, Divine Weapon Focus
(composite longbow), Extra Domain (Healing), Extra Domain

(Knowledge), Gift of Lite, Instant Counterspell, Irvesistible Per

formance, Power of Truth, Spontaneous Wizard Spells

Domain Powers: Cast E'_('llll .'-]':‘“LC at +1 caster level; east heal-
ing spells ar +1 caster level; cast divination spells ar +1 caster
|.L".-'L‘|. use .-p-.'“ ll"|'|1i"|t‘“l'|! .II1L|. .-.'|."1'H |r'igy,:'| devices as Wizl - H
15/day greater turning,

Spell-Like Abilities: Apollo uses these abilities as a 25th
level caster, excepr for ’_'\.H-'Fli '\'pl'“"\. i‘lL‘.\l!l'lg 3F\r|]:. and divina-
tion spells, which he uses as a 26th-level caster. The save DCs
are 38 + spell level. Aid, antimagic field, blade barrier, clairaudi-

: ence/elatrvoyance, cure eritical wounds, cure light
14 0. . wounds, cure moderate wounds, cure serious
; wounds, detect secret doors, detect thoughts, discern

£ location, dispel evil, dispel magic, divination

A5 . endure elements, find the path, fire seeds
[ ' ™ firve shield, flame strike, foresight, heal
healimg crecle, heat metal, holy

*" aura, holy smute, holy word, iden-
tLify, tmbue with spell abilaty,
legend love, magic cirele against

evil, mass heal, Mordenkainen's
disjunction, Nystul's undetect-

able aura, prismatic \.Il[ll'll‘.
profectuon [rom el p:'nh'.!hln

W from \.]H'I'f\. regencrale, searing
light, spell vesislance
\ spell turning, sum

mio monsler 1X (as

good spell only)
stinbeam, sunbuirst

£

.'!'

8 lrue resurrection,
; frue seeing

Bard Spells

£ Known (4/7
- 7/7/6/6; base DC
. i
’ 22 + spell level, 26 +

spell level for enchant-
ments and illusions): 0
dancing lights, flave, ghosl
sound, light, mage hand, read
magic; 1st—erase, expeditious
J rebreal, wdenlify, sleep, ventrilo
- quism; 2nd—animal trance,
[P daylight, glitterdust, pyrotech-
nics, Tasha's udeous laughter;
drd—-canfusion, displacement,
haste, tllusory seripl, seulpt
sound; 4th—dominate person,
haold monster, modify memory,
rainbow pattern, shoul; 5th
contral waler, false vision,

mind fog, mislead, persistent

image; 6th—control weather, mass haste, repulsion, veil

Cleric Spells/Day: 6/8/8/6/6/5; base DC = 20 + spell level, 24
+ spell level for enchantment spells and illusions.

Wizard Spells/Day: 4/8/8/7/6/5; base DC = 25 «+ spell level
29 + spell level for enchantment spells and illusions.

Possessions: Apollo fires +5 arrows from his bow. Living crea-
tures struck by these arrows must make Fortitude saves (DC 23) or
be afflicted with a supernatural disease, Apollo's plague, which has
an incubation period of 1 day. Damage is 1d4 Con and 1d4 Dex.

Cusler Level: 20th; Weight: 3 Ib. (20 arrows)

Other Divine Powers

As an intermediate deity, Apollo automatically receives a die result




of 20 on any check. He treats a 1 on a saving throw or attack roll
normally and not as an automatic failure. He is immortal
Senses: .'\l‘ll“.‘ can see, |ll'\l[.  (W]NTS |1 and smel

at a distance
of fifteen miles. As a standard action, he can perceive any- 2
thing within fifteen miles of his worshipers, holy

sites |l|'!'IL'; ts, OT any l-f'l.'.ﬂll"fl “'hl'rl" one

of his titles or name was spoken in the
last hour. He can extend his senses 1o
up to ten locations at once. He can

block the sensing power of deities of

his rank or lower at up to two remote
locations at once for 15 hours

Portfolio Sense: Apollo senses

the casting of any spell, the firing of
any arrow, or any act of healing instant it
happens and retains the sensation for fifteen
weeks after the event occurs

Automatic Actions: -"\pullu can use
Craft (musical instrument), Knowledge
(arcana), Knowledge (geography), Knowl-

edge (history), Knowledge (nature), Knowl

edge (nohility and royalry), Knowledge (reli-

gon) |\I1u'.k"h'\i. e '.I|Ir ["l..lr'u'ﬁ-. or Protession
(herbalist) as a free action if the DC for the task
is 25 or lower. He can perform up to ten such
free actions each round

Create Magic Items: Apollo can create
magic items of all kinds, as long as the item’s mar-
ket price does not exceed 200,000 Ep

-

Avatars
Apollo's avatars are usually, but not always,
beardless young males who look just like he

does. He makes little use of them, exc ept o

counter great evils. I
> ar of Apollo: As Apollo excepr | §

divine rank 7; AC 59 (touch 39, flat-footed

48), Atk +77/477/472/+67 /462 |.||:p='lj ol |

+58/+53/+48/+43 melee (1d8+19/x3, +5 fo)

-'I-'l'.!|l|'| 5l | .|'."'H-"'|r.u'. holy composiie long- | .-

bow (+7 Str bonus) with +5 arrows or | I.

1d3+7 unarmed strike) or spell +58 |
melee touch or +62 ranged touch; SQ DR §
42/+4, fire resistance 27, SR 39, divine
wura (700 fr., DC 29); SV Fort +50, Ref +55, Will +53; all skill mod-
ifiers reduced |"} a

Salient Divine Abilities: Alter Size, Arcane Mastery, Divine
Archery, Divine Shield, Divine W
bow), Extra Domain (Healing), Extra Domain (Knowledge), Power
of Truth, Spontaneous Wizard Spells

Spell-Like Abilities: Caster level 17th; saving throw DC 30 +

-apon Focus (composite long

spell level

The Ruthless God, He Who Delights in Battle
Intermediate God
Symbol: Spear
Home Plane: Olympus ‘
.-\lignnu'nt: Chaotic evil 4
Portfolio: War, killing, strife
'\K'm'.shlpcrk: Fighters |'..||'['-_er#-
half-ores
Cleric Alignments: CE, CN, NE
Domains: Chaos, Destruction, Evil,
War
Favored Weapon: Halfspea

T'he god of strife, Ares

LaIr-ees;, '.-'I.J.i[l'\
appears as a large
man with burning
hateful eyes and
a4 ]1|'J'l|1_t[n'|‘.l

scowl etched

across his face
Ares is the
personitica
[ion of the
savage side

'™ of war. He is
fond of strife
anger, and unrestrained
bloodletting. He also is
jealous, untrustworthy
and easily offended. As
such, he is not a very
popular god among
mortals or among
the other g_‘l.ltt‘t He
is the son of Zeus

whom detest him
Aresis the arch

toe of .'\I!|l|.'|'.:l. !ll'-

half sister (after a

fashion) and fel-

low war god

Wi

t-_i‘l ['L]qm.l

" Ares teaches that the world is a cruel and

terrible place where only the strong have a right

to '|'|.||'r1‘||w~.k He instructs his followers to
answer every insult, lie when necessary, and
covet what is not theirs. All these acrs, says

Ares, can ll'.le one inm Ihl' joy LPI-h.J”I{'

Clergy and Temples
Ares's clerics prefer crimson garb and do
whatever they can to promaote "\”'lllf‘ and
open warfare. Many serve as generals or mili
tary advisors to aggressive rulers. Still others lead
bands of bloadthirsty raiders that terrorize the countryside. When
not actually fighting or plotting, they train in the arts of war
Many clerics of Ares are cleric 'rllp_’,htl.*l"— or cleric/barbarians
Ares's clerics oppose clerics of -"\li!t‘ll.n wherever and whenever
they can. Wherever the rwo sects meer, b
]':'l‘nplt'h o Ares are rare. I'h:-\ are anLI.I“.\ I\rll‘-IL|\.jII1.:'_ foriresses

ood is sure 1o flow

builr to intimidare civilians and serve as bases for raiding or other
milirary action

ARES

Cleric 20/Fighter 20

Large Outsider (Chaotic, Evil)

Divine Rank: 15

Hit Dice: 20d8+220 (outsider) plus 20d8+220 (Clr) plus 20d10+220
Frr) (1,180 hp

Initiative: +12, always first (+8 Dex, +4 Improved Initiative,
Supreme Initiative

Speed: 80 i

AC: 86 (1 size, +8 Dex, +15 divine, +28 natural, +10 armor |+5

heavy fortification breasiplate], +7 armor [+5 large steel shield],
+9 deflecrion)
Attacks: +5 chaotic unholy ghost touch shovtspear +84/479/+74/+69

melee; or spell +74 melee rouch or +63 ranged touch

and Hera, both of
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Tllus. by D, Cramer

Damage: +5 chaotic unholy ghost louch shortspear 1d8+41/19-20/x3;
or by spell

Face/Reach: 5 fr. by 5 fr./10 fi

Special Artacks: Domain powers, salient divine abilities, spell-like
abilities, rebuke undead 12/day.

Special Qualities: Divine immunities, DR 40/+4, fire resist
ance 35, spontaneous casting of divine spells, understand,
speak, and read all languages and speak directly to all beings
within 15 miles, remote communication, godly realm, teleport
without error at will, plane shift at will, SR 47, divine aura

1,500 ft., DC 34).

Saves: Fort +58, Ref +55, Will +54.

Abilities: Str 48, Dex 26, Con 32, Int 25, Wis 25, Cha 29

Skills®: Climb +56, Concentration +49, Craft (armorsmithing)

+82, Craft (meralworking) 482, Craft (weaponsmithing) +82,

Diplomacy +72, Handle Animal +70, Heal +23, Jump +54,

Knowledge (arcana) +68, Knowledge (history) +45, Knowledge

1obility and rovalty) +45, Knowledge (religion) +68, Listen +50,
Ride (horse) +74, Scry +45, Sense Motive +45, Spellcraft +45,
Spot +50, “Always receives a 20 on checks
Feats: Blind-Fight, Blindsight 5-f. Radius, Cleave, Combat
Reflexes, Divine Might, Dodge, Endurance, Expertise, Eves
in the Back of Your Head, Fleer of Foot, Great Cleave, Hold
the Line, Improved Bull Rush, Improved Critical (short
spear), Improved Disarm, Improved Grapple, Improved
Initiarive, Improved Sunder, Improved Trip, Knock-Down,
Mobility, Power Attack, Power Critical (shortspear), Quick
Draw, Run, Spring Arrack, Sunder, Superior Expertise
Weapon Focus (shorrspear), Weapon Specialization (short-
spear), Whirlwind Arrack.

Divine Immunities: Ability damage, ability drain, acid, cold,
1|l‘.l!h effects, disease, \Ii\ll'.lt‘J_:J';HIl_lh. electricity Energy drain,
mind-affecring effects, paralysis, poison, sleep, stunning, transmura
tion, imprisonment, banishment

Salient Divine Abilities: Alter Reality, Alter Size, Annihilar-
ing Strike, Avartar, Battlesense, Divine Armor Mastery, Divine
Battle Mastery, Divine Blast, Divine Inspiration (rage), Divine
Shield, Divine Storm, Divine Weapon Focus (shortspear), Divine
Weapon Specialization (shortspear), Extra Domain (Chaos),
Frightful Presence, Mass Divine Blast, Supreme Initiative,
Wound Enemy

Domain Powers: Cast chaos spells at +1 caster level; 15/day
smire (+20 on attack and l|.‘|m:1gr for one weapon attack); cast evil
"]"L‘“-.' ar +1 caster level

Spell-Like Abilities: Ares uses these abilities as a 25th-level
Caster, exceplt for chaos ‘|‘l'|l‘| and evil HE"l'“.‘u which he uses as a
26th-level caster. The save DCs are 34 4 spell level. Animate objects
blade barrier !ll'd\'['lr-.'m'.'. chaos hammer, civele of doom, cloak of chaos, con-
lagion, creale undead, desecrale, disintegrate, dispel good, dispel law, diving
power, carthquake, flame strike, havm, implosion, inflict evitical wounds
inflict light wounds, magic circle against good, magic civele against law
magic vestment, magic weapon, power word blind, power word kill, powe
word stum, protection from good, protection from law, shatter, spiritual
weapon, suntmon monster 1X (as chaos or evil spell only), unholy aura
unholy blight, wod of chaos.

Cleric Spells/Day: 6/8/8/8/7/7
-.]‘:'H level

'6/6/5/5: base DC =17 +

Other Divine Powers

_'\:'\ ian |n‘('rn]l'\]i:5|{' LIL'"'\', Ares .'lLI[l”]].'l”l'.lil‘.' recewves a LIH_‘ |{‘,‘|'|.||l l‘l
20 on any check. He treats a 1 on a saving throw or attack roll nor-
I1'|\|“\ ;|I]d not as an automatic I.H]”ll' l[l' 15 |l-|'|"-Jl|r].||

Senses: Ares can see, hear, touch, and smell ar a distance of fil
een |.|.'“]t"‘- -'\'\ a 5t Il'll-illl\.l ACMon, |1l' can ]"'l'!'l.-l.'l\'l.' :||1'}'Eh||1!,.! \\'lth]n
fifreen miles of his worshipers, holy sites, objects, or any location
where one of his ritles or name was spoken in the last hour. He can

extend his senses to up 1o ten locations at once. He can block the
sensing power of deities of his rank or lower at up o two remote
locations at once for 15 hours,

Pﬂﬂfﬂliﬂ Sense: Ares senses any act o} aggression bloodshed
or war the instant it happens and retains the sensation for fifteen
weeks _i!-ll‘i' [h(' eEVEnt OCCurs,

Automatic Actions: Ares can use Craft (armorsmithing), Craft

metalworking), Craft (weaponsmithing), or Knowledge (nobiliry
and royalty) as a free action if the DC {or the task is 25 or lower. He
can perform up fo ten suc h free actions each round.

Create Magic Items: Ares can create magic weapons, armor,
and destructive items such as a horn of r\!.T\tu]_;; as ]nn%l‘ as the items
market price does not exceed 200,000 gp.

Avatars

Ares sends hI'- Avanar lllhlsh PL'.IL'{'l:lll ‘-'-'Tlit’llh'!]T'& 10 I.-1'\||t.||_|. s ,411;]
assist with epic congquests, He also sends his avatars anywhere he
suspects the hand of Athena ar work

@ Avatar of Ares: As Ares except divine rank 7; AC 70 (touch
13, flat-tooted 62); Atk +77/473/467/+63 melee (1d8+33/x3, +5
chaotic unholy ghost touch shortspear) or spell +66 melee touch or +55
ranged touch; SQ DR 42/+4, fire resistance 27, SR 39, divine aura
(700 fr., DC 26); SV Fort +50, Ref +47, Will +46; all skill modifiers
reduced by 8

Salient Divine Abilities: Alter Size, Bartlesense, Divine Battle Mas-
tery, Divine Blast, Divine Shield, Divine Weapon Focus (short
spear), Divine Weapon Specialization {shortspear), Extra Domain
(Chaos), Wound Enemy

Spell-Like Abilitres: Caster level 17th; saving throw DC 26 +

spell level

ARTEMIS
Arlemis of the Golden Shafts, Friend of Youth,

Lady of the Lake, The Huniress me I
Intermediare Deity .
Symbel: Bow and arrow on a

lunar disk
Home Plane: Olympus
Alignment: Neurral good
Portfolio: Hunring, wild beasts,

childbirth, dance
Wurshiprrs: Rangers, druids, elves,
halflings, hunters
Cleric Alignments: CC, LG, NG
Domains: Animal, Good, Plant, Sun
Favored Weapon: Short sword

Artemis (ar-teh-miss), deiry of hunting and wild beasts, appears
as a young woman in rustic clothing, always carrying a bow and
sword. In addition to her normal titles, she is also sometimes
called "noisy Artemis” because of her loud hunting calls

Artemis is the twin sister of Apollo, daughter of Zeus and the
titan Lero. She generally remains aloof from morals, though she
enjoys the company of nymphs and dryads

“m]llm
Artemis's t:-;u'hln_u_.‘.s emphasize the value and sacred worth of
the wilderness and its inhabitants. She is a friend of nymphs
and dryads, and somewhar less fond of centaurs and satvrs (her
sympathies clearly lie with women of all species), She calls on
her followers, including these sylvan creatures, are called to
protect wilderness areas, preventing their destruction or waste
ful use
[hough Artemis herself is a wild hunter, she exhorts her fol-
lowers 1o i]UJll un|'. whar they need for food, never to hunt
simply for sport




Clergy and II’liI].)ll'“‘l

Artemis’s clerics are all women, and they must remain chaste and Skills®: Animal Empathy +87, Concentration +84, Handle
unmarried. They tend to retire from civilization, lrlhhug 1o the
woodlands and their creatures. Like their deity, they spend much
time with animals and sylvan fey, They l\'ph'.i”\' dress in deerskin

O MOSss green runics

As an Oh mpian llt‘u'y Artemis is revered as part of the '\.'."h'lt'
p.m[hl-nn. usually J!ullghld(' .-\|:m|ln The twins share temples in
many ciiies [\m Ariemis l‘a.l'\ ~<l1l.lJ|, ~1m|1h- ~|11I'|Ih'ﬂ L[I.’L'l‘“'ll o 11\.'!'
alone scattered l]1l’ul|ll_',i1 the wilderness. These shrines are uhll.-”\
|| W _||('l| in sacred ETOVES OF ale 'I.ip&:hl:' pure streams

ARTEMIS

Druid 20/Ranger 20
Large Outsider
Divine Rank: 15

Hit Dice: 20d8+180 (outsider) plus 20d8+180 (Drd)
plus 20d10+180 (Rgr) (1,060 hp
Initiative: +19, always first
Dex, +4 Improved Initiative,

Supreme Initiative)
Speed: 80 {1
AC: 79 (-1 size, +15 Dex,

divine, +28 natural, +12

||t'1|1'\.'ll.|"-ll'

Attacks: +5 keen short swond
+ 70/ 465/ 460/ +55 m.,'|.'(‘.
or Huge +5 mughty speed
compostie I.A:'.Iur'mu- +11 Str
bonus) with +5 arrows +84/
+84/+79/+74/+69 ranged;
or H'|1|_‘]| +65 melee touch
or +69 ranged touch

Damage: +5 keen short swond
1d8+16/18-20; or Huge +5
mighty speed composite lomg
bow (+11 Str bonus) with +5
arrows 2d6436/19-20/x3;
0T l!-‘,' -.}IL'”

Face/Reach: 5 ft, by s
te./10 1t

Special Artacks: Domain
powers, salient divine

abilities, spell-like abilities

Special Qualities: Di-
vine immunities, DR
50/+4, hire resistance
15, SpONIAnNeous cast
ing of divine spells,
understand, speak, and
read all languages and
-.|11'.J|-i LlII'L'L'I|\ o |||
|“'l“1-'." within 15 miles
remole communica
tion, godly realm,
teleport without ervor

at will, plane shift

at will, a thousand faces
favored enemies (animals +5,

beasts +4, magical beasts +

rations +2, giants +1}, nature sense,
resist natures lure, timeless body, track-
less step, venom immunity, wild shape (Tiny,

Small, Medium-size, Large, Huge, or dire animal

6/day, elemenrtal 3/day), woodland stride, SR 67, divine aura

(1,500 tr., DC 37

Saves: Fort +56, Ref +62, Will +57

+15

Abilities: Str 32, Dex 40, Con 29, Int 26, Wis 26, Cha 35

Animal +87, Heal +85, Hide +76, Intuir Direction +83, Jump
+66, Knowledge (arcana) +43, Knowledge (nature} +83
Knowledge (religion) +43, Listen +65, Move Silently +70
Profession (herbalist) +63, Ride (horse) +32, Scry +43, Searc h
+43, Spellcraft +43, Spor +65, Swim +46, Wilderness Lore +83
*Always receives a 20 on checks

Feats: Alertness, Combat Reflexes, Dodge, Expertise, Far Shot,
Improved Critical (composite longbow), Improved Initiative,
Iron Will, Mobility, Plant Control, Plant Defiance, Point Blank
Shot, Power Attack, Precise Shot, \lLIhL Diraw, “‘“"P“l Shot, Run,
Sharp-Shooting, Shot on the Run, Track, Weapon Focus
(composite longbow)

e, ability drain,
3 acid, cold, death etfects, disease, disintegration,

Divine Immunities: Ability dama

electricity, energy drain, mind-affecting

effects, paralysis, poison, sleep,
stunning, transmutation, impris
onment, banishment
Salient Divine Abilities:
Alter Reality, Alter Size
Area Divine Shield, Avatar
Call Creatures (animals),
L |'|:'.lr{:| Lreatures lt.t"\' s
Divine Archery, Di
vine Celerity, Divine
l]lllill.f(‘ Divine Shield,
Divine Weapon Focus
(composite longhow),
Divine Weapon Special
izaton [composiie |||F'|y,
bow), Extra Domain {Sun),
Grow Creature (animals),
Jnl'lt'.i_‘!t'tl ?\'}‘L'” Resis
tance, Mind of the Beast,
Speak with Creatures
(animals), Speak with
Crearures (plants), Supreme
Initiative
Domain Powers:
15/day use animal friend

B~
3
I\ o
]
b
R

ship; cast good spells at
1 caster level; 15/day
rebuke or command
p|.m[ creatures; 15/day
greater turning
Spell-Like Abilities:
Artemis uses these abilities as a
25th-level caster, except for law
spells, which she uses as a 26th-level
caster. The save DCs are 37 + spell
level, Aid, animal shapes, antilife shell,
barkskin, blade barrier, calm animals,
changestaff, command plants, comnune
with nature, control plants, creeping doom,
dispel evil, dominate animal, endure ele
ments (cold or fire only), entangle, fire seeds,
fire shield, flame strike, heat metal, hold animal,
holy aura, holy smite, holy word, magie circle agains
evil, plant growth, prismatic sphere, protection from ewvil, vepel
wvermin, repel wood, searing light, shambler, shapechange, summon mon
ster 1X (as good spell only), sunbeam, sunburst, wall of thorns
Druid Spells/Day: 6/7/7/7/7/6/5/5/5/4; base D( 18
H[‘u'” |i'\"l'i
Ranger Hpc]ls;‘nn}‘: 5/5/5/5; base DC = 18 + spell level
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Other Divine Powers
As an intermediate deity, Artemis automartically receives a die
result of 20 on any check. She treats a 1 on a saving throw or arrack
roll normally and not as an auromaric failure. She is immortal

Senses: Artemis can see, hear, touch, and smell at a distance of
fifteen miles. As a standard action, she can perceive anything
within fifteen miles of her wn:'whqwrs, holy sites objects, or any
location where one of her ritles or name was spoken in the last
hour. ~\hl- can t'.\'IL"IlI.'] l‘:L‘l’.ﬁL']‘lwl'.\ o up o en |:|(,|:|||.|1R ar once, \'|11I
can block the sensing power of deities of her rank or lower at up 1o
I'Wo remote

Portfolio Sense: Artemis senses any act of hunting and any
other act thar affects a wild animal, and retains the sensarion for

ocations at once for 15 hours.

flll'n‘:'H weeks after the event accurs.

Automatic Actions: Artemis can use Animal Empathy, Handle
Animal, Intuit Direction, Knowledge (nature), Listen, Profession
(herbalist), Spot, or Wilderness Lore as a free action if the DC for
the task is 25 or lower. She can pet form Up o fen su h free actions
each round

Create Magic Items: Artemis can create any magic bow, arrow,
sword, or quiver, a sylvan saimitar, a cloak or boots of elvenkind, a staff of
the woodlands, bracers of archery, a druid's vestiment, or a ving of animal
friendship, as long as the item's marker price does not exceed
200,000 gp.

Avatars
Artemis’s avatars appear as young women or dryads. She only
rarely sends them inro the world
#Avatar of Artemis: As Artemis except divine rank 7; Inir
+19; AC 63 (touch 33, flar-foored 48); Atk +63/+58/+53/+48
me

ee (1d8+16/18-20, +5 keen short sword) or +71/+66/+61 +56
r;ln_l;l‘tl 2d6+28/%3, Huge +5 H-IrlL{IJH i;‘ﬂ';f compostie ].:ngim“ (+11
Str bonus) with +5 arvows) or spell +57 melee touch or +61 ranged
touch; SQ DR 42/+4, fire resistance 27, SR 39, divine aura (700
fr., DC 29): SV Fort +48, Ref +54, Will +49: all skill medifiers
reduced by 8.

Salient Dvine Abilities: Alter Form, Alter Size, Call Creatures (ani-
mals), Divine Celeriry, Divine Dodge, Divine Archery, Divine
Weapon Focus (composite longhow), Divine Weapon Specializa-
tion (composite longbow), Extra Domain (Sun)

Spell-Like Abilities: Caster level 17th; saving throw DC 29 4

~|1s'|l level

ATHENA

Greater God

Symbol: An owl

Home Plane: Olympus

Alignment: Lawful good

Portfolio: Wisdom, crafts,
civilization, war

Worshipers: Paladins, lighters,
monks, 1lll|.|_‘,r‘-. constables

Cleric Alignments: LG, LN, NG

Domains: Artifice, Communiry, Good,
Knowledge, Law, War

Favored Weapon: Shorispear

L'l.I]IH'LI[']-L ‘I'lllll'nl'(', a I‘I-i cires,

Athena (ah-thee-nah) appears as a statuesque woman with fetching

The deity of noble combat, skillec

Eray eyes -\;IH.' ll"ULl“\' CAITIES A ‘;l-liL‘Ili .]”\J Wears hl'l“]l'[ .I”Li Armor.
Because she is Zeus's favorite child, Zeus lends Athena his shield,
Aggis, from time 1o ime

Athena is the daughter of Zeus alone, because no mother bore
her. One day, Zeus L|t‘\'c‘|1'F'\t'Li a terrible headache. To relieve it,
Hephaestus used his axe to split open the mighty gods head. Out
sprang Athena, full grown and fully armed and armored

Athena was the first to teach mortals many of the civilized arts.
She 1s credited with inventing weaving, the potter's wheel, the
!‘IL'I"GL‘ bridle, and many other crafts. She also created the olive tree
as a gift 1o mortals, She is the protector of weavers, and, along with
Hephaestus, the patron of handiwork and all the arts that make civ-
ilization possible.

Athena is warlike, but only in defense of things she believes are
worth protecting, such as cities, rowns, and planted fields. She
opposes the destructive rampages of her half brother, Ares, when
ever .1n|.| |'ll Wever '\ht' can

Dogma
Athena expects her followers to uphold the highest ideals of
u'l-idum. reason, .][)Ll plllll\'. .‘\lit‘ l’.'ipe'u s hl'l' i.n”i_:i'.'u.’l'.\; o [L}’_Jl! in
defense of home and srare against outside enemies, and (4] |1.L
skilled in the arts lJ]-Pl'.ll'l as well as wan

Clergy and Temples
Clerics of Athena fight against worshipers of Ares whenever they
can and spend the rest of their time protecting civilized lands
from outside threats. Athena's clerics are always active in civic life
serving as judges, advisors, planners, and teachers. Her church isa
great patron of the arts, sponsoring both public works and indi

vidual painters, sculptors, and architects

lemples ro Athena are always stately and pleasant to look at. In
less settled areas where monsters or raiders are a threar, Athenas
temples tend to be forrified, bur they are still built to be esther
cally pleasing

ATHENA

Fighter 20/Cleric 20

Large Outsider (Good, Lawful)

Divine Rank: 17

Hit Dice: 20d8+140 (oursider) plus 2d10+140 (Frr) plus 20d8+140
(Clr) (940 hp)

Initiative: +13 (+9 Dex, +4 Improved Initiative)

Speed: 80 fr.

AC: 92 (-1 size, +9 Dex, +17 divine, +30 natural, +10 +5 breastplale,
+7 4§ rm,.:e steel shield, +10 deflection)

Attacks®: +5 holy lawful speed shovispear +74/+74/+69/+64/+59
I111.’|t'L‘. or \'].'h.-‘” +64 melee touch or +65 I';JI‘L_L-:l-'.l touch '.-\l\L'.H'."‘
receives a 20 on attack rolls; roll die to check for eritical hit

Damage™: +5 holy lawful speed shortspear 1d8+32/19-20/%3; or by
spell “Always does maximum damage (shortspear 40 points

Face/Reach: 5 fr. by 5 fr./10 fr.

Special Artacks: Domain powers, salient divine abilities, spell-like
abilities, turn undead 13/day

Special Qualities: Divine immunities, DR 52/+4, fire resist
ance 37, spontaneous casting of divine spells, understand,
speak, and read all langu;q_g.:a' and speak directly to all lh'lngx
within 17 miles, remote communication, godly realm, teleport
without ervor at will, _|'|.=|h' shift at will, SR 49, divine aura (17
miles, DC 37

Saves": Fort +56, Ref +58, Will s66. A

Abilities: Str 27, Dex 29, Con 25, Int 33, Wis 45, Cha 31.

Skills®: ,-\ppr.ti-.u +49, Climb +40, Concentration +44, Craft
pottery) <91, Craft (sculprure) +91, Cralt (stoneworking) +91,
Craft (weaving) +91, Diplomacy +74, Handle Animal +70, Heal
+36, Jump +40, Knowledge (arcana) +48, Knowledge (archi
tecture and engineering) +51, F\I‘.L‘l\\']w.lp,l:

ways receives a 20 on saves

history) +51,

I".I1.|"l\'1l'|.|‘u|.' :I't'|lglnh. +71, Listen +69, Profession {(farmer) +77,
Profession (herbalist) +77, Ride (horse) <71, Scry +48, Search
+51, Sense Motive +67, "*C|1|'”\'I'.Ir| +48, Spol +69, Swim +45, Lse
HII[H' +37. "Always receives a 20 on checks

Feats: Alertness, Blind-Fight, Blindsight s-ft. Radius, Brew
Pation, Cleave, Combat Reflexes, Craft Magic Arms and
Armor, Craft Wondrous Item, Divine Might, Dodge,




Expertise, Eyes in the

Back of Your Head, Great
Cleave, Hold the Line, \
[mproved Bull Rush, Im- } \'\,
proved Disarm, Improved M
Initiative, Improved Trip, /¢
Improved Unarmed
Strike, Knock-Down,
Mobility, Mounred
Combar, Power Ar-
tack, Power Criti

cal (shortspear),
Reach Spell, Sa-
cred Spell, Scribe
Scroll, Spring At-
tack, Sunder, Su
perior Expertise,
Weapon  Focus

\ \l'lUrlhpl'.'ir 5 “!‘h“.!
wind Attack

Divine Immunities;
Ability damage, ability S
drain, acid, cold, death
L'H.l'i (5.5 disease, L.ilf\ll'llL‘lL"lIIHL'”.
elecrricity, energy drain, mind
affecring effects, p;u‘.l[\'b‘l:&. poison,
sleep, stunning, transmutation, imprison
ment, banishment. 1

Salient Divine Abilities: Alter Form, §|
.-\llL'i' HL‘;I'IT\'. r\||rl' F\iu‘, Area Divine Hl\lt"m'. 'i
Avatar, Bartlesense, Create Object, Create 1
Greater Object, Divine Armor Mastery, Divine
Battle Mastery, Divine Blast, Divine l‘u_ul!_‘,u
Divine Inspiration (courage), Divine Shield,
Divine Storm, Divine Weapon Focus (short- ‘..
spear), Divine Weapon Mastery, Divine Weapon
?\Prq'l.]ll}‘:ﬂl("[l (shortspear), Extra Domain (Com
munity), Extra Domain (Law), Extra Domain
{War), Mass Divine Blast.

Domain Powers: Cast conjuration (cre-
ation -pr”:u at +1 caster level, 17/day
use calm emaotions; cast t'—“‘"l = i
spells at +1 caster level; cast '

divination spells at +1 caster P
|.1'\-'|.‘|. cast law -|‘ll'”s at +1
caster level

Spell-Like Abilities: Athena &
uses these abilities as a 27th g
level caster, except lor conju ——
ration (creation) spells, good
spells, divination spells, and law spells,
which she uses as a 28th-level caster. The save DCs are 37 4 -.]‘n'“
level. Aid, animate rope, blade barrier, blade barrier, bless, claivaudi-
ence/clairvoyance, detect secret doors, detect thoughts, dictum, discern
location, dispel chaos, dispel ewil, divination, divine power, fabricate,
find the path, flame strike, foresight, hardening®, heroes’ feast, hold
monster, holy aura, holy smite, holy wovd, legend lore, magic cirvele
against chaos, magic airele against ewl, magic vestmenl, magic weapon,
major creation, mass heal, minor creation, mivacle, order's wrath, powey
word blmd, power word kill, power word stun, prayer, prismatic sphere,
profection from chaos protection from ewvil, Rary's h'h'gl.rlJll- bond

refuge, shield of Taw, shield other, spirilual weapon, status, stone shape,
summon manster 1X (as good or law spell only), true creation”, true

SECINg, Il'|1.'|||| \ill]l‘l'
Cleric Spells/Day: 6/11/10/10/10/10/8/8/8/8; base DC = 27 +
spell level

Possessions: Athena wears a helmet that creates an
antimagic field (as the spell) with a radius of 10 1o
150 f.[':‘l around her. Athena can set [1It' radius
each round as a free action. Also as a free
acrion, Athena can turn the antimagic field

completely off or turn it back on

Caster Level: 25th; Weight: 3 1b
When Athena is not carrying Zeus’s
shield, Aegis, she uses a +5 large sleel
shield with the greater fortification
special ability. The shield also
bears the likeness of a medusa
When activated, the shield makes
a gaze attack each round similar
to a medusa’s gaze. Mortals within
150 feet must make Will saves
(DC 25) ar be turned 1o stone
Athena can activate or deacrivarte
this power once each round as a

free action

Caster Level: 25th; Weight: 15 1b

Other Divine Powers
As a greater deity, Athena automari
cally receives the best possible
result on any die roll
she makes (including
attack rolls, damage,
| checks, and saves). She

is immortal
J Senses: Athena can
I see, hear, touc t'- -Ilh| \Ilh'“
at a distance of seventeen
miles. As a standard acrion
B she can perceive anything
within seventeen miles of
her \.'-'ul'l-hiP:'J'k holy Sites,
objects, or any location where
one of her ritles or name was
spoken in the last hour. She can
extend her senses to up to rwenry loca-
tions at once, She can block the sensing
power llj- kil'l]ll‘\ of her rank or lower
at up to two remaote locarions at

once for 17 hours.

\ Portfolio Sense: Athena

\ senses the working of any

craft, any fighting, and

anything that threat

ens any settled area

) (communities with pop-

— — ulations of 901 or more)

seventeen weeks before it

happens and retains the sensation for seventeen weeks after the
event occurs.

Automatic Actions: Athena can use Craft (pottery), Craft
sculprure), Craft (stoneworking), Craft (weaving), Knowledge
arcana), Knowledge (architecture and engineering), Knowledge
history), or ]{_nLll.\'];'llN\' ( [\'!ngnn ' as a free action if the DC for the
task is 30 or lower. She can perform up to twenty such free actions
each round.

Create Magic Items: Athena can create magic weapons, armor,
and items that can sustain the user through adversity, such as a
necklace of Lhiu;'ht]lml. a ring of regeneration, and a pertapt of wonind
closure. She also makes items that help the user remain morally
and ethically steadfast, such as a phylactery of faithfulness
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T2

vatars
.'\Il'll']l.l sends her avarar to defend cities and fowns againsty

attack, to witness Ereat ac |‘|i1~\¢'1111~|||~: in aris or cralrs ,|;n.| o

oppose the actions of Ares

@ Avatar of Athena: As Athena except divine rank 8; AC 74
(touch 36, flat-foored 65); Atk +63/+63/+58/+53/148 melee
(1d8+23/x3,
touch or +56 ranged touch; SQ DR 43/+4, fire resistance 28, SR
40, divine aura (800 ft., DC 28); SV Fort +47, Rel +49, Will +57; all
skill modifiers reduced by 9
tent Dhme Abilihies: Alrer Size, Battlesense, Divine Bartle
Mastery, Divine Dodge, Divine Shield, Divine Weapon Focus

§ holy lawful speed shortspear) or spell +55 melee

Sa

(shortspear], Divine Weapon Specialization (shortspear), Extra
Domain (Community ), Extra Domain (Law), Extra Domain (War)
Spell-Like Abilities: Caster level 18th; saving throw DC 28 4

spell level

DEMETER

The Gift-Giver, Lovely-Haired Demeter, Demeler nf!l'l-' Splendid Prit
Lesser Deity ’
Symbol: Mare’s head

Home Plane: Olympus

Alignment: Neutral

Portfolio: Agriculture

Worshipers: Farmers

Cleric Alignments: CN, LN, N, NG, NE
Domains: Earth, Plant, Protection £
Favored Weapon: Shortspear or halfspear

Deity of agriculture and fertility, Demeter (de@miee-ter) is an earth
in the life and tertility of the
earth. She appears as a motherly woman, draped in robes the color
of vegetation: lush green in the spring and summer, gold in
autumn, and brown or black in winter (when she mourns for her

god U'l]-"-‘-il' very moods are reflecred

daughrer, Persephone). She is one of the six children of the Titans
Cronus and Rhea

vogma
Demeter holds sway over the earth's yearly cycle of growth and
decay, Farmers in particular revere her, offering special prayers and
\.11'r1|-|l e85 1o hL‘]' at pl\tJIIlle_. l|1|1|11ghnul ll‘u' i__{]‘u\k'mg segson, _md at
harvest time. She urges her followers to trear the earth with care
-Il‘.ll respect and she dictates .Ij._[l"ll.".;]lllr.ll iyl |1'l.‘|,|l]'||"‘-\. to ensure the
continued fertility of the soil. such as rotating crops and leaving
fields fallow.
Demeter is also the central figure in a mystery cult called the
Eleusinian Mysteries (after their origin in the city of Eleusis). See
below for more informarion about this cult of Demerer

‘.id‘li{l] ana ]-l'r|I|||<‘-.
Clerics devoted 1o Demeter are always members of the Eleusin
ian Mysteries (see below ), Wearing green, gold, or brown tunics,
they preside at agricultural festivals, bless plantings and har
vests, and lead new initiates into the Mysteries. Few are active
in adventuring

Demeters remples are widespread, and they range from e

| [3[1-

rate structures (o nJlHP[L' vl |.i.}!l‘ '\l'l.l'lni‘.".

DEMETER
Druid 20/Abjurer 20
Large Outsider
Divine Rank: 10
Hit Dice: 20d8+160 (outsider) plus 20d8+160 (Drd plus
20d4+ 160 (Abj) (880 hp)
Initiative; <8
Speed: B0 [1.

AC: 61 divine, +23 natural, +11 deflection)

Artacks:
touch or +57 ranged touch

Damage: +5 longspear 1d8+23/19-20/%3; or by spell

Face/Reach: 5 i by 5 fr./10 ft

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities

Special Qualities: Divine immuniries, DR 45/+4, fast healing

1 size, +8 Dex, +1(

+8 I:|3H_L“-|"|'|!.' 67 /+62/+57/+52 melee; o 'w]l('” +61 melee

30, tire resistance 30, spontaneous casting of divine spells
understand, speak, and read all languages and speak directly 1o
all beings within 10 miles, remore communication, godly
realm, feleport without evror at will, plane shift ar will, familiar
(horses), a thousand faces, nature sense, resist narure’s lure
timeless body, rrackless step, venom immunity, wild shape
(Tiny, “1'111-I|l- M"t|llllll-'-l.’.t'. 1..i|'|._'t‘ |'i|.|_|_=,t' or l.j“l' .Illl:ll.ll (& 'Ll.n'
elemental 3/day), woodland stride, SR 42, divine aura (1,000
ft,, DC 31

Saves: Fort +50, Ref +50, Will 60

Abilities: Str 35, Dex 26, Con 26, Int 30, Wis 43, Cha 33,

Skills: Animal Empathy +64, Concentration +79, Diplomacy +63
Handle Animal +&4, Heal +71, Hide +14, Intuit Direction +69

- Knowledge (arcana) +60, Knowledge (local) +63, Knowledge

inarure) +83, Knowledge |1-||y,u-n +63, Listen +66, Protession
tfarmer) +89, Profession [herbalist) +89, Ride (horse) +20, Scry
+60, Sense Motive +49, Spellcraft +60, Spot +66, Swim +42

\":.I]\]:‘]'I"::"wﬂ Lore +79
Feats: Alertness, Brew Potion, Craft Staff, Craft Wondrous ltem,
Dodge, Empower Spell, Endurance, Enlarge Spell, Expertise
Extend Spell, Heighten Spell, Improved Critical (longspear),
[ron Will, Maximize Spell, Mobility, Persistent Spell, Plant
atrol, Plant Defiance, Quicken Spell, Scribe Scroll, Si
I“l‘t'“\ "‘[‘-1'“ Mastery, Srill “'Pl'” ‘_;IL}‘L'] ior Expertise "\.\"l';l]‘nln
Focus |<~n_,;-:|nn-_rr-

ent

Divine Immunities: Ability damage, ability drain, acid, cold
death effects, disease, disintegration, electricity, energy drain,

mind-affecting effects, paralysis, poison, sleep, stunning, trans
mutition, imprisonment, banishmeni

Salient Divine Abilities: Alter Form, Alrer Reality, Alrer Size,
Arcane Mastery, Avatar, Call Creatures (plants), Command Plants
Control Creatures |]1|.1|'|l-"-, Divine Fast IIL-Jlin_LE. Divine Shield,
Rejuvenation, Speak with Creatures (animals), Speak with Crea-
tures (plants)

Domain Powers: Il"_'ll.l‘. turn or destroy air creatures, or
rebuke or command earth creatures; 10/day rebuke or command
plant creatures; 10/day protective ward (touched subject gains
+10 resistance bonus on nexr say ing throw, maximum duration
1 hour)

ﬁpt‘ll'[.ikl‘ Abilities: Demeter uses these abilities as a 20th
level caster. The save DCs are 31 + spell level. Antimagic field,
barkskin, changestalf, command plants, control plants, earthquake, ele

mental swarm (as earth spell only), entangle, ivon body, magic stoni
mind blank, plant growth, prismatic sphere, protection from elements
repel wood, repulsion, sanctuary, shambler, shield olher, soften earth and
stone, spell tmmunity, spell resistance, spike stones, stone shape, stoneskin,
wall of stone, wall of thorns

Druid Spells/Day: 6/9/9/9/9/8/7/7/7
spell level

Wizard Spells/Day: 5/8/8/7/7
‘i]h'” level. Prohibited school: Illusion

/6; base DC = 26 +

6/6/6; base DC = 20 +

Other Divine Powers
As a lesser deiry, Demerer may take 10 on any check. Demeter

treats a 1 on an attack 1'11” Or saving [J'I[L\\\' l]llT[Ill!]l'r Jnll not as an

automatic failure. She is immortal

Senses: Demeter can see, Jh'.ll'. lmll'h. .II]d smell ar a distance of

[en rT:1|n'.‘~ Asa ":.IH.J.ILL‘: acton ~|11- Can perceive anyvihing \.\'i[|]L|'|




ten miles of her worshipers, holy sites, objects, or any location
where one of her titles or name was spoken in the last hour. She
can extend her senses to up 1o five locations at once, She can block
the sensing power of deities of her rank or lower at up to two
remote locations at once for 10 hours

Portfolio Sense: Demeter senses any
thing that affects cultivated crops the
instant it happens

Automatic Actions: Demeter can use
Knowledge (arcana), Knowledge (local),
Knowledge (nature), or Knowledge (reli
Elon) asa free action if the DC for the task is
20 or lower. She can perform up to five such
free actions each round

Create Magic Items: Demeter can create
any magic item that commands or con

trols plants, such as a plant bane
weapon or a wand of enfangle, as
|_L|||_|1 as the item's market price

does not exceed 30,000 Ep

Avdldrs
Demeter uses her avarars
regularly in the rites of the
Eleusinian Mysteries [see
below). They appear
much like her divine
torm
% Avarar of Deme-
ter: As Demeter except
divine rank 5; AC 51
touch 33, lar-footed 43);
Atk +62/457/4+52/ 447
e (1dB+23/X3, +5§

|--1Jty\r‘|'|lt or fnpl.'“ +t56

mel

melee touch or +52 ranged
touch; SQ DR 40/+4, fire
resistance 25, last hl'.lllh}:!
25, SR 37, divine aura (500
tr., DC 26); SV Fort +45, Ret
145, Will +55; all skill modi
fiers reduced by §

Salient Divine Abilities
Alter Reality, Alter Size,
Arcane Mastery, Commanc
Plants, Divine Fast Healing,
Divine Shield

Spell-Li Abilities:
Caster level 15th; saving
throw DC 26 + spell level

THE ELEUSINIAN
MYSTERIES
Demeter is the center of
an r'il]'l'lnl'l".' lII1|HI[l.II1| mys-

tery ."L'.|[ i't"n'[l"l'('{l in ll]'ll' Ccity L]J-
Eleusis (in your campaign, this
city and its cult might carry a dif
ferent name), The central myth of this cult, far more important
than any tales of Zeus's escapades or the labors of Hercules, is the

S1OTY ol Demeter's -’,lll}f_hh‘l 'L‘:wpln-lli-. .l]l\i 31<-r ||l'-L]l|i. ron l"\'
Hades

According to this myth, Zeus gave Hades permission 1o rake
Persephone as his wife, which he did by kidnapping her as she
gathered flowers with her friends. Her carried her into the under
world and made her his bride H:‘.sIEII.J.! J't‘l:hl'l‘hl‘tlt“- cries of dis-
tress, Demeter ran off in search of her daughter, searching the

ays before learning that Hades had taken her.
earning Persephone's fate, Demeter went into mourn-

earth for nine ¢

Upon
ing, wandering listlessly until she came 1o Eleusis, There, dis
_|_:||~1-J as an old woman, she entered the household of the |xlllp.1.
.08, and reared his infant son, Demophotn. She anointed
the baby with ambrosia and tucked him into the blazing fire a
night, planning to make him immortal. His mother, Metaneira,

Ke

discovered the baby in the fire and cried our, not realizing

what Demeter was dc Angered, Demeter left

the lh'U"‘('llll]li .|Ih| ordered a l\'lllil|i- o be builr
in her honor in the city

She brooded in thar temple, preventing any

crops from growing on the earth, tor a year

Finally, by ordering Persephone to be brought

up from Hades, Zeus persuaded Demerer

[0 rejoan the company ol _|_’_|'|\.|- on

Olympus. Because Persephone

accepted food (a single pome

granate seed) in the under

world, she was bound by the

laws of hospitality to

return there, By Zeus's

decree, |’r:t.ril||ul.1- was

to ~]1l-nd one-third of

the vear in the under

world with Hades, and

the remaining two

thirds in Olympus

with the other gods

While Persephone

remains in the under

world, Demeter mourns

and the earth bears no

fruit. For the rest of the

year, Demeter allows crops

to grow and flourish

/ This myth is the funda
mental doctrine of the
4 Eleusinian Mysteries, bur

£¥  even more important are the
series of rites pvrl'-wnn'ui in
the Mysteries that recreate
I
experience for each initiate

1e myth as a personal

The initiates dance and cele
brate as Persephone gathers
||\|\\,'r:\'., [ht’[‘. Wll]’t| comes [ll:l[
Per '-L‘r'h.ulh‘ |1.1'- l‘l‘r‘l‘i -il"\jllﬂ'lf'ti
and all revelry ceases. Carry

g
torc |::(‘-., l|11~ initiates act the
1'1![!' ll". Demeter sea I'.'hll“_J_L
*®  for her daughter. In the
central act of the rite, the
initiates identify with
lh'mnpiluun nurtured in Demeter's arms
and primed for immortality. They reenact
descending to the underworld with Persephone and
rising to ( '||\-|1|-|_'||- with Demeter. Demeter's avatar is said 1o
appear to the initiates and bestow her blessing upon them ar the
climax of the ritual. Initiates of the Mysteries live their lives
under Demeter's blessing, They believe that when they die, they
will not become mere shades in Hades, but will dwell on Olym
pus with Demeter in erernal bliss
The rituals of the Mysteries are utterly secret. No initiate may
speak of what occurs in the inner sanctum of the temple during
the rires, under penalty of death.
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DIONYSUS

Women-Maddener, Ivy-Wreathed Dionysus, Loud Roaring Dionysus
Intermediate Deity
Symbol: Thyrsus, a staff [i}1p1'1| with a pine cone 4§
and rwisted with
Home Plane: Olympus
Alignment: Chaotic neurral
Portfolio: Mirth, madness, wine, fertility, the aref
Worshipers: Saryrs, fauns, revelers, FOEUES ‘.

a vine

Cleric Alignments: CE, CG, CN It
Domains: Chaos, Destruction, Madness ’:*.
Favored Weapon: Quarterstaff pe _

Deity of wine, mirth, and madness, Dionysus (dve-oh-nye-sus)
appears as a young man carrying an amphota of wine, a lyre, and a
thyrsus. Like Demeter, he is an agricultural god with power over
“'TIIIIT\' L'I‘- 1'".1[|I. |.|mi .1|h| CTEATUres, t1|.|[ h|~< ]111:'|]n||.|. 15 [||11|:'-.| o
vines, wine, and wine's influence on mortals

Dionysus is called \\:'ﬂl‘m‘l!-.\-1..1\|~.|1'I1r1 because of his ability 1o
inspire [renzy in his worshipers (particularly women). He is the
son of Zeus by a mortal woman, Semele

[ Jogma

Dionysus's “dogma” is more of a way of lite—a life of whimsy
and abandon, free from any fetters of custom, law, inhibirion, or
morality. Freedom is a cardinal virtue of Dionysus’s faith and a
higher principle than good or evil. All wo often, drunken rev
elry turns into drunken savagery, but Dionysus condemns nei
ther. Mortals worship Dionysus whenever they drink wine,
pouring out a little of their drink in his honor.

Dionysus, like Demeter, is also the center of a mystery cult, the
L ‘T'F\]'Il-.' Mysteries (see below)

Clergy and Temples

Clerics devoted to J.‘u.‘l:j'.‘-uk‘ are always members of the t'lrph“'
Mysteries (see below). Wearing burgundy or purple garments,
they lead the ecsratic rites celebrating Dionysus, which usually
involve heavy drinking and feasting. Rites in the Orphic Myster-
ies often include tearing a bull’s flesh apart and eating it raw, in imi
tation of Zagreus's demise at the hands of the Titans

Dionysus’s temples are often builr in caves, because the infant
Zagreus was born in a cave.

DIONYSUS

Bard 15/Druid 15/Ranger 10

Large Outsider

Divine Rank: 12

Hit Dice: 20d8+200 (outsider) plus 15d6+150 (Brd)
15d8+150 (Drd) plus 10d10+100 (Rgr) (1,020 hp)

Initiative: +15 (+11 Dex, +4 Improved Initiative)

Speed: 80 fi

AC: 73 (- #11 Dex, +12 divine, +25 natural, +16 deflection)

Attacks: Huge +5 chaotic quarterstaff +66/+61/+56/+51 melee, Huge
+§ chaotic quarlerstaff +66/+61 /4

Hlius. by D. Cramer

plus

1 size,

56 melee; or spell +61 melee
touch or 460 ranged touch

Damage: Huge +5 chaolic quarterstaff 1
terstaff |11H 11; o1 l'l', Spe Il

Face/Reach: 5 fi. by 5 ft./10 ft

Special Attacks: Domain powers, salient divine abilities, spell-
like abilities

Special Qualities: Divine immunities, DR 47/+4, fire resistance
32, fast healing 32, spontaneous casting of divine spells,
understand, speak, and read all languages and speak directly

1d8+17; Huge +5 chaotic quar

to all beings within 12 miles, remote communication, godly
realm, teleport without error at will, plane shift ar will,
knowledge +23, bardic music 15/day

bardic
countersong, fascinate,

Inspire competence, inspire courage,
tion), favored enemies (aberrations +3,

inspire greatness, sugges

magical beasts +2,
vermin +1), a ||‘|-'|.|-"il|'|l.| taces, nature Sense, resist natures I'U'I'l',
timeless body, rrackless step, venom immuniry, wild shape
(Tiny, Small, Medium-size, Large, Huge, or dire animal 5/day),
woodland stride, SR 44, divine aura (1,200 fr., DC 38)

Saves: Fort +56, Rel +55, Will +52

Abilities: Str 35, Dex 33, Con 30, Int

Skills*:

[fration

27, Wis 27, Cha 43
Alchemy +55, Animal Empathy +73, Bluff +63, Concen
+82, Craft (winemaking} +80, Diplomacy +60, Heal
67, Hide +69, Intimidate +30, Jump +54,
Knowledge (nature) +80, Knowledge (religion) +55, Listen
+70, Move Silently +73, Perform +63, Profession (herbalist)
+80, Sery +35, Spellcraft +35, Wilderness Lore +65, *Always
receives i 20 on checks
Feats: Ambidexterity, Cleave, Dodge, Endurance, Expertise, Great
Fortitude, Greater Two-Weapon Fighting, Improved Disarm,
Improved Initiative, Improved Trip, Improved Two Weapon
Fighting, Mobility, Plant Control, Plant Defiance, Power
Amack, Spring Attack, Superior Expertise, Track, Two-Weapon
Fighting, Whirlwind Atack

+50, Intuit Direcrion

Divine Immunities: Ability damage, ability drain, acid, cold,
||l‘-|lli ellects, di.!-L'.I.‘-L‘. Llixlrlli‘gl'.ll:lul'. L'J('&II'IL'il‘.-. energy l|J.JllL.
mind-affecting effects, paralysis, poison, sleep, stunning, trans
mutation, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter Reality, Alter
Size, Avatar, Control Creatures (any creature engaged in revelry
including crearures affected by his Divine Inspiration), Com-
mand Plants (vines only), Divine Fast Healing, Divine Inspira
tion (frenzy), Divine Shield, Empowered Inspirarion (frenzy)t,
Mind of the Beast (slumber effect only), Rejuvenation, Shape
change, True Shapechange, Water to Winet. tUnique ability,
t!u'-.L'uhl'LI below,
+1 caster level, 12/day
smirte (+4 on atrack and +12 on ll_LII|_|.|_;|‘ tor one weapon attac leJ;

Domain Powers: Cast chaos spells at
f

madness (Insanity score 6, Wis 33 for spellcasting purposes, Wis 21
for all other purposes);
roll involving Wis)
Spell-Like Abilities:
level caster, exce pt for chaos .\Pl‘[i‘-. which he uses as a 23rd-level
caster. The save DCs are 38 + '-|‘1'I| level. Animate objects, bolls of
bedevilment!
contagion
inflict evitical wounds, inflict light wounds, insanity, maddening
. magic civcle agamst law, phanfasmal killer, protection from

/day clarity of madness (+6 bonus on one

Dionysus uses these abilities as a 22nd-

» |Jl||!|'-| Jr.'l.lHrlh'l. i |:|'|JL' (If ;J.Imli. .';'|:.1L‘ ol ¢ |||_|u\, confusion,

s disintegrate, dispel law, earthquake, harm, implosion

scream”
law, vage™, random action, shatter, summon monster 1X (as chaos
spell only), touch of madness®, weird, word of chaos

Bard Spells Known (4/8/7/7/7/5; base DC = 26 + spell level):
0—daze, detect magic, ghost sound, mage hand, prestidigitation, read
magic; 1st—cause fear, charm person, expeditious retreat, sleep; 2nd
Tasha's hideous laughter; 3rd—displace
4th—hallucinatory tevrain, modify memory,
neutralize poison, shout; Sth—dvemm, false vision, mind fog
Spells/Day: 6/7/7/7/6/5/4/3/2; base DC =23 4 spell level

Ranger Spl‘lls,-“’l]:l],r: 3/3; base DC = 23 4 spell level

Empowered Inspiration (unique salient divine abiliry):
Dionysus can use his Divine Inspiration ability on creatures thart are
already engaged in the orgiastic rites of his cult. In this case, he can
affect an unlimited number of creatures, and the subjects do not
receive saving throws.

Water to Wine (unique salient divine ability): Dionysus
can change any amount of any liquid within his sight into
hne wine

blur, cat's grace, delay poison,

ment, emotion, fear, haste;

Other Divine Powers
As an intermediate deity, Dionysus automatically receives a die




Avatars

result of 20 on any check. He treats a 1 on a saving throw or artack

roll normally and not as an automaric failure, He is immorta
at

Senses; Dionysus can see, hear touch, and smel
a distance of twelve miles. As a standard action, he

can perceive anything within iwelve miles ol
his worshipers, holy sites, objects, or any
location where one of his ritles or name
was spoken in the last hour. He can
extend his senses to up to ren loca-
tions at once. He can block the sens
ing power ol deities of his rank or
lower at up to two remote locations at
once for 12 hours

Portfolio Sense: Dionysus is instant]y

aware of anyone drinking wine, and he

retains the sensation for twelve weeks

after the event occurs :
Automatic Actions: Dionysus can i . ’

use Craft (winemaking) as a tree action §

if the DC for the task is 25 or lower. He
can perform up to ten such free actions
eac I] IL'LIl]Ll.

Create Magic ltems:
Dionysus can create any
magic irem whose function
involves frenzy, uncontrolled
emotion, random action, or wine, as ¥
long as its marker price does not
200,000 gp. He can create a chaos

EXCEEC
diamand and a cursed bevserking sword as
well as various unique items, such
as a polion of wine creation, a

ataxe of raging, or a pgoblel

af f[renzy

Dionysus uses his avatars extensively
to interact with the members of
the Orphic Mysteries (see below).
They appear exac tly like his divine
form

@ Avatar of Dionysus: As Dionysus
except divine rank & AC 61 (touch
42, llat-foored s0); Atk +60/+55/

+80/ 445 melee (1d8+17 |"||J‘1 2de S

chaotic, Huge +5 chaotie quarten

staff), +60/+55 melee dg+11 i1|.u'- 2de

chaotic, Hu_ﬂl- +5 chaohe qua rterstafl), or ur-e'” +55 melee touch or +54

ranged touch; SQ DR 41/+4, fire resistance 26, fast healing 26, SR

18, divine aura (600 fi., DC 32 SV Fort +50, Ref +49, Will +46; all

kill modifiers reduced
Salient Divme Abilities: Alter Reality Alter Size, Divine Celer

5

W 6

ity, Divine Dodge, Divine Fast Healing, Divine Inspiration
frenzy), Shapechange, Water to Winet. tUnique ability,
described above

Spell-Like Abilities: Caster level 16th; saving throw DC 32 4
w]‘l'” level
FTHE ORPHIC MYSTERIES
Dionvsuss mysiery cult ll‘.l\'l'lL'.‘v a secret l'L'I.\'Ih. .Ik'-:rlll the |.|r|[\"-

origin \;J}'Ihlﬂ'l”v l\LﬁH‘{'d on to mortals by the epic h--fn{
Orpheus. Zeus and Demeter’s daughter Persephone hac

a dal
liance that resulted in the birth of a deity named Zagreus. Hera,
in a jealous rage, sent some Titans [rom Tartarus to kill [lu- child
god, Zagreus tried to escape by shapechanging into various
forms—Zeus, Cronus, o young man, a lion, a horse, a serpent and
finally a bull

= — e

Catching him in his bull form, the Titans rore his body apart
and ate it. Belore IIH"_.' could |H'I.L'|JI. their }',I:I\[\ I11t'-||. Leus
appeared and incinerated them with bolis of lightning, rescuing
Zagreus's heart and forming humanity from the ashes of the
Titans. Because the Titans had consumed Zagreus, some of his
divine nature remained in their ashes, forming a “divine spark”
deep inside human nature

Zeus then gave ‘;‘"."\["“"" |1r.'.:] to Semele. Some 5L‘|.‘_t‘m]-| say that
she ate the heart, while others say Zeus used it to make a porion
that impregnated her. In any event, Dionysus was born as a result
Thus, Dionysus's Origin remains frue (o the common I|H'i|1u|\u_'\'
sut it also makes him a

that calls him a son of Zeus and Semele,
reincarnation of Zagreus

Semele also died as a result of Heras jealousy. Hera

tricked Semele into persuading Zeus to

his divine splendor o her, bur her

reviea

mortal frame could not withstand his
. glory and she disintegrared
into ash. The child in her
womb, being half divine,
survived, and a vine
grew from her ashes
to shield the infant
Donvsus, Zeus took

the child and sewed

|'IIT'I'I mnto |l|.‘- own ll'l'._l_"h

'.L-h;'w e finished his gesta
tion. As a result of this remark
able birth, Dionysus is known as
the twice-born
As an adult, Dionysus disc overed
wine and shared that mixed blessing
with mortals, He also descended into the
underworld ro find his mother, Semele, and
brought her up to dwell with him in Olympus as
an immortal. (Orpheus, too, descended into the
underwor |li o tm-| ia l1l\--.'|| one, nis W1|-r'. l"lll
was unable to bring her back to the
mortal world.)

The ( 1I:¢']1|L Mysteries of Dionysus, like
Demeter's mystery cult, allow initiates to reenact
this complicated mythic history, becoming
participants in Dionysus-Zagreus's life, death,
and rebirth. As in the cult of Demerer, initiates in
the mysteries believe they meer Dionysus or his

avatar firsthand, in a ritual in which they symbolically

lives and rise again to new lives. After their injri

die to their o

ation, they enjoy a life of carefree celebrarion and orgi@#ic

frenzy, and they look forward ro life with Dionysus-Z#jggélls in
; e

Olympus after t

reir death

Greater Deity

Symbol: Black ram

Home Plane: Hades

Alignment: Neutral evil

Portfolio: Death, underworld,
earth, wealth

W’i)l"-l'ln!'[‘i‘]'.‘-i. Necromancers
assassins, rogues, murderers

Cleric Alignments: CE, LE, NI

Domains: Death, Earth, Evil

Favored Weapon: Longsword

Hades (hay-deez), the god of death and wealth, appears as a large,
B PF
powerfully muscled man with gray skin. He has a bushy black
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beard and black eyes, and he wears gold jewelry symbolizing his Knowledge (the planes) +61, Listen +77, Move Silently +76

control over wealth. While his brothers Zeus and Poseidon rule the Pick Pocker +68, Search +76, Sense Motive +77, Spellcraft +86
sky and the sea respectively, Hades is the ruler of the underworld Spot +77, Tumble +46, "Always receives a 20 on checks.
nd has some control over the earth as well Feats: Blind-Fighr, Blindsight 5-ft. Radius, Cleave, Combar Re
Hades is one of the six children of Cronus and Rhea, and one flexes, Divine Might, Dodge, Endurance, Exotic Weapon
of the twelve Olympian deities. Unlike his {ellows in the pan Proficiency (bastard sword), Expertise, Great Cleave, (
theon, however, he does nor reside in Olympus. He makes his Fortitude, Improved Bull Rush, Improved Critical (b
home in the Stygian darkness of Hades. He is married to Perse sword), Improved Disarm, Improved Grapple, Improved
hone, daughter of Demeter, but she resides with him only Initianve Imp|.-L-_-\| Sunder, Improved Trip, Improved
during the winter months Unarmed Strike, Iron Will, Knock-Down, Mobhility, Power
Atrack, Power Critical (bastard sword), Spring Arack,
jma Stunning Fist, Sunder, Superior Expertise, Weapon Focus

lIIII'..zH' some deities whose l'LI][ll'I.H' includes death, Hades is not (bastard \\\-lld 1 \'l:-u-.|in-n APe |.|]|.r.||:_.-1| bastard sword
varticularly malicious or hateful roward the mortals whose souls Whirlwind Arttack

1is realm. Death, he reaches, is the lot of all mortals, the

¢ 10

i
o

that sets them apart trom ||L'1II<--. and it must be ac l-]-||-.| Divine Immunities: ,\[-.!Ju-,-L|=113.:1-,,|[-|[||-_ drain, acid, co

even if it brings grief. death effects, disease, disintegration, electricity, energy drain

lerqy and lTemples
Hades's clerics tend to share their patron’s dour, gloomy demeanor

Dressed in black, they officiate at funerals and annual rites in

honor of departed ancestors. In contrast ro most Olympian festi

vals, these are solemn atfairs

lemples to Hades are usually built underground, in caves, or ai

least sunken so their floors are below ground level. They tend 1o

l'L' lj.||l. And w "lJLIH less Crearing an atmosphere of !,{l.‘lllﬁ rem

iniscent of the underworld’s darkness

HADES
Fighter 20/Rogue 10/Assassin 10
Large Outsider
Divine Rank: 17

Hit Dice: 20d8+3204272 (outsider) plus 20d10+320

-'-u‘lcfl Fur }1|ll-- 10dé+160 Rog ]'[i.-- L0dé+160 (Asn)
B 1,712 hp)
& Initiative: +13 (+9 Dex, +4 Improved Initarive)
f Speed: 80 ft., burrow 40 fi
~ AC: 74 (-1 size, +9 Dex, 17 divine, 430 natural, 49
deflection)
Attacks®™: Huge +5 unholy bastavd sword +82/477
+72/+67 melee; or spell +72 melee touch or +65
-.||:_-_-|,| touch "Always receives a 20 on attack
rolls; roll die to check for critical hit
s Huge +5 unholy bastard sword 2d8+48
18-20; or by spell “Always does maximum §
damage (sword &4 poimnis )
Face/Reach: 5 ft. by s fr./10 ft
Special Attacks: Crippling strike, death attack (D¢
29), domain POWETS, pO1SOn use salient divine abili-
ties, sneak attack <13de ‘-|.‘c'|| like abilities
Special Qualities: Divine immunirties, DR §2/+4, fire
resistance 37, understand, a;-:'a|. ind read all
l; ges and speak directly to all beings within 1
miles, remote communication, godly realm, telepori
wilhoul ervor at w I”. Hoarw I“ 3 0N Saves
against poison, evasion, traps, uncanny
dodge (cannot be flanked, +4 again: LS
2 SR 49, divine aura (17 miles, DC 36
Saves™: Fort +45, Rel +38, Will +39. *Always
receives a 20 on saves
Abilities: Str 42, Dex 28, Con 42, Int 29, Wis 30,
Cha 29
Skills*: Balance +28, Bluff +66, Concentration +58,
Craft (metalworking) +76, Craft (stoneworking)
76 |3|'!-||-|||.|~\ +50, Gather Information +66 ;
b Hide +62, Intimidate 478, Jump +35, Knowl

ge ||l'||_|'lil'-|'.' tol

m edge (arcana) +61, Knowlec
I.!




mind-affecting effects, paralysis, poison, sleep, stunning, trans-
murtanon; ll'l]F‘l"l.‘ﬂ.]l'In\l"ll[, l‘;l]'l‘l‘\l]“'l.l'“r

Salient Divine Abilities: Alter Form, Alter Reality, Alter Size,
Annihilaring Strike, Avatar, Create Greater Object, Create Object,
Divine Battle Mastery, Divine Blast, Divine Creation, Divine
Earth Mastery, Divine Sneak Atrack, Divine Shield, Divine
Weapon Focus (bastard sword), Divine Weapon Specialization
bastard sword), Hand of Death, Know Death, Life and Death ino
rest required), Life Drain, Mass Life and Death, Shapechange,
Wound Enemy.

Domain Powers: 17/day death touch (if subject touched does
not have at least 120 hp, it dies); 17/day turn or destroy water crea
at +1

tures, or rebuke or command earth creatures; cast evil spells
caster Il"-'l.'l.

Spell-Like Abilities: Hades uses these abilities asa 27th-level
caster, except for evil Hl\l‘”w which he uses as a2 28th-level caster
The save DCs are 36 + spell level. Antmate dead, blasphemy, cause
fear, create greater undead, creale undead, death knell, death ward, dese-
crate, destruction, dispel good, carthquake, elemental swarm (as earr h
spell only), iron body, magic circle against good, magic stone, protection
fromi |:|r|s,]_ slay JII'}IFL, soften earth and stone ~J'I||-'|' stones, stone tJtlI’"l'.
staneskn, summon monster 1X (as evil spell anly), unholy awrm, unholy
blight, wail of the banshee, wall of stone

Assassin Spells/Day: §/4/4/3; save DC

19 4 -'p-r” level

Other Divine Powers

As a greater deity, Hades automarically receives the best possible
result on any die roll he makes (including artack rolls, damage,
checks, and saves). He is immortal

Senses: Hades can see, hear, touch, and smell at a distance of
seventeen miles. As a standard action, he can perceive anything
within seventeen miles of his worshipers, holy sites, objects, or any
location where one of his titles or name was spoken in the last
hour. He can extend his senses to up to twenty locations at once
He can block the sensing power of deities of his rank or lower at up

to two remote locarions at once for 17 hours

Portfolio Sense: Hades senses any death sevenreen weeks
before it happens and retains the sensation for seventeen weeks
after the evenr occurs

Automatic Actions: Hades can use I".mm‘]t-ulgv larcanaj,

ec F_l' l[hl' Pl.i]'ll""- a5 a ll—(‘l' ACTION
if the DC for the task is 30 or lower. |
|_11'|.1I.I'lll'il-'l‘|_r \I'|l'” oar L]Li[ll.]“'l pL!\'.'l_'r lhil[ not a .‘Gi]lll'l'l[ ll]\"l]lL’ ;ll:'ll

Ix'nn\'.'|c'dl_n" !1'v!1_|4'.u]1 ), or Know

¢ also can use any death-

ity) as a lree action. He can p:'ri'urln up to twenty such free

actions each I'ULIi]LI

Create Magic Items: Hades can create any magic weapon,
as well as items that can pnhllll't' death ettects "-\LJL'll as a mashk of
the sleull.

Avatars

Hades’s avatar rides a chariot drawn by giant horses or nightmares
He sends it into the word primarily to claim the souls of heroes
who dety death

9 Avatar of Hades: As Hades except divine rank 8; AC 56
(touch 35, Aat-footed 56); Atk +73/+6B/+63/+58 melee (2d8+39
plus 2d6 unholy/19-20, Huge +5 unholy bastard sword) or spell +63
melee touch or +56 ranged touch; SQ DR 43/+4, fire resistance 28

no fast healing, SR 40, divine aura (800 ft., DC 27}); SV Fort +36, Ref

+29, Will +30; all skill modifiers reduced by 9

Salient Divine Abilities: Alter Reality, Alter Size, Annihilating
Strike, Divine Blast, Divine Shie
sword), Divine Weapon h]u'uull?:lllul-. (bastard sword), Hand of
Death, Know Death, Life and Death

Spell-Like Abilities: Caster
-.|,‘('|l

d, Divine Weapon Focus {bastard

evel 18th; saving throw DC 27 4

l'\'l'!

HECATE

Goddess of the Dark of the Moon, Goddess of the Crossways,
Dread Goddess of Nr!.llllf

Intermediate God

Symbol: Setting moon

Home Plane: Olympus

Alignment: Neurral evil

Portfolio: Moon, magic, abundance, undead

Worshipers: Wizards, sorcerers, assassins,
hunters, rogues

Cleric Alignments: CE, LE, NE

Domains: Creation, Evil, Knowledge, Magic

Favored Weapon: Dagger

Deity of the moon, magic, and plenty, Hecate (hek-ah-tee) is
both feared and revered. Her true form is that of a woman with
three heads. However, she can appear in any form she likes, and
\hp most olten appears as a ]‘Iu:ull]l.Ll] womaan \\'J[h IIJSTI'HI:I\. il.‘!]'-}i
hair. She is known as the provider of food, riches, and other
desirable things, and as a defender of children She also is an
'_m[rp.;'ml;'m and ¢ apricious deity who wanders the ngh! with a
_n.].'|-; of hell hounds, which she sets on anyone she finds travel-
ing about

Dogma

Hecate is the patron ol those who work dark magic and those who
would work magic for gain, She promotes the use of H}‘L"L‘i and
magic 1ems, and [l‘”\. J'It‘l' followers thar magic is [hr L«.:“, that
unlocks wealth, powet, and all desirable things

She preaches the joys of abundance, but warns against the tolly
of waste. Any good reaper or hunter, she says, leaves a few seeds
and a few fauns for next year

Clergy and Temples
Hecate has few clerics, and most of those are cleric/wizards or
cleric/sorcerers. They prefer blue-white garb (the color of
moonlight). Her clerics usually work in solitude, performing
magical research, making items, and searching our legendary

treasures. They form cells of cultists to pursue their schemes on

alarger scale.

I|_'|s}]1|L’C to Hecate serve as bases and sanctuaries for her clerics
They are always well hidden, often located in depths of dark,
forests and guarded by undead

hauntec

HECATEL

Wizard 20/Cleric 20

Large Outsider

Divine Rank: 11

Hit Dice: 20d8+140 (outsider) plus 20d4+140 (Wiz) plus 20d8+140
(Clr) H.’l‘h]rl

Initiative: +13 (+9 Dex, +4 Improved Initiative

Speed: 80 b

AC: 63 (-1 size, +9 Dex, +11 divine, +24 natural, +10 deflection)

Attacks: Small +5 ghost touch keen unholy dagger +65/+60/+55/+50
meles; or .\].'H.'" +59 melee touch or +61 ranged touch

Damage: Small +5 ghosl touch keen unholy dagger 1d64+12/15-20; or
by :~|.‘l'||

Face/Reach: 5 fr. by 5 fr./10 fi

Special Attacks: Rebuke undead 13/day, domain powers, salient
divine abilities, spell-like abilities

Special Qualities: Divine immunities, DR 46/+4, fire resistance
31, spontaneous casting of divine spel

s, understand rpulllﬁ.
and read all languages and speak directly to all beings within
11 miles, remote communication, godly realm, teleport withoul
ervor at will, plane shift at will, familiar (dogs), SR 63, divine aura
{1,100 fr., DC 31).




Saves: Fort +50, Ref +52, Will +54

Abilities: Str 24, Dex 28, Con 25, Int 45,
Wis 29, Cha 30

Skills*: Alchemy +85, Balance +22,
Bluff +44, Concenrration +81,
Diplomacy +55,
+54, Heal +24, Hide +76
Intimidate +23, Jump
+22, Knowledge (arcana)
+91, Knowledge (geog-
raphy) +68, Knowledge
(history) +68, Knowledge
(nature) +74, Knowledge
(religion] +91, Knowledge
(the planes) +78, Knowl
edge (undead) +91, Listen
+68, Move Silently +53,
Profession (herbalist) +77,
Scry 491, Search +61,
Sense Motive +64, Spell-
craft +91, Spot +68, Swim
141, Tumble +53, Wilderness
Lore +53. "Always receives a 20
on L'Il:‘i'l-\‘-

Feats: Brew Potion, Combat Casting,

Disguise

Combat Reflexes, Craft Wand,
Craft Wondrous Item, Empower
Spell, Enlarge Spell, Eschew

Materials, Extend Spell, Forge Ring,
Greater Spell Penetrarion, Heighten
Spell, Improved Critical (dagger),
Improved Initiative, Maximize Spell,
Persistent Spell, Quicken Spell,
Scribe Scroll, Silent Spell, Spell
Penetration, Still Spell, Track, Weapon
Finesse (dagger), Weapon Focus (dagger),
Widen Spell

Tlixs: by S. Wood

Divine Immunities: Ability damage, abiliry
drain, acid, cold, death effects, disease, disintegrarion,
electricity, energy drain, mind-affecting effects, paral-
¥sis, polson, 'i]l'l']l. stunning, ransmutaton, lImprison
ment, banishment

Salient Divine Abilities: Alrer Reality, Alter Size, Alter
Form, Arcane Mastery, Avatar, Control Creatures (undead),
Dark Celerityt, Divine Blast, Divine Shield, Divine Hpr||(_|-.|
ing, Extra Domain (Knowledge), Increased Spell Resistance,

Shapechange, Spontaneous Wizard Spells. TUnique ability,
described below
Domain Powers: Cast conjuration (creation) -.p:-”s at +2
caster level; cast evil spells at +1 caster level, cast divination spells
at +1 caster level; use hpr” -L'UInp!l'llLJn and -i‘ll'” migger devices
as Wiz30
Spell-Like Abilities: Hecate uses these abilities as a 21st
level caster, excepr for evil spells and divination spells, which
she uses as a 22nd-level caster, and conjuration (creation)
spells, which she uses as a 23rd-level caster. The save DCs are 31
+ spell level. Antimagic field, blasphemy, clarraudience/clairvoyance,
create food and water, create undead, create water, desecrate, detect
secret doors, delecl Tfln'lllﬂjrh. discern location, dispel good, .fl\||||‘| magic,
divination, find the path, foresight, genesis, heroes' feast, identify,
imbue with spell ability, legend love, magic civele against good, major
crealion, nunor creation, minor image, Mordenkainen's _]r\fuu. fiom,
Nystul's undetectable aura, I|I|'Ir||.lr||'r|f image, profection from ,L'l"f'lll-
prolection fram spells, spell vesistance, spell lurning, summon monster
. IX (as evil spell only), true creation, true Seeing, unholy aura,
unholy blight

Cleric Spells/Day: 6/9/8/8/8/8/6/6/6/6;
base DC = 19 + spell level

Wizard Spells/Day (Levels 0-17)
4/9/8/8/8/8/7/7/7/7/3
3/3/3/2/2/2/2; base DC

=27 + spell level
Dark Celerity
(unique salient
divine ability): A
night, any spell Hecate
casts is considered
quickened, regard
its normal
casting time. She can cast
only one such quick
ened spell each round.
Possessions:
Hecate’s dogger 1s a +5 ghost
touch keen unholy dagger
Whenever Hecate hits a

less of

mortal with her dagger, she
can take control of that mortal
Just as ~|||.|' can take control of
creature. This
power works like Hecate's

an l]l]Lll‘L]LI

Control Creatures (undead
salient divine ability, Any
mortal she controls counts
against the number of undead
creatures she can control.

Other Divine Powers
As an intermediate deiry, Hecate
automatically receives a die result
of 20 on any l'hl’l'l{.. HhL‘ reatsalona
saving throw or attack roll normally
and not as an automatic failure. She is
immortal
Senses: Hecate can see, hear, touch, and
smell ar a distance of eleven miles. As a standard
action, she can perceive anything within eleven miles
of her \%’1?!'*]11[1:‘15. holy sites, objects, or any location
where one of her titles or name was spoken in the last hour.
She can extend her senses to up to ten locarions at once. She can
block the sensing power of deities of her rank or lower at up 10 two
remote locations at once for 11 hours
Portfolio Sense: Hecate senses the casting of any spell, the
creation of any undead crearure, and the destrucrion of any
undead crearure the instant it happens, provided that it happens
at night, She retains the sensation for eleven weeks after the event
occurs. She is likewise aware of the exact instant the moon rises
Or sets.
Automatic Actions: Hecate can use Alchemy, Knowledge
arcana), Knowledge (geography), Knowledge (history), Knowledge
(nature), Knowledge (religion), Knowledge (the planes), Knowl
edge (undead), Profession (herbalist), or Spellcraft as a free
action if the DC for the rask is 25 or lower. Hecate can perform
lIP o en 'GilL']l Iree actions 1‘.1("1 Tt I:Jntl
Create Magic Items: Hecate can create any kind of magic
item, as long as the items market price does not exceed 200,000 gp

A
Avatars

Hecate's avatars resemble her preferred form, that of a beauriful
woman with dark hair. She sends her avatars to wander the
night, and occasionally she tells them 1o protect shepherds,
|1r|'||-.~r.\|. or l'ilLllll'L'n. as the whim strikes her. Hell hounds often
accompany her avatars just as they accompany her




9 Avatar of Hecate: As Hecate except divine rank 5; AC 41
(touch 33, flat-foored 32); Atk +59/+54/+49/+44 melee
(1d6+12/18-20, Small +5 ghost louch keen unholy dagger) or spell
+53 melee touch or +55 ranged touch; SQ DR 40/+4, fire resist
ance 25, SR 37, divine aura (500 ft., DC 25); SV Fort +44, Rel +46,
Will +48; all skill modifiers reduced by 6.

Salient Divine Abilities: Alter Size, Alter Form, Dark Celerityf,
Divine Spellcasting, Extra Domain (Knowledge), Increased Spell
Resistance. TUnique ability, described above

Spell-Like Abililies: Caster level 15th; saving throw DC 2
L-;'-1‘” level

5 4

HEPHAESTUS
Workeman of the Immortals, God of = ;

the Forge
Intermediate God
Symbel: Hommer and anvil
Home Plane: ( ‘|\.'l|1|~l|-.

Alignment: Neutral good

Portfolio: Smithing, crafts

Worshipers: Dwarves, artisans,
highters

Cleric Alignments: LG, LN, NG

Domains: Artifice, Communiry,
Earth, Fire, Good {

Favored Weapon: Warhammer '

The god of blacksmithing, fire, and crafis, Hephaestus (hef-fay
stuss), usually appears as a tall, bearded giant with a club foor and
a hunchback. Among the comely gods of Olympus, enly he is
ugly. 1t is said that his mother, Hera, tried to cast him out. If so,
that must have been in the distant past. Hephaestus is highly
honored among the gods as their armorer and smith, Bards' rales
say that volcanoes mark the sites of his forges

Hephaestus is a patron of all the civilized arts, though smiths
are his ~.|1._-J_'[;1] L!Llr!_EL'S He is married to .f\p]llmljl:' bur secretly
loves Athena, who either does not notice or does not deign o
acknowledge his affection,

Dogma
Hephaestus is a peaceful deity who teaches the value of hard labor,
honesty, dependability. He emphasizes loyalty to family and ro
whomever else loyalry is due: superiors, just rules, and elders most of
all. He encourages his followers to tackle their plui"lﬂni with VIgor
ind persistence, like smiths hammering bits of metal into more
desirable shapes

Clergy and Temples
Clerics of Hephaestus are charged with maintaining civic life
Chey perform a wide range of public ceremonies, most impor-
[_1|1[|_\' u'.’lrnmmg children into family and communiry. They also
see 1o educ atmg the young ant] l‘\])l‘l'li]lh' [0 frining apprentice
smiths and other crafrworkers.

Every [q_'l'l]pll,‘ or shrine of ]Ir]1h.1(‘s|||- a fire that is |u'p| per
p('[ll\t]lk' lit, and most include a smithy or other wor k.uhup. Hos
tels and sancruaries |.l|l [l‘w ||||[-ll'm and the |1.|r|.l|u'.l|.1|1|'\| are also
common

HEPHAESTUS

[-'ighll_'r 15 /Cleric 12/Expert 8

Large Outsider (Good)

Divine Rank: 15

Hit Dice: 20d8+180 (outsider) plus 15d10+135 (Fir) plus 12d8+108
Clr) plus 8d6+72 (Exp) (879 hp)

Initiative: +12 (+8 Dex, +4 Improved Initiative

Speed: 60 f1

AC: 69 (—1 size, +8 Dex, +15 divine, +28 natural, +9 deflection)

Attacks: Huge +5 flaming burst warhammer +80/+758/470/465
melee; or spell +74 melee ouch or +62 ranged touch

Damage: Huge +5 flamung burst warhammer 2d8437/19-20/%3; or
by spell

Face/Reach: s ft. by 5 ft./10 fi

Special Artacks: Turn undead 12/day, domain powers, salient
divine abilities, \}:l'il-Jlkl' abiliries

5[1r£i..11 Qualities: Divine immunities, fire immunity, DR
50/+4, spontaneous casting of divine spells, understand,
speak, and read all languages and speak directly 1o all beings
within 15 miles, remote communication, godly vealm, teleport
without ervor at will, plane shift ar will, SR 47, divine aura (1,500
fr., DC 34.

Saves: Fort +56, Rel +55, Will +56.

Abilities: Str 51, Dex 27, Con 28, Int 30, Wis 29, Cha 29,

Skills®: Appraise +36, Concentration +39, Craft (armorsmithing)
+85, Craft (bowmaking) +83, Craft (metalworking) +79, Crafi
{weaponsmithing) +85, Diplomacy +41, Hide +19, Knowledge

{arcana} +30, Knowledge (architecture and engineering) +78,
Knnwlr-ligu‘ |'l|_l|uu_|.:1'.|p|n- +76, Knowledge (nature) +56,
I\'lum'lnlj_n- (religion) +64, Knowledge (the |1I.IJH"\: +48, Listen
+56, Profession (miner) +82, Scry +40, Search +57, Sense Motive
447 \|,\1‘]|1 raft +51, Spot +56, Use Magic Device +55, Use Rope
+41. *Always receives a 20 on checks.

Feats: Blind-Fight, Cleave, Craft Wondrous Item, Divine Might,
Ih.-d_qu. Energy Substitution [fire), I-.\'p:-rns':', Great Cleave,
Hold the Line, Improved Bull Rush, Improved Critical (war
hammer), Improved Disarm, Improved Grapple, Improved
Initiative, Improved Sunder, Improved Unarmed Strike,
Knock-Down, Power Artack, Power Critical (warhammer),
Skill Focus (Craft [armorsmithing]), Skill Focus (Craft [metal
working]), Skill Focus (Craft [weaponsmithing]), Sunder,
Superior Expertise, Weapon Focus (warhammer), Weapon

Specialization (warhammer)

Divine Immunities: Ability damage, ability drain, acid, cold
death effects, disease, disintegration, electricity, energy drain
mind-affecting effects, paralysis, poison, deep, stunning, transmuta-
non, Imprisonment, |"‘.N'|]"5hml'|'|f

Salient Divine Abilities: Alter Form, Alier Reality, Alter Size,
Annihilating Strike, Area Divine Shield, Avatar, Craft Artifact,
Create Greater Object, Create Object, Divine Blast, Divine Cre-
ation, Divine Fire Mastery, Divine Shield, Energy Storm (fire),
Extra Domain (Community), Extra Domain (Good), Irresistible
Blows (warhammer), Master Crafter

Domain Powers: Cast conjuration (creation | ‘-}‘I‘HH atl +1 caster
level; 15/day use calm emotions; 15/day turn or destroy air creatures,
or rebuke or command earth creatures; 15/day turn or destroy
water creatures, or rebuke or command fire creatures; cast good
‘Gi‘i'“\ at +1 caster level

Spell-Like Abilities: Hephaestus uses these abilities as a
25th-level caster, except for conjuration (creation) spells and
good ‘-'Fl'”.‘i. which he uses as a 26th-level caster. The save DCs
are 34 + spell level. Aid, animate rope, blade barrier, bless, burning
hands, dispel evil, carthquake, elemental swarm (as earth or fire spell
only), fire seeds, five shield, fire storm, hardening®, heroes' feast, holy
atira, holy smite, holy word, incendiary cloud, iron body, magic circle
against evil, magic stone, major creation, mass heal, minor creation, fab-
vicate, mivacle, prayer, prismaltic spheve, produce flame, protection from
evil, Rary's telepathic bond, refuge, resist elements, shield other, soften
carth and stone, spike stones, status, stone shape, sloneskin, swmmon
monster LX (as gnml -]1;-|] only), true creation™, wall of fire, wall of
store, wood shape,

Cleric Spells/Day: 6/9/7/7/6/6/4; base DC = 19 + spell level
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Other Divine Powers
As an intermediate deity, Hephaestus automatically receives a die
result of 20 on any check. He treats a 1 on a saving throw or atrack
roll narmally and not as an automaric failure. He is immortal

Senses: Hephaestus can see, hear, touch, and smell at a distance

of fifteen miles, l|t'|‘|l.|z“~':u~ sees vquu“v well in full l[,|\'|,_-_l_l:| o1
[l'[.il LlLli'Ll'lL"u‘- ,\‘1 i .‘G[.H‘Id.lhi acnon, hL' can I‘('['\'I'i\'l' _|'|'|\'[h||'|!‘_

Wil

iin fifteen miles of his worshipers, holy sites, objects, or any
location where one of his titles or name was '-pul\l'll in the last
hour. He can extend his senses 1o Lup to ten locations ar once. He
can block the sensing power of deities of his rank or lower at up to
two remote locations at once for 15 hours

Portfolio Sense: Hep

1aesTus |'L[-Jl]\\"| \.\'|11'|'| any I.Ilr' SLAarts or
when anyone uses a craft skill instant it happens and rerains
the sensartion for fifteen weeks afrer

[}
Any living fire
but not a fire
creature

can be

1€ éveént OCCurs.

Hlius. by A. Swekel & D. Cramer

the focus for Hephaestus's remaote sense and remote communica-
tion power

Automatic Actions: Hephaestus can use Craft larmor-
smithing
(weaponsmithing), Knowledge (arcana), Knowledge (architecture

Craht f|.‘|pu'|1l.l|unjl,.. Craft iITll'I.J]'.\'LH'l'CIﬂ}_"I. Cralt

and engineering), Knowledge (geography), Knowlec
Knowledge (religion), Knowledge (the planes), or Profession
(miner) as a free action if the DC for the task is 25 or lower. He can
perform up 1o ten such free actions each round.
Create Magic ltems: Hephaestus can create meta

Be L nature ),

Armaor, any
weapon, metal items such as rings, and tools such as a mattock of
the titans, as long as the item's market price does not exceed
200,000 gp.

Avatars

Hephaestus's avatars usually appear as muscular human males with
shaggy, black hair, untrimmed beards, and some kind of physical
deformity. He sends them 1o observe volcanic er uptions | he often
helps evacuate people living nearby). Other avatars wirness or
assist with epic feats of smithing

# Avatar of Hephaestus: As Hephaesius except divine rank
7y Medium-size outsider (good); Spd 40 fr.; AC 53 (touch 33, {lar-
footed 45); Atk +72/+67/+62/+57 melee (1d&

flanming burst veturning warhammer) or spe

37/ X3, Large +5

l +66 melee rouch or
+54 ranged rouch; SQ DR 42/+4, SR 39, divine aura (700 ft., D(C
26); SV Forr +48, Ref + 47, Will +48; all skill modifiers reduced
by &

Salent Divine Abilities: Alter Form, Alter Size, Area Divine
Shield, Create Object, Divine Fire Mastery, Divine Shield, Extra
Domain (Community), Extra Domain (Good), Master Crafter

Spell-Like Abilities: Caster level 17th; saving throw DC 26 4
spell level

HERA

Protectress, Bride, Flowery Hem
Greater Deity

Symbol: Fan of ; @ L
pea ock feathers i AN '\L v

Home Plane: L"Il]ympnst_

Alignment: Neutral

Portfolio: Marriage,

women, intrigue
Worshipers: Women, wives,
spies, planners

Cleric Alignments: CN, LN, N, NE, NG

Domains: Communirty, Nobility, Protection,

Trickery

Favored Weapon: Light mace

[he queen of the Olympian deities, Hera (hair-ah) appears as a tall
and noble woman. She is patron of marriage burt also of jealous
wives, for her marniage to Zeus is anything but a mode] of fideliry
In her jealousy over Zeus's many dalliances with other goddesses
and mortal women, Hera has often acted violently, She conspired
with the Titans to have Zagreus killed (see Orphic Mysteries in the
Dionysus entry), tricked Dionysus's mortal mother Semele to
cause her own doom, and tried to harm Hercules throughout his
mortal life

Hera is one of the six children of the Titans Cronus and Rhea
and is thus Zeus's sister as well as his wife. She fought valiantly
against the Titans at Zeus's side, but her importance has waned

with every new deity or hero that Zeus sires with someone else

Hera advocates looking out for number one, and she is not shy

abour advocaring underhanded means 1o accomplish one's goals




She is a sneak, a spy, and a plotter, and
many of her followers are proud to be
the same. Power, she says, is never freely
given—it must be taken. Although Hera
has some definite leanings toward evil
she has many good-aligned followers and
clerics who emphasize her more positive
aspects as a protective and nurturing
deity. She is also the patron of nobility
and government

Clergy and Temples

Hera's clerics wear blue or purple
tunics. They preside at weddings, typi
cally offering stern admonitions to the
bridegroom to remain faithful to his
new wite. They also officiate ar cere
monies installing elected officials or
crowning kings

Hera has grand temples located in
major cities, but she is not very popular
elsewhere.

HERA
Rogue 20/Wizard 20
Large Outsider
Divine Rank: 16
Hit Dice: 20d8+180 (outsider) plus
20d6+180 (Rog) plus 20d4+180 (Wiz
(900 hp)
Initiative: +11
Speed: 80 f1
AC: 81 (-1 size, +11 Dex, +16 divine, +29
natural, +16 deflection
Attacks": Large +5 thundering heavy mace
+73/+68/+63/+58 melee; or spell +67
melee touch or +66 ranged touch
Always receives a 20 on atrtack rolls;
roll die to check for critical hit.
Damage®: Large +5 thundering heavy mace
2d6+23; or by spell *Always does maxi-
mum Li;lm.lgv \mace 35 points)
Face/Reach: 5 ft. by 5 fr./10 f.
Special Attacks: Domain powers, salient divine abilities, sneak
attack +10dé (60 points}, b.!_lf"-ll]-&c abiliries
Special Qualities: Divine immunities, DR §1/+4, fire resistacne
16, fast healing 36, understand, speak, and read all languages
and speak directly to all beings within 16 miles, remote
communication, godly realm, teleport without ervor at will, plane
shift ar will, familiar (peacocks), crippling strike, defensive
roll, improved evasion, opportunist, traps, uncanny dodge
(cannot be flanked, +4 against traps), SR 48, divine aura (16
miles, DC 42),
Saves®: Fort +57, Ref +59, Will +58. ®Always receives a 20 on saves.
Abiliries: Str 35, Dex 32, Con 29, Int 27, Wis 27, Cha 43.
Skills*; Alchemy +44, Bluff +82, Concentration +65, Crafi
(weaving) +64, ['!lpium.i. v 488, Disable Device +44, Disguise
72, Escape Artist +67, Forgery +44, Gather Information
+72, Hide +63, Ilnnuendo +66, Intimidate +74, Knowledge
tarcana) +64, Knowledge (nobility and rovalty) +a64, Knowl-
edge (religion) +64, Listen +64, Move Silently +67, Open
Lock +47, Pick Pocker +49, Read Lips +44, Scry +44, Search
+44, Sense Motive +44, Spelleraft +44. *Always receives a 20
on checks.
Feats: Brew Potion, Craft Rod, Craflt Wondrous lrem, Dodge,
Empower Spell, Enlarge Spell, Eschew Marerials, Expertise,
Forge Ring, Greater Spell Penetration, Heighten Spell, Iron

Will, Jack of All Trades, Mobility, Persistent Spell, Power Artack,
Quicken Spell, Scribe Scroll, Silent Spell, Skill Focus (Diplo
macy), Spell Mastery, Spell Penetration, Spring Attack, Still
Spell, Weapon Focus (heavy mace).

Divine Immunities: Ability damage, ability dramn, acid, cold,
death effects, disease, Liihlllluguljun. electricity, energy drain,
mind-affecting effects, paralysis, poison, sleep, stunning, trans-
mutaton, imprisonment, banishment.

Salient Divine Abilities: Alter Form, Alter Reality, Alrer
Size, Annihilating Strike, Arcane Mastery, Auromatic Meta
magic (extend wizard spells), Avarar, Divine Blast, Divine
Dodge, Divine Fast Healing, Divine Rogue, Divine Shield, Di
vine Strike, Energy Burst (sonic), Extra Domain (Protection),
Extra Sense Enhancement (hearing), Extra Sense Enhance-
ment (sight), Know Secrets, Lay Curse, Shapechange, True
Shapechange.

Domain Powers: 16/day use calm emotions; 16/day inspire
allies (+2 morale bonus for 16 rounds); te/day protective ward
(touched subject gains +16 resistance bonus on next saving throw,
maximum duration 1 hour)

S]m]]-l,ikc Abilities: Hera uses these abilities as a 26th-level
caster. The save DCs are 42 + spell level. Antimagic field, bless,
change self; confusion, demand, discern lies, divine favor, enthrall, false

L

~
B
B
3
fr
g




viston, geas/quest, greater commund, hevoes' feast, tnvisibility, magic vest-

menl, mass heal, mind blank, miracle, niislead, nondetection, palymorph

any object, prayer, prismatic spheve, protection from elements, Rary's tel
pathie bond, vefuge, repulsion, sanctuary, screen, shield othey, spell immu
nity, spell vesistance, status, storm of vengeance, lime slop,

Wizard Spells/Day: 4/6/6/6/6/5/5/5/5/4; base DC = 18 +
"\I'll'll .lt'\-l'l

Other Divine Powers
As a greater deity, Hera automatically receives the best possible
result on any die roll she makes (including attack rolls, damage,
checks, and saves). She is immortal
Senses: Hera can see, touch, and smell at a distance of sixteen
miles, and she can hear at a distance of thirty-two miles. She can
also see [I[i['L\LI_-_',Il 160 feet of solid objects. As a standard action,

she can perceive anything within sixteen miles of her wor-

shipers, holy sites, objects, or any location where one of her

r”ll"'; or name '-\-'nl""[‘1‘lil'|'l In !l'l(' |_I‘1| |]||l|| k111‘\_1“ &
extend her senses to up o twenty locations at once, <5z
t‘l'“-' can |1l|‘;-l\' ‘hl' "!l‘lt'\'lhj'. power ol lh'l'll!"; ol IH']
rank or lower ar up to rwo remote locations at 1§
once for 16 hours.

Portfolio Sense: Hera is aware of every
marriage that rakes place, and knows
whenever a husband cheats on his
wife. The exception is her own
husband, whose actions do
not register against her
portiolio powers. Hera is

‘E: aware of these events six
2 teen weeks before I'hl."y
© occur, and retains the sensa
(=]

‘r tion for sixteen weeks after
Hg they happen

‘%‘ Automatic Actions:
& Hera can use any Charisma
'ﬁ or |n[l‘|!L|._L'I snce-related skill
' as a free action if the DC
é for the task is 30

] or lower. To Z

use a skill as a
tree action, Hera
must have ranks
n the skill, or the
skill must be usable
untrained. Hera can-

not do anything as a
free action if the rask
would be a move action or
part of a move action. She
can perform up to twenty
such free actions in a round
Create Magic Items: Hera
can create any magic item
whose use involves scrying o

stealth, such as a crystal ball or a
robe of .l‘.ll.'nlfl'“.L'.

Avatars

Hera sends her avatar to Spy on
Zeus's avarars, to punish her
mortal and immortal rivals, and
to harry or kill Zeus's illegiti
mate children. The avatar usually
appears as a human woman

- P Avatar of Hera: As |

except divine rank 8; AC 65 (touch 44, flar-foored

65); Atk +65/+60/+55/+50 melee (1d8+23, +5 thundering heawy
mace); or spell +59 melee touch or +58 ranged rouch; SQ DR
$3/+4, fire resistance 28, no fast healing, SR 40, divine aura
(80D fr., DC 34); SV Fort +49, Ref +51, Will +50; all skill modi
fiers reduced by 8

Salient Divine Abilities: Alter Form, Alter Size, Arcane Mastery,
Automatic Metamagic (extend wizard spells), Divine Blast,
Divine Shield, Extra Domain (Protection), Extra Sense
Enhancement hearing), Extra Sense Enhancement \IIL:|I|I
‘}El.l]':'t |1.|t|.1'_L‘
Spell-Like Abilities: Caster level 18th; saving throw DC 34

spell level

HERCUILES

-
= Home Plane: Olympus

"-‘ M

Demigod
Symbol: Lion's head

b Alignment: Chaotic good
Portfolio: Strength, adventure
Worshipers: Fighters, athletes

Clerie Alignments: CG, LG, NG

Domains: Chaos, Luck,

- Y Strength

" Favored Weapon: ( sreatclub

Hercules (herk-you-lees), god of strength
appears as a large, muscular man with a
tangled beard. He wears a lion's skin and
CArries a4 massive ¢ |l_l'|
Hercules is the son of Zeus, born to a
mortal mother, and he had 1o earn his
Way [n_l_',llL”‘l-.‘L'lLi Asan .I'~L'l'|'|ill'iJ |I1lllr.i|
Hercules does not have outsider Hii
Dice as other members of ihl' |‘.i|i||]|-|1n
do.} During his mortal existence, he was
impulsive and hedonistic, liable to do or
attempt almost any
thing just for the fun
of it. He was also
infamous for his
temper, and the
slightest insult
or affront was
rlH.’iJ.L',h o pro
voke him. He

was always
deeply remorse
ful afterward,

especially when
he overreacted

Since attalning
_|._§|~liJl|1lH| Hercules
has shown more
réstraint, [jlc!llgl‘l he is

1
still very proua and more

than a lintle vain. If rricke
swindled, or lied to, Hercules

ks revenge even if it takes

SEe.

|ll]‘l'l VEars (o get éven

Dogma

Hercules expects his followers to
keep fit and to rely on their physical
prowess 1o overcome any difficulties they might
encounter. If there's one thing thar impresses Hercules, it's

confidence




He promotes physical challenges as a method for resolving dis

putes among his followers. Such challenges might include
W :'l"‘-|||n_|f 1]1.|’L11i'.‘ l'l:'l\'fL't'” wo !‘l'L\p]l' h.l\'“):_'_ an argument, or
longer quests in which people attempt to perform a series of daunt
ing tasks. While a mortal, Hercules himself once completed o

series of twelve great tasks as a penance after flying into a rage

Clergy and Temples
Clerics of Hercules believe in swift action, and they disdain
intricate planning or long debates. They spend their time keeping
fit and helping others do the same. They also organize athleric
events and other physical contests. They often try to outdo each

other by undergoing long and demanding quesis

I‘-mplm to Hercules tend to be spacious and airy. They always

include at least one gymnasium and usually extensive baths. They

1nviari [‘

HERCULES

20/

y have adjoining tields tor athletic competitions

Barbaria 'ighl::'r 20

Medium-Size Outsider (Chaotic, Good)

Divine Rank: 5

Hit Dice: 20d12+180 (Bbn) plus 20d10+180 (Frr) (800 hp)

Initiative: +11 (+7 Dex, +4 Improved Initiative

Speed: 70 [i

AC: 44 (47 Dex
deflection

Artacks:
distance composite longbow (+4 Str bonus) with +5 arrows
+53/+48/443/+38 [;mguliz 01 .~;pu|| +57 melee ouch or +42

+% divine, +5 natural, +10 Nemian lion skin, +7

¢5 greatelub +67/+62/+57/452 melee; or +§ mighty

ranged touch
Damage: +5 grealelub 1d10451,/19 ;
longbow (+4 Sir bonus) with +5 arrows 1d8+14/x3; or by spell
Face/Reach: 5 fr by s fr./5
Special Attacks: Domain powers, salient divine abilities, spell-like

20; +5 mighty distance composite

abilities.
_N'prl:inl Qu:l]itil's: Divine immunities, DR 40/+4 (4/—), Iire resist
ance 25, understand, speak, and read all languages and speak

directly to all |\r|n,.:-\ within 15 miles, remote communication,
godly realm, teleport without ervor at will, fast movement, uncanny
dodge (cannot be flanked, +4 against traps), SR 37, divine aura
(50 fr., DC 22).

Saves: Fort +36, Ref +28, Will +26

Abilities: Str 55, Dex 25, Con 28, Int 20, Wis 21, Cha 24

Skills: Balance +14, Climb 470, Escape Arrist +22, Handle
Animal +50, Intimidate +35, Inruit Direction +26, Jump +72,
Listen +40, Ride (horse ) +49, Sense Motive +13, Spot +17, Swim +69,
Tumble +21, Wilderness Lore +33.

Feats: Alertness, Blind-Fight, Blindsight 5-fr. Radius, Cleave,
Combar Reflexes, Divine Might, Dodge, Expertise, Far Shot
Great Cleave, Improved Bull Rush, Improved Crirical (great
cli Initiative, Improved Trip,
Improved L narmed Strike, Knock-Down, Mobility, Point Blank

Improved Grapple, Improvec

Shot, Power Attack, Precise Shot, Rapid Shot, Shot on the Run,
Spring Attack, Sunder, Superior Expertise, Track, Weapon
Focus (greatclub), Weapon Focus (composite longbow)
Weapon Specialization (greatclub), Whirlwind Artack.

Divine Immunities: Ability damage, ability drain, acid,
cold, death elfects, disease, disintegration, electricity, energy
drain, mind-affecting effects, paralysis, poison, sleep, stunning,
fransmutanion

Salient Divine Abilities: Alter Size, Divine Rage, Divine
Weapon Focus (greatclub), Divine Weapon Specialization (great
club), Indomitable Strength.

Domain Powers: 5/day reroll a die roll once after it is made;
lancement bonus to Str for 1

5/day feat of strength (+5 en
round

5: Hercules uses these abilities as a 15th-

Spell-Like Abilitie
level caster. The save DCs are 22 + spell level. Animate objects, Bighy's
clenched fist, Bighy's erushing hand, Bighy's grasping hand, break enchan-
ment, bull's strength, chaos hammery, cloak of chaos, dispel law, endure
elements, enlropi shield, freedom of movement, holy aura, magic crrele
agarnst evil, magu airele agamst law, magic vestment, miuracle, mislead
protechm from elemenls, protection from L, ||_._'J|r.'ur|» mr_ul]l. shatler,
spell immunity, spell urning, stoneskin, summon monsler 1X (as chaos
spell only), word of chaos

Divine Rage: The following changes are in effect as long as Her-
cules rages: AC 39; hp 1,000; attacks +72/+67/+462/+57 melee
(1d10+56/19-20, +5 greatclub); SQ Fire resistance 35, SR 47; 5V Fort
+41, Will +31; Str 65, Con 38; Climb 475, Jump +77, Swim +74, His
s times per day, it lasts for 1 hour (or until ended),

rage can be use

and he is not winded afrerward

Possessions: Hercules wears the skin of the Nemian lion, a leg
endary beast whose skin was impervious to cutting or piercing
The skin serves as a cloak. In |‘l'u\.‘|t|l'~| the wearera +10 armor htll'lllﬁ
ashing

and reduces damage the wearer takes from piercing or s
weapons by hall
Caster Level: 20th; Weight: 2 [b

Other Divine Powers

As a demigod, Hercules treats a 1 on an attack roll or saving throw
11l|r1'|1.;”'\' .JHJ NOL as 4an auromaric Llli[lll'. He is l“l]]]Lll-[Jl

Senses: Hercules can see, hear, touch, and smell at a distance of
I-l.\.'l’ miles. As a 1‘.”1il.i1d acnon, hl' can Fl'[L'i'l\L‘ .J|'|'\'|hl]'l!_'I \.\'ll!]l"

five miles of his \\'.'—[Hl]JFH‘TN holy sites, objects, or any location
where one of his titles or name was spoken in the last hour. He can
extend his senses to up to two locations at once. He can block the
sensing power of deities of his rank or lower ar up ro two remote
locations at once for 5 hours

Portfolio Sense: |
tion that involves one thousand or more people, and any out

L‘]'I'Nll'\ 15 aware l?[. any :lfh

eric \'UII'I'P&‘[I'

HIJ[}L{Lll’_L ;]'\.'hll'\ ement of stamina or F"h\:';l-i.'dl Pl‘l'\k'l."“.“- LSLIC h as
climbing a mountain), provided it is known ro at least one
I]‘I(‘Llh.ll]\] PL‘('["I{'
Automatic Action
terity-based skill as a free action if the DC for the rask is 15 or
lower. To use a skill as a free action, Hercules must have ranks
in the skill, or the skill must be usable untrained. Hercu
cannot do anything as a free action if the task would be a move
action or part of a move action. Hercules likewise can perform

» Hercules can use any Strength- or Dex

es

anything that can be accomplished with a simple Strengrh o
Dexterity check as a free action. For example, Hercules could
kick down a door or tie a knot as a free acrion but he could not
jump, climb, or swim as a free action because the latter three
tasks are all move actions. He can perform up to five such free
actions each round

Create Magic Items: Hercules can create simple or martial
magic weapons and nonwritten items that boost physical abilities
(Strength, Dexterity, and Constitution), as long as the item's market

price does not exceed 4,500 gp

The Master Thief, Messenger of the Gods

Intermediate God

Symbol: Caduceus (winged staff with rwe
entwining serpenis) -

Home Plane: Olympus

Alignment: Chaotic good

Portfolio: Travel, trade, theft, gambling,
running

Worshipers: Rogues, illusionists, lravr-h-rsg
merchants, athleres £

Cleric Alignments: CG, CN, NG 5
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[lius. by D. Gaincola

Domains: Chaos, Good, Luck, Travel, Trickery
Favored Weapon: Staf

The deity of travelers, merchants, thieves, gamblers, athletes and
elegant speakers, Hermes (her-meez) appears as a handsome youth
carrying a white caduceus. He wears a winged helm and sandals
He is perhaps the shrewdest and most cunning of all the Olympian
deities; he began his career as a thief before he was a day old by
stealing a herd of cattle from Apollo (who retains a distaste for
thieves to this day)

jU'ogma

Hermes values fair play, so much thar he often sertles disputes
among the Olympians. While he values the wit and daring
1'{'||IIII"|[ o |il'l-|-'|'|'||"]|‘|]'| a difficulr thefr, he frowns upon those
who would steal from anvone who cannot afford the loss. He
urges his followers to be dependable and
prompt, but he despises rediousness and
smiles when something unexpected upsers
the predictable. Hermes abhors idleness. 1
one cannot do anything useful, Hermes
says, the proper thing to do is travel and
hJ\.'l' new l’.‘\:Pl'['ll'ni'{'\.

Clerqy and Temples
Hermes'’s clerics seldom sit still. They're
\i]\\'.i‘r'f\ l"Llh'\.' \\'H]'l '\Ul'l'il'l]'l'il'lj;, or out f]'.'l\'!‘:
ing the world. They are found in a wide vari-
ety of occupations, serving as diplomars,
illllg('.‘\. |l.'ll'|.‘i|.'|[|'l'\', Jl]llnt'\'t'ihl I'I!lt'l'\, SUrvevors,
and explorers.

Wayside shrines to Hermes ave common, but tem-
ples dedicated to Hermes are fairly rare.

HERMES

Rogue 20/Wizard 20

Large Outsider (Chaotic, Good)

Divine Rank: 15

Hit Dice: 20d8+140 (outsider) plus 20d6+140 (Rog) plus
20d4-+140 (Wiz) (780 hp

Initiative: +24, always first
Initiative, Supreme Iniriative

Speed: 120 ft., fly 360 ft. perfect

AC: 82 (~1 size, +20 Dex, +15 divine, +28 natural, +10
deflection)

Attacks: Huge +5 speed holy quarterstaff +64/+64/
+59/+54/449 melee, Huge +§ defending quarterstaff
vhd/+59/+54 melee; or -.|.1:']l +61 melee rouch or +74

+20 Dex, +4 Improved

ranged touch

Damage: Huge +5 speed holy quarterstaff 1d8+12, Huge
+5 defending quarterstaff 1d8+8; or by spell

Face/Reach: 5 fr. by 5 fr./10 ft

Special Artacks: Sneak auack +13ds, crippling
strike, domain powers, salient divine abilities,
k]‘l:‘" like abilities,

Special Qualities: Divine immunities, DR
50/+4, understand, -.]n-;lk. and read all
languages and speak directly to all beings
within 15 miles, remote communica-
tion, godly realm, leleport without error ar
will, plane shift ar will, familiar (birds),
evasion, IHTPI'UL'L‘KI eviasion, [raps,
opportunist, slippery mind,
uncanny dodge (cannot be
flanked, +4 against traps),
SR 47, divine aura (1,500
k., DC 35)

Saves: Fort +54, Ref +67, Will +55.

Abilities: Str 24, Dex 50, Con 24, Int 31, Wis 26, Cha 30

Skills*: Alchemy +45, Appraise +55, Balance +59, Bluff 465,
Concentration +42, Crafr (leatherworking) +45, Diplomacy
83, Disable Device +55, Escape Arrist +55, Gather
Information +45, Hide +65, Intimidate +37, Intuit Direction
+33, Jump +36, Knowledge (arcana) +55, Knowledge (geogra
phy) «65, Knowledge (history) +65, Knowledge (local) +55,
Knowledge (nobility and royalty) +35, Knowledge (religion)
+35, Knowledge (the planes) +65, Listen +55, Move Silently
+85, Open Lock +75, Perform +35, Pick Pocket +79, Profession
I-rl,lndn" +63, Profession (scribe) +63, Scrv +45, Search +55
Sense Motive +53, Spelleraft +45, Spot +45, Tumble +67
Wilderness Lore +43. “Always receives a 20 on checks

Feats: Aleriness, Ambidexterity, Brew Potion, Combat Reflexes,
Craft Rod, Craft Staff, Craft Wand, Craft Wondrous ltem, Dodge,

Empower Spell, Expertise, Fleet of Foot, Greater Two-Weapon
|l_|.',i1[l11]_:. Impt’m-'uu.i Ininative Impluw-Ll I'wo-Weapon
Fighting, Jack of All Trades, Maximize Spell, Mobiliry,

Quick Draw, Quicken Spell, Run, Seribe Scroll, Spring

Artack, Superior Expertise, Two-Weapon Fighting

Divine Immunities: Ability damage, abilirty drain, acid, cold
death eftects, disease Lthl]]il'H['.Jll;.‘ll
electricity, energy drain, mind
attecring ettects, p.u‘.;i\'ﬂn. paison
~|'|'|'i1. stunning, rransmutarion,
Imprisonment, banishment.
Salient Divine Abilities: Alter
Form, Alter Reality, Alrer Size,
Arcane Mastery, Avatar, Divine
Blast, Divine Celerity, Divine
Shield, Divine Dodge, Divine Glib
ness, Divine Rogue, Divine Sneak
Attack, Free Move, Gust of Wind,
Supreme Initiative, Extra Domain
(Good}, Extra Domain (Luck], Spon-
raneous Wizard _\!u‘”-\ T Inique
ability, described below.
Domain Powers: Cast chaos
spells at +1 caster level; cast good
\}1L'i]'~ at +1 caster level l§'1|.i\' reroll a die roll once after it
is made; 15 rounds/day freedom of movement
Spell-Like Abilities: Hermes uses these abili-
ties as a 25th-level caster, except for chaos spells
and good spells, which he uses as a 26th-level
caster. The save DCs are 35 + spell level Aid,
animate objects, astral projection, blade barrier
break enchantment, change self, chaos hammer,
cloale of chaos, confusion, dimension door, dispel evil, dispel law, entropi
shield, expeditious retveal, false vision, find the path, fly, freedom of
movement, holy aura, holy smte, holy word, invisibility, locate object,
mtagic civele agamst evil, magie civele agamst law, mavacle, mislead, non-
detection, phase door, polymorph any object, protection from elements,
protection from ewl, protection from law, sereen, shatter, spell tirming,
summon menster 1X (as chaos or good spell only), teleport without
ervor, tome stop, word of chaos.
Wizard Spells/Day: 4/7
.‘\'PL’“ level,
Gust of Wind (unique salient divine ability): On any round
\'-"hl'l! Hermes takes a move action (or moves as a lree action), I‘u‘

f2/6/6/6/6/5/5/5;: base DC = 20 4

can create a blast of light, moderate, strong, or severe wind that
spreads 150 feet along his path. See Table 3-17: Wind Effects in the
DuncEoN MAsTER'S Guide.

Possessions: Caduceus, a winged srafl entwined with
two serpents, is Hermes's symbol, given to him by Apollo.
It allows him to control animals and beasts as if using the




Control Creatures salient divine ability. This item only funcrions
in the hands of creatures with a divine rank of 0 or higher
Caster Level: 25th; Weight: 8 [b

Other Divine Powers
As an intermediate deiry, Hermes automatically receives a die
result of 20 on any check. He treats a 1 on a saving throw or a
T\‘ll l'llll'l'ﬂ.'lll\' .|ﬂ|l not as an automatic |-.|.'|]||l'1' }kl.' 18 ||'|'|.r|'|l|]'[.|1
Senses: Hermes can see, hear, touch, and smell at a distance of
j‘l[[L‘l'ﬂ ['I'l:ll"-_ Asa ‘-[.InLl.]l'L! acnon ]'Il' can Fl'l'{ elve .]'I'I'p'[l'l.l'['l!! \\'I[hlﬂ

AL I\.

iteen lﬂlll‘H ol hl.‘\' \\'I'I'\'l'llpl'r.‘i. hl‘l\' sites, nli"‘{‘i'l\' ar any ||'l anion
where one of his titles or name was spoken in the last hour. He can
extend his senses to up to ten locarions ar once. He can block the
Sensing power of deities of his rank or lower at up o two remote
locations at once for 15 hours

Portfolio Sense; Hermes senses the beginning or end of any
journey ol 'I]fi'i‘ |'|'|l[l"\ or mornre ||'|l' instant 1l il.ll‘}"l‘l]‘- .Inll. retains
the sensation for fifteen weeks after the event occurs. He likewise
senses any theft, WHRARET, Or negotiaton

Automatic Actions: Hermes can use Craft
(leatherworking}, Disable Device, Knowledge
{arcana), Knowledge (geography), Knowledge
(history), Knowledge (local), Knowledge (nobility
and royalty), Knowledge (religion), Knowledge
the planes), Open Lock, Profession (guide), or
Profession (scribe) as a free action if the DC for
the task is 25 or lower. He can also use Pick
Pocket as a free action (though each such attempr
I'l'{lllll'l"i a l']'ll'l'L'_' I‘il' can |'M'|'III‘!'|'|'I l]l"' o mwen \I.Il']'l
free actions each round.

Create Magic Items: Hermes can create a
magic weapon from a dagger, dart, light
mace, sap, :\hUTth\\'. L'[H‘I‘Ii"n:\iu' HhLlrll"U\‘
Hi'll.ll'f ‘\'\\'Ufhj, l'lli!'lI |1('.'|'|",' mace; Mol |1||1F.'
star, quarterstaff, rapier, or any type of
crosshow as well as any item that con
L'!'.I]'& or L[INH{JI.‘H"‘ ihl' user, 'uLlI.']'I. a5 a
ring of |r|-.-.'-u!‘||'JI1- a robe of |I'|l|'f|-'|.lf|j.:. a
hat of ulu'!_l._'lJ:I.'l' or any i{tem that
involves travel on the same plane
lanything from boots of striding and
springing to a carpet of flying), as long
as the item's marker price does not
exceed 200,000 gp

Avatars
Hermes uses avaiars that look jus
like he does. He generally employs
them to deliver messages for Zeus
.'I'I'Inj T]\i' |'\I|'|l'r Frl';l[l'r L”.\'lﬂ]"‘-.lr.
gods and 1o oversee contests to
ensure fair play.

9 Avatar of Hermes: As Hermes except
divine rank 7; AC 66 (touch 46, flat-footed
66 Atk +56/+56/+51 +46/+41 meles

1d8+12, 45 'i:,’li'l'-'I haly quartersiaff),
+56/+51/+46 melee (1d8+8, +5
defending quarterstaff), or
spell +53 melee touch o
66 ranged rouch; 5Q DI
42/+4, fire resistance 2;
SR 39, divine aura (700 b

DC 27); SV Fort +46, R.

+59, Will +47; all skill modi
fiers reduced by 8. s

Salient Divine  Abilities
Arcane Spell Mastery, Automaric Metamagic

-

(quicken wizard spells), Divine Dodge, Divine Sneak Artack, Extra
Domain (Good), Extra Domain (Luck), Gust of Windf, Sponta
neous Wizard Spells, Supreme Iniriative. ¥Unique abiliry
described above

Spell-Like Abilities: Caster level 17th; saving throw DC 27 4
spell level.

HESTIA

Lesser Deity

H}':nhu]: Hearth
Home Plane: Olympus
Alignment: Neu
Portfolio: Home, hearth, family
“-hr-ihipers: Commoners
Cleric Alignments: CG, LG, NG
Domains: Communiry, Good

al good

Protection
Favored Weapon: Dagger

“In all the temples of
the gods she has
ter share of honoy
and for all mortals
she 1s of all the :\;‘l':l*-'
the most venerated.”
I'he Homeric Hymns

This illustrious position belongs
to an unassuming deity, Hestia
hess-tee-ah). I'hmlgh she is Zeus's
sister and a daughter of Cronus and
Rhea, Hestia is for the most part uninvolved
in ll'll' l]ll.]'l'l'n‘l\ I'Illl“'ll"\I .H]ll [““'.Il'l.hi('.‘i ol l|1l'
other L'P|vmp|;|n deities. Instead, she is con
tent with her position as o house deity, wor
\i]ll,‘l'll \.\'Il]'l ‘-'Il'l'lplﬂ' sac I'l[-lL'l'.\ 1'!\-' 'ull'l'-["ll'
people on tiny home altars,
Hesria appeats as a young woman with
a gleam in her eyes like dancing firelight
She is the firstborn daughter of Cronus and
Rhea, but was the last to emerge from her
father's stomach when Zeus liberared his swa
lowed siblings. Poseidon and Apollo both
courted her, but she spurned them both and
swore an oath to remain a virgin for ever

i l-."nt_{ul.l

| Hestia's faith is a simple one. She teaches the
virtues of home and family life, the sweet rewards
of labor, and the blessings of tood and rest. She
encourages common people to take pleasure in the
gifts of life as they come, giving thanks to the gods
for every earthly blessing

*l.ll'il_llj and "|.'|‘Ill|l|r-".

Hestnas n'll'['l\'\ are ll\ll.]“'f common ]'!L'l\'l'ljl' ,]ﬂll olten
farm the land or carry on a trade in addition to organiz
ing worship of Hestia. Her clerics bless new homes, con

secrate |hl' I‘ll';lr‘ ]1 Jll.lrh l‘l.ll.l.n\.] n nl'."'l\' every |1I?]'nl'_ d n(l
share in family celebrations such as births, birthdays, and
other rites of passage.

Hestia has no temples of her own, but she has a place

of honor in every Olympian temple. Every hearth fire
that burns in remples and in homes is an altar 1o Hestia,

and so her honor is high indeed despite her low rank in
the pantheon

§ Ty
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i, by D, Cramer

HESTIA

Expert 20

Large Outsider (Good)

Divine Rank: 9

Hit Dice: 20d8+160 (outsider) plus 20de+160 (Exp) (600 hp

Initiative: +12 (+8 Dex, +4 Improved Initiative)

Speed: 80 f1

AC: 58 (-1 size, +8 Dex, +9 divine, +22 natural, +10 deflection)

Attacks: Small +5 flaming burst dagger +55/+50/+45/+40 melee; or
spell +50 melee rouch or +46 ranged touch

Damage: Small +5 flaming bursl dagger 1d6+17/19-20; or by spel

Face/Reach: 5 fi_ by s fi./s fi.

Special Attacks: Domain powers, salient divine abilities, spell
like abilities

Special Qualities: Divine immunities, DR 44/+4, fast healing 29,
understand, speak, and read all languages and speak directly to

.I” |'|l’|.n!.l\ ‘.'-'"]1[” 9 Il'llll,‘ﬁ remofe communmicanon, _'|L|ll|\' rea
teleport without evvor at will, plane shift at will, SR 41, divine aura
(900 fr., DC 29),

Saves: Fort +139, Ref +39, Will +47

Abilities: Str 35, Dex 27, Con 27, Int 30, Wis 43, Cha 30

Skills: Appraise +49, Balance +19, Craft (baskerweaving) +59, Cralt
(pottery} +59, Cratr (weaving) +59, |11]‘-||.'111.I-| y +61, Gather
Information +59, Heal +67, Hide +13, Jump +23, Knowledge
(arcana) +39, Knowledge (local) +49, Knowledge (religion) +49,
Listen +57, pt|'|.k“.1~lx'|'| {cook
Profession (herbalist) +65, Search +49, Sense Motive +65, Spot
+57, Tumble +37

Feats: Alertness, Dodge, Expertise, Improved Initiative
Maobility, Skill Focus (Craft (baskerweaving)], Skill Focus
[Crafr (pottery)], Skill Focus [Craft {weaving)], Skill Focus
[Knowledge (local)], Skill Focus [Knowledge (religion}], Skill
Focus [Profession (cook)], Skill Focus [Profession (farmer))
Skill Focus [Profession (herbalist)]

m;

+65, Profession (farmer) +65,

Divine Immunities: Ability damage, ability drain, acid,
cold, death effects, disease, disintegration, electricity, energy
drain, :|||n.|-.|l!.-ll|ny, etlects, p:||‘.||-,l.:.- poison, xfu.'lu stunning

transmutation, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alrer Reality, Alter
Size, Area Divine Shield, Avatar, Divine Blast, Divine Dodge,
Divine Fast Healing, Divine Shield, Energy Storm (fire), Extra

Energy Immunity (fire)

Domain Powers: 9/day use calim emolions; cast good spells at +1
caster level; 9/day protective ward (touched subject gains +9 resist
ance bonus on next saving throw, maximum duration 1 hour)

Spell-Like Abilities: Hestia uses these abilities as a 19th
level caster, except for good spells, which she uses as a 20th
level caster. The save DCs are 29 + spell level. Aid, antimagi
freld, blade barrier, bless, dispel evil, hevoes' feast, holy aura, holy
smite, holy word, magic civcle against evil, mass heal, mind blank

maracle prayer, prismatic ,iph.'r.', protection from clements, protection
from evil, Rary's telepathic bond, refuge, repulsion, sanctuary, shield
other, spell tmmunity, spell resistance, slatus, summon monster 1X (as
good spell only)
Other Divine Powers
As a lesser deity, Hestia may take 10 on any check. Hestia treats a 1
on an attack roll or saving throw normally and not as an automatic
failure. She is immorral

Senses: Hestia can see, hear, touch, and smell at a distance of
nine miles. As a standard action, she can perceive anything within
nine :“ill"“ ol Jll'l “'I.'I'\hlp('l.‘\. J'Ii‘l\' sies Hi'-ll'l IS, OF any IIH allon

\.\'i]l‘l'l‘. one l]l. hl'l' lllll'.\ Or name was hpl?l\'.l‘l'l in [hr.‘ last J'mm. f"']]l'

can extend her senses to up to five locations ar once, She can block
1
remote locations at once for 9 hours,

1e sensing power of deiries of her rank or lower ar up to two

Porttolio Sense: Hestia has no pm'll-nlu: Sense,
Automatic Actions: Hestia can use Craft (baskerweaving)

Craft {pottery), Craft (weaving), Profession (cook), Profession
alist) as a free action if the DC for the
task is 20 or lower. She can perform up to five such free acrions

{farmer), or Profession (her

each round
Create Magic Items: Hestia can create minor magic items
involving fire or cooking, such as a wand of fireball or a

Murlynd's spoon, as long as the item's market price does not

exceed 30,000 EpP

Avatars

Hestia rarely uses her avatar
® Avatar of Hestia: As Hestia except divine rank 4; AC 48
(touch 21, Natr-footed 21); Atk +50/445/+40/435 me

lus 1dé fire/19-20, Small +5 flaming burst dagper) or spell +45
I | Bl I

el [t|rh 17

melee touch or +41 ranged touch; SQ DR 39/+4, SR 36, divine aura
(40 ft., DC 24}); SV Fort +34, Ref +34, Will +42; all skill modifiers
reduced by 5

Salient Dwine Abilities: Alter Size, Divine Dodge, Divine Fast
Healing, Divine Shield, Extra Energy Immuniry (fire

Spell-Like Abilities: Caster level 14th; saving throw DC 24

.‘P‘('” [L'\.'i'l

Goddess of Victory

Demigod .
Symbol: Winged woman

Home Plane: Olympus
Alignment: Lawiul neutral e
Portfolio: Victory

Worshipers: Fighters, athletes&
Cleric Alignmenis: LE, LG, LN
Domains: Law, Nobility, War #8555

Favored Weapon: l.igﬂl [I‘-.i-l*f:'“

Nike (nigh-key) is the personitication of the spirit of victory. As
such, she is a somewhat shallow being who thinks only of conflict
and ultimare rriumph. If a problem or situation can't be
described in terms of conflict, with definite conditions for

|I:‘1 l.i:'illp, victory, Nike considers it beneath her notice

Nll\l' .I[‘]ll',il"w a5 4 l.l”. \.‘-'ll‘.p'l‘d woman, |l1llllgll N'i]l' can [.Jkl'
other forms. She is not a very popular deity ex Ept among victo
rous F‘l'ﬂ}"lt‘

Dogma
lo Nike, victory is the only thing that maners, However, as a lawful
deity, she does nor approve of deceir or subrerfuge. Victory comes
to the deserving: the brave, the noble, and the forthright. A victory
ignobly won is no victory at all

Clergy and Temples
N|L1' I-Lll'i very [-l"“-' C Il'l—ll s, [hl!Lll“h various |-i]['1.”|1. :i] l.|l".!l‘\ .|]'|\j
factions often include clerics of Nike. Such clerics are con
\.'|nl'l'\i [h.i[ l]'ll'l'l' PL]r[ll."lll.] I i‘.]f[l.l]n ar Ph'illl‘\'l‘PhV 15 lll"-l]nl'LI I‘["l'
ultimate victory

NJk('IN .‘\']'” ines .!”i.l [l'['ﬂi"l]l"\ ane lTlth o Commeémorate P.l('.li ViC

tories and thus can be found nearly anywhere. Winning armies
often build shrines on battlefields to thank Nike for their victory.

l.lL’L‘LVHl‘, many genet .II‘-.ilh’ Hl‘l‘- e [‘.]I'HIJI{"\ I|‘IIII|.I| '-hlll]("u (4] ?‘i]ki'

to commemorate their victories,
Fighter 20/Cleric 20

Large Outsider

Divine Rank: 5




Hit Dice: 20d8+200 (outsider) plus 20d10+200 (Ftr) plus
20d8+200 (Clr) (1,120 hp)

Initiative: +14 (+10 Dex, +4 Improved Lnitiative)

Hpc'g'd: 80 ft., fly 240 ft. perlec

AC: 56 (=1 size, +10 Dex, +5 divine, +18 natural,
+7 4§ I.Ilp_l' steel ‘ll'lll‘l.ll, +7 deflection

Attacks: Large 45 speed lawful wounding heavy
or spell .r
+60 melee touch or +54 ra llFL‘Ll touch
Damage: Large +5 speed lawful wounding

heavy mace 2d6+23; or by spell
Face/Reach: 5 [t. by s ft./10 f1.
Special Attacks: Domain powers, salient
divine abilities, spell-like abilities
Special Qualities: Divine immunities,
DR 40/ +4, thire resistance 25, sponta

mace +66/+61/+56/451 melee;

neous casting of divine spells,
undersrand, speak, and read all
languages and speak
directly to all beings

within 15 miles, remote com
municanon, p_udl\,' realm, h‘r:'lunri with-
out ervor at will, SR 37, divine aura (50
ft., DC 22),

Saves: Fort +47, Rel +47, Will <44 F
Abilities: Str 42, Dex 31, Con 30, Int & &

24, Wis 24, Cha 24 3

skills: Bluff +32, Climb +40, Con- %
centration +35, Crafr armor
~;mll]'||ng +52, Craft Ilwu'm;iklngl
+52, Craft (weaponsmithing) +52,
Diplomacy +38, Intimidate +34,
Jump +40, Knowledge (arcana)
+52, Knowledge (history) +32,
Knowledge (nobility and royaley)
+32, Knowledge (religion) +52,
Listen +42, Profession (lawyer)
+42, Scry +32, Search +37, Sense Motive +52
Spellcraft +42, Spot +42, Swim +41, Use Magic
Device +32.

Feats: thd-}-ighl, ll]ind.'-i‘u]n s-ft. Radius, Cleave,
Combat Reflexes, Deflect Arrows, Divine
Might, Dodge, Empower Spell
Expertise, Great Cleave, Hold the Line,
Impr.-wvd Bull Rush, 1m]1ruwd Critical
heavy mace), ]mpt'u\'ml Disarm,

Improved Grapple, Improved Initiative,

l:u]'l:'m."'ui Sunder, Iru;ﬂ'n'.-'u.i [rip,
Improved Unarmed Strike, Knock-Down,
Maximize Spell, Mobility, Power Attack, Power Crirical (heavy
mace), Sacred Spell, Spring Atack, Stunning Fist, Sunder,
Superior Experrise, Weapon Focus (heavy mace), Weapon

Specialization (heavy mace), Whirlwind Attack.

Divine Immunities: Ability damage, ability drain, acid,
cold, death effects, disease, disintegration, electricity, energy
drain, mind-atfecting effects, paralysis, poison, sleep, stunning,
fransmutanon.

Salient Divine Abilities: Alter Form, Alter Size, Annihilating
Strike, Divine Battle Mastery, Divine Inspiration (dread), Sunder
and Disjoin

Domain Powers: Cast law spells at +1 caster level, 5/day inspire
allies (+2 morale bonus for 7 rounds)

Spu“—Lilu' Abilities: Nike uses these abilities as a 15th-level
caster, except for law spells, which she uses as a 16th level caster
Che save DCs are 22 + spell level. Blade barrier, calm emotions
demand, dictum, discern lies, dispel chaos, divine favor, divine power,

enthrall, flame strike, geas/quest, grealer command, hold monster,
magie circle agamst chaos, magic vestment, magic weapon, order’s
wrath, power word blind, power word kill, power word stun, protection
from chaos, vepulsion, sheeld of law, spivitual weapon, storm of vengeance,
simpman monster IX (as law spell only).
Cleric Spells/Day: 6/8/8/8/7/7,
spell level.

6/6/5/5; base DC = 17 +

Other Divine Powers

As a demigod, Nike trears a 1 on an attack roll or saving

throw normally and not as an automaric failure. She
is immortal.

Senses: Nike can see,
hear, touch, and smell ar a
distance of five miles, As a
standard action, she can
perceive anything within five miles of
her worshipers, holy sites, objects, or any
location where one of her titles or name

was spoken in the last hour. She can

extend her senses to up to two locations

art once h]ll.' can l'.ll.i‘f:k ihL’ se |'l.\-|['|u

power of deities of her rank or lower

at up to two remote locations at

once for 5§ hours,

Portfolio Sense: Nike is

aware of any battle, competi-

tion, or other contest that

involves one thousand or
more people

Automatic Actions:

Nike can use any Craft

(armorsmithing), Craft (bow-

making), Craft (weapon-

smithing), Knowledge

(arcana), Knowledge

(history), Knowledge

(nobility and royalty),
Knowledge (religion), or
Profession (lawyer) as a free action if
the DC for the task is 15 or lower. She

can perform up to five such free
actions each round.

Create Magic Items: Nike
cCan create any r\-}h'l (‘f 'tl-'l.'?'l].'lﬂﬂ or
armor, as long as the item's market price does not
exceed 4,500 Ep.
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PAN

Lesser Deity

Symbol: Syrinx (pan pipes)

Home Plane: Material Plane

Alignment: Chaotic neutral

Portfolio: Nature, passion, shep-
herds, mountains

Worshipers: Fey, satyrs, centaurs,
nymphs, shepherds

Cleric Alignments: CE, CG, CN

Domains: Animal, Chaos, Plant

Favored Weapon: Unarmed strike

The wild god of nature, Pan (pan) appears as a tall satyr with small
l']l'lrﬂh .Jl'hl 'ih.!gil‘.", gt)ﬂllik[‘ ]l'”‘-. lli‘ :;l\\.-.]'v\ CArmies a syrinx, \\'h:l'h
he often plays while leading sylvan creatures in wild dances

Pan is the son of Hermes and a dryad. He is like a nephew to
Dionysus, who recognizes a kindred spirit of wild abandon.

IZ'Z




Dogma
Like Dionysus, Pan teaches no dogma, but shows mortals and feys
away of life by his example. He is a carefree soul, prancing through
the high mountains, tending sheep, plaving his pipes, singing,

Clergy and Temples
Pan's clerics are country shepherds
or sylvan creatures such as centaurs,

satvrs, or I1'.'I11|1|1\. |ht"|' “'Ci‘!"\hlp
[
and forest glades. They act as protec-
tors of nature, working independ
ently from each other and keeping
far from civilization. They wear
|||1'|!l'| wreal hf\ on rhl'il hl'-‘l\jH

weir joyful god in mountain glens

.ll'IIJ 1\[['.'1' " L'l]l.r]'l'l.i tunics

IPAN

Druid 20/Bard 10/Barbarian 10

Large Oursider

Divine Rank: 7

Hit Dice: 20d8+180 plus
20d8+180 (Drd) plus 10d6+90 (Brd) plus
10d12+90 (Bbn) (1,040 hp)

Initiative: +18

Speed: 90 fi

AC: 65 (-1 size, +18 Dex, +7 divine, +20 natural, +11
deflection)

Attacks: Gore +57 melee; or Huge +3 shorthow with

+62/+57 ranged; or

Tl\lll.-h {

mage: Gore 1d8+16; Huge +5 shortbow with +3
arrows 2d6+8/3; or by 1],?L'!]

Face/Reach: 5 ft. by s ft./10 ft

Special Attacks: Domain powers, salient divine abilities,
-]n‘|L like abilities

Special Qualities: Divine immunities, DR 42/+4, fire resisi

ance 27, sonic resistance 27

{outsider)

+3 arrows +7

&']w” +57 melee touch or +64 rangec

Tlius. by A, Swekel

spontaneous casting of divine
\pr“a‘. understand, speak, and read all languages and speak
directly to all beings within 7 miles, remote communication
godly realm, teleport without evvor ar will, plane shifl ar will,
bardic knowledge +17, bardic music 10/day (countersong
|II\EHTIIJI'. mspire L'll]]]}\l'[{']hl'. mspire courage II'I\PL[[' ’l['l'kli
fast movement, a Ih\lll.‘-.llhl taces, nature

ness, suggestion ),

sense, rage 3/day, resist narure’s lure, rimeless body, track
less step, uncanny dodge (cannot be fanked,

+1 against traps), venom immunity, wild shape

(Tiny, Small, Medium-size, Large, Huge, or dire
animal 6/day, elemental 3/day), woodland
stride, SR 39, le\'llh' aura (700 ., DC 28),

Saves: Fort +48, Rel +57, Will +46

Abi s: Str 33, Dex 46, Con 29, Int 25,
Wis 25, Cha 32

Skills: Animal tmp.llhv +58, Balance
+57, Bluff +48, Climb +28, Diplomacy +50, Handle Animal
+48, Heal +36, Hide +51, Intimidate 430, Intuit Direction +54,

Jump +60, Knowledge (geography) +34, Knowledge (nature
Move Silently
halist) +54, Ride (horse

+54, Knowledge (religion) +34, Listen +56

P

+55, Perform +55, Proftession (her
+27, Scry +44, Spellcraft +34, Spot +41, Swim +48, Tumble
+62, Wilderness Lore +64,

Feats: Alertness, Cleave, Divine Might, Dodge, Expertise, Far Shot
Great Cleave, Improved Bull Rush, Improved Trip, Mobiliry
Plant Control, Plant Defiance, Point Blank Shot, Power Artack,
Precise Shot, Rapid Shot, Shot on the Run, Skill Focus

(Perform}, Spring Attack, Superior Expertise

and dancing. His only creed is freedom. -.\
%

Divine Immunirties: Ability damage, ability drain, acid, cold,
death effects, disease ||l-<|||fu.'p.t.||1U|1. electricity, cnergy drain,
mind-affecting effects, paralysis, poison, sleep, stunning,

transmutation, imprisonment, banishment
Salient Divine Abilities: Alter Reality, Alter Size,
I3 # Control Creatures (fey), Divine Celerity, Divine Druid,
# Increased Energy Resistance (sonic), Power of Nature,
Speak with Creatures (animals), Speak with Creatures
(plants
Domain Powers: 7/day use amimial frn'anFth; cast chaos ~.p(~|l~ at
+1 caster level; 7/day rebuke or command plant crearures
Spell-Like Abilities: Pan uses these abilities as a 17th-level
caster, except for chaos spells, which he uses as an 18th-level

I level. Animal shapes,
amimate objects, anhilife shell, barkskin, calm animals,
changesiaff, chaos hammer, cloak of chaos, command

caster. The save DCs are 28 + spe

plants, commune with nalure, contral plants, creep
ing doam, dispel law, dominate animal, entangle
hold animal, magic civele against law, plant
gJ.m'lh ;lrnh'l'hmi from law, ||‘|1'|‘|I VETIMIN, n'r-rl
wood, shambler, shapechange, shatter, summon
monster 1X (as chaos spell only), wall of thorns,
word of chaops

Rage: The following changes are in effect as
long as Pan rages: AC 63; hp 1,160, Atk +59
melee (1d8+18, gore); SV Forr +50, Will
+48; Str 37, Con 33; Climb +30,
Jump +62, Swim +50. His rage
lasts for 14 rounds, and he is
winded for the duration of the
encounter afterward

Bard Spells Known (3/6/6/5/2;
base DC = 21 + ‘;]1:‘” evel) 0—detect
magic, flare, ghost sound, light, mage hand,

read magic; 1st—cause fear, charm
person '-Ill'l'r'. |'|'HFrII'4I.fJ||\-I'I:. Jnll
cal's grace, darkness, daylight, hold
person; drd——confusion, displace
ment, fear, haste; 4th
door, improved invisibility.
Druid Spells/Day: 6/7/7/7/6/6/5/5/4/4
base DC =17 + '~|.‘|.‘“ level
Possessions: Pan's pipes allow him o inspire
goodwill among all mortal creatures within 20 feet
of him when he plays. Enchanted creatures think
of Pan as a dear friend and comrade unless they
make a successful Will save against a DC equal 1o
Pan's Perform check result. The
effecr lasts one day. The pipes only
function in the hands of a crearure
with divine rank 0 or higher
Caster Level: 20th; Weight: 3 1b

dimension

Other Divine Powers
As a lesser deiry, Pan may take
10 on any check. Fan treats a 1 on an attack roll or saving throw
normally and not as an automatic failure. He is immortal

Senses: Pan can see, hear, touch, and smell at a distance of seven
miles. As a standard action, he can perceive anything within seven
111||1"| ol hlh \\'nl"—|1|.]u'l:~|. |1|.1|\' sites, \rll1|1'i'l- ar any |1-£'.Jl|.|m \'\'hrn'
ast hour. He can extend

his senses to up to nve locations at once. He can block the Sensing

one of his titles or name was spoken in the

power of deities of his rank or lower at up o wo remote locations
at ence for 7 hours

Portfolio Sense: Pan is instantly aware of any event that
affects live hundred or more sylvan creatures, shepherds, sheep,

Or goars




Automatic Actions: Pan can use Animal i-l'np.q[iw. Handle
Animal, Intuit Direction, H11uw|t'n|p,c‘ (nature ), Prolession
herbalist), or Wilderness Lore as a free action if the DC for the
task is 20 or lower. He can perform up to tive such free actions
each round

Create Magic Items: Pan can create minor magic items
m\.u|\.'mp, nature or elements, such as bools of the winterlands or a
wand of fireball, as long as the item's market price does not exceed
30,000 gp.

Avatars

Pan's avatars are often found frolicking with nymphs and satyrs in
secluded woodlands. They appear as large saryrs, much like the
deity himself

4 Avatar of Pan: As Pan except divine rank 3; AC 57 (touch
41, flar-footed 57); Atk +53 melee (1dB+16, gore) or
+68/+63/+58/+53 ranged (2d6+8/x3, Huge +5 shortbow with +3
arrows) or spell +53 melee touch or +60 ranged rouch; SQ DR
318/ +4, fire resistance 23, sonic resistance 23, SR 35, divine aura

30 ft., DC 24); SV Fort +38, Ref +53, Will +42; all skill modifiers

reduced by 4

Salient Divine Abilities: Alter Size, Divine Celerity, Divine
Archery, Increased Energy Resistance (sonic).

Spell-Like Abalities: Caster level 13th; saving throw DC 24 4
spell level

Rage: The following changes are in effect as long as Pan's
avatar rages: AC 55; |1p 1,160; Atk +55 melee (1d8+18, gore); 8Q
Fire resistance 33, sonic resistance 33, SR 45; SV Fort +50, Will
+48; Str 37, Con 33; Climb +28, ]ulnp +58, Swim +4¢
lasts for 14 r:ruml-, and he is winded for the duration of the

His rage

encounter atrer \'n'.lfl.l

POSEIDON

Earth-Shalker, Savior of Ships, Poseidon of the Dashing Wave

Greater Deiry

Symbol: Trident

Home Plane: Olympus -

Alignment: Chaortic neutral

Portfolio: Sea, rivers, earthqua Ked

Wﬂrshipcrs. Sailors, fishe
dwellers

Cleric Alignments:

Domains: Chaos, Earth, Water

Favored Weapon: Irident

5, COAst

Poseidon (poh-side-uhn), god of the sea, appears as a large male
human with IIII'I.I._'_. Iluwm;,_l_ black hair and beard. He wears a tunic
and carries a trident. Tritons, merfolk, and sea nymphs often
accompany him

Poseidon is one of the six children of Cronus and Rhea.

Dogma
Like other chaotic neutral deities, Poseidon requires little from his
followers beyond sacrifices. His clerics sacrifice a bull to their
patron (by throwing it into the sea) at least once a month, and
Poseidon remains relatively placid.

Sailors and coastal dwellers must be sure not 1o anger this tem
peramental deiry. Poseidon has been known o flatten coastal ciries
with ridal waves or earthquakes when they displeased him, The
hero Odysseus was condemned to ten long years of wandering
because he blinded one of Poseidon's children, the cyclops
Polyphemos. Poseidon represents all the bounty and the danger of
the sea, bringing forth life (he is said to have created both horses
and cartle) and taking ir away

Clergy and Temples

Poseidon’s cleries have the weighty duty of staving off the deity's
volarile anger. They offer sacrifices, pray his blessing on boats and
ships, and accompany sailors on their voyages. They are among the
most well-traveled clerics of the pantheon, and are usually not affil
iated with a specihic Iv[||.|1|.|.' o Inm'_.

Poseidon's temples are always located within sight of the sea,
often on promontories, seaside cliffs, or islands. They are usually

open to the sea air

POSEIDON

Barbarian 20/Druid 20

Large Outsider (Chaotic)

Divine Rank: 17

Hit Dice: 20d8+220 (outsider) plus 20d12+220 (Bbn) plus
20d8+220 (Drd) (1,220 hp)

Initiative: +8

Speed: 90 1., swim 90 [r.

AC: 74 (~1 size, +8 Dex, +17 divine, +30 natural, +10 deflection)

Attacks®™: Huge +5 spell storing thundering returning trideni
+88/+83/+78/+73 melee or Huge +5 spell storing thundering
retuwrning trident +74 r.m;::'u.i; or xpv“ +78 melee touch or +64

ranged touch *Always receives a 20 on attack rolls; roll die to
check for critical hit

Damage®: Huge +5 lihi'” sloring Hmrl.h'nnlﬂ relurning trident 2d8+55
(melee) or 2d8+44 (ranged); or by spell *Always does maximum
.i_mmj:v trident 71 points melee, 60 points |:Illj,:t‘1|.'

Face/Reach: 5 ft. by § ft./10 fi

Hpcl_'i.'ll Attacks: Domain powers, salient divine abilities, xlwll
like abilities

!ipt'l.‘i:l| Qualiries: Divine immunities, fire immunity, DR 52/+4
(4/-), fast healing 37, spontaneous casting of divine spells,
understand, speak, and read all languages and speak directly 1o
all beings within 17 miles, remote communication, godly realm,
feleport without ervor at will, plane shifi at will, greater rage 6/day,
no longer winded after rage, a thousand faces, nature sense,
resist nature’s lure, timeless body, trackless step, uncanny dodge
(cannot be flanked, +4 against traps), venom immuniry, wild
shape (Tiny, Small, Medium-size, Large, Huge, or dire animal
6/day, elemental 3/day), woodland stride, SR 49, divine aura (17
miles, DC 37

Fort +60, Ref +57, Will +57. *Always receives a 20 on saves

s: Sir 54, Dex 27, Con 33, Int 29, Wis 27, Cha 30

Skills*: Animal Empathy +67, Bluff +57, Climb +59,
Concenrration +78, Craft |,5!1|p|11.;|(11'|g'| +86, [i||1]mn.|['\' +i
Handle Animal +87, Hide +21, Intimidate +69, Intuit
Direction +85, Jump +79, Knowledge (arcana) +46, Knowledge

(nature) +66, Hn‘-\\'Jc'dp_(- uuhgi.:n] +66, Listen +65, Profession
(sailor) +65, Ride (horse) +77, Scry +46, Sense Motive +45,
N|1i-l|1'r;;lt +46, Spot +45, Wilderness Lore +85. *Always
receives a 20 on checks,

Feats: Cleave, Combat Reflexes, Dodge, Empower Spell,
Expertise, Far Shot, Improved Bull Rush, Improved Critical
(rrident), Great Cleave, Maximize Spell, Mobility, Point Blank
Shot, Power Attack, Power Critical (rrident), Quicken Spell,
Spring Artack, Sunder, Superior Expertise, Weapon Focus
(trident), Whirlwind Arack.

Divine Immunities: Abiliry damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain,
mind-affecting effects, paralysis, poison, sleep, stunning, transmuta
tion, imprisonment, banishmeni

Salient Divine Abilities: Alter Form, Alter Reality, Alter
Size, Annihilating Strike, Avatar, Battlesense, Call Creatures
(aquatic creatures), Control Creatures (aquatic creatures), Create

Greater Object, Create Object, Divine Blast, Divine Creation,
Divine Fast Healing, Divine Rage, Divine Storm, Divine Water

29
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Tilus. by R. Sardinba & D. Cramer

Mastery, Divine Weapon Focus (rrident),
Divine Weapon Specialization (tri-
dent), Extra Energy Immuniry
(fire), Mass Divine Blast, Power

of Nature, Shapechange.

Domain Powers: Cast
chaos spells at +1 caster
level; ET'_,."[IJ",’ turn  of
destroy air creatures, or
H'I'Illl'il' A I'IHIII'IMII'III 1'Hllll
Ccreatures; 1}’,.-*\J4v turn or destroy
fire creatures, or rebuke or com
mand water creatures.

."ipr"-Lilu' Abilities: Posei
1li}]'l uses [l-ll"hl' Jb'll“ll_‘\ as a
27th-level caster, except tor
tililL'lb ‘_|Pi.'”‘.i. \.\"]'Iiﬂ.il I]l' usSes as a
28th-level caster. The save DCs
are 37 + spell level. Acid fog, ani
male objects, chaos hammer, cloak of
chaos, cone of cold, control water,
dispel law, earthquake, elemental
swarm (as earth or water spell
only), fog cloud, horrid wilt
ing, ice slorm, iron body, magi
circle against law, magic slone,
obscuring must, protection from
law, shatter, soften earth
and stone, spike stones, stone
shape, stoneskin, summon
manster 1X (as chaos h[li’ll
only), wall of stone, water
breathing, word of chaos

Greater Rage: The fol-
lowing changes are in effect

as long as Poseidon rages: AC
72; hp 1,400; Atk +91/+86/
+81/+76 melee (2d8+58, Huge
+5 spell storing thunderig retwrn-
ing trident; max tl..'il!l:lj,[l' 74
points); SV Fort +63, Will +60;
Str 60, Con 39; Climb +62, Jump
+82. His rage lasts for 17 rounds, and he is not
winded afterward

Druid Spells/Day: 6/7/7/7/7/6/5/5/5/4; base DC = 18 4
spell level

Other Divine Powers
As a greater deiry, Poseidon automatically receives the best possible
]'l‘ﬁllll on any II.H' ]'llll ht' T'l]ﬂl‘“‘.'\' [IIH'[EI[LJI”_‘, '.'lt[-l(-i'(. TilH.‘\'. ll.i'ln.lj,‘_l',
checks, and saves). He is immortal

Senses: Poseidon can see, hear, touch, and smell ara distance
{!i. sevenieen rﬂlll"\ ;"\‘\' a \lﬂndﬂfll i!l.llll"], ]'l.l' can Pl'l'l emnve any
thing within seventeen miles of his worshipers, holy sites,
l"hr[‘l"ﬁ. or any ll]r'-ltllln whl‘rl‘ one ﬁj !]]T\ |'|IEI"\' Or name was
spoken in the last hour. He can extend his senses to up to
twenty Il!l'-'i[i“‘ll\ al once. I'il" can hIIJL'LL [hl' .'\l']l.‘-jll'l i}l?'\.\'l'l' lJI
deities of his rank or lower at Up to two remaote locations at once
for 17 hours.

Portfolio Sense: Poseidon senses every ship setting out 1o sea
or coming into port, and he knows when any creature enters or
leaves the water. He notes these things seventeen weeks before
they happen and retains the sensation for seventeen weeks after
they occur

Automatic Actions: Poseidon can use any skill, even those he
has no ranks in, as a free action if the DC is 30 or lower. He can per
form up to tweniy such free actions each round

Create Magic ltems: Poseidon
can create a magic trident or any item
n‘!'.nml o water or earnrt |l.

Avatars

Poseidon sends his avatar to
punish mortals who have
offended him. They usually
appear Just as the L’l'lly does, but
they sometimes appear as
gigantic humanoids formed
entirely out of water.

% Avatar of Poseidon: As
Poseidon except divine rank 8;
AC 56 (rouch 35, flar-footed

56); Atk +79/+64,/+59/
+54 melee (2d8+47,
Huge +5 spell storing
thundering returning trident)
or +65 ranged (2d8+35, Huge
+5 spell storing thundering return
g trident) or .-.p:'” +69 melee
touch or +55 ranged touch;
SQ DR 43/+4, no fast heal
ing, SR 40, divine aura (B0OO
fr., DC 28); SV Fort +51, Ref
+48, Will +48; all skill modifiers
reduced by 9.

Salient Divine Abili
lies: Alter Reality, Anni-
hilating Strike, Divine

Blast, Divine Archery,
Divine Strike, Divine Water
Mastery, Divine Weapon Focus
(trident), Divine Weapon Spe
cialization (trident), Extra
Energy Immunity (fire),
Power ol Nature
k| Spell-Like Abilihes: Caster
level 18th; saving throw DC
28 + .\:|'Iq.'“ level.
Crealer Rage: The following
changes are in effect as long as Posei
don's avatar rages: AC 54; hp 1,400, Atk
72/+67 melee (2d8+35, Huge +5 \Irn-“ storing Hrlmd.'rm':
relurning tnident); SQ SR 50; SV Fort +54, Will +51; Str 60, Con 39;
Climb +53, Concentration +71, Jump +85. His rage lasis for 17

v82/4+77/4

rounds, and he is not winded afterward

TYCHE

Lesser Deity

Symbol: Red pentagram

Home Plane: Olympus

Alignment: Neutral

Portfolio: Luck

Worshipers: Those wishing luck

Cleric Alignments: CN, LN, N,
NE, NG

Domains: Luck, Protection, Travel

Favored Weapon: Short sword

I'yche (lyke-ee) is the deity of good luck in the Olympian pantheon
She appears as human-sized—small compared 1o most of the other
Olympians with a slim, .1gilt- body. She wears a sky-blue runic
and carries either a cornucopia or a rudder, indicating thai she
steers mortal life




yche is the daughter of the ritans Oceanus and Tethys—one

of three thousand such progeny, most of whom are cloud
nymphs. Tyche won her place on Olympus by siding with Zeus
and his siblings against the Titans, helping them seize contral of
the universe

| Jogma
Tyche has a variety of faces. She is the giver of good fortune and
the bringer of evil, a god of whimsy and an emblem of inescapable

ifferent dogmas among ditferent

destiny. Tyche propagates ¢
people at different rimes, leading to a wide variery of views
ibout her true narure

Some followers of Tyche believe that life is essen

tially a game of dice, where every situarion’s outcomey
is determined by chance. They offer prayers and
sacrifices to Tyche in the hope thar she will
turn their dice to high numbers, allowing
them success in their endeavors.

Others believe that the course of life
15 1” |.]|L1 out -l"‘.- Tl-ll' i;liil\ mn .]\I\'.inl (&
and cannot be altered—ex« ept by
I'vche. Tyche, they believe, can liber

ate mortals from the fare that

ies before them, [ree
ing them from the
tyrannical whim of
destiny and allow

ing them to forge
their own destiny

While many tollowers of the
Olympian pantheon humbly
accept whatever fate the !.‘_\-1|-\
choose for them, followers of
Ivche try 1o take their fare
into their own hands

Clerqy and Temples
Tyche's cleries weat
l"l’\'_l' unics I.l'll"\' lTl.lL{l'

ves available in

[lll.'Jl lL'l'_‘]].\]L"‘ Jl'le

themse

elsewhere: taverns
gambling houses
streets, and anywhere
else that people might
call on Tyche for luck
They lead prayers and offer
sacrifices in Tyche's name and
are popular among the com
mon folk

I'yche
locations, bur no grand tem

YCHI

Rogue 20/Cleric 10/Sorcerer 10

Medium-Size Outsider

Divine Rank: 8

Hit Dice: 20d8+160 (outsider) plus 20d
(Clr) plus 10d4+80 (Sor) (880 hp)

148 :!1]]}”'. shrines in many

£8.

—

60 (Rog) plus 10d8+80

Initiative: +13, always first (+9 Dex, +4 ln'.|1|'.~\'n| Initiative,
Supreme Initiative

S]wud: a0 fi

AC: 66 (+9 Dex, +8 divine, +21 natural, +18 deflecrion)

Attacks: Touch +56 melee touch; or luck blade +57/+52/447/+42
Inl'lm' or HIH'” +56 l'I'Ii'll'l' oL |1 or +§7 l.llu‘,l.‘.| l\-‘lll'll

Damage: Touch 1de points of permanent Constitution draing luck

blade 1d&+9; or by spel

Face/Reach: 5 fi. by 5 fi./5 b

Hl)t‘i’i.ll .‘\Ilill,'lihj Lonstitution -.Jl.IIII_ |’l|]1||L.l'| WIWErs ‘-.llll'l]l

divine abilities, sneak attack +10ds, spell-like abilities, rurn
undead 21/day
Special Qualities: Divine immunities, DR 43/+4, spontaneous
erstand, speak, and read all

within & miles,

casting of divine spells, un
languages and speak directly to all being
remote communicarion, godly realm, feleport without ervor ai

wi

I, plane shift at will, familiar (cats), crippling sirike, defen
sive roll, evasion, fire resistance 28, improved evasion,

opportunist, traps, uncanny dodge (cannor be

flanked, +4 against traps), SR 40, divine aura

(800 f1,, DC 36

Saves: Fort +49, Ref +50, Will +49
Abilities: Str 26, Dex 29, Con 26, Int 30,

B \is 26, Cha 46

Skills: Appraise +58, Ba

+66, Climb +36, Concentration +66,

Yy

ance +59, Blutt
Diplomacy +80, Escape Artist +57,
Gather Information +71, Heal +26,
Hide +57, Intimidate +28, Jump
+58, Knowledge (arcana) +48,
Knowledge (religion) +28, Listen
+63, Move Silently +57, Pick
Pocker <59, Read 1 ips +58, Scry
138, Search +63, Sense Motive
56, ‘-|":']|t|;lll +h8, Spot 463,
Use Magic
Device +66, Use l{\lg'w +37
Wilderness Lore +26.

Feats: Alertness, Ambi
dexteriry, Blind-Fight, Blind
sight 5-ft. Radius, Combat
l{:’||.:‘h:‘\_ J'h'\l;'_t'. 1.."|].t|..|'_"
Spell, Extend
Spell,  Heighten  Spell,
E[:&]'l:'uw.] Disarm lmpm\'cd
Initiative, Improved Trip, Jack
of All Trades, Mobility, Power
Artack, ‘l““J\ Draw, Spring
Attack, Superior Expertise,
Whirlwind Atack

Tumble +&

Expertise,

Divine Immuni-
ties: Ability damage,
ability drain, acid, cold,
death effects, disease, dis
integration, electricity, en
ergy drain, mind-affecting
effects, paralysis, poison, sleep,
stunning, rransmuftation, imprison
ment, banishment.
" Salient Divine Abilities: Alter Form,

Alter Reality, Alter Size, Avatar, Create Object,
Divine Celerity, Divine Rogue, Instant Move, Power of Luc k,

Supreme Initiative

Domain Powers: §/day reroll a die roll once afrer it is made;
8/day protective ward (touched subject gains +10 resistance bonus
on next saving throw, maximum duration 1 hour); 8 rounds/day
freedom of movement

Spell-Like Abilities: Tyche uses these abilities as an 18th-level
caster, The save DCs are 36 4 qu-l] level, Aud, anlimag f|.-.'.|'. astral
prajection, break enchantment, dimension door, entropic shield, expedi-

aura, locate
ok

: ’
tion from elemenls repision, sanchiary shield othe ~|'L'I] ir iy -_,"<|'|

tious vetreat, find the J'.I”.-. Ty, freedom of movement, |

object, mind blank, mivacle, mislead, phase daar, prisgatic sphere

t without errov

restshivhce, \|l|'|.I furning, teley

§
v
=
=
§
-1
§




Cleric Spells/Day: 6/7/7/6/6/4; base DC
Sorcerer Spells Known (6/11/11/10/9/7; base DC
spell level): 0
light, mage hand, read mage, vesistance; 15t
slement, shield, true strike; 2nd

18 4 ».}n-“ level

28 +
daze, detect magic, detect porsan, flare, _;;h.ur sound,
Mage armaor, magic
darkwision,
detect thoughts, mirroy image, prolection from arrows Ird—blink, dis

weapon, ray of enfee
placement, grealer magic weapon; 4th—bestow curse, confusion; 5th
Bighy's interposing hand,

Other Divine Powers
As a lesser deiry, Tvche may rake 10 on any check. Tyche treats a 1
on an attack roll or saving throw normally and not as an auromatic
failure. She is immortal

Senses: Tyche can see, hear, touch, and smel
eight miles. As a standard action, she can perceive anything within
eight miles of her worshipers, holy sites, objects, or any location

where one of her titles or name was spoken in the last hour. She
can extend her senses 1o up to five locations at once. She can block
the sensing power of deities of her rank or lower at up to two
remote locations at once for 8 hours

Portfolio Sense: Tyche has no porifolio sense

Automartic Actions: Tyche can use Bluff, ]hplnm.u y. Escape
Artist, Hide, Listen, Pick Pocket, Read Lips, Spot, Use Magic
Device, or Use Rope as a free action if the DC is 20 or lower. She
can perform up to five such free acrions in a round

Create Magic Items: Tyche can create any magic item thai
grants a luck bonus, as long as its market price does not exceed
30,000 gp.

Avatars

I'yche's avatars wander the earth, doling out good or bad fortune
.ILL‘:.”LII:TH Lo ||1l']r W h”“ 'I'll"f' .l'F"r'i'ilT as nllrn].il !]l:l‘n.]l‘lx, rﬂi]!l‘
or female.

@ Avatar of Tyche: As Tyche except divine rank 4; AC 58 (touch
i1, flat-footed 58); Atk +52 melee touch (Con drain, touch); or
+53/+47/+43/+37 melee (1d6+9, luck blade); or spell +52 melee
touch or +53 ranged touch; SQ DR 39/+4, fire resistance 24, SR 36,
divine aura (40 ft., DC 32); SV Fort +45, Ref +46, Will +45; all skill
[ﬂ(iLIJi‘Ll'l—'\ T('[i"_][‘l'l" l"\- 4,

Salient Divine Abilities: Alter Reality, Divine Celerity, Instant
Move, Power of Luck, Supreme Initiative

Spell-Like Abilities: Caster level 14th; saving throw DC 32 +
eV l'I

'.'PL'“

THE ACADEMY

Philosophy

Symbol: Scroll

Alignment: Neutral good
Portfolio: Good, truth, beaury
Worshipers: Philosophers
Cleric Alignments: LG, NG, CG
Domains: Good, Knowledge
Favored Weapon: Quarterstaff

Continuing the heritage of an ancient philosopher, the Acad-
emy teaches a philosophical system focused on a single, imper
sonal deity called the Good, the True, the Beautiful, or any
number of similar, abstract epithets. This philosophy grows out
of a critique of Olympian religion: the Olympian gods are too
human—Ifallible and sinful—to be true deities, What is divine,
.|'_l'l‘rLil'|-|ll’_ ({8} ||1l' f\l'.i[ii'nl‘.' mMust hl' pli]-l'!",' j.ll.ll.]li .-'”'ll] PL"I'!{‘{'[ n

every way

Dogma
A true deity, the Academy teaches, cannot be unjust, immoral, jeal
ous, vindictive, and ignorant, as the Olympian deities often show
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at a distance of

and any other
deity who shows such traits—cannot be true deities. Philosophers

themselves ro be. Therefore, the Olympian deides

who love wisdom and seek the rruth propose the existence of a
divine force that is superior to all other deiries. In fact, other deities
are but imperfect retlections of it. This impersonal force is the true
god of the Academy.

This is not just abstract speculation for the philosophers of the
').Ii. dat
express if, is "to become like a god, as far as this is possible.” This
goal is not a despiritualized ideal, but a real possibility. Through the

emy, however, The goal of the philosophical life, as they

act of searching for the truth and contemplaring the divine,
philosophers hope ro artain the ultimare mysrical experience ol
union with the divine

As part ot their quest, philosophers engage in personal medita
tion, but their |1:'|[n'1p.s] task is IL'.Jl'thg. ["h||n_t;n]1h|-r-; of the Acad
emy consider it their responsibility o defend against “supersti
tion,” which means (to them) any characterization of a deity that
does not do justice to the true nature of the divine. While they
have lintle influence over what goes on owside their schools, vigi
lance is important within the schools to prevent superstition from
creeping into the ranks, Further, some philosophers consider it
both the stories of the Olympian
gods and those of other pantheons—ito make them conform o

important to allegorize myths
“true religion

Clergy and Temples
Philosophers of the Academy teach much as the Academy's
tounder did—holding discussions in public squares and initiating
ltuuplm into higher mysteries. They must remain chaste and

unmarried, and they observe an ascetic lifestyle in other areas as

well. Their eating, clothing, and sleeping habirs are all sparse

in all things

Moderation is demandec

The monsters included in this section are especially appropriate
1at uses the O

10 a campaign t ympian pantheon. Of course
many mansters that appear in the Monster Manual are derived
from the tales of the Olympian deities, including the centaur,
dryad, gorgon, griffon, harpy, hippogriff, hydra, lamia,
manticore, medusa, minotaur, nymph, pegasus, satyr, sphinx,
titan, and triton.

CYCLOPS

chimer:

Greater
Huge Giant

Lesser
Large Giant

Hit Dice: 13d8+52 (110 hp) 16d8+96 (168 hp
Initiative: I el
Speed: 40 fi 40 fi
AC: 18 (-1 size, =1 Dex, 24 (-2 size, +1 Dex,
+10 narural +10 natural, +5 armor
[+1 scale mail]
Artacks: Huge longspear Gargantuan longspear
#16/+11 melee, or £21/416/+11 melee
rock +8/+2 ranged or rock +11/+6/+1
ranges
Damage: Huge longspear Gargantuan longspear
2d6+12; or rock 2d8+16; or rock
2d6+B 2d8+11
Face/Reach: §ftbysfu/toft sfrby s /100

Special Artacks:
Special Qualities:

(10-20 ft. with
longspear

Rock throwing
Rock catching

Fort +12, Ref +3,
wWill +3

(10-20 ft. with
longspear

Rock throwing
Rock L'.|[L'hm;.__'.

tire immunity, SR 21
Fort +16, Rel +6,

Will +9



Abilities:

Skills:

Feats:

Climate/Terrain:
Organization:
Challenge Rating:
Treasure:

Alignment:
Advancement

Str 27, Dex 9,
Con 19, Int 6,
Wis 8, Cha é
Climb +13,

Jump +13, Spot +4

Cleave, CGreat
Cleave, Powe:

Artack

Str 33, Dex 13,
Con 23, Int 16,
Wis 18, Cha 14

Cratt (armorsmithing)

#23, Cralt (weapon
smithing) +24

Craft Magic Arms and
Armor, Cleave,
Combat Reflexes,
Great Cleave, Sunder

Warm mountains

Solitary or fist (2-5)

8
Standard

Chaotic evil
By character class

Warm mountains
Solitary or fist (2-5)
i1

Standard coins,
standard goods,
double items
Chaotic }ll'l’ll

By character class

Cyclopes are two related races of giants common in lands where
the Olympian deities are worshiped. The greater cyclopes were
created by Hera and given as a gift to her son, Hephaestus. The
lesser L",-i'|.|-]w-\ were created (or fathered) by Poseidon and usu
ally dwell on islands. Both kinds appear as enormous humanoids
with a single eye. The greater variety are larger (20 feet tall, com
pared o 12 feer for the lesser kind), more intelligent, and more
civilized than the lesser

‘.._t!I||-JI.||

Lesser cyclopes are monstrous brutes that enjoy eating human
brains. They are easily tricked, bur they fight fiercely and to the
death. Greater cyclopes, on the other hand, avoid combar unless
Hephaestus commands them to fight. Greater cyclopes are typi
cally well equipped with magic weapons and armor, and they
make excellent use of ractics.

Rock Throwing (Ex): Adulr cyclopes are accomplished rock
throwers and receive a +1 racial bonus on arrack rolls when throw
ing rocks. A lesser cyclops can hurl rocks weighing 40 to 50
pounds each (Small objects), and a greater cyclops can hurl rocks
of 60 1o 80 pounds (Medium-size objects). Both varieties' rocks
have a range increment of 140 feer and a maximum range of five

range increments.

Rock Catching (Ex): A cyclops can catch Small,
Medium-size, or Large rocks (or projectiles of similar
'-hd!)l‘- Once per round, a cyc |-rp.\ that would normally
be hit by a rock can make a Reflex save to catch it. The
DC is 15 for a Small rock, 20 for a Medium-size one,
and 25 for a Large one. (If the projectile has a magi
cal bonus on anacks, the DC inereases by that
amount.) The giant must be ready for and aware

of the attack.

FAUN
Medium-Size Fey
"L Hir Dice: tdé (4 hp)
-:- Initiative: +5 (+1 Dex, +4 lrr|p1'.~.\'mi Ininative)
Speed: 30 fr.
AC: 13 (+1 Dex, +2 leather)
Attacks: Shortspear +0 melee; or shorthow
#1 ranged
& Damage: HJnn|‘|~;pL-.t| 1d&; shortbow 1dé
Face/Reach: s fr. by 5 fi./5 fr.
Special Qualities: Faun traits
ves: Fort +0, Ref +3, Will +1
Abilities: Str 11, Dex 12, Con 10, Int 11, Wis 9,
Cha s
Skills: Bluff +2, Diplomacy +2, Hide 7,
Knowledge (narure) +3, Listen +3, Move Silently
+7, Perform +3%, Spot +3, Wilderness Lore +5
Fearts: !n-.pruL'u'J Initiative

Climate/Terrain: Any fores
Organization: Solitary, rroupe (2
| 5—-60)
Challenge Rating: 1/2
Treasure: Standard
Alignment: Usually chaotic neurral
Advancement: By character class

12), or band

Fauns are a race of woodland-dwelling humanoids that
dwell in lands where the Olympian deities are worshiped.
They are closely related 1o satyrs; in fact, some suspect that
fauns are a result of cross-breeding between satyrs and
humans or perhaps elves
Fauns are essentially human in shape, standing nearly & feet
high, with bestial-looking faces, lowing manes of hair (including




beards on the males), and short, goatlike tails. They do not favor
clothing, but they will wear it in their dealings with humans,
Instead, they paint their bodies with natural colors, especially
bright reds and striking blacks that contrast with their light
brown complexions. They have no horns.

Fauns n;iu'.lk Sylvan and Common

Combat
Fauns dislike combat and avoid it when possible. They have no
misguided notions of courage or honor thar would interfere with
fleeing from a dangerous foe. They are not cowardly; they simply
do not fight if it is not necessary.
Faun Traits (Ex): Fauns benelit from a number of racial traits
» Low-light vision
+ Musical Ability: When a faun uses a magic flute or set of pipes,
including pipes of haunting, pipes of pain, pipes of the sewers, or pipes
of sounding, the saving throw DC for any effecr of the item is
increased by +2. In addition, a faun character with the Use
Magic Device skill can use a satyr’s pipes to create the magical
effects thar saryrs produce on the pipes. The check DC is the
same as {for emulating a race, DC 25
* Musical Resistance: Fauns receive a +2 bonus on saving throws
made to resist musical effects, including sonic spells, bardic
music, OHo's irresistible dance, and the effects of magical pipes,
harps, lyres, and other instruments
Skills: Fauns receive a +2 racial bonus on Hide, Move Silently,
and Wilderness Lore checks, and a +4 racial bonus on Perform
checks made while playing flutes or pipes.

Faun Society

i'.lll“‘\ are nanve to "'.I‘\lll'l'ill '\(‘““‘It_"h ‘\Ill'l] HE I'Ill‘:]\.llll '.'-'LIL\[E-
lands and quiet groves. They live in loose bands with no govern
ment or hierarchy. They often associate with satyrs, centaurs,
L|| \.".Id!! .Il'lLl. h‘,]‘nphs

Unlike satyrs, fauns are amenable to interaction with human
sociery; they are not as xenophaobic as their cousins are. Indeed,
they are somewhat intrigued by the nuances of human culture,
particularly accomplishments in philosophy and the arts, and they
strive to imitate human culture even when they do not have exten-
sive contact with ir.

Tlus. by R. Guay

Faun Characters
Fauns' favored class is bard. Faun clerics worship Dionysus or Pan

OLYMPIAN MONSTERS

The following monsters are particularly appropriate for a campaign
that uses the Olympian pantheon

=

Maonster Notes
Basilisk
Centaur
Chimera
Cockatrice
Dryad
Gorgon
Griffon
Harpy
Hippogriff
Hydra
Medusa

—
s

Any kind or number of heads

I e .o

Maonster CR Notes

Minotaur 4

Nymph 6

Pegasus 3

Roc 9

Satyr 20r4 Without or with pipes
Sphinx 5 7,80r9  Any kind

Sprite lord Any kind

Titan 21

Unicarn 3

Animals: Boar (CR 2); cat (CR 1/4); dog (CR 1/3); dog,
riding (CR 1); donkey (CR 1/6); eagle (CR 1/2); hawk (CR
1/3); horse, all (CR 1-2); lion (CR 3); mule (CR 1); owl
(CR 1/4); pony, all (CR 1/4); rat (CR 1/8); snake, all (CR
1/3 to 5).




he Pharaonic pantheon is a fantasy interpretation of the
religions of historical Egypt in ancient times. It includes

game, arranged in a cpsmology and thealogy tharmake sense
from the perspectiveof the game. These gods artg divoreed
from their historical context as patrons of individaal eities in
real-world Egypr, and are united into a right pantheon that serves
the needsof D&D clerics andl orlier player and monplayer charag-
tets in the game.

Re, the primogenitor of the Pharaonic panthéon, brought into
being two children: Shu and Tefnut. Shu wasgod of the dry
desert air and the forces of preservation, while Tefnur had
domibion over the moist river airand the forces of change They

< hadiwe ehildren-a son, Geb, god of the dry earth,and adsugh-
: .tet:Nut, god of tﬁt 5 Iqu Geb and Mut loved eich orher

dsia‘es is by fur the mn;(,lm rrant.in the curreni Phiraonic

.,: R “'ﬁmrhuqn The son of Osivig and 1s ‘.a Huus, ascended 1o claim the
i Z&Dm‘ of Re, absarbing Re's essencc o become Re-Horakhry,
) wisand Nephthys have a son, Anubis, who plays an impor

rant role in the-human afferlife Nephthys bare Set one child

deformed crocodile god,
After ascending 1o his great gﬂ:al—gr
Horakhry (Horus) repeated Re's
«genesis and bore two daughlrﬁr'ﬁ' -
macried a god from a foreign p'lmi_:lhﬁﬂ. bring

deities appropriate for use in @ DUNGEONS & DRAGONS -

dren- lStﬁ,NRPhlh?s, Osiris, and Ser—= ¢
.From l:’mfng ‘maore, This generstion ofi 3

& -' P}-%AR&'{}N Ig

w2 k|

the Pharapnic “family" Hather married Bes, and Bast mar
ried Prah. Whatever their griging, these fwe fgreign deities
have lost all gantact wul?:heu former pantheons, and it
is quite pogsible that the festof the members 8f their pan-
theons have all died or disappeared.

Three remaining deifes stand ourgide the familial /
relationships of the pantheod. I'mhorep was born
mortal and ascended to godhood; Thoth was born from
the same primordial chaos as Re; and Apepis a creature
of urrer evil who probably existed before Re created
the universe

The older generations of Pharaonic deities—Shu,
Tefnut, Geb, and Nit—are still alive, but so remote from
the mortal world that they are na longer importanr Fig-
ures in the pantheon. They are no longer worshiped,
and their statistics do not appearin this baok. _‘

i

* Eiclds (Seker-Hetep) where the soulsof the right-

before [leeing her husband in hirror n\‘gr\htjc\rll Sobek, the? % = the sun (steered by Re Horakhty) puasses each

" heywiprd nf' rhe ’Pl:amoni-: cosmology.is bounded
+ by heaven and Bell To the west uflh.@uﬂaﬂ warld,
whiere the sun sets every night, lie the fair: Qfﬁ'rlng
cons live in eternal reward. Under the earth, where

night in strugple with the forces of ewil, are the
"I‘wcluc Hours of Night, Demons, serpentine monsters,

the souls of those who died without proper ‘

IA14 ATLAVHD NOHHJ_NVd DINOYAYHJ 111

Iunaraﬁ {including foreigners) populate this dark
underworld. Togecher, the Offering Fields, the

- ;
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TABLE 5-1: THE PHARAONIC PANTHEON

TasLE 5-2: PHARAONIC DEITIES BY RACE
Race Deities
Human By class and alignment
Dwarf Osiris, Ptah, or by class and alignment
EIf Bast, Nephthys, or by class and alignment

Gnome Bes, Hathor, Thoth, or by class and alignment
Half-elf Bast, Nephthys, or by class and alignment
Half-orc Bast, Set, or by class and alignment

Halfling Bast, Bes, Hathor, or by class and alignment

TaBLE 5-3: PHARAONIC DEITIES BY CLASS
Class Deities (Alignment)
Bard Bes (CN), Hathor (NG), Isis (NG), Thoth (N)

Barbarian Apep (NE), Bast (CG)

Cleric Any

Druid Apep (NE), Isis (NG), Ptah (LN), Sobek (LE)

Fighter Bast (CG), Re-Horakhty (LG), Set (CE)

Maonk Anubis (LN), Osiris (LG), Ptah (LN},
Re-Horakhty (LG), Sobek (LE)

Paladin Osiris (LG), Re-Horakhty (LG)

Ranger Apep (NE), Bast (CG), Isis (NG), Nephthys
(CG), Osiris (LG),Sobek (LE)

Rogue Apep (NE), Bast (CG), Bes (CN), Set (CE)

Sorcerer Isis (NG), Ptah (LN), Thoth (N}, Set (CE)

Wizard Imhotep (NG), Isis (NG), Ptah (LN}, Thoth

(N), Set (CE)

usionist Bast (CG), Bes (CN)

MNecromancer Anubis (LN), Nephthys (CG), Osiris (LG),
Set (CE)

Twelve Hours of Night, and the heavenly arc of the sun's daylight
journey compose Tuat, the otherworld in Pharaonic cosmology

Although the worshipers of the Pharaonic deities view Tuat as a
single realm of existence, it is actually three distinct Outer Planes
where most of the deities of the Pharaonic p.ln!in'nn reside

The Solar Barge: Re-Horakhty and his attendants sail across
the sky (actually the Astral Plane) in the Solar Barge every day,
and through the Twelve Hours of Night every night. Re-

Horakty is artended by a number of minor godlings, including

Name Domains Rank  Alignment

Re-Horakhty  Glory, Good, Law, G LG
Nobility, Sun, War

Anubis Law, Magic, Repose 1 LN

Apep Evil, Fire, Scalykind D NE

Bast Chaos, Destruction, L (o]
Protection, Strength, War

Bes Luck, Protection, L CN
Trickery

Hathor Community, Good, Luck | NG

Imhotep Artifice, Healing, D NG
Knowledge

Isis Good, Magic, G NG
Protection, Water

Nephthys Chaos, Good, I G
Protection, Repose

Osiris Air, Earth, Good, Law, G LG
Plant, Repose

Ptah Creation, Knowledge, | LN
Law, Travel

Set Air, Chaos, Darkness, G CE
Destruction, Evil, Strength

Sobek Animal, Evil, Water D LE

Thoth Knowledge, Magic, Rune | N

Favored

Weapon Portfolio

Khopesh Nability, sun, supreme, vengeance
Mace Judgment, death

Heavy pick Evil, fire, serpents

Tiger claws Cats, vengeance

Short sword Luck, music, protection

Longsword Love, music, dance, moon, fate,
matherhood
Quarterstaff Crafts, medicine

Quarterstaff Fertility, magic, marriage

Mace Death, grief

Flail Harvest, nature, underworld

Mace Crafts, knowledge, secrets, travel

Spear Darkness, evil, night, desert storms,
dluught

Shortspear Water, river hazards, crocodiles, wetlands

Quarterstalf Knowledge, wisdom, learning

th'l'p. the boat's captain; Nehes, the lookout; and 1 Jp-uate, Her
heken, Saa, and Hu, the deck hands. During the night passage
Afu, his trusted escort, joins him. Each dawn, Bast fights Apep
to allow the Solar Barge passage out of the underworld and back
into the sky. The Solar Barge is a tiny Outer Plane in itsell,
divinely morphic and mildly good-aligned with a minor posi-
tive dominance.

The Offering Fields: Underneath and beyond the rremen
dous Mountains of the West, the U“l‘l'lﬂ"\ Fields offer peace and
prosperity to the souls of the righteous, Seven enormous gares
|.‘L|.!\'i1|r.' passage 1o the Seven | |.'|]|‘=. each one of which is a cavern
large enough 1o hold several cities. Each of the Seven Halls con
tains prosperous farms and estates, the reward of the righteous
dead. Deeper under the mountains beyond the Seven Halls lie
the Pillars of the Wesrt, twenty-one enormous pillars each stand
ing at the entrance of another huge cavern, with each of those
caverns holding more idyllic towns and plantations. Beyond the
Pillars of the West are the Fourteen States, a barrier zone
between the Pillars and Osiris’s realm beyond. The Fourteen
States stand in stark contrast to the peace ful realms of the Offer
ing Fields, for they are full of lava flows, mud pits, and
demons—servants and guardians of the Pharaonic gods, despite
their fearsome natures

Past the Fourteen States lies Fair Ament, a broad valley on the
far side of the Mounrains of the West, While the caverns under
the Mountains are the homes of departed mortal souls and
minor gm“mgﬁ (including I|1111n|v|1.. most of the important
deities of the Pharaonic pantheon reside in Fair Ament
including Anubis, Hathor, Isis, Nephthys, Osiris, and Thoth. All
these deities spend much time in the Hall of Truth, where they
participate in the judgment of mortal souls, Anubis guides each
departed soul through the halls under the Mountains of the
West to this Hall of Truth. There, the soul is weighed on a bal
ance against the Feather of Ma'at, while the judges consider the
dead person’s deeds. Virtuous souls are assigned their eternal
home in the Seven Halls or the Pillars of the West, while
damned souls are consumed by the Am-mir, a hideous monster
with the head of a crocodile, the body of a hippopotamus, and
the claws of a lion.




the Sun’ Hrg;_e

ol
pat
i - L ]
500

“Pillars of the West

¥

p 00
Seven Halls

J"’ House of
w Truth

~Fourteen
(_-" States
"L iy,

Fair
A Ament

The
Offering
r " Fields

As an Outer Plane, the Offering Fields is divinely morphic and
mildly good-aligned.

The Twelve Hours of Night: Past Fair Ament lies Mount
Manu, part of another titanic mountain range at the western
most edge of the world. At the base of Mount Manu is a great
gaping canyon, the entrance ro the Twelve Hours of Night. Eac h
night, the Solar Barge must pass Ihl'nllgh this long, tortured
series of caverns in order to emerge in the east and rraverse the
sky again. Along the way, it is hindered by demons and mon
sters, as well as some foreign souls who chose to throw in their
lot with the forces of evil. Ser is the master of these evils, end
lessly plotting to overthrow Re-Horakhty and seize rulership ol
the Pharaonic pantheon. Perhaps his most dedicated servant is
Apep, the monstrous serpent that ¢ ]1'.|||rl1,1-."v the Solar Barge
every morning, refusing to allow it passage out of the Twelve
Hours of Night. The duty of bartling Apep while the Solar Barge
escapes falls 1o Bast.

Most of the mortal souls that populate the Twelve Hours of
Night belong to those who were not given proper funerals
Because of this ;'.\.'er_uu_r_ht, their souls could not be found il'_.' Anubis
and escorted to the Hall of Truth. Some of these souls try to aid Re-
Horakhty and help the Solar Barge complete its nightly passage
Re-Horakhry regularly rewards these souls by carrying them out, a
few at a time, and depositing them in Fair Ament before descend
ing once more into the Twelve Hours of Night. The Solar Barge can
carry only a few souls each night, however

The Twelve Hours of Night is the third Outer Plane of the
Pharaonic cosmology. It is divinely Innl|\11!t' and mildly evil
aligned with a minor negative dominance

The Transitive Planes: The transitive planes are slightly alrered in
the Pharaonic L'l!r\mih]u};\;. The Ethereal Plane coexists with the Mate
rial Plane as normal. The Solar Barge sails through the Astral Plane,
and is visible on the Marterial Plane as the sun. The Astral Plane also

connects to the Offering Fields and the Twelve Hours of Night. The

Shadow Plane connects only to the Twelve Hours of Night

THE PHARAONIC
PANTHEON

Since the Pharaonic deities form a tight pantheon, clerics may
choose the entire pantheon as a parron rather than a specific deity
in the pantheon. However, in the Pharaonic ]:r'.ll'l[h.cull. clerics are
most often associated with single deities, while noncleric believers
typically revere the pantheon as a whole.

Clerics who revere the entire Pharaonic pantheon may choose
any of the following domains: Air, Artifice, Chaos, Community,
Creation, Destruction, Earth, Glory, Good, Healing, Knowledge,
Law, Luck, Magic, Nobility, Plant, Protection, Repose, Rune,
Strength, Sun, Travel, Trickery, War, and Water. They may choose
from among the following weapons for their favored weapons
flail, heavy pick, khopesh, longsword, mace, quarterstaff, short
sword, spear, and tiger claws,

A cleric of the pantheon may be of any nonevil alignment. Evil
clerics worship Apep, Set, or Sobek, the three aberrant deities of the
pantheon, and are not welcome in the temples of the other deities.

Instead of serving the entire Pharaonic pantheon, a few clerics
devote themselves to just the "Osirian triad” of deities: Osiris, his
wife Isis, and their son Re-Horakhty. These clerics may choose
from the following domains: Air, Earth, Law, Glory, Good, Law,
Magic, Nobility, Plant, Protection, Repose, Sun, War, and Water
These I'Il'i’u'\ must be F_l"l‘ll. and Ihl"_q' must choose the khu].'\t'h}l.
flail, or quartersiaff as their favored weapon

Ma'at: The principle that unites the Pharaonic pantheon into a
tight pantheon is Ma‘ar—the tundamental order of the universe.
All the Pharaonic deities (with the exception of the aberrant gods
Apep, Set, and Sobek) praise and uphold Ma'at as the order that
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underpins their existence and place in the universe. Ma'at is the
principle of truth, justice, law, and order, and without it the uni-
VEerse it‘_il'lf WUlllLi L'l'Ll[nh]l' mnto fh.‘l(lq,

When a mortal dies, Anubis weighs the deceased soul on a scale
balanced by the feather of Ma'at. If the soul overbalances the scale,
it is fed to Am-mir, the devourer of souls. 1f the scale balances, the
deceased is revealed as a just and honorable person and finds
reward in the Offering Fields.

Judges invoke the presence of Ma'at so that they may decide the
cases before them with justice and impartiality. Rulers strive to
govern according to Ma'at’s principles, often seeking advice from
clerics, so that justice and order may mark their rule

RE-HORAKHTY
Greater Deity
Symbol: Solar disk encircled by a

serpent . A'.
Home Plane: The Solar Bal‘m,

Alignment: Lawful good |

Portfolio: Nobility, sun, supremepw= -
vengeance [ |

Worshipers: Rulers and viziers, fighters,
paladins, monks

Cleric Alignments: LG, LN, NG

Domains: Glory, Good, Law, Nnbi]it}r‘
Sun, War e

Favored Weapon: Khopesh

The ruler of the Pharaonic pantheon, Re-Horakhty is the resplen
dent lord of the sun, steering the Solar Barge across the sky and
through the underworld ar night. He appears as a strong, dark-
skinned human with the head of a hawk.

L

Re-Haorakhty is the son of Isis and Osiris. Previously called
Horus, he ascended 1o take the place of the original sun-god, Re,
after defeating Set to avenge the murder of Osiris. He absorbed the
divine essence of the aging Re, increasing his power beyond that of
his parents.

Dogma

—

Re-Horakhty is the god of kings, bestowing his divine blessings
upon the earthly rulers who serve him. Although kings who revere
Re-Horakhty are fond of preaching about "divine right,” Re-
Horakhry demands that monarchs rule wisely and justly, true 1o
his lawful good alignment. His divine blessings can be taken away
from those who prove themselves unworthy as quickly as they
were given.

The kings who serve Re-Horakhty give the Pharaonic pan-
theon its name, since they are called pharaohs. Re-Horalkhry
commonly uses his Possess Mortal salient divine ability 1o
inhabit an earthly pharaoh, thus acring simultaneously as ruler ol
ill'UVl'n J"LI l\j‘ J,':Iflh

Re-Horakhty is a martial god, his nightly battle in the under
world representing the constant warfare that good must wige
against evil. Evil, in the Pharaonic mythos, primarily means Set
and his servants, especially Apep. Set is Re-Horakhty's uncle, and
Ritled Osiris ar least in part to usurp the throne that Re-Horakhry
wrested from his grasp, making the two deities implacable ene
mies. Re-Horakhty teaches that vigilance and readiness of arms are
absolutely necessary so that Serand his minions can never succeed
in stopping the Solar Barge's nightly journey and assuming leader-
ship of the pantheon

Llerqy and Temples

Re-Horakhty's clerics are kings and advisors 1o kings. Like most
Pharaonic clergy, they wear white robes, but they also adorn
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their hlgh office. His male clerics—the far majority—shave
their heads.

Re-Horakhty usually shares a «
1 deity has a separate inner court within rthe

smple with his parents, Osiris

and Isis, though eac
temple. These grand temples are found wherever the Pharaonic

detties are w nl\hl}‘l"d .\|.d1"| [ |:'I'L|"~ serve Ill I11Il.‘-' d-.'llh"*

RE-HORAKHTY
Paladin 20/Monk 20/Cleric 10
Medium-Size OQutsider
Divine Rank: 19
Hit Dice: 20d8+180 (ourtsider

plus 20d10+180 (Pal) plus
20d8+180 (Mnk) plus
10d&+20 (Clr) (1,230 J1|;'|
Initiative: +13 (+9 Dex, +4
Improved Initiative
Speed: 180 ft
AC: 101 (+9 Dex, +20
monk, +19 divine
+32 natural, +11
Li.L':-il'L"IUi]
Attacks®: +5 brilliani
lawful

£Terg)

khopesh +81/+76,
171/ +66 melee or +5
keen lawful vorpal un
armed +80/+77/+74/

+71/+68 meleg; Or
~.|14'|] 75 melee touch
or +73 |.|1|l“mi touch
Always receives a 20 on
attack rolls; roll die 1o check
for crirical hit

Damage®: +5 bnlliwit energy holy
lawful khopesh 1d8+21/17
keeen lawful vorpal unaprmed 2d12+16/19-20

or by spell *Always does maximum damage

'H‘|‘='~|1 289 points, unar med 40 poinis)
Face/Reach: s ft. by s fr./s it .
‘ipm‘i.’il Attacks: Domain powers, salient divine

abilities, spell-like abilities, smite evil (3/day
+11 on attack and +60 on damage), unarmed
strike, flurey of b
DC 36), ki strike +3, quivering palm, rurn undead

(paladin) 14/day (as Clr18), turn or rebuke

ows, stunning attack (20/day,

undead 18/day.
Special Qualities: Divine immunities, DR 54/+4, lasi
healing 39, spontanecus casting of divine spells,
understand, speak, and read all languages and speak directly

to all beings within 19 miles, remote communication, godly
realm, teleport without ervor at will, plane shift ar will, detect evil

), divine health, aura of

divine grace, lay on hands (220 hp/d:
courage (+8 to morale), remove disease (6/week), paladin mount
with celestial template, evasion, still mind (+2 against
enchantment), slow fall (any distance), purity of body, whole
ness of body (40 hp), leap of the clouds, improved evasion
diamond body, abundant sep, timeless body, tongue of the sun
and the moon, empty body, perfect self, SR 51, divine aura (19
miles, DC 40).

Saves™: Fort +65, Refl +65, Will +72. *Always receives a 20 on saves

Abilities: Str 32, Dex 29, Con 29, Int 29, Wis 42, Cha 32

Skills®: Balance +70, Concentration +98, Diplomacy +102, Heal
+85, Intimidate +50, Intuit Direction +75, Jump +52, Knowledge

+ (geography) +48, Knowledge (history

148, Knowledge (nobility and royalty) +53, Knowledge (the

{arcana) +78, Knowlec

planes) +68, Knowledge (religion) +88, Listen +65, Scry +38,
Search +68, Sense Motive +75, Spelleraft +78, Spot 475, Tumble
+80. "Always receives a 20 0on ¢

Blind-Fight, Blindsight 5-ft. Radius, Cleave, Combat
flexes, Deflect Arrows, Divine Ma_ﬂ_]ﬂ. Divine Vengeance,
|, Expertise, Extra Turning, Great

4]

Empower Spe

Cleave, Improved Critical (khopesh), Improved Grapple,
Improved Initiative, Improved Trip, Improved Unarmed
Strike, 1_(".3L§l'1'.‘-hli.‘. Mobility, Power Attack, Power
Critical (khopesh), Quicken Spell, Spring
Artack, Still Spell, Superior Expertise,
Weapon Focus (khopesh}, Whirl
wind Arrack.

Divine Immunities: Ability
damage, abiliry drain, acid, cold
I.lr.'.llll ettects, .|,.~;(‘.|\'(', \il\'lll-

tegration, electricity, ener
gy drain, mind-affecting
effects, }‘.lf.l]\.‘”h. poison,
sleep, stunning, transmu

tation, imprisonment,
banishment

Salient Divine Abili
ties: Alter Reality, Anni
hilating Strike, Barttle
sense, Clearsighr, Create

Greater Object, Create
Object, Divine Blast, Divine
Celerity, Divine Creation,

Divine Dodge, Divine Fasi
||L'.1l;|l},: Divine Monk, Divine
Paladin, Divine Radiance, Di
vine Shield, Divine Storm, Extra
Domain (Law), Extra Domain [(Sun
Extra Domain (War), Extra Sense
Enhancement (sight), Extra Energy Immu
(tire), Lay Quest, Mass Divine Blast, Pos
sess Mortal

Domain Powers: Turn undead with 42 on
turning checks and +1dé to turning damage

cast _|_l|.~||-i spe Is at +1 caster level; cast law
1PL'H‘\ at +1 caster level; 19/day |n\]1i|1- allies
+2 morale bonus for 11 rounds); 19/day
greater turning

Spell-Like Abilities: Re-Horakhry uses these

abilities as a 29th-level caster, except for |;L|m]

.|||d law N]"l'”.‘-. which he uses as a yoth-level
caster. The save DCs are 40 4 *~|.‘l'|] level. Aiwd
blade barrier, bless weapon, bolt of glory®, calm
emations, crovm of glory®, demand, dictum, dus
pel chaos, dispel evil, disrupt undead, drine favor
dnane power, endure elements, ¢ nthrall, five seeds, fire shield, lame strike

LA A

cern lies, dis

gate, geas/quest, greater command, heat metal, hold monster, holy aura
holy smiite, haly sword, holy word, magic corele agaimst chaos, magie cirele
against e ||. mage vestmentl, magie weapon wder's wrath, power word
blind, power word kill, power word stun, prismatic sphere, proteclion from
chaos, protection from ewil, repulsion, searing light, shaeld of liws, spiviiual

weapon, storm of vengeance, summon monsler IX (as law or _.ium| *F'It'“

||1'||"| y SN, ‘l”li'n'lf\l
Cleric Spells/Day: 6/9/9/8/8/6; base D(

aladin Spells/Day: 7/7/7/7; base DC = 26 + spell level

26 + :1]1('” level

Other Divine Powers

As a greater deity, Re-Horakhty automartically receives the best

possible result on any die roll he makes (including attack rolls,

||,||li;|\|_'_i'. checks, and saves). He is immortal

-~

-
=1
E
o
A
o
o
s
o
-
&
=




Hius, by D. Cramer

140

Senses: Re-Horakhty can hear, touch, and smell at a distance of
nineteen miles and see at a distance of thirty-eight miles. As a
standard action, he can perceive anything within nineteen miles of
his worshipers, holy sites, objects, or any location where one of his
titles or name was spoken in the last hour. He can extend his
SENSES [0 Up o rwenty locarions at once He can block the sensing
PI.'\'-I‘] {'T L]{'j!il'" l:'[- h]\ F.]nL‘ O |\1Uu'l'| at Lll" 1O WO remone ||||'||||| mns
at once for 19 hours

Portfolio Sense: Re-Horakhty senses every action taken by
a ruler on whom he has bestowed his favor, every sworn oath

r an evil

of vengeance and every undertaken quest to destrc
foe the instant it
and the furture
Auromatic Actions: Re-Horakhty can use Diplomacy,
Knowledge (arcana), Knowledge (geography), Knowledge (his
tory), Knowledge (nobility and rovalty), Knowledge (the
planes), or Knowledge (religion) as a free action if the DC for
the task is 30 or lower. He can perform up to rwenty such free

lappens and nineteen weeks into the pasi

actions each round
Create Magic Items: Re-Horakhty can create any magic
weapon or armor, and any item that uses light, posirive engrgy, or

spells from the Glory or Sun domains.

ludge of the Dead

Lesser Deity

Symbol: Black jackal

Home Plane: The Offering Fields

Alignment: Lawful neutral

Portfolio: Judgment, death

Worshipers: Guardians, embalmers
necromancers, monks

Cleric Alignments: LE, LG, LN

Domains: Law, Magic, Repose

Favored Weapon: Mace £

Anubis appears as a male human with the head and long tail of a
dog or jackal. A neat mane of straight black hair falls over his shoul
ders, He dresses in a white knee-length kilt, a decorarive scale mail
breastplate of glittering gold, and a number of bracers and arm
bands. He typically carries either a scepter or a true ankh. He can
use his Shift Form .t|\|h|_\' to take on the form of a ;;n'h_al

Anubis is the son of Osiris and Nephthys

logma
Anubis guides the souls of dead mortals o the halls of judgment,

supervises their weighing on the scales of Ma'at, and protects them
on their journey. In addition, he guards cemeteries from grave rob
bers and other defilers. Anubis helped his mother Nephthys and
his aunt Isis mummify Osiris (his father), applying his knowledge
of herbs and medicines. He is also a keeper ol magical ]-.111|u.'|1_'lEF|',
particularly thar related 1o necromancy. Despite his knowledge of
necromancy, he does nor condone animating or controlling
undead creatures, with the exception of mummies established as
tomb guardians
Followers of Anubis practrice rigorous |JIHLIP]II]J:'-' to hone
their minds and spirits, preparing themselves for the eventual
journey to the afterlife. The Judge of the Dead has few devo
tees, but he is often worshiped ar funerals, where his clerics
typically officiate.
Clergy and 1
Anubis’s clerics are few and not l'\'[‘t‘t'l.l[]\ |m'|'||l.|r, given their

empiles

close associarion with funerals and the |'|{'|,'|,'|.|'|‘|,|||_:1 _Lr|.|n-\-,|ni,
Not all of them perpetuate the stereorype of the gaunt, dour

intimidating mortician—but enough of them do that the

stereotype remains valid. As with all Pharaonic clerics, male
clerics of Anubis shave their heads while

emale clerics wear
their hair long. They dress in white robes. Most of Anubis's clerics
are male

Anubis’s ll'l'l]"lll"\ are -I]L'- ays ||1L .Ilt'd next to cemeteries and
follow the general layout of most Pharaonic temples. They are
funeral chapels, embalming centers, and guarded repositories of
S .'l'Li- .Jl'u| |'|Lt!‘_:]['.]; kl]i\\\'lL‘ngl'.

ANUBIS

Cleric 20/Wizard 15/Loremaster §

Medium-Size Outsider

Divine Rank: 6

Hit Dice: 20d8+140 (outsider) plus 20d8+140 (Clr) plus 15d4+108
Wiz) plus 5d4+35 (Lor) (820 hp)

Initiative: +7

Speed: 60 hi

AC: 53 (+7 Dex, +6 diving, +19 natural, +10 deflection + Dodge trick)

Attacks: +5 disruption lawful heavy mace +59/+54/+49/+44 me
*]1:‘! +54 melee touch or +53 [LIIHRL‘IJ touch

Damage: +5§ disruption lawful heavy mace 1d8+17/%2 or by spell

Face/Reach: 5 {1, by 5 ft./5 fi

€ 0r

Special Artacks: Domain powers, salient divine abilities, spell-like

cad 17/day,

Special Qualities: Divine immunities, DR 41/+4, fire resistance
26, spontaneous casting of divine spells, understand, speak, and

.I|"I|||li"-, Turn unc

read t” l.illj.','u.ip.tw and '.pt'.lk L[u'('l'll\; o ||,| ]n.-1|'|_|;-: within &
miles, remote communication, godly vealm, leleport without ervor
at will, plane shift at will, familiar (canines), lore +16, loremaster
secrets (Dodge trick, one fear, bonus 2nd-level spell), SR 38,
divine aura (600 ft., DC 25)
Saves: Fort +45, Ret +45, Will +56
Abilities: Str 26, Dex 25, Con 25, Int 32, Wis 43, Cha 30
Skills: Alchemy +67, Concentration +73, Decipher Script +47
Diplomacy +48, Heal +64, Knowledge (arcana) +79, Knowledge
(history) +57, Knowledge (narure) +57, Knowledge (nobility
and royalty) +57, Knowledge (the planes) +57, Knowledge
77, Knowledge (unc Listen +54,

:‘-hl' +77
Profession (herbalist) +62, Profession (scribe +62, Scry +77
Search 427, Sense Morive +42, Spellcraft +77, Spor +54, Use
M.”_'ILI Device +36

Feats: Alertness, Craft Rod, Craft Staff, Craft Wand, Craft Wondrous
Item, Divine Might, Divine Vengeance, Empower Spell, Enlarge
Spell, Extend Spell, Extra Turning, Greater Spell Penerration

I, Tron Will, Maximize Spell, Persistent Spell,

Power Attack, Quicken Spell, Reach Spell, Sacred Spell, Scribe

Scroll, Skill Focus (Knowledge [arcana]), Silent Spell, Spell

Mastery, Spell Penetration, Still Spell

',!'('|I|_[|L\'|'II f

lI[-iFh:uu Spe

Divine Immunities: Ability damage, ability drain, acid, cold,
death eftects, disease, disintegration, electricity, energy drain,
mind-affecring etfects, paralysis, poison, sleep, stunning, rransmuta
tion, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter Size, Animare
lemple Guardiant, Arcane Mastery, Gift of Life, Guide o Soulst,
Life and Death, Shift Form. 1 Inique ability, described below.

Domain Powers: Cast law spe
complerion or spell trigger devices as Wiz30; 6/day death touch

roll 20d6; if subject touched does not have at least that many hp

Is ar =1 caster level; use spell

it dies)

Spell-Like Abilities: Anubis uses these abilities as a 16th
level caster except lor law =-|"|'”-. which he uses as a 17th-level
level, Antimagic field, calm emo-
tions, deathwatch, death ward, destruction, dictum, dispe

caster. The save DCs are 26 + I.E'\pE

chaos, dispel
magic, genlle repase, hold monster, identify, imbue with spell ability
magic cirele against chaos, Mordenkainen's |f.-\=-1|||.r|,-p|, Nystuls unde

tectable aura, order's wrath, proteclion from chaos, profection from spells,




=
Other Divine Powers

shield of law, slay living, speak with dead, spell resistance, spell turning,

summon monster IX (law spell only), surelife, undeath to death, wail
of the banshee

Cleric Spells/Day: 6/10/10/10/10/9/8/8/8/7; base DC = 26 +
spell level

Wizard Spells/Day: 4/7/8/7/
!- |'.§.|.-I
nimate Temple G
Anubis can animate any ¢

a/6/6/6/5/5: base DC = 21 4

spe

dian (unique salient divine abiliry):
st that is located within a tomb that he
can sense, with no limit to size. Otherwise, this ability works like
animate objects

Guide to Souls (unique salient divine ability): Anubis can
prevent any soul from returning to its body when a cleric attempts
to return the character from the dead

Possessions: Anubis possesses a true ankh, a 1-foot-long ankh
made of bright blue stone that casts a true resurvection H!’l'” when
touched 1o the remains of any creature. Any creature with no

divine ranks who touches a true ankh suffers the effects of an
empowered, maximized horrid wilting

spell (300 points of damage, Forr IX

32 half)

Caster Level: 25thy Weight: 12 1b

As a lesser deity, Anubis may take

10 on any check. Anubis treats a 1
on an

artack roll or saving throw
normally and not as an automatric
failure. He is immortal
Senses: Anubis can
see, hear, touch, and
smell at a distance of
six miles. As a stan-
dard action, he can
perceive anything
within six miles of his
worshipers, holy sites,

objects, or any locarion

\\'||("_|- one of his titles ol
name was spoken in the last
hour. He can extend his senses

fo up 1o nve locations at once

He can block the sensing power
of deities of his rank or lower at
up to rwo remote locations at
once for 6 hours
Portfolio Sense: Anubis
.1i|]|1r1‘|..JllL'.1|l\_.' senses the wn'-llhll_}_‘
or violation of any tomb, and is
aware of all raise dead and
similar spells cast on follow
ers of a Pharaonic deity
Automatic Actions: Anu
bis can use Hea HIIH\\']I.‘II}.'.!‘
{arcana), Knowledge (his

tory), Knowledge (nature)
Knowledge (nobility and roy
.||L\ b Kni 'H'lt'lill.'d.' L I|I“ ‘l-illl"--

Knowled

ge (religion), Knowl

{undead), Profession
herbalist), Profession (scribe
or Spellcraft as a free action if the
DC is 20 or lower. He can perform up
to five such free actions each round
Create Magic Items: Anubis can
create any magic item, as long as the irem’s

market price does not exceed 30,000 Ep-

Demigod

Symbol: Flaming snake

Home Plane: The Twelve Hours
of Night

Alignment: Neutral evil

Portfolio: Evil, fire, serpents

Worshipers: Reptilian creatures, evil
dragons, crazed cultists

Cleric Alignments: NE, CE, LI

Domains: Evil, Fire, Scalykind

Favored Weapon: Heavy pick

_-\p«p is an evil creature of the III‘uI(‘thI'tLI. and an enemy of the
gods (though sometimes an ally of Set), He is the living embodi
ment of evil in Pharaonic myth, Apep appears as a giant ser
pent, 100 Leet ll_iIlIL' He is served by hordes of demons, most

of them sharing serpentine and fiery qualities

Dogma
Apep is reviled, not revered, in the temples
of the Pharaonic pantheon. Officially
-Ii.'\.l.ll'lll.“.ll to the priests ol Re-Horakhty and
the other deities—Apep has no
worshipers, no temples, and
no creed but destruction
and evil
lhose L'll'[.Ll‘.Hl'd, COTrrupt,
and otherwise evil souls who
llt'\'U[t' I:|l:'11!'-L‘l\ es to .\]‘l-}"
agree, at least in part. He has
no creed but destruction
destruction of all the
Pharaonic gods, their tem
ples, their clerics, their wor
\]upc[s. and even the world
they created and the crea
tures that Li1Jl.tl‘|I it. The
followers of Apep—not as
few as the priests of other
deities would 1||il' ]‘t'tl|‘ll'
to be
for a world dominated by
evil;, they strive for the end
of the world

eve do not strive

Clergy and f|'|:|}1|-.'-.
,'\I'll'i\l"\ human clerics do
not carry unholy symbols
that might identify them, nor
do they shave their heads or wear

vestments as thl'i I'h.ll'.l."HIl

clerics do. To al appearances,
they are ordinary members ol
society—cCommoners, experts

[i!-'.lﬂl'["\, Togues, wizards, or

members of any character class
but cleric. They meet with other
culrists nnh in secret I.|||L|L'|
cover of darkness, in window
less cellars and behind loc |\.<'\|
and barred doors. Any hint of
their activities would bring fiery
wrath on their heads from the

authoriries and agents of the other Pharaonic deities, so they
maintain the utmost secrecy.
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Apep also has a few clerics among evil creatures, particularly
serpentine ones such as nagas, dragons, and yuan-ti. Among
openly evil monsters such as these, clerics of Apep flaunt their
power and position. They often construct elaborate temples
though still hidden from human eyes—deep in the desert or
secluded in the mountains. These structures usually drip with
snakes and snakelike morifs

APEP

Colossal Dragon (Evil, Fire)
Divine Rank: §

Hit Dice: 40d12+440 (920 hp

Iniriative: +11 (+7 Dex, +4 Improved Initative)
Speed: 140 ft., climb 70 fi
AC: 66 (~8 size, +7 Dex, +5 divine, +45 natural, +7 deflection)

Artacks: Bite +52 melee
Damage: Bite 4d6+22/19-20
Face/Reach: 40 fi. by 80 [t./15 1

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities, breath weapon (fire, 100-ft. cone, save DC 31), constrict
(4d6+22), improved grab, poison (DC 31; initial and secondary
d:lll'l::gu‘.' d6 points of temporary Constitution da mage .

Special Qualities: Divine immunities, DR 40/+4, cold resistance
25, understand, !:pt':lk. and read all |u]1j.;u‘.|ge-\' and \pl-,ak Lijnl([lg-'
to all beings within 1 mile, remote communication, godly realm,
teleport without ervor at will, darkvision, fire subtype, SR 37,
divine aura (50 ft., DC 22)

Fire Subtype: Immune to fire damage; takes double damage
from cold unless a saving throw for half \Iam;u_.;r is allowed, in
which case he takes half damage on a success and double
damage on a failure

Saves: Fort +38, Ref +34, Will +34

Abilities: Str 40, Dex 25, Con 33, Int 24, Wis 24, Cha 24.

Skills: Bluff +52, Climb +28, Diplomacy +56, Hide +16, Innuendo
+54, Intimidate +54, Knowledge (arcana) +52, Knowl
edge (the planes) +52, Knowledge (religion) +52,
Listen +54, Move Silently +32, Search +52, Sense B
Motive +52, Spelleraft +52, Spot +54

Feats: Aleriness, Blind-Fight, Cleave, Combar
Reflexes, Dodge, Great Cleave, Improved Critical
(bite), ltupwl'vd Initiative, Mobility, Power Artack,
Spring Attack.

J‘
»
"

s,

Divine Immunities: Abil-
ity damage, ability drain,
acid, death effecrs, dis-
ease, disintegration, elec-
tricity, energy drain, mind-
ul'l'm'[m_n; effects, p.‘l!‘.‘ll\,':ils.
poison, sleep,
ransmulanon.

Salient Divine Abilities:
Alter Form, Alter Size, Control 428
Creatures (snakes), Divine Fire
Mastery, Speak with Crearures
(snakes and serpentine animals
and beasts), Wound Enemy.

Domain Powers: Cast
evil spells at +1 q.'.i\trl'-”_,é-;r :
level; 10/day rurm or 7 '
f.]i“‘ilrU‘T water creatures, &
or rebuke or command fire
creatures; 10/day rebuke or command Ir‘|3[lh|'l]"l
animals and snakes

Spell-Like Abilities: Apep uses
these abilities as a 15th-level LJhIL'r.

EXCept for I.‘\'II .'«l'll'“h. 'Wl'l.:l'h |'I|c‘

stunning,

=\

uses as a 16th-level caster, The save DCs are 22 + spell level
Animal growth (snakes and other reptiles only), animal shapes

(snakes and other reptiles anly), antmal trance (snakes and other
reptiles only), blasphemy, burning hands, eveate undead, creeping
Jcllllil. cfhn rate, 'h‘f"'] !:I‘I'Ii. |'||'III|‘JII'.If SHNITFIH l|-i re |.1]1!VI, l"}'l‘J"Jl-| fm
seeds, five shield, five storm, greater magic fang, incendiary cloud, mag
civcle agamnst good, magic fang, poison, produce flame, protection from
good, resist elements (as cold or fire spell only), shapechange,
summon monster 1X (as evil spell only), unholy awra, unholy blight,
wall of fire.

Other Divine Powers
As a demigod, Apep trears o 1 on an artack roll or saving throw nor-
mally and not as an automatic failure. He is immortal,

Senses: Apep can see (using normal vision or darkvision),
hear, touch, and smell at a distance of five miles. As a standard
action, he can perceive anything within five miles of his wor-
shipers, holy sites, objects, or any location where one of his ritles
O name wis :;p:.lkL'H in the last hour. He can extend his senses 1o
up m rwo locations at once. He can block the sensing power ol
Lil.‘lll[.'!'i L]I-hi.‘\' ri]nk ar [U‘-\'l.'l- at Up [0 WO remote 1L1t:J[|ﬂnF ar once
for 5 hours.

V 2 (& Jfﬁ
o“‘ "tf ¥ *
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Portfolio Sense: Apep instantly
senses anything thar affects ar
least one thousand snakes
or other l'vpli[i;ln crea-
tures, and any fire that

atfects at least one

lJlULlHJ“d créearures.
i Create Magic
‘3 Items: Apep can
create any wand,
scroll, or potion con-
taining a spell from
the Fire domain, as
well as flaming and
ﬂumin_u burst WEIPONS,
as long as the item’s
market price does not
exceed 4,500 gp




BAST

Lesser Deity

Symbol: Cai

Home Plane: The Solar Barge (Mount Bakhau)

Alignment: Chaotic good

Portfolio: Cats, vengeance, protection,
punishment

Worshipers: Mothers, defenders, fighters,
barbarians, rangers, elves

Cleric Alignments: NG, CG, CN

Domains: Chaos, Destruction, i‘mwc_t‘,
Strength, War

Favored Weapon: Tiger claws

Rast is a cat-headed deiry whose portfolio includes protec- f
tion (as a mother protects her children), punishment of
wrongdoers, and cats. She appears as a dark-skinned human
woman with the head of a cat, though she can use her Shift
Form ability to appear as any feline of any size. Bast is a wild
deiry. To those she favors she gives great blessings, bt
when she is angry her wrath knows no bounds. She is a
Herce enemy ol Apep and Set

Though Bast’s home plane is listed as the Solar Barge,
in tact she resides on Mount H;I]-\.h.lll at the far eastern
edge of the world. This mythical mountain lies along
the Solar Barge's course through the sky, above the
cavern where the Barge exits the Twelve Hours of
Night each dawn, Every morning, Bast descends from
her palace to fight Apep, securing the Barge's passage
out of the Twelve Hours.

Bast is one of the daughters of Re-Horakhty
and is married to Prah

Dogma
To speak of dogma in connection with Bast is
almost Hn|1[:',|1|||;|nr1_; Bast is a chaotic, often
whimsical deity who demands no rigid adher
ence to principles of faith. In general,
she promotes life and liberty,
asserting the value of mortal
life, things of beauty, and free-
dom from oppressive regula
tion. Bast hates evil, partic ularly
Apep and his followers, and people
who w m'rihlp Bast }!('Il:'l.i]iv -\h-ll'l'
that enmity.

Clergy and Temples
Bast's clerics, like most clerics of the
Pharaonic deities, wear white robes and shave
their heads if they are male. Clerics of Bast are
charged to remain constantly vigilant against
the forces of evil, as a cat watches for vermin

invading the home. They often serve as the voice
of the common people among the Pharaonic
clergy, who are so often obsessed with royalty
and the orderly function of government they
they may forget those they serve. Most of Bast's
clerics are female

Bast's temples follow the J_'.l'i'll'l.ll layout of
most Pharaonic u'mplt'h. Basrt is also revered
at countless small shrines and household
altars. Due to her influence, cats hold a spe
cial revered place in Pharaonic culture, and
mistreating o cat invites the wrath of Bas
on the perpetraton

BAST
Cleric 10/Fighter 20/Illusionist 10
Medium-Size Outsider
Divine Rank: 8
Hit Dice: 20d8+160 (outsider) plus 10d8+80 (Clr) plus 20d10+160
(Frr) plus 10d4+80 (111} (960 hp)
Initiative: +21 (+17 Dex, +4 Improved Initiative)
Speed: 60 fi.
AC: 65 (+17 Dex, +8 divine, +21 natural, +9 deflection)
Attacks: 2 claws +65 melee, bite +63 melee; or spell +58 melee
touch or +65 ranged touch
Bamage: Claw 1d4+10; bite 1d6+5 or by spell
Face/Reach: s fr. by 5 fr./s fr.
Special Attacks: Domain powers, salient divine abilities, spell-like
v, abilities, rend 2d6, turn undead 12/day
Special Qualities: Divine immunities, DR 43/+4, fire
resistance 28, spantaneous casnung ul- lli\.'lnt' ‘-F\l'“\.
understand, speak, and read all languages and speak

et directly to all |'u-|1'|gn within 8 miles, remote communi-

cation, godly realm, teleport without ervor at will, plane
shaft ar will, familiar (felines), SR 40, divine aura (800
It., DC 27)
Saves: Fort +48, Ref +57, Will +48
Abilities: Str 30, Dex 44, Con 26, Int 28, Wis 26, Cha 29.
Skills: Animal Empathy +37, Balance +67, Climb
+68, Concentration +36, Diplomacy +29, Escape
Artist +50, Handle Animal +67, Heal +46, Hide +65
Intuit Direction +36, Jump +70, Knowledge (nature)
47, Knowledge (religion) +47, Listen +48, Move
Silently +57, Ride (horse) +27, Scry +27, Sense
Motive +46, Spellcraft +37, Spot +58, Tumble +57,
Wilderness Lore +46
Feats: Alertness, Blind-Fight, Cleave, Combat
Reflexes, Dodge, Expertise, Fleet of Foot, Great
‘-|.|'.i\.'t‘, Greater h|1|,~|'| Focus (1lusion), |T11|1I'I.I'~'|.‘1|
Critical (bite), Improved Critical (claw), Improved
Disarm, Improved Initiative, Improved Trip,
Mobiliry, Multiattack, Power Artack, Power Crirical
(bite), Power Critical (claw), Quicken Spell, Run,
Scribe Scroll, Silent Spell, Spell Focus
(Hlusion), Spring Attack, Still
‘.“pl'”. 51!;11’”1“ |.'_\'|_‘|L‘t"|h|:. |I'.'n.'|-L
Weapon Finesse (bite), Weapon
Finesse (claw), Weapon Focus
(bite), Weapon Focus (claw),
Weapon Specialization (bite),
Weapon Specialization  (claw),
Whirlwind Artack

Divine Immunities: Ability
damage, ability drain, acid, cold,
death effecrs, disease -ll‘»Jllll‘}{'l-l'
tion, electricity, energy drain, mind
affecting effects, paralysis, poison,
sleep, stunning, transmutation,
imprisonment, banishment

Salient Divine Abilities: Alter
Form, Alter Size, Banesirike ( 11‘|11I|
ian creatures), Control Creatures
(feline animals), Divine Battle Mas
tery, Divine Celerity, Extra Domain
{(Strength), Extra Domain (War),
Shift Form, Speak with Creatures
{feline animals).

Domain Powers: Cast
chaos spells at +1 caster level;
8/day smite (+4 on attack
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Other Divine Powers

and +10 on damage for one weapon attack; 8/day proteciive ward
(touched subject gains +10 resistance bonus on next saving
throw, maximum duration 1 hour);, 8/day fear of strength (+10
enhancement bonus to Str for 1 round)

."‘Pf-'”'l.ilﬂ‘ r\h““it'ﬁ; Bast uses these .ll!lilll('\.lx an 18th-level
caster, except for chaos spells, which she uses as a 19th-level

caster, The save DCs are 26 + spell level. Animate objects, anti
magic field, Bighy's clenched fist, Bighy's crushing hand, Bighy's grasp
ing hand, blade barrier, bull’s tlh'”_\jl‘l. chaos hammer, avele of doom,
cloak of chaos, contagion, disinlegrate, dispel law, divine power, carth
quake, endure elements, flame strike, harm, tmplosion, inflict eritical
wotnds, inflict light wounds, magic circle against law, magic vestment,
magic weapon, mind blank, power word blind, power word kill, power
word stun, prismalic sphere, protection from elements, prolection

from law, repulsion, nighteous might, sanctuary, shatter, shicld

other, spell immunity, spell resistance, spiritual weapon,
stoneskin, summon monster 1X (as chaos spell only),
word of chaos

Rend (Ex): If Bast hits with both claw
Al L‘-i, she l.]]l hes onto her u[\punvnl'n
body and tears the flesh. This artack
automartically deals an additional

2dé points of damage

-+

Cleric Spells/Day: 6/7/7,
6/6/4; base DC = 18 + spell level.
Wizard Spells/Day: 5/8/7/
6/6/5; base DC = 19 + spell level,

23 + spell level for illusions
Prohibited schools: Divina-
tion and Necromancy.

As a lesser deity, Bast may
take 10 on any check. Bast &
freats a 1 on an L
attack roll .or
5\.'!‘.'”1!_'| 'l'l[{!“u' . '\'L
normally and !
not as an aulto-
failure
She is immortal
Senses: Bast

can see, hear

touch, and smell at
a distance of eight
miles. As a standard
¢ can per
ceive anything within
l.'I|.'_|'LL miles of her \".'\ll"&llii":'ll\,

acnon,

Jl-'L\' sies, L'l"lL‘i [§, OT any loca-
rion where one of her titles or
name was spoken in
the last hour. She can
extend her senses to
up to five locations at
once. She can block the
sensing power of deities of her rank
or lower at up to two remote locations
at once for 8 hours

Portfolio Sense: Bast automatically senses any event that
affects five hundred or more felines or mothers, and any bartle
wundred combatants

Automatic Actions: Bast can use Balance, Hide, Listen, or
Spot as a free action if the DC for the task is 20 or lower. She can

'II]\-'n']'.'II!R al It‘_i'-l [ive

pertorm up 1o tive such free actions each round
Create Magic Items: Bast can create any magic weapon, as long
as the item’s marker price does not exceed 30,000 EP

Lesser Deity

Symbol: Image of the deiry
Home Plane: Marerial Plane
Alignment: Chaotic neutral ;
Portfolio: Luck, music, protecrion %
Worshipers: Rogues, gamblers @
Cleric Alignments: CG, CN, CE
Domains: Luck, Protection, Trickery
Favored Weapon: Short sword

Fhe grotesque but cheerful Bes appears as a stunted, round
bodied and bow legged human, abour 4 feer tall, sporting
a bushy beard and tail and wearing the skin of a

o panther. He is a god of luck as well as a protec
\ tor of women in childbirth. He is said to be so
M ugly that his visage scares evil spirits away,

and many followers of the Pharaonic gods
L‘t't'p statues of Bes in their homes 10 keep
ill luck away.

Bes is married to Hathor, who shares his
interest in music and luck

¢ Dogma

% Even more so than Bast, Bes is a

l'h.'IHTIL' deity who cares little for
dogma. He loves gambling, and
gamblers alternarely bless and
%, curse his name, depending on
their |.I.'IT“:|H|“1' He also ~|i'h}',i1h
in small children. Peop
believe thar a baby's unex
plained smile is an indica
tion of Bes's invisible pres
ence, making faces that
A only the infant can see
s Almost everyone calls
1 on Bes at one time or
another for luck, and
Bes does not care

e

A

¥ abour the morals o
ethics of those who
implore him for aid
He acts on whims, hand
ing out p:mni lortune as it
pleases him and delighting like a
child in the gifts offered
to him

‘ -
Clerqy and
Femples
Bes has few clerics,
despite his popularity among
the common ]'h‘n'F‘:L‘ His cler
ics usually earn repurations as rapscallions and
scoundrels, avoiding any position of responsibility or
respectability and playing tricks and pranks on people who are
wrapped up in their own sell-importance, They are noi consid-
ered members of the priestly caste and do not conform to the
standard dress for Pharaonic clerics |'|1r3' dress and II‘-LI:i“'j. act
much like the common pl's:rpll' they serve. Most of Bes's clerics
are male
Bes has no forma
worshiped at household shrines and more informally in gambling

[L'll]].'F]L'.S .II!LI no [.l'l]'l'll.ll r!lll.ll of wor ‘:llll‘ He is

halls, taverns, and roadway shrines




BES

Rogue 20/Bard 20

Small Outsider

Divine Rank: 7

Hit Dice: 20d8+160 (oursider) plus 20dé+160 ( Rog) plus 20dé+160
(Brd) (880 hp)

Initiative: +15 (+11 Dex, +4 Improved Initiative)

le.'t'd' S0 It

AC: i1 size, +11 Dex, +7 divine, +20 natural, +16 deflection)

Artacks: +4 dancing luck blade +64/+59/154/+49 melee; or spell +55
melee touch or +59 ranged touch

Damage: +4 dancng luck blade 1d6+14/19-20/x2 or by spell

Face/Reach: s ft. by 5 fi./5 fi

Special Attacks: Domain powers, salient divine abilities, spell-like
abiliries, sneak artack +10de, crippling strike, opportunist

Special Qualities:
27, understand, speak, and read all languages and speak

divine immunities, DR 42/+4, fire resistance

directly 1o all beings within 7 miles, remote communication,
godly realm, teleport withoul ervor ar will, plane shift ar will,
bardic i{.nm\'!t'dgv +29, bardic music 24/day (countersong,
fascinate, Inspire competence, INSpire courage, inspire great
ness, suggesiion), evasion, uncanny dodge (cannot be flanked,
+4 against traps), defensive roll, improved evasion, SR 39,
divine aura (700 fi., DC 33)

Saves: Fort +48, Ref +53, Will +47

Abilities: Str 25, Dex 33, Can 27, Int 29, Wis 25, Cha 43

Skills: Appraise +66, Balance +70, Bluff +83, |]|]\]um_u'v +87,
Disable Device +56, Disguise +83, Escape Artist +78, Forgery
+56, Gather Information +83, Hide +82, Inmidate +25, Jump
16, Knowledge (religion) +36, Listen +76, Move Silently +78,
Open Lock +38, Perform +83, Pick Pocket +80, Sense Motive
i54, Spot +56, Tumble +58

Feats: Alertness, Blind-Fighr, Blindsight 5-ft. Radius, Combat
Reflexes, Disguise Spell, Dodge, Expertise, Extra Music,
|m|-|:-m-;-lJ Disarm, 1111}11'.1\;1'11 Initiative, ]l‘ll].'ﬂ'ﬂ\'t‘d [rip, Jack of
All Trades, Lightning Reflexes, Mobility, Quick Diraw, Spring
Artack, Superior Expertise, Weapon Finesse (short sword),

Weapon Focus (short sword), Whirlwind Awack

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain
mind-affecting effects, paralysis, poison, sleep, stunning, rransmuta
tion, imprisonment, banishment

Salient Divine Abilities: Alter Reality, Alter Size, Area Divine
Shield, Divine Glibness, Divine Rogue, Divine Shield, Extra
Energy Immunity (sonic), Increased Energy Resistance (sonic),
Power of Luck

Domain Powers: 7
7 /day protective ward (touched subject gains +7 resistance bonus on

/day reroll a die roll once after it is made;

next saving throw, maximum duration 1 hour)

Spell-Like Abilities: Bes uses these abiliries as an 18th-level
caster, The save DCs are 34 + spell level. Aud, antimagic field, break
enchantment, change self, confusion, entropic shield, false vision, freedom
of movement, holy aura, muvisibility, mind blank, miracle, mislead, nonde
lection, I!,I[',-H].(Ii"'!l] any .-le;'.- A i sk \|||!|.'|. I ]u.ll‘.'. hoan fromi {Ila'nu'llr\,
|'.'l|1|u!\|.'lr|, sanctuary, screen, LJH|‘]|! |Ii]|'|']'. \|'IL'|| mmmunly; '|||l'” resislance,
spell turning, time stop

Bard Spells Known (4/8/8/8/8/7/7; base DC = 26 + spell
level): 0—daze, detect magic, mage hand, mending, preshdigitation,
reststance; 1st
vant, ventriloquism; 2nd
mirror image, suggestion; 3rd
lion, wind wall; 4th—dimension door, improved invisibility, modify
memory, rambow pattern, shout; Sth
civele, mind fog, mislead; ath

charm person, expeditious relveat, sleep, unseen ser
darkness, tnvisibility, minor image,
blink, confusion, dispel magic, emo

dream, false vision, healing
1'}'1'!‘”[. mirss Jl'll\h'. mass H[!.!p:l‘ﬂll‘ll.

per maneni mage

Other Divine Powers

As a lesser deity, Bes may rake 10 on any check. Bes treatsa 1 on
attack roll or saving throw normally and not as an automaric fal
ure. He is immortal

Senses: Bes can see, hear, rouch, and smell at a distance of seven
can perceive anything within six

1

miles. As a standard action, he
miles of his worshipers, ho

Vv s1ies, I‘Ih|(‘l'f'{. or any l-L‘L':JlI[:II'I I-!-'hl‘l'l‘

one of his ritles or name was spoken in the last hour. He can extend
his senses to up to five locations at once. He can block the sensing
power of deities of his rank or lower at up 1o two remote locations
at once for 7 hours

Portfolio Sense: Bes automatically senses every woman in
labor and every game of chance. He can also sense any perform
ance of music that is heard by at least five hundred peop

Automatic Acrions: Bes can use Bluff, Disguise, or Hide as a
free action if the DC for the task is 20 or lower. He can perform up
to five such free actions each round

Create Magic Items: Bes can create any magic item that g
a |l_]|,'k lTLJJ'Ill‘-. as ]l]llp_ as the item's I1].tr|u'[ price does not exceed
“I‘.““U‘H]‘

ants

Lesser Deity

Symbol: Horned cow’s head wirth a lunar disk

Home Plane: The Offering Fields

Alignment: Neutral good

Portfolio: Love, music, dance, moon,
tare, motherhood

Worshipers: Artists, musicians,
mothers, lovers

Cleric Alignments: LG, NG, CG

Domains: Community, Good, Luck

Favored Weapon: Longsword

I'he benevolent deity Hathor appears either as a Ruman woman
with the head of a cow, as 2 human woman with cow's ears or
horns, or simply as o large cow. She is a deiry of music and dance,
art and inspiration. Her broad portfolio also includes influence
over love and motherhood, the moon, and fare

Hathor is one of the ll.llly_l]lﬂ'\' of Re-1 ||ll‘.||~L|‘|I!'r' and is I11:I|Tls'1|
to Bes.

Dogma

-

Hathor's essential teaching commands people to savor life and all
the good aspects of it—beauty, art, music, love, and family
Hathor's clerics teach that these things are divine gifts, meant to be
enjoyed and protected. There is no evil in enjoying these simple

blessings: it is evil to deny them to another or to destroy them
B

lergy and Temples

Hathor's clerics wear the white robes common to most Pharaonic
clergy and shave their heads if they are male. Her clerics are often
artists, proficient in the visual arts, dance, or music, or sometimes
all three. They lead dancing rituals in Hathor's honor, create art
work to adorn her temples, seek to inspire others, and inrerpret
dreams (which they believe are Hathor's inspiration). Hathor’s
clerics are as often male as female,

Hathor's temples are widespread in the lands where the
Pharaonic deities are revered

HATHOR

Bard 20/Cleric 20

Medium-Size Outsider

Divine Rank: 8

Hit Dice: 20d8+160 (outsider) plus 20d6+160 (Brd) plus 20d8+160
Clr) (920 hp
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Initiative: +13 (+9 Dex, +4 Improved Initiative)

Speed: a0 fi

AC: 64 (+9 Dex, +8 divine,
+21 natural, +16 deflection)

Attacks: +4 defending holy longsword

|h|.1l."r"-i,—1'}ll_e'+-|'- m|.‘|t't‘. or :\1‘!1‘“

+56 melee touch or 457 r;uu:mi
touch

Damage: +4 defending holy longsword
1d8+16/19-20 or by spell

Face/Reach: 5 ft. by s ftr./s i

Special Artacks: Domain powers,
salient divine abilities, spell-like abil
ities, turn undead 23/day

Special Qualities: Divine immunities, DR
43/+4, lire resistance 28, spontancous cast-
ing of divine spells, understand, speak, and read
all l;mglmgvx and '-E‘t‘i!k ll.ll'l‘l'll!p' to all h-.‘lllplhi
within 8 miles, remote communication, godly
realm, teleport without evvor at will, plane shiff at
will, bardic knowledge +29,
bardic music 28/day (counter
song, fascinale, inspire compe- @
tence, inspire courage, inspire  J3
greatness, suggeshion) range 8
miles, SR 40, divine aura
(BOD 1., DC 34).

Saves: Fort +50, Rel +49,
Will +50

Abilities: Str 26, Dex 29,
Con 26, Int 29, Wis 30,
Cha 43.

Skills: Animal Empathy +44,
Concentration +36, Craft
(pottery) +77, Craft (weav-
ing) +77, Diplomacy +86,
Gather Information +74,
Handle Animal +44,
Heal +58, Knowledge

(arcana) +77, Knowl-
i.'li];-‘.l' (history) +57, / L
Knowledge (local)

+57, Knowledge i
(nobility and roy- /
alty) +57, Knowl-
L‘||J.',t‘ :H.‘ll.}{ILIIH +77,
Listen +60, Pertorm +84, Protession
(midwife) +78, Scry +37, Spellcraft +77, Spot +40.

Feats: Alertness, Combar Reflexes, Disguise Spell, Divine
Vengeance, Dodge, Endurance, Expertise, Extra Music, Extra
Music, Extra Turning, Great Fortitude, Greater Spell Pen
etration, Improved Disarm, Improved Lnitiative, Mobiliry, Skill
Focus (Perform)], Spell Penerration, Spring Attack, Superior Ex
pertise, Whirlwind Attack

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, disintegration electricity, energy drain,
mind-affecting effects, paralysis, poison, sleep, stunning, transmuta
tion, imprisonment, banishment.

Salient Divine Abilities: Alter Form, Alter Reality, Alter Size,

L:-II] Creatures (celestial cattle; use bison stanstics ), Create C 1h|.-."|'I
Divine Bard, Divine Skill Focus (Perform), Gift of Life, Irresistible
Performance, Shifr Form.
Domain Powers: 8/day use calm emolions; cast good -,-p.-llu at +1
caster level; 8/day reroll a die roll once after it is made.
Spell-Like Abilities: Hathor uses these abilities as an 18th-
level caster, except for good spells, which she uses as a 19th

level caster. The save DCs are 34 + spell level. Aid, blade barrier,
bless, break enchantment, dispel evil, entropic
shield, freedom of movement, heroes' feast, holy
aura, holy smite, haly
word, magic cirele
against evil, mass
heal, nuracle, mislead,
prayer, protection from ele-
menlts, proleclion from ewl,
Rary's telepathic bond,
refuge, shield other, 3ru'“ turning,
status, summon monster 1X (as
’,[tltl-.] H;‘l:'“ only)

Bard Spells Known
(4/8/8/8/8/7/7; base DC = 26
+ spell level): o—detect mage,
Jlghl. mending, .lph'”_.'t]l?.u'.
read magic, resistance;

\- Ist—charm person,
cure light wounds,
h_rpuclhwn. profechion
from evil, Glln‘('il_ 2nd
bull's strength, daylight, delay poison, delect
thoughts, locate object; 3rd—charm mon

ster, clarraudience/clavrvoyance, dispel
Hagec, emotion, mag circle against enil; 4th
cure enitical wounds, hold monster, legend lore,
locate ereature, neutralize potson; Sth—control
water, dream, greater dispelling, healing circle,
mirage arcana; 6th—contvol weather, geas/quest,
greater scrying, mass suggestion

Cleric Spells/Day: 6/9/9/8/8/8/7/6/6/6; base
DC = 20 + spell level,

/ Other Divine Powers
As a lesser deity, Hathor may ake 10 on any check
Hathor treats a 1 on an artack roll or saving throw nor
mally and not as an auwtomatic failure. She is immormal
Senses: Hathor can see, hear, touch, and smell at a
distance of eight miles. As a standard action,
she can perceive anything within eight
miles of her worshipers, holy sites, objects, o1
any 'lll':IIIHI! where one of h('l |l[|i,"- or
name was spoken in the last hour. She can
extend her senses to up to five locations a
once. She can block the sensing power of deities of

WAPF. o1 her rank or lower at up to two remote locations at once

for & hours
Portfolio Sense: Hathor automatically senses any perform
ance of music or dance that is observed by ar least five hundred
I‘l'nll'ﬁll'

Automatic Actions: Hathor can use any Craft skill, even
those she has no ranks in, as a free action if the DC for the rask is
20 or lower. She can use Perform as a free action if the DC for the
task is 28 or lower. She can ]WIIH[JH up to hive such free actions
L';JL'I) i'n:JI'Lll

Create Magic Items: Hathor can create any magic instrument
Or artistic item, as fung as the item's market price does not exceed
10,000 gp

IMHOTEP

Demigod

Symbaol: A step pyramid

Home Plane: The Offering Fields
Alignment: Neutral good
Portfolio: Crafts, medicine




i

——

Domains: Artifice, Healing,
Knowledge

Favored Weapon: Quarterstati 4

Worshipers: Scientists, architects, phygiciag
Cleric Alignments: CG, LG, NG '
3

N

Imhotep is the only ascended mortal in the Phefraonie'panthean
an advisor to kings, builder of pyramids;and paragon of knowledge
who rose to become the god of healing and seiénce. He appears as
a normal human dressed in a whire robe and carrying a staff. {Asan
ascended mortal, Imhotep does not have oursider Hit Dice as other
members of the pantheon do.)

Dogma
Imhotep's key doctrine is that knowledge, science, and magic
should be used to help humanity. While Thoth teaches the col-
lecrion of knowledge for knowledge's sake, and Anubis guards
secrets of herbalism and magic, Imhotep insists that knowledge
is only useful if it is used, and it must be used for the good of all
Though Imhotep is not a god of magic, his doctrine applies ro
magic as much as to the science of engineering. The appropriate
use of magic is to help others, not harm them

While not explicitly pacifistic, Im
hulrp i\l,‘“’t“\ 1I'ilIL'l‘| maore r.'ln}‘lh.l-
sis on healing rthan on warfare,
in stark conrrast ro other
Pharaonic deities

Clergy and Temples
II]]]‘[(‘PTK’}"“\' Ii'lL'TlL"\ are }:I'h'l‘l."
ally peaceful healers who
strive for the betterment of ¥
all humanity, Many dabble
in the sciences, particularly
architecrure, and they often
serve as the chief architects
and engineers for the con-
struction of temples ro all
the gods in the pantheon
These clerics are vastly pop
ular among the common
P(’Gpl[‘l \\u'hl'\ r{‘l‘!' on ||-ll'm
for all varieties of healing.
I.h!,_“..' wear [hL’ \\'hll[' rljhl‘.‘i
common to most Pharaonic
['ll'rg". .]|'|.1J ‘\hni\-'L' |I'|l.'|!'
heads if they are male
{which most are

llnhx”l‘r"l\ fe [11P]l'.‘i Lilll]hll‘
as hospitals and centers of sci-
entific learning.

IMHOTEP

Expert 20

Medium-Size Outsider

Divine Rank: 1

Hit Dice: 20d6+140 (260 hp)

Initiative: +7

Speed: 60 fi

AC: 26 (47 Dex, +1 divine, +1 natural, +7
deflection)

Attacks: +3 speed disruption quarterstaff (speed end)
+25/425/420/+15 melee, +3 sp:'t'.i |i15r||pl!m1

quarlerstaff (disruption end) +25/+20 melee
Damage: +3 speed /disruption quarlerstaf] 1dé+10 plll:-
1d6+6
Face/Reach: 5 fr. by 5 ft./s ft

Special Attacks: Domain powers, salient divine abilities, spell
like abilities,

.\;Purial -‘.ltmlilies: Divine immunities, DR 36/ +4, lire resistance
21, spontaneous casting of divine spells, understand, speak,
and read all languages and speak directly to all beings wirhin
1 mile, remote communication, gm.“v vealm, teleporl without
ervor at will, SR 33, divine aura (10 fr., DC 18).

Saves: Fort +14, Ref +14, Will +23

Abilities: Str 24, Dex 24, Con 24, Int 43, Wis 31, Cha 25.

skills: Alchemy +27, Appraise +27, Craft (calligraphy) +40, Craft
sculpring) +27, Craft (stonemasonry) +40, Diplomacy +18,
Disable Device +27, Heal +36, Knowledge (arcana) +27,
Knowledge (architecture and engineering) +40, Knowledge
(geography) +40, Knowledge (history) +40, Knowledge (local)
127, Knowledge (nature) +40, Knowledge (nobility and
royalty) +40, Knowledge (the planes) +27, Knowledge (reli-
gion) +28, Listen +23, Open Lock +18, Profession (apothecary
+22, Profession (engineer) +36, Profession (herbalist) +22,
Profession (scribe} +36, Spot +13

Feats: Alertness, Ambidexterity, Improved Two-Weapon

Fighting, Skill Focus (Profession [scribe]), Skill Focus

(Profession [engineer]), Two-Weapon Fighting,
Weapon Focus uiu:lru’ral:il'l':

Divine Immunities: Abiliry
damage, ability drain, acid, cold,
death effects, disease, disinte-

gration, electricity, energy
drain, mind-affecting effects,
paralysis, poison, sleep, stun
ning, transmutarion
Salient Divine Abilities:
Gift of Life, Master Crafter,
Domain Powers: Cast
conjuration (creation) spells
at +1 caster level; cast heal-
l]'l,g Q;\t‘IIH At 4 l caster ]("rl'l.
cast divination spells at +1
caster level
Spell-Like Abilities: Tm-
hotep uses these abilities as an
t1th-level caster, except for
i'i\ﬂ]ll['ﬂtlﬂn ':L‘rl.‘ﬂllu“.i ‘Qpl'tl.ﬁ.
divination spells, and healing
spells, which he uses as a 12th
level caster. The save DCs are
18 + spell level. Animate rope,
|'r|ll.|'||mll|'r|| l'l";nL“l“l”'\l”“'. cure
critical wounds, cure light wounds,
cure moderate wounds, cure serious
wounds, detect secvet doors, delect
thoughts, discern location, divina
tion, fabricate, find the path, fore-
sight, hardening®, heal, healing
circle, legend love, major creation,
mass heal, minor creation, prismatic
sphere, vegenerate, stone shape, true cre-
ation™, true resurrection, true seeing,
wood shape,

Other Divine Powers

As a demigod, Imhotep treats a 1 on
an attack roll or saving throw nor-
mally and not as an automatic failure.
He is immortal.
Senses: Imhotep can see, hear, touch,
and smell at a distance of one mile, As a standard

3
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Tllus. by D. Cramer

action, he can perceive anything within one mile of his wor

shipers, holy sites, objects, or any location where one of his titles

Or name was '-|1I-kt‘!'| in the last hour. He can extend his senses to
up to two locations ar once. He can block the sensing power ol
deiries of his rank or lower at up to rwo remore locations at once for
1 hour.

Portfolio Sense: Imhotep instantly senses when ar least one
thousand people are involved in a project of construction, such as
the building of a pyramid.

Automatic Actions: Imhotep can use Heal or any Craft, Profes
sion, or Knowledge skill—even those he has no ranks in
action if the DC for the task is 15 or lower. He can perform up to
two such free actions in a round.

Create Magic Items: As a god of crafting, Imhotep can create
any magic item whose primary purpose is healing or building,
such as a wand of cure moderate wounds, a periapt of proof against poison,

as a tree

ar sovereign !.:|Ife'. as |Unp_ as the item’s market price does not mu':-mi
-I-.f-UU}_E[,"_

ISIS

Greater Deity

Symbol: Ankh and star

Home Plane: The Offering Fie

Alignment: Neurral good

Portfolio: Fertility, magic, marriage

Worshipers: Wizards and sorcerers,
wives and mothers, druids, and ba

Cleric Alignments: LG, NG, CG E

Domains: Good, Magic, Protection, Water

Favored Weapon: Quarterstaff

=

T F oy
The wife of Osiris and mother of Re-Horakhty, 18is is the most
powerful temale deiry of the Pharaonic pantheon. Sheis a god of
magic and fertility, a patron of marriage, and (with' Mathor) a god
of motherhood. Her dominion over water represents the ancient
rivers that are the source of fertility and life. She appears as a
lL|||‘\"‘k|nnl'li illtl1l.l|| woman wilh Ereen eyes, wearing a \\']111;-
pleated linen gown and many items of jewelry
Isis is the daughter of the ancient earth-god Geb and the god of
the starry sky, Nut

Dogma

In her purest essence, Isis represents the power of love o over-
come death. When Set killed her husband Osiris, Isis searched
the land ro find his body and labored to restore him 1o life. The
strength of her love combined with her power to conquer death
make her possibly the most popular of the Pharaonic deities.
She is an approachable deity, for she loves her worshipers as
much as she loves her husband, and she offers them the same
gift she gave Osiris: everlasting life in the peaceful bliss of the
Offering Fields

l.l i ||” ]1{'] l“l']'ﬂll.””\.', 1sis h.'l.‘; 4 more esoteric :\']dL‘ in h(‘: l'{lll' as
deiry of magic. Though wizards and sorcerers revere her, she also
receives veneration in the form of countless charms with minor
[I'ldp‘l\.'.l[ Pu\\'l‘l’h l‘rl‘i]Tl‘lt mn ill'r name, m.]l\-”'lg even hl'T mvsteries
.1\‘1'!“!"]1]“' o I'|1l‘ masses ol ht'l' IL"[I(\\\'[‘[:\

Narurally, Isis is a great enemy of her husband's murderer
and encourages her followers to oppose Set and his minions in
the world

Clerqy and Temples
Isis's priests are often multiclass cleric/wizards or cleric/sorcerers,
though many of her followers prefer to master the spells of one
class or the other. Like most Pharaonic clergy, her clerics wear
white robes and, if they are male, shave their heads. Most of her
L‘il‘[]L"‘ are i‘{'ll‘l.||:', hl“.\'l'\'fl'

Isis's temples are found everywhere the Pharaonic pantheon is
revered, She often shares a single, grand temple with Osiris and
Re-Horakhty, though each deiry has a separate inner court within
the temple. Many clerics serve all three deities.

ISIS

Wizard 20/Cleric 20

Medium-Size Outsider

Divine Rank: 17

Hit Dice: 20d8+180 (owtsider) plus 20d4+180 (Wiz) plus 20d8+180
Clr) (940 hp)

Initiative: +14 (+10 Dex, +4 Improved Initiative)

Speed: 60 fi.

AC: 77 (410 Dex, +17 divine, +30 natural, +10 deflection

Attacks®: Spell +66 melee touch or +67 ranged rouch *Always
receives a 20 on attack rolls; roll die 1o check for critical hit,

Damage”: By spell “Always does maximum damage.

Face/Reach: 5 (1. by s ft./5 fi,

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities, turn undead 13/day.

Special Qualities: Divine immunities, DR §2/+4, sonic resistance
37, fast healing 37, spontaneous casting of divine spells, under
stand, speak, and read all languages and speak directly to all
beings within 17 miles, remote communication, gadly realm,
teleport withow! ervor at will, plane shift at will, familiar (birds), SR
69, divine aura (17 miles, DC 37),

Saves™: Fort +58, Ret +59, Will +60. *Always receives a 20 on saves

Abilities: Str 28, Dex 30, Con 29, Int 44, Wis 32, Cha 30,

Skills*; Alchemy +74, Appraise +54, Concentrarion +86, Crafi
(weaving) +94, Diplomacy 469, Disable Device +54, Gather
Information +57, Heal +78, Knowledge (arcana) +94, Knowl
edge (architecture and engineering) +84, Knowledge (geogra
phy) +84, Knowledge (history) +84, Knowledge (local) +84,
Knowledge (nature) +84, Knowledge (nobility and rovaley
84, Knowledge (the planes) +84, Knowledge (religion) +84
Listen +60, Profession (midwife) +88, Scry +94, Search +74
Sense Motive +58, Spelleraft +121, Spor +60, Use Magic
Device +47.

Feats: Brew Porion, Craft Magic Arms and Armor, Craft Rod,
Craft Staff, Craft Wand, Craft Wondrous Irem, Empower Spell,
Enlarge Spell, Eschew Materials, Extend Spell, Forge Ring,
Greater Spell Penetration, Heighten Spell, Improved Initiative,
Persistent Spell, Reach Spell, Repeat Spell, Sacred Spell, Scribe
Scroll, Silent Spell, Spell Mastery, Spell Penerration, Still Spell,
Subdual Substitution, Widen Spell.

_"\.]\L'.'I\'.'i receives a 20 on L']'Il‘LZ]{.H.

Divine Immunities: Ability damage, ability drain, acid, cold
death effects, disease, disintegration, electricity, energy drain,
mind-affecting effects, paralysis, poison, sleep, stunning, transmura-
tion, imprisonment, banishment.

Salient Divine Abilities: Alter Reality, Arcane Mastery,
Area Divine Shield, Automatic Metamagic (quicken wizard
hl_‘!u“'\., Craft Artifact, Create Greater Ul’\]v.;], Create Object,
Divine Creation, Divine Dodge, Divine Fast Healing, Divine
Shield, Divine Skill Focus Hpv”r]'afu, Divine :\ppl,l.','.nnn,l,
Extra Domain (Warter], Extra Energy Immuniry (fire), Gift of
Life, Increased Energy Resistance (sonic), Increased Spell
Resistance, Instant Counterspell, Life and Death, See Magic,
Spontaneous Wizard Spells

Domain Powers: Cast gnnd \]‘ll"”\ at +1 caster lev L‘J', LIS \']1._'”
completion or spell trigger devices as Wiz30; 17/day protective ward
(rouched subject gains +20 resistance bonus on next say ing throw,
maximum duration 1 hour); 17/day turn or destroy fire creatures,
or rebuke or command water creatures

Spell-Like Abilities: Isis uses these abilities as a 27th-level
caster, except 1-11[' [.:.'_l‘ll‘l.i H]‘i‘”\. which ~i|‘||- uses as a 28th-level
caster. The save DCs are 37 + spell level. Acid fog, aid, antimagic




field, blade barrier, cone of cold, contral water, dispel ewil,
dispel magc, elemental swarm (water spell only), fog
cloud, holy aura, holy smite, holy word, horeid willing
identifv. ice storm, imbue with \JI.'“ |[!I||'II1. A
cirele against evil, mind blank, Movdenkainen's dis-
junction, Nystul’s undetectable aura, obscurimg miust,
prismatic spheve, proteciion from elements, protec-
tion from evil, protection from spells, repulsion, sanc
tuary, shield other, S Il inmmunity, spell vesistance,
spell turning, summon monster 1X (as good spell §
only), waler breathing

Cleric Spells/Day (Levels o011
6/9/9/9/8/8/7/7/6/6/2/2; base DC = 23 4
spell level.

Wizard Spells/Day (Levels 0-17)
4/9/8/8/B/B/TITITITIA /3327222

base DC = 29 + -.]'u-” level

Other Divine Powers

ly

receives the best possible result on

As a greater deity, Isis automatica

any die roll she makes {including
attack rolls, damage, checks, and
saves), She is immortal
Senses: Isis can see, hear, touch

and smell ar a distance of 17
miles. As a standard action, she [
can perceive anything within 17
|'n||l“ I-'{ t[‘]\' .l“i'l“.ll, |]¢'r waor-

shipers, holy sites, objects, or
any location where one of her |
titles or name was spoken in the
last hour. She can extend he:

senses to up o 20 locations ar | , 2

once. She can block the sensing | 3 ~
power of deities of her rank or |\ %
lower at up to two remote locations |

at once for 17 hours

Portfolio Sense: Isis senses all
magic use (spellcasting, item use,
spell-like ability use, or magic item

creation), the discovery, recording,
or sharing of any spell or bit of arcane
knowledge, and the conception of
any child and every wedding the
instant it happens and seventeen weeks
into the past and the future
Automatic Actions: Isis can use any Knowledge skill, even
those she has no ranks in, or Spellerafi as a free action if the DC for
the task is 47 or less. She can perform up to twenty such free
1 round
Create Magic Items: Isis can create any kind of magic item

NEP

ACTIONS ead

Protector of the De
Intermediate Deity
Symbel: Horns around a lunar ¢
Home Plane: The Offering Fie
Alignment: Chaotic good
Portfolio: Death, grief
"L'A',’nr-ullipl.*rﬁ' Those who mourn
Cleric Alignments: NG, CG, CN
Domains: Chaos, Good, Protection,
Repose

I\]x

s

Favored Weapon: Mace (light or heavy = et

Sister of Osiris, Isis, and Ser, Nephthys appears as a human
woman with large wings. She was married to Ser and bore
him one child, the twisted crocodile god Sobek. Longing

for a normal marriage and child, she gor Osiris drunk and

seduced him, bearing Anubis as a result—and provoking
Set's murder of his brother. Afrer Set killed Osiris N:'}’h
thys abandoned her husband and joined with Isis to recover
the dead god’s body, mummify him, and secure his place as
lord of Tuat

[JU(!I]I.!
Despite her marriage to Set, Nephthys is the greates

enemy of the god of evil, hating him more passionately
than even Osiris does. She was deeply wounded by Osiris's
death (which she felt was her fault), and her griet is the
embodiment of all human mourning. Her priests teach
that grief is an appropriate response to death—even
though the soul of the departed finds peace and joy in
the Offering Fields. In her name, followers of the
Pharacnic pantheon weep and wail at funerals even as
ljl(".- celebrate the new life of the deceased.

Clergy and Temples

Nephthys has few clergy of her own, as
she is most L.UI11IIJLrII|\' I'r\.-'n'm] as part
of the Pharaonic pantheon. Her
2 clerics participate in funerals,
raising their voices in loud and
dramatic mourning. Like othe:
Pharaonic clerics, Nephthys's clerics wear

o |
white robes and shave their heads if they are E:
male. Most of her clerics are female iy
Nephthys is most often worshiped in o
..|]|_|[] L'll-l[‘l'|‘- '\\'i!llln or .ill.iLllL'i.l o ]JI|.’,!Jl ?
temples dedicated to lsis, Osiris, and Re b
Horakhty, She also often has funeral Q‘
chapels attached to temples of Anubis 2
i )
NEPHTHYS :
P B Cleric 20/Necromancer 20
Y W Medium-Size Outsider
\ Divine Rank: 12

Hit Dice: 20d8+160 (outsider) plus
20d8+160 (Clr) ]1]u- 20d4+160 (Nec
880 hp)
Initiative: +8
Speed: 60 ft,, fly 100 fr. perfect

AC: 64 (+8 Dex, +12 divine, +25 natural, +9 deflection)

Attacks: +5 disruption holy heavy mace +65/+60/455/450 melee; or
-.pl'” +60 melee touch or +60 :'.II‘.;.'J\'LI T h

Damage: +5 disruption holy heavy mace 1d8+17/x2 or by spell

Face/Reach: 5 fr. by 5 f1./5 fr.

.*ipr.-ciul Attacks: Domain powers, salient divine abilities, ‘ept‘“
like abilities, turn undead 20/day.

Special Qualities: Divine immunities, DR 47/+4, lire resistance
32, spontaneous casting of divine spells, understand, speak, and
read all languages and speak directly to all beings within 12
miles, remote communication, godly realm, teleport without erray
at will, plane shift ar will, familiar (vultures), SR 64, divine aura
(1,200 ft., DC 31)

Saves: Fort +52, Ref +52, Will +61

Abilities: Str 27, Dex 27, Con 27, Inr 33, Wis 44, Cha 29

Skills": Appraise +43, Concentration +80, Hiplum.u\ 63, Heal
171, Knowlec

e (arcana) +83, Knowledge (architecture and
engineering) +63, Knowledge (geography) +63, Knowledge
(history) +6 3 hlh'l'\.\']vth::' (local) +73, ]\'nm'.']-.'xi_u_r L narure
+63, Knowledge (nobility and royalty) +73, Knowledge (the
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planes) +63, Knowledge (religion) +83, Listen +59, Profession
herbalist) +89, Scry +83, Search +43, Sense Motive +59
Spellcraft +83, Spot +39. *Always receives a 20 on checks
Feats: Divine Vengeance, Dodge, Empower Spell, Enlarge Spell,
Eschew Materials, Expertise, Extend Spell, Extra Turning, Extra
lurning, Greater Spell Focus (Necromancy), Greater Spell
Penerration, Heighten Spell, Mobility, Persistent Spell, Reach
\pl-”. Sacred "‘l‘l'”. Scribe Scroll, Silent "-]1:-”_ ‘4!\1-“ Focus
Spell Mastery, Spell Penetration, Spring

wind Artack.

Necromancy
Attack, Superior Expertise, Still Spell, Whir

Divine Immunities: Ability damage, ability drain, acid, cold
death effecrs, disease, disintegration, electricity, energy drain, mind
affecting effects, paralysis, poison, sleep, stunning, rransmutation,
imprisonment, banishment.

Salient Divine Abilitie
Divine Shield, Auromaric Metamagic (maximize wizard spel

: Alter Reality, Arcane Mastery, Area

5],

Automatic Metamagic (quicken wizard spells), Control Crearures

undead), Divine Inspiration (despair), Divine Shield, Divine
Spellcasting, Extra Domain (Repose), Hand of Death, Increased

Resistance, Know Death, Life and Death, Spontaneous
Wizard Spells
Domain Powers: Cast chaos "1“(‘['1 at +1 caster level: cast

Spe

good spells ar +1 caster level; 12/day prolective ward (touched sub
ject gains +20 resistance bonus on next saving rhrow, maximum
durarion 1 hour); 12/day death touch (roll 20deé; if subject touched
does not have at least that many !1p. it dies)

Spell-Like Abilities: Nephthys uses these abiliries as a 22nd
level CASIEr, except for chaos and _|__J,|H'1| spells, which she uses as
a 23rd-level caster, The save DCs are 31 + -pl’” level. Aid, animale

objects, antimagu field, blade barrier, chaos hammer, cloak of chag 5

deathwatch, death ward, destruction, dispel evil, dispel law, genile

repose, holy aura, holy smite, holy word magic circle against evil, magi
cirele against law, mind blank

ments, protection from evil, protection from law, repulston, sanctuary

prismalic spherve, protection from ele

shatter, shield other, slay living, speak with dead, spell immunity, spell
resistance, summon monsier 1X (as chaos or good spell

only}, surelife, undeath lo death, wail of the banshe

word of chaos

Cleric Spells/Day (Levels 0-17): 6/11/10

to/10/10/8/8/8/8/3/3/3/3/2/2/2/2; base

DC = 29 + spell level, 33 + spell level for

necromancy spells

Wizard Spells;

B/B/TST/TITI6/612/2

day (Levels 0-11): 5/8
ase DC = 23 4 spell
evel, 27 4 ~|1|'” level for Necromancy, Pro-

hibited school: Hlusion

OUther Divine Powers

As an intermediate deiry, Nephihys auto
matically receives a die result of 20 on any
g |1:'\'L. .\h:' reatsa 1 on a sav mg lhm\'. or
attack roll normally and not as an auto

matic failure. She is immorral
Senses: Nephthys can see, hear
touch, and smell ata
miles. As a standard action, she can per
ceive anything within twelve miles ol

tance of twelve

her worshipers, holy sites, objects, o
any location where one of her ritles or
name was spoken in the last hour. She
can extend her senses to up to ten loca
tions at once. She can NLIL k the sensing
power of deities of her rank or lower at
up 1o two remaote locations at once for
12 hours
Portfolio Sense: Nephthys senses
every death and every person in mourn
ing, and when any soul (separated from
its body by death) is threatened the
instant it happens and twelve weeks into
the past
Automatic Actions: Nephthys can use
Knowledge (arcana), Know

edge (archirec

ture and engineering), Knowledge (geogra
phy), Knowledge (history), Knowledge
(local), Knowledge (narure), Knowledge

(nobility and royalty), Knowledge (the planes),

or Know t‘d}',r 'It'li_l’_l-L:'l as a free action if the
DC for the task is 25 or lower. She can pertorm up
to ten such free ACHlOns @ai ]1 I ||_.||-.|

Create Magic Items: Nephthys create any magic
iem [|1:H creates a necromaniic or lil':]'[h I'I-I-I.'l'[ as Eully_ as
||:'|I.‘ Iems mar |'f.l'1 ]'li'h'l' li.l‘-t“v' noi exceed 200,000 J'—P



Greater Deity
Symbol: Crook and flail o
Home Plane: The Offering Fields %
Alignment: Lawful good
Portfolio: Harvest, nature, i
underworld ;

QSIRIS

Worshipers: Farmers, F).l[.]lllﬂel
rangers, monks 4
Cleric A|ignmunl5: LG, NG, [
Domains: Air, Earth, Good,
Law, Plant, Repose
Favored Weapon: Flail
IliL:Jlt or heavy)

The god of life and death, Osiris is nearly the greatest 1_'."'-' in
hindered anly by the fact that he is
dead. Had his brother Set not murdered him, Osiris would
occupy the throne of the _r_udn now held instead by his son Re
Horakhty, Osiris rules over the world of the dead as his son
rules the living

Lsins appears asa |'I|1|T|~|f'| mummy
swathed in strips of linen. He
wears the crown of rulership over
the dead and holds a scepter and a
flail, symbolizing his kingship and
his power over the forces of nature
These include the Cye le

[hl‘ H!.IT:]I'II'UR' PL]n”'ll'I]I'I

ol ¢ rops and vegetanon
and the primal elemen
tal forces of air and
earth, control of which
Osiris inherited from
llH_— t'llJl'] I{l'l[l!_"\
Osiris is a son of
Geb and Nut, and the
brather of Set, Isis,
and Nu-ph[h\.'s He
is the father of Anubis
by Nephthys, and of Re
Horakhty by Isis

Dogma
Osiris is the god of the
afrerlife, Having him
self I.‘hllllrt‘Ll death
and risen to reign in
the afterlife, Osiris
promises a place in
the same afterlife
o I]lllw whn |.I I“H\'n'
him, All who die
must lace Osiriss
stern judgment, how-
ever. Osiris demands
adherence to basic
principles of order and
goodness in order to win
admission into the Offer
ing Fields. Each soul
that appears in his Hall
of Truth must recite a
I.l.lhp conltession, pro-
claiming, “I have not & . Por s -
sinned against others
I have not wronged my

—

I.::m]hf I have not done wrong instead ol |lj.:|l1 | ]1:|'.-'1‘ known no
worthless folk " and so on. The monster Am-mit, a servant of

Anubis, devours those who fail in Osiris’s judgment

lerqy and Temples

Osiris's clergy are probably the most important clerics in the
daily life of those who follow the Pharaonic pantheon. While Re-
Horakhty's clerics may be viziers or even kings, Osiris's clerics
are leaders of the common folk, and the centersof a I'L'iI]_ZII'['I that
cares more about an individual's eternal reward than about a
king's right to rule. In public, clerics of Osiris always defer 1o
clerics of Re-Horakhty, but they do so with the smug knowledge
that they don't have to. Like most Pharaonic clergy, Osiris's cler
ics wear white robes and shave their heads if they are male
(which most are)

Osiris usually shares grand temples with 1sis and Re-Horakhty,
though each deity has a separate inner court within the temple
Suc |I It‘nl[‘l:“‘ are !uund :‘\rr\-\\'hr['r [hr l’li.ll';]ullh [‘.Illlh:'llll 15
revered. Many clerics serve all three deities.

OSIRIS
Cleric 18/Monk
12/Ranger 10
Medium-Size
Outsider
Divine Rank: 18
Hit Dice: 20d8+360 (outsider) plus
18d8+324 (Clr) plus 12d8+216 (Mnk) plus
10d10+180 (Rgr) (1,580 hp)
Initiative: +9
Speed: 140 ft.
AC: 89 (49 Dex, +12 monk, +18 divine, +31
natural, +9 deflection)
Artacks®: +5 disruption defending heavy fladl
+75/+70/+65/+60 melee; or '\:E\t'll +69 melee
touch or +67 ranged touch "Always receives
a 20 on attack rolls; roll die to check for criti-
cal hit.
Damage®: +5 disruption defending heavy flail
1d10+421/17-20/%2 or by spell *Always does

j maximum damage ({lail 31 poinis)
¥ Face/Reach: s fr. by 5 ft./s ft
Special Attacks: Domain powers, salient
divine abilities, spell-like abilities, turn

-1 undead 16/day, unarmed strike, flurry of
blows, stunning attack ( l.'.f'd:ly. DC 26)
-y ki strike +1

Special Qualities: Divine immuniries,
DR 71/+45, lire resistance 38, last hl-.||'.|1|.1_
38, spontancous casting of divine spells,
ull.1||'|‘.t.ll1\-i, \pv.‘lk. .Imi h'iul Il] |il|l}1[L.lgi-=~
and speak directly to all beings within 18
miles, remote communication, godly
realm, lr!rp.'rl without error at will,
plane shift ar will, evasion, still
mind (+2 against enc hantment)
slow fall (50 fr.), purity of body, wholeness of body
_— e (24 hp), leap of the clouds, improved evasion
diamond body, abundant step, favored
enemies (undead +3, demons +2
aberrations +1), SR 50, divine

aura (18 miles, DC 37)
Saves™: Fort +68, Refl +59
will +60
Abilities: Str 33, Dex 28, Con 46, Int 28

Wis 30, Cha 29

Alwavys receives a 20 on saves,

%
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Tilus. by D. Cramer

Skills*: Concentration +96, Diplomacy +77, Gather Informarion
+47, Heal +88, Intimidate +47, Knowledge (arcana) +77,
Knowledge (history) +58, Knowledge (nature) +53, Knowledge
(nobility and royalty) +58, Knowledge (the planes) 58,
Knowledge (religion) +71, Listen +79, Profession (herbalist) +88,
Scry +65, Search +72, SF’{'“L raft +65, Spot +73, Wilderness Lore
+64. " Always receives a 20 on checks

Feats: Cleave, Combai Casting, Combat Rellexes, Deflect Arrows,
Divine Might, Divine Vengeance, Dodge, Expertise, Extra
Turning, Great Cleave, Improved Critical (heavy flail), Improved
Disarm, Improved Trip, Improved Unarmed Strike, Leadership,
Mobility, Power Attack, Power Critical (heavy flail), Spring
Autack, Sunder, Superior Expertise, Track, Weapon Focus (heavy
flail), Whirlwind Arrack.

Divine Immunities: Ability damage, ability drain, acid, cold,
death etfects, Ll:i\'i.';i.\'l‘. \’l!-ii]'lll'llr.illlul'l. eleciriciry, energy drain
mind-affecting effects, paralysis, poison, sleep, stunning, transmuta
tion, imprisonment, banishment.

Salient Divine Abilities: Alier Form, Alter Realiry, Alier Size
Annihilating Strike, Command Plants, Divine Blast, Divine Bless
ing (Constitution), Divine Fast Healing, Energy Storm (positive
energy), Extra Domain (Air), Extra Domain (Earth), Extra Domain
(Repose), Hand of Death, Increased Damage Reduction, Life and
Death (no rest required), Mass Divine Blast, Mass Life and Death,
Power of Nature, Rejuvenation, Shapechange, Speak with Crea
tures (plants), Undead Mastery, Undead Qualities

Domain Powers: 18/day turn or destroy earth creatures, or
rebuke or command air creatures; 18/day turn or destroy air crea
tures, or rebuke or command earth creatures; cast good spells at +1
caster level; cast law spells at +1 caster level; 18/day rebuke or com
mand plant creatures; 18/day death touch (if subject touched does

not have at least 108 ||p, it dies).

Spell-Like Abilities: Osiris uses these abiliries as a 28th-level
caster, except for good spells and law spells, which he uses as a
29th-level caster. The save DCs are 37 + spell level. Aid, air wall,
barkskin, blade barrier, calm emotions, chain lightning, changestaff,
command plants, control plants, control weather, control winds, death
walch, death ward, destruction, dictum, dispel chaos, dispel evil, earth-
|IH|I’.‘|'
fﬂl'JlI. };‘:'H”L' repose, ‘Illfxl' monster, [:I|l|lf' aura, JE;H'}' simile, rhuh ||'|u.|, ron

lemental swarm (as air or earth .\pr“ only), rrlrnlu_l,'!n'. gaseous

body, magic circle against chaos, magic civele against evil, muagic stone,
obscuring mist, ovder's wrath, plant grawth, protection from chaos, pro-
techion from evil, repel wood, shambler, shield of low, slay living, soften
carth and sione, speak with dead, spike stones, stone shape, stoneskin,
summaon monster IX (as law or good spell only), surelife, undeath to
death, wail of the banshee, wall of stone, wall of thorns, whirlwind,
wind wall

Cleric Spells/Day: 6/9/9/8/8/7/7/5/5/4; base DC = 20 4
spell level.

Ranger Spells/Day: 4/4; base DC = 20 + spell level.

Possessions: Osiris’s crown grants him the ability 1o see all
invisible creatures and objects, and to pierce all illusions as with
truie seeing, In addition, it negates all spells of 4th level or lower that
target Osiris. The crown immediately slays any nondivine living
creature that wears i tl':rl'l‘;[‘.'['nllnj..'. Ihl' creature into a greater
mummy (see below) under Osiris's control.

Caster Level: 25th; Weight: 3 1b.

Though he fights with a flail, Osiris carries a magic scepter in
his off hand. This scepter acts as a rod of cancellation with unlim
ired uses.

Caster Level: 25th; Weight: 5 1b

Other Divine Powers
As a greater deity, Osiris automatically receives the best possible
result on any die roll he makes (including attack rolls, damage,
checks, and saves). He is immortal.

Senses: Osiris can see, hear, touch, and smell ar a distance of
eighteen miles, As a standard action, he can perceive anything
within eighteen miles of his worshipers, holy sites, objects, or
any location where one of his titles or name was spoken in the
last hour. He can extend his senses o up o wenty locations at
once. He can block the sensing power of deities of his rank or
lower at up o rwo remote locations at once for 18 hours. Any
plant can be the focus for Osiris's remote sense and remote com
municarion power

Portfolio Sense: Osiris senses anything that affects nature
(land, sea, air) and the death of any living thing the instant it hap-
pens and eighteen weeks into the past and the future

Automatic Actions: Osiris can use any death-producing spell
or domain power (but not a salient divine ability) as a free action i
the DC for the task is 30 or lower. He can perform up to rwenty
such free actions eac h round,

Create Magic ltems: Osiris can create any magic item that
creates a necromantic or death effect, or thar commands or con-
[l‘nln pf:]m\.

Intermediate Deity

Symbol: Bull

Home Plane: Ethereal Plane

Alignment: Lawful neutral

Portfolio: Crafis, knowledge,
secrets, travel

Worshipers: Artists, artisans,
travelers

Cleric Alignments: LG, LN, LE

Domains: Creation, Knowledge, Law, Travel

Favored Weapon: Mace

Ptah is a mysterious creator deity, related to the rest of the
Pharaonic pantheon only by marriage (to Re-Horakhry's daughter
Bast), not by birth. He appears as a small man with black skin like
polished marble and large black eyes filled with stars. Legends sug
gest that Prah existed before even Re and Apep, and that he may
have created them—and even other gods in other pantheons,
Despite his marriage to Bast, he remains aloof from the struggles
and rivalries of the Pharaonic pantheon, spending his time wan
dering the vast expanses of the planes.

Dogma

Prah's law is the order of the universe. Everything has a place in
the cosmic scheme, and everything fits rogether to work for a
purpose thar is beyond mortal Lu1dvr-'[.|nJin]_r_. Ptah may have set
this intricate cosmic machinery in motion, and it seems quite
likely that he is [hl;‘ 13“1\' one who knows its purpose or l'\'t'[\llt:]]
result. His followers generally act as though they're in on the
secret, but certainly none of them know as much as Prah himself.
Mortals can simply do their best to fill the part they're supposed
to play, nor overstepping their place or spreading disorder in the
well-ordered world

Clei gy and P|-1||p|t“.

Prah has few ¢ |l.‘]'|.|"\. iII.'.Ll he is nor w ldl'|‘_. \\'L'II"\I'I'['P{‘LI even among
the pantheon as a whole. His priests defy common Pharaonic prac
tice by wearing black vestments adorned with glirrering whire
stars, though males still shave their heads in accordance with rradi
tion. They emulate their deity by exercising their god-given cre-
ativity in arts or crafts, traveling widely, and striving to mainmin
order. Ptah has both male and female clerics

Piah's temples tend to be small but elaborate structures, usually
built in remote locations. Their ceilings are commonly decorated
with images of the night sky full of stars.




PTAH

Cleric 20/Transmuter 20

Medium-Size Outsider

Divine Rank: 15

Hit Dice: 20d8+200 (outsider) plus 20d8+200 (Clr) plus 20d4+200

[ra) (1,000 hp)

Initiative: +13 (49 Dex, +4 Impl.wvd Initiative)

Speed: 60 i

AC: 71 (49 Dex, +15 divine, +28 natural, +9 deflection)

Attacks: +5 ghost touch lawful spell storing heavy mace
-n.'l-'+h-|-.'+ 59/4+54 melee; o H'pl'“ +64 melee h\lLu'I‘I

F,

or +64 r.mgvd touch

Damage: +5 ghost touch lawful spell storing heavy mace
1d8+18/%2 or by spell

Face/Reach: 5 ft. by 5 fv./5 It

Special Artacks: Domain powers, salient divine abili
ties, spell-like abilities, turn undead 16/day.

Special Qualities: Divine immunities, fire
immunity, DR 50/+4, spontaneous cast
ing of divine spells, under
stand, speak, and read all
languages and speak directly
o all l‘wlng«' within 15
miles, remote communica-
tion, godly realm, teleport
without ervor at will, plane
shift at will, familiar (bats and
owls), SR 47, divine aura (1,500
fr., DC 34)

Saves: Fort +57, Ref +56, Will +62

Abilities: Str 28, Dex 29, Con 30, Int 36,
Wis 40, Cha 28

Skills®: Appraise +48, Balance +36, Conceniration
+85, Craft (painting) +88, Cralt (portery) +88,
Craft (sculpture) +88, Diplomacy +66, Heal
70, Intuit Direction +70, Jump +46, Knowl
L-d;:v larcana) +88, Kuuwlrd}:u :gl.'ugt.Lph\'II
88, Knowledge (local) +88, Knowledge (the
planes) +88, Knowledge (religion) +88, Move
.‘-I|-.'I\I|'_\' +54, Scry +88, Search +48, Sense
Motive +50, Spellcraft +88, Spot +50,
Tumble +46, Wilderness Lore +70.
Always receives a 20 on checks

Feats: Craft Wondrous ltem, Divine
Vengeance, Dodge, Empower Spell
Endurance, Enlarge Spell, Ex
pertise, Extend Spell, Extra
[urning, Greater Spell Focus
Transmutation), Greater Spell
Penetration, Hclgh[vn .\'pvll,
Imlrruwul Initiative, Maximize 3
Spell, Mobiliry, Persisteni Spell, \
Scribe Scroll, Silent Spell, Spell -
Focus (Transmutation), Spell Mas
tery, Spell Penetration, Spring Artack, i\,
Still Spell, Superior Expertise, Whirl o
wind Attack

v

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, L||51|1h'|.:[.|lu.rl1. electricity, e nergy drain,
mind-affecting effects, paralysis, poison, sleep, stunning, rransmuta
L}

Salient Divine Abilities: Arcane Mastery, Automatic Meta
magic (quicken wizard spells), Banishing Gazet, Clearsight,
Create Greater Object, Create Object, Divine Celerity, Divine
Spelleasting, Extra Domain (Law), Extra Sense Enhancement

see ethereal), Extra Energy Immunity (fire), Extra Energy

non, imprisonme l‘.lii]l.l:\lll'l]l']ﬂ.

Immunity (sonic), Free Move, Increased Energy Resistance
{sonic), Instant Move, Know Secrets, Power of Truth, Stride
fUnique ability, described below:

Domain Powers: Cast conjuration (creation) spells at 42 caster
level, cast divination ».1!:'”.‘- at +1 caster level; cast law \|."|'H\ at +1
caster level, 20 rounds/day freedom of movement.

Spell-Like Abilities: Prah uses these abiliries as a 25th-level
caster, except for divinarion spells and law spells, which he uses
as a 26th-level caster, and conjuration (creation) spells, which he
uses as a 27th-level caster. The save DCs are 34 4 '-|1t'1|. level. Astral
projection, calm emotions, claivaudience/clairvoyance, create food and

waler, create water, detect secvel doors, detect thoughts, dictum, dimen-
ston door, discern location, |il-|||a‘1 chaos, divination, |"\f||'|hllllli\ refreal,
find the path, fly, foresight, genesis, heroes' feast, hold monster, legend
love, locate object, magic circle against chaos, magor creation, mmor cre
ation, minoy image, order's wrath, permanent image, phase door, prolec
tion from chaos, shield of law, summon monster 1X (as law spell only),
leleport withoul ervor, true crealion, Irie seeing
Cleric Spc]lsf’]'l'ay (Levels 0-15) &/10/10/10/
a/a/8/8/7/7/3/3/2/2/2/2; base DC =
27 + spell level, 31 + spell level for

fransmutanon '\IT‘I'“".

Wizard Spells/Day (Levels
0-13): 5/9/8/8/8/8/7/7/7/7/2/
2/2/2; base DC = 25 + spell
level, 29 + spell level for
transmutation spells. Pro
-y hibited schools: Enchant

ment and Ilusion
Banishing Gaze (unique
salient divine ability):
Prah can force a creature
onto another plane (as with
the spell plane shift) with a
gaze attack. The attack has a
range of 30 feer and counts as
an attack action. A Will save
(DC 29) negates the effect

i

Other Divine Powers
As an intermediate deity, Prah
automatically receives a die
result of 20 on any check. He
treats a 1 on a saving throw or
attack roll normally and not as
an automatic failure. He is
immortal
Senses: Ptah can touch,
smell, see, and hear ar a distance
of fifteen miles. His vision extends
into the Ethereal Plane as well. As a
standard action, he can perceive any-
thing within fifteen miles of his wor
‘.-l'lﬂ'ﬂ’i'\. l‘uli‘f sites, ~'|1ir1'l.\. or any location
where one of his ritles or name was spoken
in the last hour. He can extend his senses
to up to ten locations ar once. He can block
the sensing power of deities of his rank or lower at
Up o wo remote locations at once for 15 hours,
Portfolio Sense: Prah is aware of any acts of cratt or creation
the instant they begin and fifteen weeks into the past.
Automatic Actions: Ptah can use any Crafr skill, even those
he has no ranks in, as a free action if the DC for the task is 25 or
lower. He can perform up to ten such free actions each round
Create Magic Items: Piah can creaie any magic item, as long
as the item’s market price does not exceed 200,000 Ep




|1.ul| \1'“ |lr'lt'llh1-, ]mlll'l nng l!]l‘l!i.‘u‘l\'t'ﬁ not just trom |1":.li .'Ll'ui
Tl'l]‘_‘.l!lllﬁ _1||l|'|L|r|T||"- hll[ .'ll.‘ull from |1ll|£hl'r ]l'\'l'i ['l["l']f"\ tﬂ- et

Greater Deity
Symbol: Coiled cobra
Home Plane: The Twelve Hours of Night
Alignment: Chaotic evil
Portfolio: Darkness, evil, night,
desert storms, th]llr‘l'Il
Wnr!ship{'rs: Evil creatures, assassins,
blackguards
Cleric Alipnments: CE, CN, NE
Domains: Air, Chaos, Darkness,
Destruction, Bvil, Strength
Favored Weapon: Shortspear or halfspear

A hl.'l]'lg ol pure chaos and evil, Set is
opposed to everything the Pharaonic
deities represent. He appears as a pow
erful man with a bestial head resem-
bling a donkey, with a curved snout
and upright, square-tipped ears. He
also has a long, forked tail. He some
times appears in animal form, as a
hunting dog (resembling a grey

hound or saluki), a hippopotamus,
ora \\'IIJ bn.il’.

Set is the brother of Osiris, Isis,
and Nephthys, and was married to
Nl'ilhlln,'.t- before he murdered
Osiris. Nephthys bore him a single

child, Sobek

Dogma
Set murdered Osiris for two reasons: out

er ¢ A Swekel

E of jealousy over Nephthys's seduction of
1;:3 Osiris, and in an attempt (o seize the ruler
& ship of the pantheon, which Re relinquished and Osiris
&' was poised to claim. He continues to struggle with Re
8 Horakhty for the throne, bur he has no interest in an
= ordered government. Set's n[lllpgh‘ with the other B ds
of the pantheon is about power, not empire, He believes
that he is the strongest of the deities in the pantheon,
and that his strength makes him the only one fir to rule
He perpetuates this idea of rule by the strong within his
culr, where cleric-assassins vie with each other for power
and position
Acc qulle__" to Set, whatever a person is strong, p|1||||!r|||
to claim belongs to that person by
:I;.',hl I'he “divine r]gh|' of
rulership that Re-Horakhty
teaches is meaningless in Jfi§ ’
Set'’s eyes—rulership should { {
be held by whoever can seize Y8
and maintain it. Authoriry
should be Tl"{]‘!l‘l'i{'li nn|'_.' inso
far as it is powerful enough to
enforee its will
Clergy and Temples
Lower-level clerics of Set operate
in secret, hiding their identities
and striving to appear as nothing
but hard-working, well-meaning cit-
izens. They usually carry Set's symbol
tattooed somewhere on their bodies,
b but do not display it openly or in any

other way indicate their beliefs. This is
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\\.'JIH 111|r_hl view them as a lJll'enll [ thl‘u posiiion

As an individual cleric's power grows, he becomes increasingly
likely 1o reveal or even flaunt his position Male clerics often
shave their heads, like other Pharaonic clerics, in defiance of the
orthodox assertion that they are not true priests, They prefer
black armaor to white robes, however. High-level clerics often
become blackpuards

For the most part, Set’s followers meet in hiding, believing
that temples simply provide an easy targer for Re-Horakhry's pal
adins and other -J.u-}:uulll'l"- .|.|L1“,' wuh]]ip their master in
hidden shrines and caverns, However, large fortress-temples to
Set stand in certain remote desert regions, pro-
tected by powerful clerics and minions of Set
(see Pharaonic Monsters, below)
SET
Fighter 20/Blackguard 10/Cleric 10
Medium-Size Outsider
Divine Rank: 16
Hit Dice: 20d8+220 (outsider) p]u».
20d10+220 (Ftr) plus 10d10+110 (Blk)
plus 10d8+110 (Clr) (1,200 hp)
Initiarive: +13 (+9 Dex, +4 Improved
Iniriative)
Speed: 60 fi., fly 200 fi. perfect
AC: 73 (+9 Dex, +16 divine, +29
natural, +9 deflection)
Attacks®™: +5 unholy uruumhug short
spear +77/472/467/+62 melee;
or spell +71 melee touch or
+65 ranged touch "Always
receives a 20 on attack rolls;
roll die to check for criti
cal hit
Damage®: +5 unholy wound

.
- ing shortspear 1d8+29/
. i ‘m\g 19-20/x3 or by spell

- ! *Always does maximum

L d

damage (shortspear 37
}'I-lllnl\].

Face/Reach: 5 fi. by 5 fi./5 ft.
Spl:ciu] Attacks: Domain
powers, salient divine abilities,
spell-like abilities,

)

-

i r'rl!!l"ll.lihi or I'i’hlll-'\l‘

undead (cleric) 12/day,
command or rebuke
undead (blackguard) 12/day
{as Clrg), poison use, smire
J.:uu-.] (+9 on attack and +10 on d.lnm}"t':.
sneak artack +3de.
Special Qualities: Divine immuniries,
DR 51/+4, fire resistance 36, fast healing
36, spontaneous casting of divine spells,
understand, speak, and read all languages
and 1]'“:‘;1]-& dll'r‘\'ll'y' 1o all }'ll'il'hp\. within 16
miles, remote communication, godly
realm, leleport without ervor at will, plane
shift av will, detect good, dark blessing, aura
of despair, fiendish servant, SR 48, divine
aura (16 miles, DC 35),

Saves®: Fort +68, Rel +66, Will +68
*Always receives a 20 on saves.

Abilities: Sir 40, Dex 29, Con 32, Ini 29,
Wis 32, Cha 29.




Skills®: Balance +45, Bluff +50, Concentration +67
t69, Disguise +45, Forgery +45, Hide +45, Innuendo +49,

Diplomacy
Intimidate + Knowledge (the
planes) +55, Knowledge (religion) +60, Listen +69, Move
Silently 470, Sery +35, Search +65, Sense Motive +72, Spellcraft

77, Knowledge (arcana) +55

145, Spot +69. "Always receives a 20 on checks

Feats: Alertness, Blind-Fight, Blindsighr 5-ft. Radius, Cleave,
Combat Casting, Combat Reflexes, Dodge, Empower Spell,
Enlarge h],w”. Expertise, Great ( leave, Hold the Line, Im
proved Bull Rush, Improved Crirical (shorispear), Improved
Disarm, Improved Initiative, Improved Sunder, Improved
Trip, Knock-Down, Maobi
(shortspear), Quicken Spe
Spring Attack, Still Spel
Focus (shortspear), Weapon Specialization (shortspear),
Whirlwind Arrack

4

ity, Power Artack, Power Crirical
I, Silent Spell, Spel
, Sunder, Superior Expertise, Weapon

Penetration,

Divine Immunities: Abiliry damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain,
mind-attecting eftects, p.ii;||'.'-|-.. pOISOn, sl ey Stunning, transmiita
tion, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alrer Reality, Alter
Size, Annihilating Strike, Bartlesense, Control Creatures (evil
creatures), Divine Air Mastery, Divine Blast, Divine Dodge,
Divine Fast Healing, Divine Inspiration (dread), Extra Domain
Air), Extra Domain (Destruction), Extra Domain (Strength),
Hand of Death, Lay Curse, Mass Divine Blast, Shapechange, True
Shapechange, Wave of Chaos, Wound Enemy.

Domain Powe 16/day turn or destroy earth creatures, or
rebuke or command air creatures; cast chaos spells at +1 caster
evel; 16/day smite (+4 on attack and +10 on damage for one

weapon .1[[.]\"(.', cast l".'l] '1'1,11"]'1' at +1 caster |L‘\.'('|; lh.'l[il"-' !-l‘.l[ |‘J|.

'-ln'nulh +10 enhancement bonus to Str for 1 round)

Spul]-Li]w Abilities: Set uses these abilities as a 26th-level
caster, except for chaos spells and evil spells, which he uses as a
27th-level caster. The save DCs are 35 + -.pl'” level. Air walk, animate
abjects, armor of darkness®, Bighy's clenched fist, Bighy's crushing hand,
Bighy's grasping hand, blacklight®, blasphemy, blindness, bull’s strength,
chamn |I|_[!i‘||ll|IJL. chaos hammer, corele of doom, cloak of chaos, contagion,
control weather, conbvol winds, eveate undead, desecrate, disintegrate, dispel
good, dispel law, earthquake, elemental swarm (as air spell only), endure
elements, gascous form, havm, implosion, inflict evitical wounds, inflicl
light wounds, magic circle against good, magic cirele against law, magi
vestment, mightmare, abscuring mist, obscuring mist, power word blind,
power word kill, protection from g

d, protection from law, prying eyes,
righteous might, shatter, spell immunity, stoneskin, summon monster V
(1d3 shadows only), summon monster 1X (as chaos or evil spell only),
untholy aura, unholy blight, whirlwind, wind wall, word of chaos
Blackguard Spells/Day: 5/5/5/3; base DC = 21 + spell level.
Cleric Spells/Day: 6/8/8/7/6/5; base DC

21 + ‘-';"\‘H level

Other Divine Powers
As a greater deity, Set automatically receives the best possible
result on any die roll he makes (including artack rolls, damage,
checks, and saves). He is immorral.

\ql‘n.‘il"‘if Sl can see, |ll'_ll', ll'lll.'h_ .|[Il[ \I'Ht'" ara \il.\l.]n{ ¢ of six
teen miles. As a standard action, he can perceive anything within
SINTeen [Hl;l'\13|-h].‘v W |1|‘\l|]}‘l"| Sy hl 'L\' siles, |!-]'|-il'4 IS5, Or any |l|l anon
where one of his titles or name was spoken in the last hour. He can

e can plock
[hl' '-{'n'iil".!,' pl]'\'.'['r l]"- lll'l1|i'H I]" hl.‘\ I'."l'l'lli or Il1\\'l‘r al ll]'l [0 two

extend his senses to up 1o twenty locations at once, |

remote locations at once for 16 hours

Portfolio Sense: Set senses any act of evil commirtted the
instant it happens and sixteen weeks into the past and future. He
savors the taste of every one

Automatic Actions: Set can use Bluff, Diplomacy, Disguise,
Forgery, Innuendo, Intimidate, Move Silently, or Sense Motive as a

free action if the DC for the task is 30 or lower. He can perform up
to twenty such free actions each round

Create Magic ltems: Ser can create any magic item that uses
evil or chaotic spell effects, thar uses negative energy, or that causes
\L'Lll]ﬂlhn.ﬂ or \.'I'II'IT]1 l'i-[.{'l'l.\

Demigod
Fylnblﬂ: Crocodi

¢ head with horned and -
headdress

plumec
Home Plane: Material Plane
Alignment: Lawful evil
Portfolio: Water, river hazards,
crocadiles, wetlands
rshipers: Sailors, reptilian crearures,
455485ins
Cleric Alignments: LE, LN, NE
Domains: Animal, Evil, Water
Favored Weapon: Shortspear

W

I'he misshapen son of Set and Nephthys, Sobek is a crocedile
headed deity whose humanoid body is covered with thick, tough
scales. He has a thick, crocodilian tail and heavy, clawed hands and

teet. He also sometimes dppears as a« rocodile

Dogma
Sobek's essential creed is "eat or be eaten.” His followers strive to
carve out their own place in a world thar is hostile to their con-
tinued existence, to win recognition from the Pharaonic pan
theon and its church, and
crushing their opposition

;_'\irlll[ njl'lll.n"v .I]hi IEH‘II' servants Hnl‘i'k.‘i I.'l'l'.ll{ I[) 15 a l'L:ll' i]L'\.Jl:'I\'

I\:II[II'I’:| any I'L‘.III‘-II" |1|I‘1"~'I|"-I.|I|\' o
o survive [i]l‘ opposirion of [l'll.'

aware of how little power it actually holds. Tt clings to as much
strength as it can muster, obeys the laws of the land when neces-
sary [nJ-u'up the full wrath of the authoriries from [.i]l:l:g upon it,

and srruggles to survive

k‘,lf‘l l“l <!|ﬂ|1 Il'llﬂ‘].'fll"‘

Sobek's clerics attempt to fit in among the clergy of the othe
Pharaonic deities, as if their patron were a respected member of the
pantheon, They adopt the traditional dress of the Pharaonic clergy
white robes, shaved heads for males) and display Sobek's symbol
openly. While this usually brings only mockery on their heads,
sometimes it provokes assault (particularly from the chaoric and
violent clerics of Bast). Clerics and palading of Re-Horakhty always
keep a close eye on Sobek’s clerics, hoping to carch them in some
misdeed they can prosecute. As a result, Sobek’s followers try o
|C|"l‘]1 Ihi'lr acnivit 1es as ]'l'h'}"-('l'['.lhll' as |‘|n-._-‘1i'l
anyone could possibly see them

Sobek has a few small temples, usually visited by sailors who

e at |l':]‘-| '\\'hl‘l]

ofler sacrifices to ward off river hazards during their journeys. He
is also worshiped in private shrines throughout Pharaonic lands

SOBEK

Rogue 20/Assassin 10

Medium-Size Outsider

Divine Rank: 3

Hit Dice: 20d8+160 (oursider [Willr 20d6+160 | Rug Nll'\ 10d6+B0
Asn) (740 hp

Initiative: +14 (+10 Dex, +4 Improved Iniriative)

Speed: 60 fi., swim 60 fi

AC: 46 (+10 Dex, 43 divine, +16 natural, +7 deflection)

Artacks: +3 wnholy wounding shortspear 457/452/447/442 melee,
bite +49 melee; or spell +54 melee touch or +48 ranged touch
I'In:uagi.-: +3 unholy I1'1IlIJ!|hl|'I|_: 1|1n|'1\|'l('.||' th-_".-'_.'l*F 20/%3, bite

2d8+8 or by ‘-l":'“
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D. Cramer
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Tlius. by R. Sardinha

Face/Reach: 5 {t. by s fr./s ht

Special Artacks: Domain powers, salient divine abilities,
:u!‘rl[-ll]'u.' abilities, sneak artack +18ds, death artack (DC
27}, poison use, improved gra b

Improved Grab (Ex): To use
this ability, Sobek must hit
with his bite attack, If he gets
a hold, he deals bite I|.I'|'|!.|J.'.I.'
every round,

S|:w|:1'.:1| Qualities: Divine im
munities, DR 38/+4, tire resist
ance 23, understand, l-pl'.lli_ and
read all languages and speak
directly to all beings within 3
miles, remote communication
godly realm, teleport
without ervoy at will,
evasion, uncanny
dodge (cannot
be ﬂi]ﬁki'll. +4
against traps),
crippling strike,
defensive
|I.|H. 1m
prov ed
evasion,
opportunist
+5 On saves against
poison, SR 35, di
vine aura (30 v, DC
20) =

Saves: Fort +38, Rel +40, Will
+37

Abilities: Str 43, Dex 30, Con 27,

Int 25, Wis 25, Cha 25.

Skills: Appraise +50, Blufl +60, Diplomacy +14, Dis-
guise +40, Ll;{.ipv Artist +63, Gather Information +30, Hide
+63, Innuendo +62, Indmidate +62, Knowledge (nature
40 Hnm'-'it'n]g-' 'J't'ilgjr\'rrl; +40, Listen +62, Move Silently
+63, Sense Motive +60, Spot +62, Use Rope +63 Wilderness
Lore +40.

Feats: Alertness, Blind-Fight, Cleave, Combat Reflexes Dodge,
Expertise, Great Cleave, Improved Bull Rush, Improved
Critical "-Ill-l”‘ii"l'i”i. JTnp:m'rJ Initiative, Mability, Power
Artack, Power Critical (shortspear), Spring Atrack, Superior
Expertise, Whirlwind Artack

Divine Immunities: Ability damage, abiliry drain, acid,
L'\Ilti. d:'.ﬂ'h :‘rl!lrl'T‘n Lil\l'i:l‘.-L‘. L[i:-uih[L‘p:l;![lLlIl.. elecrricity, energy
drain, mind-affecting effects, paralysis, poison, sleep, stunning,
fransmutation

Salient Divine Abilities: Alter Size, Alter Form, Call Crea
tures (crocodiles of all sorts, including tiendish), Divine Sneak
Attack

Domain Powers: 3/day use antmal friendship; cast evil spells at
+1 caster level; 10/day turn or destroy fire creatures, or rebuke or
command water creatures

Spell-Like Abilities: Sobek uses these abilities as a 13th
level caster, excepr for evil spells, which he uses as a 14th-level
caster. The save DCs are 20 + spell level. Acid fog, animal shapes,
antilife shell, blasphemy, calm animals, commune with nature, cone of
cold, control water, create undead, creeping doom, desecrate, l]|L.Jr.'|' good,
dominate animal, elemental swarm (as warer xpg'|.| only), fog cloud,
hold animal, horrid wilting, ice storm, magic circle agaimst good,
obscuring mist, protection from good, vepel vermin, shapechange,

summon manster 1X (as evil spell only), unholy awra, unholy blight,
water breathing

Assassin Spells/Day: 4/4/4/2; hase save D(
74 “I"l.‘“ level.

Other Divine Powers
As a demigod, Sobek treats a 1 on a saving
throw or attack roll nor
W mally and not as an auto
matic failure. He is
immortal
Senses: Sobek can
see, hear, touch, and
smell at a distance of three
miles. As a standard action,
he can perceive .ir11_.l|nn_|.'_
within three miles of
his worshipers, holy
sives u|."|1:L[h. or any
location where
one of h.h Ill.lli's
Or name was
spoken in the
last hour. He
can extend
|‘I!‘- senses (o
up to two
locations at
once, He can
biLlL’L []]l'f\l'[!‘-
ing power ol
deities of his
rank or lower
at up 1o two re
mote locations
at once for 3
hours
Porttolio Sense:
Sobek is aware ol
river floods that
threaten ar least one
thousand people the
instant they happen
Automatic Actions: Sobek can use Bluff, Escape Artist, In-
nuendo, or Intimidate as a free action if the DC for the task is 15
or lower, He can perform up to two such free actions each
round.
Create Magic Items: Sobek cannot create magic items

ITHOTH

Intermediate Deity
Symbol: 1bis
Home Plane: The Offering Fields
Alignment: Neutral s
Portfolio: Knowledge, wisdom, I/—j
learning
Worshipers: Scholars, sages,
wizards, sorcerers, bards 8
Cleric Alignments: NG, LN, N
CN, NE =3 :
Domains: Knowledge, .'\hﬂ;l( Runeg
Favored Weapon: Quaftersiafl

he mysterious deity Thoth appears as a slender human with the
head of an ibis. He is the inventor of writing and arithmetic, and
the god of scribes, sages, libraries, and knowledge in general
Thoth is not related, even by marriage, to any other deity in the
E'|1.|I.||111|L ]‘.Ilﬂhl'ﬂn. .1|1.1| hi\. l'l'l!]‘iil'l‘-' are not I'!l‘.]l' Some |1*‘|_:r|].]~




say that he was present at creation, recording the events of Re's
birth as they occurred. Others say he is a son of Re, brother of
Shu and Tefnut

Dogma
As a part of the Pharaonic pantheon, Thoth is simply the god of
knowledge—patron of scribes and other educated people. In his
|111.-'k1[‘|'\' .'llil (see iwh\w \ }u' I.lk:ﬂ- on a more |mpu|‘[.t|1T l'||-|('. b"l.l.l
his ordinary followers view life as a quest for knowledge and for
mastery l‘l. an ever Inl'ti'ii.‘!”]g I\RPL]\"
of information about
the world. Follow-
ers of Thoth col-
lect J{huw]r\ig:‘
for knowledge's
sake, striving to
better themselves
through learning.
Some hope to better
the world as well,
while others hope to
gain the means to
impose their will on
[!']l' \\'L\TlLI Ihruugl]
their knowledge
For Thoth himself,
knowledge is all
that matters.

Clergy and
Temples

Clerics of Thoth
are scribes, histo
rans, sages, I'I'l;llb-
ematicians, and
messengers. They
i'|\“t'|.'1 and pro-
tect knowledge,
building librar
1€5 :I“.Ll universi-
ties to preserve
and pass on their
knowledge. They
follow the tradi-
tional fashion of
Pharaonic clerics,
!]'lLlLllI]]'lJ.[ '“'i'l”l'
rabes and shaved
heads for male
clerics. Most of
Thoth's clerics
are male

Thoth's temples
often contain or
adjoin libraries or
other places of learning.
In contrast to Anubis’s cemetery temples, the knowledge held in
Thoth's temples is available ro all.

THOTH

Wizard 20/Cleric 10/Loremaster 10

Medinm-Size Outsider

Divine Rank: 13

Hit Dice: 20d8+160 (outsider) plus 20d4+160 (Wiz) plus 10d8+80
(Cle) p|ll‘. 10d4+80 (Lor) (840 J]p-

Initiative: +13, always first (+9 Dex, +4 Improved Initiative,
Supreme Initiative)

Speed: 60

AC: 67 (+9 Dex, +13 divine, +1 1[1'!1“_‘.1' “nl'('m.lﬁtl'l '.('L'I'l'[i, +26
natural, +8 deflection)

Attacks: Scepler of Thoth +62/+57/+52/+47 melee touch; or spell
+61 melee touch or +62 ranged touch

Damage: Scepter of Thoth as destruction spell or by spell

Face/Reach: s fi. by 5 fi./s fi.

Special Attacks: Domain powers, salient divine abiliries, spell-like
abilities, rurn undead 11/ day.

Special Qualities: Divine immuni
ties, DR 48/ +4, tire resis-
tance 33, sponianeous

casting of divine
spells, understand,
speak, and read all
languages and speak
directly to all beings
within 13 miles, re-
mole communication,
g:uF]y realm, l.'fr]l.-n'l
without error at will,
plane shift ar will, famal
iar (ibises), lore +28,
J._Erl'-“l"r |nn'. [rue llll'l'.
loremaster secrets
(Dodge trick, Weapon
Trick, one teat, bonus
ist-level ‘|i:|l'“. bonus
2nd-level :\Pt'“', SR
65, divine aura (1,300
fi, DC 31)
Saves: Fort +53, Rel
54, Will +56
Abilities: St 27,
Dex 29, Con 27, Int
46, Wis 32, Cha 27
Skills*: Alchemy
+86, Appraise +71,
Concentration +81,
Decipher  Seript
51, Diplomacy +73,
Disable Device +66,
Gather Informa
tion +61, Heal +74,
Intuir Direction +44,
Knm\']cdgc (arcana)
#1114, Knowledge (ar-
chitecture and engi-
neering) +91, Knowl-
edge (geography) +91,

Knowledge (history)

+114, Knowledge (local)

191, Knowledge (nature)
+91, Knowledge (nobility

and royalty) +91, Knowledge

(the planes) +114, Knowledge (religion} +114, Listen +64,
Profession (scribe) +84, Read Lips +51, Scry +91, Search +61,
Sense Motive +44, Spellcraft +91, Spot +54, *Always receives a
20 on checks.

Feats: Craft Magic Arms and Armor, Craft Rod, Craft Staff,
Craft Wand, Craft Wondrous Item, Empower Spell, Energy
Substiturion (sonic), I‘.n|r|1'gl- Hpv”, Eschew Materials, Extend
Spell, Forge Ring, Greater Spell Penetration, Heighten Spell,
Improved Initiative, Maximize Spell, Persistent Spell, Reach
"'-}w”. Repeat hpl'”. Sacred H"'{'", Seribe Scroll, Silent Spell, Spell
Mastery, Spell Penetration, Still Spell, Subdual Substitution,
Widen Spell,

LTV
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Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain,
mind-affecting effects, paralysis, poison, sleep, stunning, rransmuta
non, H'I'I:|"'ri\l.1lfl'|'|1l'T'||. l'!.'lf'n‘\:!'ll"l'li"l"ll

Salient Divine Abilities: Arcane Mastery, Automatic Meta
magic (quicken wizard spells), Clearsight, Craft Artifact, Divine
Skill Focus (Knowledge [arcana]), Divine Skill Focus (Knowledge
[history]}, Divine Skill Focus (Knowledge [the planes]), Divine
Skill Focus (Knowledge [religion]), Divine Spellcasting, Extra

Sense Enhancement (penetrating vision), Increased Spell Resis
tance, Know Secrets, Power of Truth, Spontaneous Wizard Spells,
Supreme Initiative, True Knowledge.

Domain Powers: Cast divination spells at +1 caster level; use
spell completion or spell trigger devices as Wiz35s.

Spell-Like Abilities: Thoth uses these abilities as a 23rd-level
caster, except for divination spells, which he uses as a 24th-level
caster, The save DCs are 31 + .\pv” level. Antimagic field, claraudi-
ence/claivvoyance, detect seeret doors, detect thoughts, discern location, dispel
magic, divination, Drvawmij’s instant summons, erase, 4'\;1Lsm-.- runes, find
the path, foresight, glyph of warding, greater glyph of warding, identify,
irmbate with spell ability, legend lore, lesser planar binding, Mordenkainen's
disjunction, Nystul's undetectable aura, protection from 5p.'”x. secrel page,
spell resistance, spell turning, symbol, teleportation cirele, true seemg

Cleric Spells/Day: 6/9/9/9/8/8/7/7/6/6; base DC = 23 4
‘!F"t'” level

Wizard Spells/Day (Levels 0-18): 4/10/10/8/8/8/8/7/7/7/4/
3/3/3/3/2/2/2/2; base DC = 30 + spell level,

Possessions: Thoth wields a scepter in battle (treat as a rod) that
delivers a destruction spell (heightened to 9th level) by touch. A For
titude save (DC 23 negates the effect

Caster Level: 20th; Weight: 5 |b

Other Divine Powers
As an intermediate deity, Thoth automatically receives a die resuli
of 20 on any check. He treats a 1 on a saving throw or artack roll
normally and not as an automatic failure. He is immortal.

Senses: Thoth can see, hear, touch, and smell at a distance of
thirteen miles. Thoth can see tlnnn_u,h up to 130 teet ol solid
l'lh|l'L'|.\. Asa \[L]I'!ll_lrll achon, hl‘ can 'Pl"]'l'l'l.\'l" .ln‘.-'t]‘tmg \\'l.th:ln [I'I.JT
teen miles of his worshipers, holy sites, objects, or any location
\\hl.'l'L' one ot ]1[" Ul]l_'.‘s Or name was :il.‘lL'll"\l.'Jl in [hl.' |.l‘.|l Ijﬁlll]' lil. can
extend his senses to up to ten locations at once. He can block the
sensing power of deiries of his rank or lower at up to two remote
locations at once for 13 hours,

Portfolio Sense: Thoth senses the discovery, recording, or shar-
ing of any knowledge the instant it happens and thirteen wee
into the past

Automatic Actions: Thoth can use any Knowledge skill, even
those he has no ranks in, as a free action if the DC for the rask is 25
or lower. He can use Knowledge (arcana), Knowledge (history),
Knowledge (the planes), or Knowledge (religion) as a free action if
the DC for the task is 38 or lower. He can pvrl-m'm up to ten such

ks

free actions each round,
Create Magic Items: Thoth can create any magic item, as long
as the item's market price does not exceed 200,000 gp

THE MYSTERIES OF THRICE-GREATEST

THOTH
In addition to his "orthodox” role within the Pharaonic p.lnl]];'un.
Thoth is also the central figure in an esoteric mystery cult known
as the Mysteries of Thrice-Greatest Thoth (or sometimes of
Thrice-Greatest Hermes, in lands where the Olympian and
Pharaonic pantheons have influenced each other). In the central
myth of this mystery cult, Thoth experiences a revelation of the
hidden truths of the universe, Unfortunately, these rruths are not
the sort that can be communicated. Each believer must experi-
ence that revelation individually

158
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Knowledge, say the followers of Thoth, is the key to the uni
verse, unlocking all the blessings of divinity for those who
pursue it. While the knowledge of facts and information is
important, however, the teachings of the Mysteries speak about a
different kind of knowledge, a deep understanding and an inti
mate familiarity with the darkest secrets of the universe. This
esoteric knowledge actually leads to a transformation of the
knower, making him or her more akin to thar which is known
in other words, more divine.

Initiates of the Mysteries of Thrice-Greatest Thoth employ a
. Rirual and
contemplative prayer are important components, as well as
alchemy and magical experimentation. Many wizards are initiates
of the Mysteries, particularly those who focus on the schools of

variety of methods to pursue this esoteric knowled

Transmutation and Evocation.

NEW EQUIPMENT

The following weapons are available to worshipers ol the
Pharaonic pantheon.

Melee: Cost 20 EP
, Weight 12 Ib, Type

Khopesh: Medium-size Exotic Weapon
Damage 1d8, Critical 19-20/%2, Range
Slashing

A character can use a khopesh 1o make trip attacks due o its
hooklike blade. If the wielder is tripped during the trip artempr,
the character can drop the khopesh to avoid being tripped

Tiger Claws: Tiny Exotic Weapon—Melee: Cost § gp, Damage
1d4, Critical %2, Range —, Weight 2 Ib., Type Piercing

A character using tiger claws cannot be disarmed with rhe
disarm action. A monk using tiger claws fights with her unarmed
lT.'I\l' :]|[.i('LL i‘lnnu*., Iﬂ[']l]Li]]’lF |'l{'|' more i"_ﬂ'ﬂr.]l‘l]l' nL[mh('r{ll‘Jr]:il'L}\
per round, along with other applicable attack modifiers

Major It‘l::]'r]i'- in cities specifically under Osiris’s protection are
shaped in a large rectangle and enclosed with high walls, Two large
pylons marked with the symbol of the god support the entrance. A
large public hall whose walls are covered with hieroglyphics
depicts the story of Osiris’s death and resurrection, but no image of
Osiris is permirted in this hall. In an inner sancruary, the god's
image is presented in the finest available materials, As mentioned
above, Osiris often shares a temple with Isis and Re-Horakhty, but
each god has a separate inner court. A cultivared garden lies near
the temple.

Fhe monsters included in this section are especially appropriate o
a campaign that uses the Pharaonic pantheon

MINION OF SET

Medium-Size Outsider (Chaotic, Evil)

Hit Dice: 6d8+6 (33 hp)

Initiative: +4 (Im prm'ml Initiative); see below for animal form

Speed: 30 ft; see below for animal form

AC: 22 (+12 natural); see below for animal form

Attacks: +1 khopesh +9/44 melee; mighty composite longbow (+2
Str bonus) +8/+3; see below for animal form

Damage: +1 khopesh 1d8+3; mighty composite longbow (+2 Str
bonus) 1d8+2; see below for animal form

Face/Reach: 5 fi. by 5 fr./5 fi.; see below for animal form

Special Attacks: Alternate form; see below for animal form

Special Qualities: Fear immunity, SR 12; see below for animal
form




Combat

Saves: Fort +6, Ref +5, Will +7; see below for animal form

Abilities: Sir 14, Dex 11, Con 12, lng 13, Wis 14, Cha 13; see below
for animal form

Skills: Bluff +10, Hide +9, Intimidate +10, Knowledge (religion
+10, Move Silently +9, Spot +11

Feats: Exotic Weapon Proficiency (khopesh), Improved Initiative

Climate/Terrain: Any land or underground
Organization: Solitary or band (2-20
Challenge Rating: &

Treasure: Gear

Alignment: Always chaotic evil
Advancement: By character class

As their name suggests, minions of Set
are servants of thar evil god. Their

name can only hint, however, at the
depravity and cruelty these

inhuman monsters hide

behind their human faces
In its natural form, a

minion of Set appears

human, with bronzed skin
and black hair. It seems to
wear scaly black full |'||||l‘
armaor blll this is .|:'l||.l||',
natural armor of incredi

ble |ll'.l}:i:]IIL'h?~. It wields a
]Il.lp‘h.l[ |-\'.|I|.|i'll"|i! and a
mighty longbow. Each
minion of Ser also has the
.|l‘l|l[\' to assume the form
of a specific animal: either a
Large v Iper, a dire bear, a grant
CTDC m]l[('_ a lilli' ]1\'1‘|1-I. or a
Large monstrous scorpion
In animal form, a minion

of Set retains a definite
cast of evil to 1s features
and is always a large and
powerful example of its
animal kind

Minions of Set prefer
to fight in human
form if possible,
since I||l"r' dislike

revealing their true

nature unless ir is

abso l'.I't'l} Nnecessary.
Ihey change 1o animal
form only if a bartle is
going poorly or their
loes '.lll'r:h.i'v' recognize
their true nature. They
are Lll.'.\-ry‘;lnl.r’l'tl Lnll'iJ"'-Il
ants, each looking for an
opportunity to perform some
act of glory or courage in order to win favor in Set's eyes, rather
than Gaperaling o guarantee their success

Alternate Form: A minion of Set has one alternate form
that of a Large or Huge animal. The rransformation resembles
i
abilities of the animal form, but changing lorm is a move-equiy

e HFIlJ_I‘l'l h.u:ly_r \|.3('[] in llel l]]l.' minion gains II]l' l'\l[.llll'll.ll].!'l'l,'

.IJI'III action (not a frl-:' AcCtion as |.l|r '\]I-Jilli"h”l!!l'. In iIIl|I11.||
lorm, a minion of Set gains the |1|1\_,'-.i1 al .Il‘l]llll.'“\, ‘1]1='I.'l|, size and

reac I], .]HI.I t'h[l'.lc'FlEHl.l[ ¥ :Jllll!lll'\ ol ||ll' .II'I.I[H.II Its 'I'I.I!ill'.ll Armor

remains | |'H‘ same in l‘“l |I torms. Statistics lor minions in .III'III'..I[

forms are summarized below. For more information, see the
appropriate creature entry in the Monster Manual (using the dire
\.\'L_I“ o represent Iil:' lltl't' |1\':'Il.|.

Large Viper: Large outsider; Init
+7; Spd 20 fi., climb 20 fi., swim 20
ft.; AC 24 (—1 size, +3 Dex, +12 natu-
ral); Atk 45 melee (1d4 plli-. poison,
¥ bite); Face/Reach 5 fr. by s fi
# (coiled)/10 fr.; SA Poison; SQ
':l Scent, SV Fort +5, Rel +8; Str 10,
Dex 17, Con 11

[hre Bear: Large outsider; Init

+5; Spd 40 fr.; AC 22 (-1 size, +1
Dex, +12 narural); Atk +15/415
melee (2d4+10, claws), +10 melee
(2dB+5, bite); Face/Reach 10 fi
by 20 fr./10 ft.; SA Im
proved grab; SQ Sceny;
SV Fort +9, Ret +6; Sir

31, Dex 13, Con 19
Granl Crocodile: Huge

outsider; Init +5; Spd

20 fr,, swim 30 fr.; A(
21 (=2 size, +1 Dex,
#12 natural); Atk +12
melee (2d8+12, bite)
or +12 melee (1d12412,
tail § apl; Face/ Reach 10
fr. by 20 fr./10 fr.; SA
Improved grab; SV Fort

+9, Rel +6; Str 27, Dex 12,

Con 19

Dire Hyena: Large out

sider; Init 46; S]’LI 50 fr.; AL

23 (1 size, +2 Dex, +12 natu

ral); Atk +12 melee (1d8+10
bite); Face/Reach 5 ft. by 10
tt./5 It.; SA Trip; SQ Scent; SV
Fort +8, Ref +7: Str 25, Dex 15,

Con 17

[m:,!.- Monstrous Seorpuom |.:|r1_l<'
outsider; Init +4; Spd 50 fi.; AC 21
(=1 size, +12 natural); Atk +8/+8
melee | 1d6+3, claws), +3 melee
(1dé+1 plus poison, sting); Face/Reach
5 fr. by 10 fr./5 fi; SA Improved grab,
Squeeze, poison; SV Fort +7; Str 17, Dex
10, Con 14

Minion ot Set Characters
Minions of Set occasionally advance
in levels as clerics of Set, whic il 15 rh.-n
tavored class, or as rogues, blackguards,
or assassins

MUMMY, GREATER
Greater mummies are undead clerics who revered deities
of the Pharaonic pantheon—usually Set, Osiris, or Nephthys
As a continuation ol Illrlr [ |:“.’Il :II dLllh"\.. Illr\'r ( I:‘lll 5 are
mummified and charged with the protection of pyramids and
l.'li'u.'L II.IJ1'||:".‘-.
lllllll\t' []1l' common mumimies Lll'\'{'fll'li'li in |hl' Monsile)

Manual, greater mummies retain all the intelligence and abilities

ETIC ‘.FB(‘HI asnng .1:|n|||\

they possessed in life, including their
and granted powers. Muc h like liches, they are often scheming




and power-hungry, their plans and machinations extending far
beyond the walls of their tombs. Their influence can be felr thou-
sands of miles from their resting place, and for thousands of years
alter ||'|l"|| ll.l';llll .IHLI transtormation

A J_'|]'l'Jfl'|' mummy 15 P!]\.'\Ii:dll\ lJ'IlLl.‘i'll'l‘[,"lll\hjhll' I.]'{llﬂ |I'll'
common variety, except that it is usually garbed in clerical vest
ménts \IJ'I'.J ["['lllll]l]{']u[\' lii\l.'ll‘“'.‘i IS ]'IUl\ LoT U[JI'IU'\-'| '\".(I'I'IITI'I Its
desiceared body is wrapped in
actually reside in jars within the mummy's burial place

Greater mummies speak any languages they
ally including Common

inen strips, while its internal organs

LIMEwW 1N l|I|l‘. pener

_reating a Greater Mummy
“"Greater mummy” is a template that can be added 1o any humanoid
creature (referred to hereafter as the character), provided it has the
approval of its patron deity. The creature’s type changes to undead
It uses all the character’s statistics and special abilities except as
noted here.

Hit Dice: Increase to di12,
Speed: Same as the character
AC: The greater mummy has +8 natural armor or the character's

natural armaor, \'-'hl{ |H'\'l"| 18 I'Ii'“l‘l

Attacks: A greater mummy retains all the character's
attacks and also gains a slam attack if it didn't already have
one.

Damage: Greater mummies have slam atracks. If the
C h.]i'.'h'll'l' LlilL'.‘v nol 1].":\"1' [illh Jl'-lt'k 1lll'ill. Lse 1'1[‘
damage values in the table below. Creatures with nai

H ural artacks retain their old damage ratings or use

E the values below, whichever is better,

L) Size Damage

i Fine 1

:a Diminutive 1d2

& Tiny 1d3

3 Small 1d4

& Medium-size 1d6

:33 Large 148

2l Huge 2d6
Gargantuan 2d8
Colossal 4d6

Special Artacks: A greater
mummy retains all the character’s
spells and special artacks and also
gains the despair and mummy rot abili
hes |1l||‘1 one of the addirional spec ial attacks
described below (control undead and improved
p,i;ih.l Saves have a DC of 10 + 1/2 mummy's
HD + mummy's Charisma modifier unless
noted otherwise

Spells: The greater mummy can cast any
spells it could cast while alive

Despair (Su): At the mere sight of a greater
mummy, the viewer must succeed at a Will
save or be paralyzed with fear for 2d4
rounds. Whether or not the save is suc
cessful, that creature cannot be affected
again by that mummy's despair ability
for one day.

Mummy Kot (Su): Hupwmqmr;a! disease
slam, Fortitude save (DC 24), incubation
period 12 hours; damage 1dé temporary
Strength and 1ds temporary Constitution
Unlike normal diseases, mummy scourge continues

III'I|I| |l1£' vichim reac ill‘_'\ Lonsitunion O I..IE'Ill: I|I.l‘.‘1| or receéives a

remove disease spell or similar magic (see Disease in the Duncron
MasTeER'S Gunde)

An afflicted creature that dies shrivels away into sand and dust
that blow away into nothing at the first wind unless both a remove
disease and raise dead are cast on the remains within 6 rounds

Control Undead (Su): A greater mummy with this ability must be
an evil cleric. The mummy's effective level for purposes of rebuk
ing or commanding undead is four levels higher than its acrual
[ |l'|h level

Improved Grab (Ex): To use this ability, the greater mummy muse
hit with a slam artack

Special Qualities: A greater mummy retains all the charac
ter's special qualities, and also gains the undead type. All greater

mummies have the turn resistance, resistant to blows, damage
reduction, spell resistance, immunirties, and fire vulnerability
ualities listed below. In addition, greater mummies may
have one of the three additional special qualities described below

G}\I‘L'l.'ll C

{alter form, passage, or symbiosis).
Turn Resistance (Ex): A greater mummy has +4 turn resistance
Resistant to Blows (Ex): Physical arracks deal uﬂl!_,' |'1.]|1-.l.1rr1.11__:1-
to greater mummies. Apply this effect before
damage reduction
Damage Reduction (Su): A greater

mummy's undead body is tough,
giving the creature damage reduc
ton 10/41

Spell Resistance (Ex): Greater
mut
equal to 10 + their cleric level

Immunilies (Ex): Greater mum
mies are immune to cold, poly
morph, and mind-affecting anacks
Fire Vulnevability (Ex): A
greater mummy takes double
damage from fire attacks
unless a save is allowed for
h,|!l-d.am.]p_-‘ A successful

mies have .\Pl'“ resisrance

save halves the damage
and a failure doubles it




Alter Form (Sp): Three times per day, a greater mummy with this  Combat
ability can use polymorph self as an 8th-level sorcerer Undead Traits: Immune to mind-altecting effects, poison,
Passage (Sp): Greater mummies with this ability can use phase sleep, paralysis, stunning, and disease. Not subject to critical hits,
door three times per day, as a sorcerer of the same level as the subdual damage, ability damage, energy drain, or death from
mummy’s cleric level massive damage
Symbiosis (Ex}: The body of a greater mummy with this quality is Immunities (Ex): Greater mummies are immune to cold, poly
home to another monster. Typical symbionts include green slime, morph, and mind-atfecting artacks
yellow mold, or brown mold (see Chapter 4 of the Dunceon The Will save against this mummy's despair aura has a DC of 16
MAs .':-'\irlu.fl } BTdY OOz .Ilhl MOnNstrous .‘-]‘tlll‘lull sCOrpions '”'Ir -[-h:‘ save DX AgaInse s '\PI‘“.\ is 14 ~'|:"=‘“ ]:‘\.'rl
mummy is immune to the symbiont creature’s special anacks, Magic Items Carried: Divine scroll of obscuring st and inflict
including the acid of green slime and gray ooze. light wounds; necklace of prayer beads (karma)

Saves: Same as []1-.' character

Abilities: A greater mummy gains +4 to Strength and +2 o PHARAONIC MONSTERS

Intelligence, Wisdom, and Charisma, but being undead, has no The following monsters are particularly appropriate for a campaign
Constitution score thar uses the Pharaonic pantheon
Skills: Greater mummies receive a +8 racial bonus on Hide, Monster CR Motes
Listen, Move Silently, Search, Sense Motive, and Spot checks. Oth Basilisk 5
erwise same as the character. Chaos beast 7 Mative to the Twelve
Feats: Same as the character Hours of Night
Dire bat 2
Climate/Terrain: Any land and underground Dire bear 7
Organization: Solitary or cult (1 greater mummy, plus 2-8 Dire lion 5
ordinary mummies Dire wolf i Use these statistics for
(Thnllungc Rating: Same as the characrer + 2 a dire hyena
Treasure: Standard coins; double goads; double items Dragonne 7
Alignment: Any Ghast 3
Advancement: By character class Ghoul 1
Giant beetle 1/3to4 Any kind
Greater Mummy Characters Glant praying mantis 2
A greater mummy retains all class abilities it had in life Giant wasp i
Golem, stone 1
Sample Greater Mummy Grick 3
This example uses an 11th-level human cleric of Set as the characrer Howler 3 Often found serving
minions of Set; native
Greater Mummy to the Twelve Hours of
Medium-Size Undead Night
Hit Dice: 11d12+3 (74 hp Lamia 6
Initiative: +3 Lammasu 8
Speed: 30 fi Lich +2 Wrapped in linen and
AC: 21 (43 Dex;, +5 natural, bracers of armor +2, ring of prolection +1) lurking in pyramid
Artacks: Touch +5 melee (or quarterstatf +5 melee, or dagger +5 tombs, often mistaken
melee); or masterwork light crossbow with masterwork bolts for mummies
+10 ranged Lillend 7 Native to the Offering
Damage: Touch 1d8+5 and paralysis; quarterstaff 1ds; dagger 1d4 Fields
||_1',!||I crosshow 1d& MDI’II’}_" 8
Face/Reach: s ft. by 5 fi./5 fi Maonstrous scorpions 1/4to 11 Any size
Special Artacks: Damaging touch, fear aura, paralyzing touch, spells Mummy 3
Special Qualities: Undead rraits, +4 rurn resistance, DR 15/41 Naga 7-10 Any kind
immunities Night hag 9 MNative to the Twelve
Saves: Fort +4, Ref +7, Will +10 (eloak of vesistance +1 Hours of Night
Abilities: Str 10, Dex 16, Con —, Int 19, Wis 14, Cha 13 Roc 9
Skills: Concentration +15, Hide +15, Knowledge (arcana) +18 Skeleton 1/6to9 Any size
Listen +15, Move Silently +16, Scry +14, Search +16, Sense Sphnm 5.7, 80r9 Aﬂ“' kind
Motive +10, Spelleraft +18, Spot +15 Wight 3
Feats: Combat Casting, Craft Wondrous Item, Quicken Spell, Yeth hound 3 Native to the Twelve
Seribe Scroll, Silent Spell, Spell Focus (Evocation), Still Spell, Hours of Night
Toughness Yuan-ti Sor7 Any kind
Zombie 1/6to 12 Any size
Climate/Terrain: Any land and underground Animals: baboon (CR 1/2); bat (CR 1/10); bear, brown (CR
Organization: Solitary 4); bison (wildebeest) (CR 2); camel (CR 1); cat (CR
Challenge Rating: 13 1/4); cheetah (CR 2); crocodile (CR 2); crocodile, giant
[reasure: Standard coins; double goods; double items (CR 4); dog (CR 1/3); donkey (CR 1/6); eagle (vulture)
Alignment: Lawful evil (CR 1/2); elephant {CR 8); hawk (CR 1/3); leopard (CR
Advancement: By character class 2); lion (CR 3); lizard (CR 1/6); lizard, giant (CR 2); rat

(CR 1/8); rhinoceros (CR 4); snake, all (CR 1/3 to 5);
toad (CR 1/10)




=

“This/diagram shows thelayout of a pyramid complex typical of
those built in ancient Egypt. Ina campaign that uses
the Pharaonic pantheon; pyramids are sacred places

~where the bodies of ordinary persons as well as

1. Secondary Tombs

N : : 2. Lesser Pyramid
high-ranking leaders are interred. 4L

3. Funerary Chapel

6. Burial Crypts
{for workers and priests)
7. Funeral Barge
8. Memorial Hall
9. Main Chamber



he Asgardiangparitheon is a fantasy interpretation of the
|'v]'iginl'|.*..urhi&turic:_:| Scandinavia in ancient times. It
ingludes deities appropriatefor userin a DuNGEONS &
DrAGONS game, arranged ing gpsmology and theology thag
make sense from the perspectiveof the game. Separared from
their hisiorical conextin real-wotld Scandinavia, these gods
are united'into a tight pantheon tharserves the needs of D&D
cleries and other player and genplayeccharacrers in the gamt:
- L SR G s e

' : E r

. |
Before the gods arose; the great gaping void of Cinhungdgap lay \
berween figey hot Muspelbeim in the south and frozen Nillheim
in the north, Jn the midsg of Niflheim ran Hvergelniir, a spring
from which flawed aleven rn!ugh collectively known as Elivagar
As these rivers Hlowed away from their source, the poisonous lees,
they deposited haedened toiice:Vapor rising from the lees froze
into rime, layer alter lagér, until it spread across Ginnungagap:
The rime met the hot gusts from Muspelbetm and meleed, and
from the moisture sprang the frost giant Ymir. While he slept, the
swear from his body formed the first af his frost giant offspring
Further melring of the ice created acow called Audhumla: Four,
ivers of milk flowed from her udder, sustaining Ymir and his off-
spring, For her own sustenance she licked the salty gime sfones
aud over three days uncovered a streng, hamdsome man nimed
| | Buri, From descendants of Buri and the gianty came @din, Vili,
* qand Ve, the firsvof the Aesirgods, Thegk Jand his blood-. =
“drotened all the frost giants excepr Be whom caome a
new race of frostglames, = MBS, =
Odin and his brothers carried Ymics body outof Ginpunga- ..
gap and wminde the carth from his flesh and the rocks from his

asedi

AESIR AND VANIR

and-Mimir, the wisest of the AesinThe Vanir became
. suspicious of Honir, believing him to be less fit than the

e (g gy

“ xisaaravid NOJHINVA:NVIAYVISY 11

bones. Stones and gravel came from the dead giant’s teetch
and shatterétl bones, and the blood filled Ginnungagap,
becaring lales and the sea. Odin and hisibrarhers
farmed the skyfrom Ymir's skull. Four dwarves named
Nordri, Sutlei, Aust;angd Vestri held up the skull. ¥mir's
hattBecame florgand his brains became clouds: Sparks
from MuSpelhgimtbecume stars The carth wak a great
cirele strrountll by oceans Giants lived on the coast
g hile Bafans Bved inland, in a fortification madedrom
¥m§\l"ﬁ q!ei;urh{lb. Odin gave humans breath and'life,
Viligave theod consciousness and mavement, and Ve
gave them {orm, speech, hearing, and sight. The First
mih was Ask tash tree) and the first woman was Embla
felm orvine).

Thete are two races of Asgardian gods, the Aesir.and
the Vanir, While the Agsinate pirvofshe creation
myth described above, linle is known about the Vanir,
The Aesir aré cléarly gods of war and Lll-:'lil‘l‘y, while
the Vanir appear as gods of fertility and prosperity
The'two races foughr a lengthy war until both sides
tired of it. Neither believed it could 'win. To ensure
peace, the races traded hostages, The Vanir §ént
Njord and his children Frey and Freya. The Aesir
sent Hanir, a big man they said was best fitio rle,

Acsirelnimed and notiging his answers were less
althoritative when Mimir wasnt present wo.advise
him, When they realized they had beeh cheated,
A

i

[



TasLE 6-=1: THE ASGARDIAN PANTHEON

Name
Odin

Aegir
Balder
Farseti

Frey
Freya
Frigga

Heimdall
Hel
Hermod
Loki

Njord
Odur
Sif
Skadi
Surtur

Thor

Thrym

Tyr
Uller

Favored
Weapon
Shortspear
Greatclub
Greatsword
Longsword
Greatsword
Longsword

Natural weapons

Longsword

Portfolio
Knowledge, magic, supreme, war

Sea, storms

Beauty, light, music, poetry, rebirth
Justice, law

Agriculture, fertility, harvest, sun
Fertility, love, magic, vanity

Birth, fertility, love

Watchfulness, sight, hearing, loyalty

Domains Rank Alignment

Air, Knowledge, Magic, G NG
Travel, Trickery, War

Death, Destruction, Evil, | NE
Strength, Water

Good, Healing, | NG
Knowledge

Knowledge, Protection, | N
Strength

Air, Coad, Plant, Sun G NG

Air, Charm, Good, Magic | NG

Air, Animal, Community, G N
Knowledge

Cood, Law, War | LG

Death, Destruction, Evil | NE

Chaos, Luck, Travel D CN

Chaos, Destruction, G CE
Evil, Trickery

Air, Good, Water | NG

Chaos, Fire, Sun D CcG

Chaos, Good, War L cG

Destruction, Earth, E N
Strength

Evil, Fire, Law, Strength, | LE
War

Chaos, Good, Protection, G cG
Strength, War, Weather

Chaos, Earth, Evil, | CE
Strength, War

Law, Protection, War | LN

Chaos, Protection, Travel [ CN

TaBLE 6-2: ASGARDIAN DEITIES BY RACE

Race
Human
Dwarf

EIf

Gnome
Half-elf

Half-orc
Halfling

Deities

By class and alignment

Heimdall, Skadi, Thor, Tyr or by class and
alignment

Frey, Freya, Hermod, Njord, Uller, or by class and
alignment

Balder, Frey, Freya, Odin, or by class and alignment
Frey, Freya, Hermod, Njord, Uller, or by class and
alignment

Thor, Uller, or by class and alignment

Forseti, Frigga, Hermod, Skadi, Uller, or by class
and alignment

TaBLE 6-3: ASGARDIAN DEITIES BY CLASS

Class
Bard

Barbarian

Cleric
Druid

Fighter

Maonk
Paladin
Ranger

Rogue
Sarcerer
Wizard

Deities (Alignment)

Balder (NG), Freya (NG), Hermod (CNJ,
Qdin (CG)

QOdur (CG), Sif (CG), Skadi (N), Thor (CC),
Thrym (CE), Uller (CN)

Any

Frey (NG), Frigga (N), Odur (CG), Skadi (N}
Uller (CN)

Freya (NG), Heimdall (LG), Odin (CG), Sif (CG),
Surtur (LE), Thor (CG), Thrym (CE), Tyr (LN)
Tyr (LN)

Heimdall (LG)

Frey (NG), Heimdall (LG), Odur (CG), Sif (CG),
Thor (CG), Skadi (N), Tyr (LN), Uller (CN)

Loki (CE), Odin (CT)

Freya (NC), Loki (CE), Odin (CG)

Freya (NC), Frigga (N), Hel (NE), Odin (CG}

Longsword Death, underworld

Rapier Luck, communication, freedom
Dagger Thieves, trickery, murder
Longspear Commerce, sea, wind

Light, sun, travel
War, dueling

Bastard sword
Longswaord

Greataxe Earth, mountains

Longsword Fire, war

Warhammer Storms, thunder, war

Creataxe War, cold, giants

Longswmd Courage, trust, strategy, tactics, writing

Longbow Archers, hunting, winter

the Vanir cut off Mimir's head and sent it back to the Aesir. Appar
ently, the Aesir considered this fair repayment for ¢ heating the
Vanir, because the two sides stayed at peace. Odin placed Mimir's
head in the well beneath Yggdrasil's root in Midgard, making it a
source of great wisdom. Over time, all the Vanir deities integrated
with the Aesir.

Using the Aesir and Vanir in a Campaign

The Asgardian pantheon works best when characters come from
the same sort of rugged, icy terrain thar was the backdrop for the
Norse myths. These are the gods of a land with short growing sea
sons and long, killing winters. They are the gods of a people who
feared and resped ted the sea, and who I1:‘1:1|t'ti it nor only for food
but also for transportation, trade, and treasure. The Aesir in parti

ular are warlike gods, though they clearly respect the power of the
written word and hold magic in awe rather than fear or disgust
Few changes need to be made o standard DunGEONS & DRAGONS
monsters, with one major exception. In an Asgardian world, the
giants of Jotunheim and Muspelheim are divine beings capable of
challenging the gods. These giants are at least divine rank 0, and
many are as high as rank 5. Not all giants should be divine, how-
ever. Most of the giants in Mannheim (the home of mortals) are

!ll\.\'t'[', IﬂLII'I.Il creatures

CGAF ~0SMOLOGY

Three primary planes make up the majority of Asgardian cosmol
ogy: Asgard and Niflheim are Outer Planes, and Midgard is the
Material Plane, Bifrost acts as a conduir berween Asgard and
Midgard. The Plane of Shadow links Midgard and Niflheim. The
Astral Plane and Ethereal Plane do not connect to the Ourer
Planes, but reach from Midgard to the Plane of Shadow




YGGDRASIL

A great ash tree also known as the World Tree, Yggdrasil's branches
wave above Asgard. Its three roots extend to each of the rhree
planes of existence. The well of Urd (fate) is beneath the root in
Asgard. The gods meer at Urd every day to hold their council. The
Morns tend Yggdrasil at this well, The well of Mimir lies beneath
the root that reaches Jotunheim on Midgard, which is also the site
of Mannheim. The well of Mimir is a source of great wisdom. Odin
sacrificed an eye to the well to gain secret knowledge. The third
root reaches Niflheim. Beneath it still flows Hvergelmir, the
source of the rivers that contributed to the world's creation, where
the great serpent Nidhoggr chews its roots. This constant chewing
is why the Norns must tend the tree, and how the tree understands
mortal suttering

ASGARD

Home of the gods, Asgard is the closest plane to the branches of

& k 3 ;
\'gg.ir.]ql, the World Tree. Many of the pud- homes [eatured
prominently in Asgardian myths, and so had their own names
Odin has two halls in .-\\l_l,.'.n.l, Valhalla and Valaskjalf

falhalla

Valhalla is home ro all those slain in battle, the einherjar. It has five
hundred forty doors, each wide l‘I]llll_LE]'] for L'ighl hundred men to
walk through shoulder to shoulder. The rafters are spears, the hall
is roofed with shields, and l"l'(".hlp];l[l‘n litter the benches. A \'."'l[.
guards the western door, and an eagle hovers over it. Every day the
“Golden Comb") wakes the einherjar, and
they venture out to fight each other in training for Ragnarok, the
final battle. Every evening those killed in the battle rise, whole and
healed. They feast in the hall from the mear of Saehrimnir, a boar

rooster L ;Ll] ll ['IJ"L.I I'[)l‘ll

whose flesh renews every day, and mead from Hedirun, a goat that
stands atop Valhalla chewing the leaves of the rree Laerad

L N,
LTS
Bifrost 1'

Bridge

1."ltlltl‘|k.]r.l||

Valaskjalf ("Shelf of the Slain") contains Odins High Seat, Hlidsk-
jalf, from which he can see anywhere in Asgard, Midgard, or Nifl-
heim. He permits no other god bur Frigga 1o sit there

Other Halls

Thor's hall, Bilskirnir, is in a region of Asgard called Thrudvan-
gar. Balder's hall is called Briedbalik (*Broad Splendor”). Forseri's
hall, Glitnir, has golden pillars and a silver roof. All those who
enter Glitnir leave with their legal disputes resolved. Freya's hall
Sessrummnir is so tightly constructed that Loki had to become a
needle in order to sneak in. Hall of all men slain in battle, and all
women so slain, come to Freya’s hall, Frigga spends her time in
Valaskialf or in her own hall, Fensalir. Heimdall's hall, Himin-
bjorg, stands next to Bifrost, Ullet's hall is called Ydalir. Finally,
1]11' h.‘|“ l'.'I”l'd Lu‘lﬂ]ll 1n J’\N!,.l:lri.l is L\l‘i].\-ldt'['l'.'u [lll‘ most hk'i‘““!“J
l“lllhjl]]}_‘. iln\\\'hﬂ‘l'l' kl'lllphi‘l'\' s5ays .l[J Illl' h_'lui‘& Wi H|ll| ]l\'i' thl'E!' in
peace after Ragnarok. The Aesir have two communal halls, Glad
sheim and ‘\."inplh', where they assemble to discuss events and

decide important issues

Other Locations in Asgard

.-'\-:g.1|'t| is also home to Vanaheim, home of the Vanir; Alfheim,
home of the light elves (Lios Alfar) and site of Frey’s hall; and
Vigrid, the field where gods and giants are destined 1o fight when
Ragnarok comes.

BIFROST

Asgardian storytellers say rainbows represent the appearance of
Bifrost on Midgard. For this reason, Bifrost is known as the Rain-
bow Bridge. Bifrost links Asgard and Midgard

MIDGARD

Midgard is the mortal realm of Asgardian cosmology. In addition
to Mannheim, it holds Jorunheim, the land of the frost giants; Mus
pelheim, the land of the fire gianrs; the dwarf realm of Nidavellir;
and Svartalfheim, the domain of the dark elves (Svart Alfar)

NIFLHEIM

The lowest of the three worlds in Asgardian cosmology, Niflheim
is home ro Hel. Hel is both the land of the dead and the name of
the deity who rules ir. Those \'.']hl die of sic LL:L'\-;. t!l\.l age, or accr
dent come to Niflheim for judgment by Hel in her hall Eljudnir.
They must pass through Gnipahellir, the cave at the entrance 1o the
underworld, guarded by the monstrous hound Garm. Garm has
four eyes and a chest drenched with blood. Anyone who gave bread
to the poor in life could appease Garm with a piece of cake soaked
in his or her own blood. The river Gjoll encircles the land of the
dead, flowing from the spring Hvergelmit

RAGNAROK

I'he Asgardian gods lived with a prophecy about the end of their
world. They knew that Ragnarok would come and they would
"Igj]l I'hl'l] "[n.ll t'.l.i”li' .!g.anr‘r ']ll' ‘L!i.“”?\ IJU['H‘.}'_ \‘.'hll-h auriur
would burn down the world. They spent their time preparing
|-l'l'|' lhl' l'.l;]T[ll' E'.T[hl'r fh.ln \\'I.\T'I".’I]'lp. a h-ﬂLl[ It OT Er'} 1ng o Prl'\'t‘l]l
it. They did so because they knew Ragnarok was never meant to
be the end of everything. Rather, Ragnarok marked the turning
0l a cyc |l‘l a I\ﬂ[l)l \'-'hl‘l'i‘ 'hl' Wil l\l I'l']'l'l.hll' -ll‘-L'lt. 4 lllJ l‘l‘_L:-'Iﬂ
again. Several gods, including Balder, Hod, Thor's sons Modi
and Magni (who possesses Mjolnii
Vidar, were prophesied to survive Ragnarok and rule the resule
Ing new \-\'lll]\i

, and Odin's sons Vali and

SETTINGS FOR ASGARDIAN CAMPAIGNS

Campaigns that use the Asgardian pantheon are set in one of four
periods. In the first, Ragnarok is a long way off, and the pantheon




_jm e T o
Asgardlan Temple

: e _t_.._.. - :-_..—__..{:'

m e Sy ——

" " |
J sl !‘i..ml-mn...u
o

"t",' ) . TRTT: i
ool i 4
W Ll gt oA

| wm}l il

g "

e

1. Intn
p| 1y Ha ]]

3. \Iuh

4. Guards'/ Junior Priests Quarters

5. tnlirm;ln'

5 High Priests:Ouarters
7. Side € h ipel
8. Main'Chape!

Alrar

- lr" Stat
i “. wiatue

L TR e




that follows can be used as presented. In the second, Ragnarok is
coming. Laki is clea I'J*_. evil, and may even be bound. Balder's death,
the first sign of the coming Ragnarok, has occurred. The gods pre
ow are focused on their final preparations for the great
battle, and mortal warriors seek every opportunity for combat so
they might join the einherjar. The third serting is during Ragnarok
ays, or it may last years

sented be

Ihe war against the giants may go on for ¢
During this time the deities fight the giants and have little time for
mortals. Loki and all his children bartle alongside the giants
against Odin and the Aesir. Finally, a campaign can be ser post
Ragnarok. C inly the six deities mentioned above survive. In such a
campaign, new gods may arise and the six survivors explore thei
new authority over creation. Many clerics lose access to their
domains until new gods arise, or the survivors take responsibility
for those domains.

WYRD

.-\\n‘.i.||.i|_||1~ believe the Norms mark out their fare, or wyrd, at their
birth. The myth of Ragnarok reflects this. Odin and his brothers
knew when they created the world that ir was destined to end,
taking them with it. Asgardians face their fate with courage and
resolution. They seek 1o sun pass 1:‘F:I'I'|1|.Li'\.' heroes so that bards and
skalds sing of their deeds long after they die

The Norns

Urd (“fare”), Verdandi (“being"), and Skuld (“necessity") were the
three primary Norns, but there were many others of lesser rank,
some of whom were elves or dwarves, and some were good while
others were malevolent, Some myths say that each person has an
individual Norn. The Norns tend Yggdrasil at the well of Urd on
Asgard, and they measure out the fates of other beings in the
cosmos. The Norns teach nothing to mortals, dispassionately meas
uring out each persons wyrd. Those who seek hidden knowledge

may g.i]ll{'l' o P'l'_'l\.' [ (5] T]'ll' ."\Jﬂl"l'l.‘i i‘[\[' assistance, Sl]l‘l‘l.' monastic
orders seek to emulate their devotion to maintaining the laws of

the cosmos.

THE ASGARDIAN
PANTHEON

of the Aesir seems able o bestow divine rank on giants or others
they deem worthy. While the gods are independent of the power ol
their worshipers, they are clearly active in Midgard. The gods are

ing on their alignment,
the alignment of the mortal, and how the mortal approaches the
god. Mortals worship the gods out of love, gratitude, and fear
lll'Pg'“li”]l_“ on [l'll' |i('l|\. .'\hg.]]-ll].ln gt!i s Can lill'. []1["\' ll\\'l':ll na
modified cosmology, with the Asgardian gods as the creators of
[hl'”’ universe, []1(' J!ﬂ'lLlJ‘-' \.\'IH'I remain :JI‘[(' r Ii.|;"|]:“'“'J\ are '|[i|1l'| LTors

benevolent, indifferent, or hostile depenc

I'.|[J|('|' lh:|||. usurpers

ODIN

The Asgardian pantheon is a tight pantheon, with Odin as supreme
ruler. Though the gods generally make decisions in council, Odin
casts the deciding vore even if it contradicts the majority. The
Asgardian religion worships all the gods, but many people belong
to cults dedicated ro a specific member of the pantheon. Worship
ing a "patron deity” is not exclusive. Followers of individual deities
still worship the entire pantheon; they just have a special relation
ship with a deity who exemplifies some belief or role important to

them as mortals

Since the Asgardian deities form a tight pantheon, clerics may
choose the entire pantheon as a patron rather than a specific deity
in the pantheon. In fact, all mortals are required to revere all the
Asgardian deities as a pantheon,

Clerics who revere the entire Asgardian pantheon may choose
any of the following domains: Air, Animal, Chaos, Charm, Com
munity, Death, Destruction, Good, Earth, Evil, Fire, Healing,
I{nmrlmlgv. Law, Luck, Magic, Plant, Protection, _\'[runglh. sun,
Travel, Trickery, War, Water, or Weather

Clerics of the pantheon may be of any alignment. They must
choose one of the following as a favored weapon: composite long-
bow, dagger, greatclub, greatsword, longsword, quarterstatt, short

‘;\'—'L'|‘|_ spear, Illl.]l'['l'l(‘\I .‘w!l'll-n‘. Or war

ASGARDIAN GODS IN OUR TERMS

Ilh.' Aesir _I\.'l'l‘l\ll‘d _L'i:]l][.‘i into i]'lL‘][ r;m|«'.-.. |I1dl\.'.llll]|.L [hjﬂ [IIL’
Asgardian pantheon allows for an infinite amount of divine rank
Gods are born with their powers and divine starus, and the council

Nammer.

All-Father, Father of the Slain, God of the Hanged, God of Prisoners,
God of Cargoes, The High One, The Inflamer, Swift Tricker, Father
of Victory, the Blind One, Shifty Eyeds. One with a Magie Staff,
Destroyer, Terror

Greater Deiry

Symbol: Watching blue eye

Home Plane: Asgard

Alignment: Neutral good

Portfolio: Knowledge, magic,
Supreme, war

Worshipers: Bards, fighters, sorcerers
wizards, philosophers, sages, nobility,

Enomes
Cleric Alignments: CG, LG, NG
Domains; Air, Knowledge, Magic, Travel, Tt
Favored Weapon: Shortspear

ery, Wir

Odin {ph-din) has one eye that blazes like the sun, having lost his
other eye in payment for a drink from the well of Mimir. He once
stole the mead of poetry, and some myths say he grants poeric
ability and inspiration to mortals. Odin hung himself on Ypgdrasil
for nine days, pierced by his own spear, until by virtue of his suf

fering he was able to reach down and seize magical runes that

were IhL' sotrce ol \\'J'-Ll.mn .lnl| magica |-'h' His -.urh-rm_p, S0
llnpl'rs\r\ui the son of the giant Bolthor that he l.tLlphl Odin nine
1at allowed him to master eighteen magical spells
previously unknown to any man or woman. Odin is fated to be

swallowed by Loki's son Fenrir at Ragnarok, but his own son

magical songs i

Vidar will avenge him.
Wearing a dark, wide-brimmed hat that casts a shadow over
face, Odin rravels as a mortal wanderer. As a god of magic, war, and

118

wisdom, he visits Midgard to distribute knowledge and victory in
bartle, His many titles hint ar his various roles.

logma

The cult of Odin places a premium on canny strategy and cunning
solutions to problems. Followers of Odin constantly seek new
1\'|'||,I\\'|l.'|,]i_|'l'1 as an .]Lil'.]ll[_'l!_‘l,‘ Over [l'lt‘ll' "ﬂl'.‘-. Para lﬂ.\'lt'.'lll\-'. |h[‘ C Lll[
f-reliance by relating tales of Odin turning against
favored kings and generals in the midst of battle. The cult practices
ritual hanging and piercing by spears in emulation of their parron
deity, but in reality the hangings and injuries are purely tests and
cause no lasting harm. Purpose
emulate Odin is shameful to the cult, though an eye’s loss in bartle

promofes se

ni(‘H[I OYing Or removing an eye (§]

is considered a mark of favor from Odin
The cult makes and loses allies easily. If a ruler takes an advisor

from the cult lightly or disregards advice, the advisor may leave

without warning or even switch sides to the ruler's enemy.

_lergy and Temples

Odin’s clerics generally wear dark, wide-brimmed hats, cloaks dec
orated with or made entirely of ravens feathers, and patches over
their (intact) left eyes. They permit no one to lift or touch these
patches. They share their knowledge sparingly, and generally only
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Tllus. by R. Sardi

to those who demonstrate that
they come to the cult as a last
resort, after all orther avenues
hi]\'l' !'IL'L']'I l.’x}‘ll.‘l'L'L[.

Odin’s temples are gener-
ally large, raucous halls
[hose not distracted by
the noise, carousing,
and brawling notice the
thickness of the walls,
the lack of windows, and
the heavy bars ready at
each door. If the faithful
close and bar the doors,
the halls become sturdy
forts. Private areas of the
ll'l'l'lr‘ll"\ lntllldl' |'|h"|'.l||L'\ .||'|iJ.
extensive collections of scry ing
-.JL‘\'ul'l':- L‘LIIHL]E' L'L\'lll:‘.('Ll areas,
shrines to Odin are common in wild
places that ofter wide vistas of the
Sur |'L|ll|]LiJ‘l‘-}.‘l country.

Visitors to Odin's l:'l'l'lpll'k re

ceive a warm welcome, a
tankard of mead, and a plate of
tood. They rarely artract more
attention than thar unless
they've come 1o ‘-I.'|.] ar [t.!l.i-.'
spells, knowledge, or magic
mems. L uHIhL'1|iu':I1I|'\r, sorcerers §
and wizards receive the best
trearment and can usually find
free meals and a free |1|.i|'r ]
sleep as long as they can demon
strate their contributions to the
advancement of magic

ODIN
Fighter 20/Wizard 20
Medium-Size Outsider
Divine Rank: 19
Hit Dice: 20d8+180 (outsider) plus 20d104180 (Fir) plus
20d4+180 (Wiz) (980 h]u
Initiarive: «13 (+9 Dex, +4 Improved Initiative
5|'u'l’d.: 60 i1,
AC: 79 (49 Dex, +19 divine, +32 natural, +9 deflecrion
Artacks®: Gungnir, +5 distance ghost fouch holy keen relurning wornid

g \hurh;hur +76/+71/+66/+6] melee, +74 ranged; or -.]'!r*” +70
l]u'll'l‘ 1|'l|i|'l or +68 |.|IL§‘,|.‘|[ Iiml'h f'\|w:|\--1' receives a 20 on
attack rolls; roll die to check tor critical hir.

Damage™: Gungnir, +5 distance ghost touch haly keen returning wound
ing shortspear 1d8+23/18-20/x3 melee, 1d8+16/18-20/x3 ranged
or by spell “Always does maximum damage (shortspear 31
points melee, 24 points ranged).

Face/Reach: s ft. by 5 ft./5 fi.

Special Attacks: Domain powers, salient divine abilities, spell-
like abilities

Special Qualities: Divine immunities, DR 73/+5, fire resist-
ance 39, understand, speak, and read all languages and speak
directly to all beings within 19 miles, remote communica
tion, godly realm, leleport without ervor at will, plane shift ar
will, familiar (ravens and wolves), SR 51, divine aura (19
miles, DC 38)

Saves": Fort +60, Ref +62, Will +61. *Always receives a 20 on saves

Abilities: Str 32, Dex 28, Con 29, Int 44, Wis 30, Cha 29

ills®*: Alchemy +68, Appraise +42, Balance +48, Bluff +58,

Climb +70, Concentration +60, Craft {metalworking) +82,

Craft (stoneworking) +82, Decipher Script +54,
Diplomacy +62, Disguise +54, Gather Infor
mation +54, Handle Animal +68, Heal +57,
Innuendo +39, Intimidate +62, Intuit
Direction +35, Jump 472, Knowl
t‘L|pJ.' larcana) +68 I{l]LI\\']L‘LLH{'
history)
nature; +68, I‘;Illl\\.'h‘\.]gf
(nobility and rovalry) +68
Knowledge (the planes)
+68, Knowledge (reli

+62, K I1l.l\'-'||'|.[_l_:|.'

gion) +68, Listen +57,
Perform +42, Profession
therbalist) +61, Ride (horse)
+72, Scry +66, Search +632,
leraft
72, Spot 57, Swim +70, T'umble
w46, Lise Pi‘.u_'.n' Device +42, Wil-

derness Lore +49. *Always receives a

Sense Motive +59, '\';_'n'

20 on checks
Feats: Alertness, Blind-Fight, Cleave
Combat Casting, Combat Reflexes,
Dodge, Empower Spell, Endurance,
Enlarge Spell, Expertise, Extend
Spell, Grear Cleave, Heighten
Spell, Improved Bull Rush,
Improved Critical (shor
spear), Improved Disarm,
Improved Initiative, Im-
proved Trip, Leadership,
Lightning Reflexes, Mo-
bility, Mounted Combar,
Power Attack, Power Crirical
shortspear), Quick Draw, Ride
By Attack, Seribe Seroll, Silent
Spell, Spell Mastery, Spirited
Charge, Spring Attack, Still Spell,
Sunder, Ir.;mph'. Weapon Focus short

spear), Weapon Spec ialization (short-
spear), Whirlwind Artack

Divine Immunities: Ability damage, ability drain, acid, cold
death effects, disease, disintegration, elecrricity, energy drain,
mind-affecting ettects, paralysis, poison, sleep, stunning, transmu
tation, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter Reality, Alter Size
Annihilating Strike, Arcane Mastery, Automatic Metamagic
(quicken wizard spells}, Banestrike (giants), Control Creatures
(any creature that can cast a spell or use a spell-like ability)
Divine Battle Mastery, Divine Spellcasting, Divine Storm, Extra
Domain (Air), Extra Domain ( Knowledge), Extra Domain (Trick
eryl, Extra Sense Enhancement (sight), Hand of Death, Increased
Damage Reduction, Instant Counterspell, Life and Death, Mass
Life and Death, See Magic, Shapechange, Spontaneous Wizard
Spells, True Shapechange

Domain Powers: 19/day turn or destroy earth creatures, or
rebuke or command air crearures; cast divination "|."l'”'\ at +1 caster
level; use spell completion or spell trigger devices as Wiz20; 19

rounds/day freedom of movement.

Spell-Like Abilities: Odin uses these abilities as a 29th-
level caster, except for divinarion spells, which he uses as a
30th-level caster. The save DCs are 38 + spe level. Arr walk

antimagic field, astral projection, blade barrier, chain hightning,
thange self, claivaudience/claivvoyance, confusion, control weather,
control winds, detect secvel doors, detect thoughts, dimension door, dis

cevn location, dispel magic, divination, divine power, elemental swarm

(air only), expeditious retreat, false vision, find the fln[]:. flame strike,




Uther thvine FOwers

fly, fovesight, gaseous form, identify, imbue with \['Ic'llul ability, itnvisibility,
|

rend lore, locate object, magic vestment, magic weapon, mislead, Moy
denkammen’s disjunction, nondetection, Nystul's undetectable aura,
obscuring mist, phase door, polymorph any object, power word stun

power word bling

» power word Rill, protection from spells, sereen, spell
resistance, spell hirming, spimtual weapon, teleport without error, lime

stop, true seeing, whirlwind, wind wall

Wizard Spells/Day (Levels 0-17): 4/9/8/8/8/8/7/7/7/7/3/3
1/3/2/2/2/2; base DC = 29 + spell level
Possessions: Odin carries Gungnir, a +5 distance ghost touch

haly keen returning woun ling \|:I|'J!‘_|I|'-ll created by the dwarves. It
has a range increment of 80 feet due to Odin's strength and skill
and the Spears improy ed distance enc hantments

Draupnir, by comparison, is almost inconsequential. A dwarl

forged gold ring of 1 million gp value, Dvaupnir drips eight rings

al value every ninth day

ol eq
”I'l.LF,-r.II'f is Odin's High Seat in Asgard. While seated upon ir,
Odin receives a +30 insight bonus on
all Scry checks, and he can use divina
non .ﬁ[‘l'“.‘w without lz'!_f.ll'n| to distance

or planar ditferences.

As a greater deiry, Odin auromati-
cally receives the best possible
result on any die roll he makes
including artack rolls, damage, checks,
and saves). He is immorral

Senses: Odin can hear, touch, and

smell at a distance of nineteen miles
and see ar a distance of thirty-eight
miles, As a standard action, he
can perceive anything within
nineteen miles of his wor-
aiul\('l". hl-l\ -.Ill'\.uhlL'L[:i Or any
location where one of his titles or
name was spoken in the last hour. He can extend
his senses to up to twenty locations at once. He
can block the sensing power of deities of his rank
or lower at up to two remote locarions ar once for
19 hours

Portfolio Sense: Odin senses all
magic use (spellcasting, irtem use,
spell-like abi
recording, or sharing of any spell or bit of arcane
knowledge, and any combat between groups and any

Iy use, or magic irem creation), -’..ll:iL'LI\'L'I'\'.

event involving one of the Aesir the instant it
happens and nineteen weeks into the past
and the future.
Automatic Action
iny Know
h.i\ no ]'.i|!]\"§ In, as a I-l'i'l' acnon
if the DC for the task is 30
or lower. He can pertorm

3: Odin can use

edpe skill, even those he

up [o twenty stc h free
actions each round.

Create Magic Items:
Odin can create any kind of
magic iem

Freke and Gere .{.l\-llll s wolves)

Odin has two wolves, Freke and Gere. Since Odin lives only on

{, he thr

Freke and Gere are always encountered toget
¥ Freke and Gere, Odin's legendary wolves: CR

Medium-size animal; HD 14d8+70 (182 hp)i Init +4; Spd 60 b

AC 24 (touch 19, flar-footed 15); Atk +17 melee (2d6+10, bite)

mea ws the meat from his rable in Valhalla to the wolves

161

SA Trip; SQ Scent; AL N; SV Fort +8, Ref +10, Will +3; Str 24, Dex
28, Con 20, Int 2, Wis 14, Cha 10

skills and Feats: Hide +12, Listen +10, Move Silently +12, Spot
110, Wilderness Lore +4% Weapon Finesse (hite)

Irip (Ex): A legendary wolf that hits with a bite artack can
attempt to trip the opponent as a free action (see Chapter 8 of the
Player's Handbook) without making a touch attack or provoking an
attack of opportunity, It the arrempt fails, the opponent cannot
react to trip the legendary wolf

Skills: A legendary wolf receives a +2 racial bonus on Listen
Move Silently, and apot checks, and a +4 racial bonus on Hide
checks, *It also receives a +8 racial bonus on Wilderness Lore

chec |\‘| W hi'[l rac ](I.I‘-_l'. -l'\ scent

H'I||III and |\'a1|I||||: LA -".1||| 5 ravens)

Odin sends Hugin (“Thought”) and Munin (*“Memory”) out every
day 1o bring him news of the Asgardian worlds. In the Asgardian
cosmology, a mortal never knew when the raven warching him
was Hugin or Munin

P Hugin and Munin, Odin's legendary ravens: CR &;
Small animal; HD 12d8+36 (132 hp); Init +8; Spd 10 fr, fly 100
fr. average; AC 23 {rouch 21, flat-foored 15); Atk +17 me
(1de+2, 2 claws), +10 melee (1d8+1, bite); AL N; 8V Fort +11, Ret
+18, Will +7; Str 14, Dex 30, Con 16, Int 2, Wis 16, Cha 12,

Skills and Feals: Listen +12, Spot +12 Weapon Finesse (claws

@

Weapon Finesse (bite

Hll'|[:|||| (Odin s eignt 't-‘qqr'rl steed )

During the war with the Vanir, the wall protecting Asgard was
razed. A l‘ll'.|lll'1 .i]'}‘lll.thL'll the Aesir .|L!Li \.l”(‘ll'Ll

to rebuild it if they would give him
Freya to be his wife, and the sun
and moon for his own
Odin and his fellow
Aesir agreed, provided he

could build the wall in six
months. They didn't believe
anyone could build it so
quickly, so they believed
Freva, the sun, and rhe moon
to be safe. The builder had a
stallion, Svadilfari, who
could pull amazingly

arge stones, and |1r|'.|1|~|:'

o

‘."ﬂ

of thar the builder quickly
raised the wall. With three days
{ remaining, the gods told Loki to
i resolve the predicament, Loki
g { as a mare and
distracted the stallion all night. The
4 £ buildes [11’\\ N0 a rage and his dis-
4" puise slipped, revealing a giant. Thor
dealt with the pi.ml ©a , and Loki
later gave birth to the magical
horse Sleipnir
#Sleipnir, Odin's legendary
horse: CR 8; Large animal; HD
18dE+144 (288 hp s Imar +2; .\pLi
g0 fu., fly 100 fr. good; AC 19
touch 11, flat-footed 17); Atk
+22 melee (2d6+9, 4 hooves), +20
melee (1d6+4, bite); al) acent AL N
SV Fort 420, Ref +13, Will +8; Str 28, Dex 14, Con 26, Int 2, Wis
14, Cha 10
Skills and Feats: Listen +8, Spot +8; Mulriattack

isguised himse
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God of the Oceans

Intermediate Deity

Symbol: Rough ocean waves

Home Plane: Midgard

Alignment: Neutral evil

Portfolio: Sea, storms

\‘;’brshiprr.‘;: Sailors, anvone trav ;-]1r|__=1
by sea

Cleric Alignments: CE, LE, NE

Domains: Death, Destruction, Evil, Strength, Water

Favored Weapon: Grearclub

Aegir (ay-jeer) and his wite, Ran, hold themselves apart from
the Aesir and Vanir. Rather than living on Asgard, they reside
on .'\.ll\.J-.l.Il'\l. at the bottom of the ocean -"u';,'l:"- rea

m is the

deep ocean, far from land, where navigarion and
are difficult and full of danger. He
appears as a hierce man with a ]-\II'._L'I gray
beard and fingers like claws. He

fishi

.Jl‘l‘l'.ll"u on llh' surface of ||'." sea

to destroy ships that fail to sac-
rifice to him, yet is well
known for the bounty ol
the feasts he arranges for
his fellow gods. Ran
his wife and equal
partner, drags &8
drowning mer
down to her hall
beneath the sea
She holds sim
ilar responsi
bilities to Freya
and Hel in that
regard, since
the drowned
do not go 1o
Valhalla, Sess-
rumnir, or
the under
world ."Ll'gl]'
and Ran have
nine daughters
each of \\.'f'_nn'.
represents g
different ty pe

ol ocean wave

! lagma

Cults of Aegir thrive
in Seaports Culrists
do not attempt to fir in
or to make [riends. They teach
that those hoping for safe voyages
across the sea must appease Aegir
Members of the cults tend 1o be
crews of trading and fishing ves
sels that sail out of sight of shore
Their membership doesn't reflect a -
shared preference for evil, but rather =
a healthy fear of Aegi

Clergy and Temples
Aegir's clergy are few in number and known for their cruelty, For

tunately, they reserve that cruelty for those who fail to properly

honor Aegir. Rumors suggest they have burned ships when their
ing the deep sea withour first appeasing

L',L'xl ol sm

captains brag
the stormy god

Aegir's temples are openly fortified against the works of mor

tals and against the elements of nature, Townsfolk and travelers
can find shelter from tidal waves or flooding in a temple ta

Aegir, provided they offer the Sroper respect {and p',u.'H.' Despite

all the |‘||l'|:l|1;:'- Aepirs te mpi:w are rarely wealthy SecKIing to
emulare the god, 1
Fhe temples contain kitchens, pantries, prayer rooms, and the

ey host reg tlar feasts [or their communities

armories typical of Asgardian remples

Visitors to Aegir's temples receive a chill welcome. Those plan
ning a sea voyage who make offerings find the clergy can be jolly
ove tood, ale, anc
do not make offerings find the ¢

folks who jokes as much as anyone. Those who

ergy menacing. Everyone is wel-

come on teast day, however

AEGIR
Fighter 20/Cleric 20
Medium-Size Outsider
Divine Rank: 11
Hit Dice: 20d8+220 (outsider) plus
20d10+220 (Frr) p
(Clry (1,180 hp
Imitiative: +12 (+8 Dex, +4 Im
proved Initiative
Speed: 60 fi,, swim 100 f1
AC: 61 (+8 Dex, +11 divine
+24 natural, +8 deflection
Attacks: +5 thundering wound
mg greatclub +74/+69/ 164/

us 20d8+220

+ 59 Ilu-lm' or ‘\l_\g'll +6H8

melee touch or +59

ranged touch
Damage: +5 thun
deving  wounding
v 1d10+32/
19-20 or by H]ll'”
Face/Reach: 5 ft.
by s fr./s fi
Special At
tacks: Domain

preatclu

powers, salient
divine abilities,
spell-like abili-
ties, rebuke un
dead 19/day
Special Quali-
ties: Divine im
munities, DR 46/+4,
fire resistance 31
sponmaneous casting ol
divine spells, under
stand, speak, and
read all languages
and speak directly
to all beings within
11 miles, remote communication .u,muj.
realm, l-'n'u'j‘.rll withoul error ar will, plane shift ar will, SR 43,
divine aura (1,100 fr., DC 29)
Saves: Forr +54, Ref +53, Will +53
Abilities: Str 44, Dex 26, Con 32, Int 26, Wis 27, Cha 26
Skills®: Bluff +49, Climb +«58, Concentration+59, Craft (metal
working) +61, Craft (stoneworking) +61 Diplomacy +59
Heal +55, Intimidate +53, Jump +58, Knowledge (arcana
+55, Knowledge (nature) +49, Knowledge (the planes) +49

Knowledge (religion) +§5, Listen +49, Scry +51, Spelleraft




+55, Spot +49, Wilderness Lore +51 '.'\i“'.l'_.'.‘n receives a 20
on checks

Feats: Alertness, Blind-Fight, Blindsight s-ft. Radius, Cleave
Combat Casting, Combat Reflexes, Divine Might, Divine
Venpeance, Dodge, Empower Spell, Endurance, Enlarge Spell,
Extend Spell, Expertise, Extra Turning, Extra Turning, Great
Cleave, Improved Bull Rush, Improved Critical {grearclub),
Improved Initiative, lron Will, Lightning Reflexes, Mobility,
Power Atrack, Power Critical (grearclub), Quick Draw, |
spell, Spring Attack, Weapon Focus (greatclub), Weapon
Specialization (greatc lub), Whirlwind Arack

1L ll‘ll.

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease IJI‘-'l['t'Il'P,l'.II]uIJ. electriciry, energy drain,

-aftecring etlects, Iw.il.ll\'ﬁi\. poison, dn'_r-, stunning, rransmetita
rion, imprisonment, banishment.

Salient Divine Abilities: Alter Size, Alter Form, Call Crea
tures (sea creatures), Control Creatures (sea crearures), Divine
Storm, Divine Warer Mastery, Extra Domain (Death), Extra
Domain ( Destruction}, Hand of Death, Life and Death, Mind of

ming

the Beast, Power of Nature, Shapechange, Speak with Crearures
S&a Creatures ).

Domain Powers: 11/day death touch (roll 20de; if subject
touched does not have at least that many hp, it dies); 11/day smire
+4 on attack bonus and +20 on damage for one weapon attack; cast
evil spells at +1 caster level; 11/day fear of strength (+20 enhance-
ment bonus to Str for 1 round); 11/day turn or destroy fire crea

tures, or rebuke or command water creatures
Spell-Like Abilities: Aegir uses these abiliries as a 215t level
caster, except for evil spells, which he uses as a 22nd-leve

caster
Ihe save DCs are 29 + spell level. Aaid fog, animate dead, Bighy's
clenched fist, Bigby's crushing hand, Bighy's grasping hand, blasphemy,
bull's styength, cause fear, civcle of doom, cone of cold, contagion, control
waler, create greater undead, create undead, death knell, death ward, dese
crate, destruction, .]J.lnl.—'.m:ln'. .fn;l.'l' I;,';vm[ l'lJI'”Ii!Hllr-'l'. elemental swarm
as water spell only), endure elements, fog cloud, harm, hormd wilting,
e storm, tmplosion, inflict eritical wounds, inflict [l_uill worinds, magic

circle against good, magic vestmenls, obscuring mist, protection from good,

righteous might, shatter, slay living, spell tmmapnty, stoneskin, summon

| only), unholy awra, unholy blight, wail of the

monster 1X (as evil spe
banshee, water breathing.
.y

Cleric Spells/Day: 6/8/8/8/8/7/6/6/6/5; base DC = 18 4
‘-upL'[

level

Other Divine Powers
As an intermediate deity, Aegir automarically receives a die resuli
of 20 on any check. He rreats a 1 on a saving throw or attack roll
normally and not as an auromatic failure. He is immortal
Senses: Aegir can see, hear, touch, and smell ar a distance of
eleven miles. As a standarc
eleven miles of his worshipers, holy sites, objects, or any location

acnon, hl'- can perceive .ln‘.'li'lll]){ \\'Jl!]ll]

where one of his ritles or name was spoken in the last hour. He can
extend |11-< SEnses (o up o ren |l|| aflons at once He can H\'ﬂ'l\ |!|'I|'
sensing power of deirties of his rank or lower at up to two remote
locations at once for 11 hours

Portfolio Sense: Acgir senses anything that affects the sea the
instant it happens and eleven weeks into the past

Automatic Actions: Aegir can use Knowledge (narure],
Knowledge (religion), or Wilderness Lore as a free acrion if the
DC for the task is 25 or lower. He can pvrfm'ln up to ten such free
actions each round.

Create Magic Items: Aegir can create any magic item relared to
Waler and the sea, as |ll|'._t', as the item's market price does not
exceed 200,000 gp,

God of Beauty

Intermediate Deity

Symbol: Gem-encrusted silver chalice

Home Plane: Asgard before death,
Niflheim afterward

:\li;_',l‘lml:h[: Neutral ?_'|u11l|

Portfolio: Beauty, light, music, poetry, rebirth

Worshipers: Bards, gnomes

Cleric Alignments: CG, LG, NG

Domains: Good, Healing, Knowledge

Favored Weapon; Greatsword

The son of Odin and Frigga, Balder (bald-er) wasithe favorite of
the P-'J-"‘[" Renowned for his beaury, Balder an iliy"h life until
he |3.'.'.|1T|.1- troubled by ominous LJ reams. The }:Ulf!i 80 loved Balder
that they sent Frigga to extract an oath from all things, animate
and inanimate, that they would not harm him. She overlooked
the mistletoe, thinking it too weak to harm anything [he pods
delighted in Balder's invulnerability and amused themselves by
throwing things at him, Loki discovered his weakness and
ricked Hod, Balder's blind twin, into throwing a sharpened dari

(L

of mistleroe at Balder, guiding Hod's hand so it aimed at his
brother's heart

The dart killed the god of beauty, and Frigga suggested tha
someone journey to the underworld to ransom her son. Hermod
messenger of [|:1|.- H'"LI‘- ‘.'\,ill”'[tL“(“rl,'lI o go Hel .l;‘,rn't'd io release
Balder if all of Asgard shed a tear for him (some myths say thar all
creation had to cry). Loki refused 1o shed a tear, and Balder’s spirit
remained in the underworld. When the gods placed his body on its
funera
was prophesied to return after Ragnarok as one of the gods who
would rule the new creation.

pyre, his wife Nanna joined her husband on the fire. Balder

Dogma
H;q]._];_-]'\ cult has two facets. One teac hes that the I11l'll[.l| i ml emo
tional state achieved while crearing beautiful objects brings the
artist closer 1o the gods. Tra

so teaches that the gl\d.\; deserve rever
ence and gratitude as the sources of artistic inspiration The other
facet teaches thar out of great tragedy come new growth, new
opportunity, and new hope for the furure. It focuses on renewal
and rebirth by reminding mortals that even the beautiful and
beloved Balder had to suffer in order 1o become a god when the
cycles changed. As with other Asgardian cults, Balder's wors

hipers
teach acceptance of fate, but in their case, they try 1o accept it with

d ‘\II)lll' .il1ll .HIIF_]I[{'I'.

lergy and Temples

Not all of Balder's clergy possess grear physical beauty, but a dis-
i” "’l“’”""”'”" numh-_-; .l|. thq_'rll I.ill. Ihu'\' lil'l‘nh hli]'lplﬁ hu[ \\"l'”
Many are skilled artists, Those secking comfort after a great loss are
well advised to seck someone in Balder's service.

Balder's temples are sturdy forts, like most Asgardian temples
They are the most beauriful and well-designed temples of the pan-
theon without being gilded, luxurious, or overdone. Their beauty
comes rom ('ll.'g_'iﬂl'L' .md \1[1‘1[1“&.[!\ Mot U!l|‘,. are the carvings .111d
paintings lovely, but the l‘||||-|||1g\ themselves are skil “ ul |'\'

lit'\;lgl‘l"l for their locations and environments '|L'|]1}‘|ch 1o Balder
usually Appear in areas with hlgh Enome |~|I|1L||id|l|1t‘|-.. and the S1Igns
oft
are forbidden in Balder's temples. The temples generally contain a

heir artistry are clear, Wooden tools, implements, and weapons

small armory and workshops or studios where the clergy can
receive the god's inspiration
Visitors to Balder's temples can feel overwhelmed by the

grace and e egance, ll'l.ullgh the clerics are open and ~|I‘|l|1jlg.

Those seeking comfort receive it with as much privacy as they

F
o
=]
)
3




Illus. by E. Peterson

desire, Those seeking inspiration are rold stories or shown artwork
related to their partic ular talent, Bards are particularly welc ome,
and many temples host performances by famous skalds

BALDER

Barbarian 20/Bard 20

Medium-Size Outsider

Divine Rank: 14

Hit Dice: 20d8+180 (outsider) plus 20da6+180 ( Brd plus 20d12+180
(Bbn) (1,060 hp

Initiative: +12 (+8 Dex, +4 Improved Initiative)

Speed: 70 [t

AC: 76 (48 Dex, +27
natural, +14 divine
+17 detlection

Artacks: +5 bane® keen
hoty grealsword +70,
+65/+60/455 melee;
o1 ‘-|‘i'“ 64 I11('|I'L‘
touch or +62 ranged
touch *+72/+67
+62/+57 against evil
outsiders

Damage: +5 bane
keew holy greatsivord

2d6+20/15-20 or

td6+20

by spel

15-20 against evil

Special Atracks: Do

maln powers, sa

lient divine abilities,
spell-like abilities
Special Qualities:
Divine immunities
DR 49/+4 (4/=),

resistance 34, sonic

ire

resistance 34, last
healing 34, sponta
neous casting ol
er
stand, speak, and

JI\ mne ‘1[‘['}]-. LI

read all languages
and speak directly
to all beings within
14 miles, remote
communication
godly realm, telepori
without error at will, plane shift ar will, fast movement, bardic

knowledge +28, bardic music 24/day (countersong, fascinale,

inspire competence, inspire courage, inspire greatness, s
hon) range 14 miles, uncanny \|L"|l’1(‘ cannot be flanked, +4
against raps), SR 46, divine aura (1,400 ft., DC 41)

Saves: Fort +55, Ref +54, Will +54

Abilities: Str 31, Dex 27, Con 29, Int 27, Wis 27, Cha 44

Skills*: Alchemy +44, Appraise +44, Balance +51, Bluff +58, Climb

+48, Concentration 450, Craft (metalworking) +54, Crafr

'ﬂl"l'll.'\‘-llll\':np‘, +54, Decipher Script +34, i|||)|n[l|;|.‘.' +6H6

Disguise +58, Escape Artist +49, Gather Information +58, Hide
+49, Innmidate +62, Intuit Direction +54, Iun'.*ll +48, h:-.1~u-!,‘.|_|_-.-

(arcana) +27, Knowledge (nature) +27, Knowledge (the planes
+27, Listen +44, Move Silently +39, Perform +105, Scry +44
Sense Motive +49, Spellcraft +49, Spot +44, Swim +46, Tumble
46, Use Magic Device +41, Wilderness Lore +44

receives a 20 on checks

Always

Feats: Aleriness, Blind-Fight, Cleave, Combat Casting, Combai
Reflexes, Dodge, Endurance, Expertise, Extra Music, Great
Cleave, Improved Crirical (preatsword), l:]]]?lukl'd Initiative,
Jack of All Trades, Mobility, Power Arttack, Power ( ritical
-_;‘Ix'.lluu.u]d;, “;PI ingE Adfac I\'.. "II|‘-:'II.‘I |'\.]"l'rllht‘ ".'\"L'.lpun Focus
Artack

(greatsword ), Whirlwing

ition, electricity, energy drain,

Divine Immunities: Ability damage, ability drain, acid, co

death eftects, disease, disinte

mind-affec ting ettects, i'l.||.||\hi_ » pOISon, \-:ln'n'['. stunning, transmu

tation, imprisonment, banishment

Salient Divine Abil-
ities: Alter Form, Alter
Reality, Alter Size, Area
Divine Shield, Divine

Bard, Divine Blast,
Divine Fast Healing
Divine Rage, Divine

Recall (every person or
thing of beauty), Divine
Shield, Divine Skill
Focus ( Perform), Gili of
Life, Increased l'.l'll']!.'.\
Resistance (sonic), lrre
sistible Performance
all abilities), Mass Di
vine Blast, Rejuvena
tion, Shapechange.
Domain Powers:
§ at +1

Cast _1‘_|1LI|| '-|'H'J
caster level; cast healing
spells ar +1 caster level
cast divination spells at
+1 caster JL’\.l'I
Spell-Like Abilities:
Balder uses these abili-
ries as a 24th-level caster,
except for good spells,
healing spells, and diy
ination spells, which he
uses as a 25th-level
caster, The save DCs are
Aud, blade

barrier, clairaudienc

bl o4 --J‘u” leve

clai voyanee, cure critical
wornnds, cure light wounds
cure moderate wounds,
CHFE serons wounds, detecl
secrel doovs, detect thoughts,
discern location, dispel el
divination, find the path, foresight, heal, healing civele, holy awra, holy
smite, holy word, legend lore, magic corle agninst evil, mass heal, protec
fion from ewl, regenervale, sunimon monster 1X .|'-_|_‘_1'\|H| l.}'-l'” only N e
resurvechion, true seeing

Divine Rage: The Il'|||".\'l|._|_' ( ||.|h.|'_(‘x are in eftect as long as
Balder rages: AC 71; hp 1,360; attacks +75/+70/4+65/+60 melee

(2d6+25/15-20, +5 bane keen holy greatsword); SQ Fire resistance 44
sonic resistance 44, SR 56; SV Fort +60, Will +59; Str 41, Con 39

Climb +53, Concentration +55, Jump +53, Swim +51. His rage can

be used 14 times per day, it lasts for 1 hour (or until ended), and he
is not winded afrerward
Bard Spells Known (4/9/8/8/8/8

level): 0—dancing lights, daze, detect magic, ghost sound, light, pres

base DC = 27 4 ~.]n-!|

b wounds, expeditions retreat

fidigitation; 1st—charm person, cure |

hypnotism, mage armor; 2nd-—blindness/deafness, bull's strength, cal's

grace, mirror image, shatter; 3rd—blink, charm monster, dispel magic

haste, s Irllr"l sound; 4th—break enchantment, dismissal, legend lore,




locate creature, modify memory, Sth—dveam, grealer -fh['-“ur;.:. healing
i || R rl:.-p.:_q{ arcoana I:\-r-;ih'ln’ |J||.1_g_|‘; (:Th {geas '.]Hl‘il. miass hmJ:'. ;:n\u ot

image, repulsion

Other Divine Powers
As an intermediate deity, Balder automatically receives a die result
of 20 on any check. He treats a 1 on a saving throw or attac k roll
normally and not as an auromaric failure. He is immortal.
Senses: Balder can see, hear, touch, and smell ar a distance of
fourreen miles. As a standard action, he can perceive anything
1 miles of his worshipers, holy sites, objects, or any

within fouriee

location where one of his titles or name was spoken in the last
hour. He can extend his senses to up to ten locations at once. He
can block the sensing power of deities of his rank or lower at up 1o
I'wo remote |l|\-;|l|l1n.‘\- at once h-ll 14 ||I'|.||L

Portfolio Sense: Balder senses anything involving objects of
beauty and discussions and comparison of beaury the instant it
h.lrlpt'rb and fourteen weeks into the past

Automatic Actions: Balder can use Appraise, Craft (metal
working), or Craft (stoneworking) as a free action if the DC for the

task

the rask is 39 or lower. He can perform up to ten such free actions

25 or lower. He can use Perform as a free action if the DC for

gach round

Create Magic Items: Balder can create magic instruments and
magic art tools and supplies, as long as the item’s market price does
not exceed 200,000 gp.

EQRSETI

God of Justice, Peacemaker
Intermediare Deity
Symbol: Head of a bear
Home Plane: Asgard
Alignment: Neurtral :
Portfolio: Justice, law
Worshipers: Paladins, judges, attorneys,
|'|.llllm_ll,:-
Cleric Alignments: CN, LN, N, NE, NG
Domains: Knowledge, Protection, Strength
Favored Weapon: Longsword

I'lJ man

The son of Balder and Nanna, Forseti (for-set-ee} has never told a lie

The gods call on Forseti to -be impartial

Dogma
Forseti's cult believes that ethics and morality criginate from the

lawmakers and rulers. True justice can only come from staying
impartial. His u-u:\.'|1||_‘-|_'1'-é teach the value of Jlulp_ul- and arbirrators
to society, and seek to develop the same unbiased sense of justice

through Forseti's reachings

Clergy and Temples

1 I:|'1L‘\' respect -'\w:,‘ill'lil-ill'l
|1','u||[mn-. ol revenge They often act as 1l|.ll;_'|L'-. I!1It‘l‘|111‘L|.I.1r1l"-.
and arbitrators for their communities. They're generally
respected for their talents in these fields, The clergy are quick 1o
in disputes, insisting that no one is guilry

Forseti's clergy believe in justice, thoug

yrotect those involvec

without a fair trial

Forseti's temples resemble courtrooms and often serve as the

same. Like other Asgardian temples, they also double as torts
Some temples also serve as the local jail They contain small rooms
for |_l-_|_‘,.|| discussions and settlements, libraries of local laws, and
armories, Though halflings prefer neutrality for different reasons,
they find Forseti's temples comforting and welcoming for theis
lack of bias

Visitors to Forseti's temples find them quieter and more
restrained than other .-‘\ﬂ__‘.n'-.li..n temples, p;lrtu‘u].url\' it court is in

session, Those seeking assistance in resolving a dispure can request
a private conference with at

FORSETI
Ranger 20/Cleric 20
Medium-Size Outsider
Divine Rank: 13
Hit Dice: 20d8+160 (owtsider) plus 20d10+160 (Rgr) plus
20d8+160 (Clr) (1,000 hp

east one member of I|'|1' [+ ||'|_|._“'

Initiative: +12 (+8 Dex, +4 Improved Initiative

Speed: 60 fi

AC: 65 (+8 Dex, +26 natural, +13 divine, +8 deflection)

Attacks: +5 vorpal longsword +72/+67/+62/+57 melee; or spell +62
melee touch or +61 |.l11_|:',|.‘\| touch

Damage: +5 vorpal longsword 1d8+31/17-20 or by spell

Face/Reach: 5 fr. by 5 fr./5 fr

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities, rurn undead 11/day

Special Qualities: Divine immunities, DR 48/+4, lire resistance
33, spontansous casting nt' d!\'ﬂ‘_v %[\('“'-. under -I.II'I..L ﬁpl'_lL\. and
read all languages and speak directly to all beings within 13
miles, remore communication, godly realm, teleport without ervar
at will, plane shift at will, favored enemies (giants +5, goblinoids
+4, dragons +3, aberrations +2, undead +1), SR 45. divine aura
(1,300 fr,, DC 31)

Saves: Fort +53, Ref +55, Will +61.

Abilities: Str 28, Dex 27, Con 27, Int 31, Wis 43, Cha 27

Skills®: Animal Empathy +4s, Climb +52, Concentration +64
Craft (metalworking) +58, Craft (stoneworking) +58,

Diplomacy +55, Gather Information +24, Handle Animal +51,

Heal +64, Hide +37, Intimidate +46, Intuir Direction +45,

Jump +52, Knowledge (arcana) +52, Knowledge (history) +39,

Knowledge (narure) +50, Knowledge (the planes) +44,

Knowledge (religion) +52, Listen +56, Move Silently +46, Ride

(horse) +55, Scry +55, Search +55, Sense Motive +54, Spellcrafi

+60, Spot +61, Swim +52, Wilderness Lore +61 Always receives

2 20 on checks.

Feats: Alermess, Blind-Fight, Cleave, Combat Casting, ( ombat
Reflexes, Dodge, Expertise, Great Cleave, lmpran Critica
longsword), Improved Disarm, Improved Initiative,
Leadership, Lighming Reflexes, Mobility, Power Attack, Quick
Draw, Spring Attack, Sunder, Track, Weapon Focus (longsword),
Whirlwind Artack

Divine Immunities: Ability damage, ability drain, acid, cold
death effects, disease, disintegration, electricity, energy drain
mind-affecting effects, paralysis, poison, sleep, stunning, rransmuta-
tion, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter Size, Annihilating
Strike, Banestrike (giants), Battlesense, ( learsight, Create Greater
Object, Create Object, Divine Blessing (Wisdom), Divine Inspira

tion (courage), Divine Recall (legal arguments), Divine Weapon

Focus |
Lay Quest, Power of Truth, Shapechange
Domain Powers: Cast divination spells ar +1 caster level;

ongsword), Divine Weapon Specialization {longsword),

13/day protective ward (rouched subject gains +20 resistance bonus
on next saving throw, maximum durarion 1 hour; 1 1/day feat of
strength (420 enhancement bonus to Str for 1 round).

Spell-Like Abilities: Forseti uses these abilities as a 23rd-level
caster, except for divination spells, which he uses as a 24th-level
caster. The save DCs are 31 + spell level. Antimagic field, bull's
strength, Big

w's clenched fist, Bighy’s crushing hand, Bighy's grasping
hand, clairaudience/clairvoyance, delect secvet doors, detect thoughts, dis
cern location, divination, endure elements, find the path, foresight, legend
lave, magic vestmenl, mind blank, prismatic sphere, protection from ele
ments, repulsion, righteous might, sanctuary, shield other, spell immunily

spell resislance, sloneshin, true seeing
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Cleric Spells/Day: 6/10/10/10/10/9/8/8/8/7, base DC = 26 +
spell level
Ranger Spells/Day: 7/7/7/7; base DC = 26 + spell level

Other Divine Powers

As an intermediare deity, Forseri automatically receives a die
result af 20 on any check. He trears a 1 on a saving throw or
ittack roll normally and not as an automaric failure He is
immortal

Senses: Forseti can see, hear, touch, and smell at a dis-
tance of thirteen miles. As a standard action, he can
perceive anything within thirteen miles of his wor
shipers, holy sites, objects, or any location
where one of his titles or name was spoken in
the last hour. He can extend his senses to up o
en ':I'\\.'.LHL\I'l- at once. He can Ml W h ||Il' hl'll\i11_|.:
power of deities of his rank or lower ar
up o wo remote ]\ll anons at once tor
13 hours

Portfolio Sens
all events involving legal dis
putes the instant they happen
and and thirteen weeks into

: Forseti senses

P
the past

Actio
Forseti can use Intuit Direc

Automatic

tion or Search as a free
action if the DC for the task
is 25 or lower. He can per-
form up to ten such free
ACTIONS &4 ]1 Il'llllli.
Create Magic
Items: Forseri g
Can credare magic
weapons and
armor and diy
ination items related
to the
thoughts of living beings,
as long as the item's market

emortions or

price does not exceed 200,000 Ep.

God of Sunlight and the Elves
Greater Deity
Symbol: Ice-blue greatsword
Home Plane: Asgard
Alignment: Neutral good
Portfolio: Agriculiure, fertility, harvest, sun
Worshipers: Druids, rangers, farmers,
husbands and wives, elves, gnomes,

halt-elves
Cleric Alignments: CG, LG, NG y 4
Domains: Air, Good, Plant, Sun ‘,;“/

Favored Weapon: Greatsword

Son of Njord and husband to the female giant Gerd, Frey (fray) is
the chief god of agriculrure. Weapons are banned outright in his
It'm]."l-."‘ and bloodshed in ].‘-l.ii es sacred 1o him is taboo FJ;'«]N[(‘
this peaceful portfolio, Frey is fated to fight Surtur ac Ragnarok

with his bare hands, having given his dwarf-forged magic sword 1o
his shield-man Skirnir. (If the DM sets a campaign earlier in the
Asgardian cycle, Frey could still have his sword.)

Dogma
with the daily affairs of those who live oft

Frey's cult concerns itse

tbr land. The ¢ It'l.';‘_\' \\Ul'l-\. in the “:‘]lEH and forests
alongside the faithful, providing good examples
of proper :\|l'\\'.|!'|.|\|]ii1 They freely LIthL-Jl-:l-
advice when asked, but look favorably on

those who learn from their example rather
than their words Frey expects his “'11|’~.'h|J'||'i'\
to learn from the clergy and to pracrice effi
cient use of the available land. He despises
waste and teaches his followers to respeci
and cherish the bounty of the land

Clergy and Temples
Frey's « armor or
\\'l';_lpﬁ?”'\ \\'hl'” not _]f[l\'L'l\' JL[\.'t'ﬂ[“fH]g.

1"’}:\" rarely wear CArTY
though they are quick to take up arms and armor
adgainst ||'|1’.‘~L' \-\']H’ |J'Il'l'.i|!'l‘. (48] liL'.‘\[‘L‘ll l]]l' ].l]'hl
When encountered in the fields, only their holy
symbols mark them as different from the other
farmers. Communities with strong ties to Frey
often have large el pupul.llmna‘ or stand near
forests containing elf villages

I"L"\. k- tt'”'lPli'H Are rare wn ||i']'|.iJ'l areas
Those seeking him are better advised 1o look
in rural areas among the farmers and ranch
ers who particularly revere him. The large
wooden halls generally contain a warch
tower both to guard the fields and o
observe the weather. Surrounding the

J‘I.t“‘- are |1|\['\U \l.ih es, armories |since
weapons aren't permitted in the temple),
granaries ‘-['l'(l stores, .|n|| many t:m;,i_l.
thriving vegerable gardens
Frey's temples often
hll‘rll [l]i' |H"1I hl'l‘!l."'

in the region
Visitors to Frey's tem
ples receive friendly wel
comes, with true warmth
reserved for sy |\.'.i:1, fey,
and elf \.\'LII"-||I]’1'I 5. Those
with news of threats to the land or
to the local elves receive the full arrention

of the clergy. Good rangers and druids can count on a place to

sleep and a free meal ar any of Frey's temples,

FREY
Ranger 20/Cleric 20
Medium-Size Oursider (EIf)
Divine Rank: 18

Hit Dice: 20d8+200 (outsider) plus 20d10+200 (Rgr) plus
20d8+200 (Clr) (1,120 hp
Initiative: +22, always first (+18 Dex, +4 Improved Initiative,

Supreme Initiative)

Speed: 60 fi

AC: 86 i Dex, +31 natural, +18 divine,

Attacks™ Unarmed strike +76/47
melee touch or +76 ranged touch *Always receives a 20 on attack
rolls; roll die to check for crirical hit

Damage”: Unarmed strike 1d3+8; or by spe
muim d.lll}.l:ﬂi‘ (unarmed 11 points )

Face/Reach: 5 fr. by s ft./s ft

Special Artacks: Domain powers, salient divine abilities, spell-like
abilities, rurn undead 16/«

Special Qualities: Elf traits, divine immunities, DR 71/+5, fire
resistance 38, spontaneous casting of divine spells, understand,
speak, and read all languages and speak directly 1o all beings
within 18 miles, remote communication, ‘L-.n”l, realm, teleport

+9 deflection)

1/+66/+61 IILL'[L'{', or "111'[] F6ib

1 -"ll'-\'.l\.'k 1|i|‘l"\ maxi-

Ay,




without ervor at will, plane shift ar will, favored enemies (giants +5,

!i\-']‘ll“\'"i" 4 .|_|:,|.|:u|1,~. +3, aberrations +2, undead +1), SR 50,
divine aura (18 miles, DC 37)

Saves®: Fort +60, Ref +70, Will +59

Abilities: Str 27, Dex 46, Con 30, Int 28, Wis 28, Cha 29

Skills™: Animal ['|n|».|||w +50, Climb +53, Concentration +60,
Craft :m(-|.1|wn[|\|n.;', +59, Craft H[--Ih‘\.\'wl']{]l‘._;_“ +549 IJ|}‘|\|
macy +56, Handle Animal +54, Heal +59, Hide +63, Intimidate
+43, Intuit Direction +54, Jump +53, Knowledge (arcana) +54,

Always receives a 20 on saves

Knowledge (nature) +54, Knowledge (the

p|.mus w49 Knm\'l-'l.;_u_v |1't'|l_L‘_I“[i +54,
Listen +59, Move Silently +63,
Ride (horse) +68, Scry +49
Search 452, Sense Motive
t44, Spelleraft +55, Spat +59,
Swim +53, Use Rope +64,
Wilderness Lore +55. *Always
receives a 20 on che ks
Feats: Alertness, Blind-Fight,
Cleave, Combat Casting,
Combar Reflexes, Detlect
Arrows, |Fl.\||_l'fl'. Expertise
Extra Turning, Great
Cleave, ||11p|'.|w;] L;I'.||1!‘l[l'.
Initiative, Im
proved Unarmed Strike,

Improved

Lighting Reflexes, Martial
Weapon Proficiency (com
Martial
Weapon Proficiency (com

posite longhow),
posite shortbow), Martial
Weapon Proficiency (long
bow), Martial Weapon Pro-
ficiency (longsword), Martial
Weapon Proliciency (rapier),
Mobility, Power Artack, Spring
Attack, Stunning Fist, Track,
Weapon Finesse {(unarmed strike),
Whirlwind Arack

Elf Traits: +2 racial bonus on Will
saves against enchantment spells or
effects; low-light vision; entitled 1o a
Search check when within 5 feet of a
secret or concealed door as Ih”llgh
actively looking for it

Divine Immunities: Ability damage,
.l|"||ll‘.' drain, acid, cold, death effects, dis-
ease, disintegration, electriciry, energy
drain, mind-attecting etfects, paralysis,
poison, sleep, stunning, rransmutation,
imprisonment, b

Salient Divine Abilities: Alter Form, Alrer
Reality, Alter Size, Automatic Metamagic {quicken

inishment

cleric spells), Banestrike (giants), Command Plants, Con
trol Crearures (elves), Divine Blessing { Dexterity), Divine Celer
ity, Divine Dodge, Divine Radiance, Divine Shield, Extra
Domain (Air), Gift of Life, Increased Damage Reduction, Life
and Death, Mass Life and Death, Power of Narture \-]'I.I.i"l'l. h.l:ll_l.'.\'
Speak with Creatures (plants), Supreme Initiative, True Shape
change, Wound Enemy.

Domain Powers: 18/day turn or destroy earth crearures, or

rebuke or command air creatures; cast ;[thh' :1'}‘:'“1 at +1 caster
level; 18/day rebuke or command plant creatures; 18/day
greater turning.

Spell-Like Abilities: Frey uses these abilities as a 28th-level
caster, except for good spells, which he uses as a 29th-level

caster. The save DCs are 37 + spell level. Aid, air walk, barkslin,
Wade barrier, chain lightning, changestaff, command plants, control
plants, contral weather, control winds, dispel evil, elemental swarm (as

v, endure elements, ||||.||l|‘|_!.||  five seeds, fire shield, flame

air spell on
strikee, gaseous form, heat melal, holy aura, holy smite, haly word, magic

cirele against ewil, obscuning nust, plani growth, prismatic s
tection from evil, vepel wood, searing lighl, shambley, summon monster
I1X (as good spell only), sunbeam, sunburst, wall of thorns, whirl
wnd, wind wall.

Cleric Hpv“.a_r!lu!_.': 6/9/8/8/8/8/6/6/6/6; base DC = 19
| |l'\'r1

spe
Ranger Spells/Day: 6/5/5/5, base
[ 19 + ‘-[‘1'” level
Possessions: Frev owns Skidbladnir,
a dwarf-made boar capable of holding

all the Aesir that can sail ar speeds of
up 1o 100 miles per hour across land,
sea, or sky, and which folds up 1o fitin
Frey's pocket. Frey once carried a +5
dancing defending ghost louch keen long-
sword, bur he gave the sword 1o his
shield-man, Skirnir, in return for
arranging Frey's wedding to the

female giant Gerd

Other Divine Powers
.'\‘-' a i_‘.l'l'.ih'l' LiL‘H\.'. Frey .Ill[ll]'l'l.i[lL‘ll”'\.'
receives [hl' hL‘ﬁI l"ll\‘vlh](' ]l"v]lh an

any die roll he makes (including

attack rolls, damage, checks, anc
saves), He is immortal.

Senses: Frey can see (using normal
vision or low-light vision), hear, touch,
and smell at a distance of eighreen
miles. As a standard action, he can per
ceive anything within eighreen miles
ul. |li-1' WOI ‘-l'llE‘l'['\ lll.'l.\.' SITeS, « -l‘ll‘- IS, O
any location where one of his ritles or
name was spoken in the last hour. He

can extend his senses to up 1o twenty
I locarions at once. He can block the
sensing power of deities of his rank o
lower at up to two remote locations al
once for 18 hours

Portfolio Sense: Frey senses any
thing that affects plant life (land, sea

tare, arts, cralts, spell-

air} and elven we
casting, and warfare the instant it hap

pens and eighteen weeks into the pasi
and the furure

Automatic Actions: Frey can use
Craft (meralworking), Craft (stone

\'.'nl];ll'.p_ " I\In".\-|:'~|.1',:' arcana
Knowledge (nature), Knowledge
(the planes), or Knowledge religion
as 4 free action 1|. ||'IL' DC for the task is
10 or lower. He can perform up to rwenty such free actions
each round

Create Magic Items: Frey can create any magic item related 1o
command or control of plants

# Blodug-Hofi, Frey's legendary horse: CR 8; Large animal
HID 18d8+144 (288 hp); Init +2; Spd 80 ft., fly 100 ft. good; AC 19
(touch 11, flar-foored 17); Atk +22 melee (2d6+9, 2 hooves), +17
melee (1d6+4, bite); SQ Scent; AL N; SV Fort +20, Ref +13, Will +8;
Str 28, Dex 14, Con 26, Int 2, Wis 14, Cha 10

Skills and Feats: Listen +8, Spot +8
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# Gullin-Bursti (Golden Bristles), Frey's boar: CR &;
Huge animal; HD 21d8+105 (273 hp); Init —1; Spd 8o ft,,
fly 100 fr. good; AC 17 (touch 7, flat-footed 17); Atk +25
melee (1d8+12, bite); SA Ferocity; SQ Light, scen; AL
N; SV Fort +17, Ret +11, Will +8; Str 35, Dex 8,
Con 21, Int 2, Wis 13, Cha 8.

Skills: Listen +8, Spot +8.

Feroctly (Ex): Continues to fight
without penalty even while disabled
or dying

Light (Su): The boar's bristles
shed light equivalent to a torch.

P Skirnir, Frey's shield-man:
Male Quasi-deity (divine rank 0
Pal20; Medium-size humanoid; HD
20d10+120; hp 320 Init +4; Spd 120 fi;;
AC 32 (1ouch 12, flar-foored 32); Atk
+34/429/424/419 melee (1d8+17/ Y
1520, Frey's sword), 425 melee (1d8 ‘
animated bashing large shield); SA §8
Smire evil (+2 on artack and +20 on
damage), turn undead 5/day; SQ
Aura of courage, detect ewl, divine
grace, divine health, lay on hands (40
hp/day), remove disease 6/week, quasi-
deiry rraits; AL LG; SV Fort +23, Ref +11,
Will +13; Str 26, Dex 10, Con 22, Inr 8, Wis
15, Cha 14.

Skills and Feats: Concentration +16,
Diplomacy +22, Handle Animal +22, Heal
+22, Jump +2, Knowledge (religion) +9,
Ride (horse) +20; Cleave, Great Cleave,
Improved Critical (longsword), Improved
Initiative, Power Attack, Sunder, Weapon
Focus (longsword).

Cuiasi-Derty Tratts: Immune to transmutation, energy
drain, ability drain, ability damage, mind-affecting
effects, electricity, cold, and acid; fire resistance 20, DR
35/+4, SR 32; immortal

aladin Spells/Day: 4/4/3/3; base DC = 12 + spell level

Typical Possessions: <4 ghost louch invulnerability full plate,
+5 amimated bashing large steel shield, Frey's magic sword, boats
of -II'IJIH:.: and Springing, | loak of resistance +5,

Goddess of Love and Ferlility

Intermediate Deity

Symbol: Falcon

Home Plane: Asgard

Alignment: Neurral good

Portfolio: Fertility, love, magic, vanitg

Worshipers: Bards, sorcerers, wizards; =
lovers, husbands and wives, elves, |
gnomes, half-elves

Cleric Alignments: CG, LG, NG

Domains: Air, Charm, Good, Magic

Favored Weapon: Longsword

Freya (fray-ah} is the deity of erotic and sensual love, adept ar the
Pr.il'tl[-l' l‘f m-]F‘lL_. some ['“\'[!']‘-' say \I'I.I‘ [:]llgh[ I'J'l(' vﬂ]][l art ||'|
witchcratt to the Aesir, Freva is the Ll:]up_hicr of Niord and the
twin sister of Frev. She delights in romantic poetry and is con
sidered the most magnanimous of the goddesses, Freya weeps
tears of gold when her husband, Odur, goes onthi¢ journeys. She
possesses the Necklace of the Brisings, sometimes called

Brisingamen, a fantastically beautiful and priceless piece of
|1"\.\'L‘]I b LT;J“!‘LJ. |'|'\ Iln‘ dwarves. She rides to battle n a

chariot pulled by twin lions. Half those slain in
barttle, and all women so slain, come to Freya's
hall Sessrumnir

Uogma

Freya's cults tend to be exuberant and passion

ate. Whatever they do, they do with full

enthusiasm, Racially and culturally one
of the most diverse Asgardian culrs,
they find beauty in magic and vice
VIETSa [.111|.‘.‘|Jl:JJ d F‘Pl':i rance 15 ir]'l‘ll'\'ﬂn]
to those seeking initiation, Instead,

they must demonstrare the kind of ardor

promoted by the cule.

Clergy and Temples

Freya's clerics revere her role as a
Warriorn 1II‘|I'§' |||.l'\' Hl'[1\'l']\' I1|'.ll"
tice the arts of war, including the
arcane arts. Many of the clergy are
sorcerers or wizards in addition o

being priests

Freya's !I."T'”PIL‘\ are lavishly deco
rated with the gold that is her gift to the
world. The doors face the setting sun,

since Odur returns to his wife at sunser

The temples contain heavily secured dis-
play areas where sumptuous jewelry rests
as offerings to Freya. They also contain
armories, arcane libraries, training areas, and
arcane laboratories.

Visitors to Freya's remples receive
greetings from enthusiastic members
of the community or the clergy. The
warm welcome 1]1|IL'J-L!}' Ll]\'\LleIl‘\' without
an offering of jewelry or an honesi
expression ol the passion ]1Tlll't| by their
deity. Otferings of magical knowledge,
items, or songs are accepred as warmly

as jewelry

FREYA
Fighter 20/Sorcerer 20
Medium-Size Outsider
Divine Rank: (5
Hit Dice: 20d8+160 (outsider) plus 20d10+160 (Frr
plus 20d4-+160 (Sor) (920 hp
Initiative: +16 (+12 Dex, +4 Improved Initiative)
Speed: 60 ft., fly 200 ft. perfect
AC: 82 (+12 Dex, +28 natural, +15 divine, +17 deflection
Attacks: +% .I.ulrm_u_ slln'ff \t.-i'm;: F.IH,:\-:L'HHE +69 /164,459,454 |'m-|.-.~;
or ‘!PI'” +63 melee ll'\lln'|1 or +67 |;]|1|_1H| Iul[\'h

Damage: +5 dancing spell storing longsword 1d8+19/17-20 or by spell

Face/Reach: 5 fr. by 5 ft./5 ft.

Special Attacks: Domain powers, salient divine abilities, spell-like
;I]ﬁ]i[i:"i

Special Qualities: EIf rraits, divine immunities, DR 50/+4, fire
|'I.‘\i'\[i] nce ‘:‘l I-III-lll‘l'.'-I;ltitL ﬁ"l';]l\'.. .lnli rl'-'lll .'I” |.I[|L“U.]gt’\ i]l'llj '\Pl';lk
directly to all beings within 15 miles, remote communication,
godly realm, teleport without evvor at will, plane shift at will, famil-
iar (cats), SR 47, divine aura (1,500 ft., DC 42)

Saves: Fort +55, Ref +59, Will +55

Abilities: Str 27, Dex 34, Con 26, Int 27, Wis 27, Cha 44

Skills®: Alchemy +50, Appraise +45, Bluff +39, Climb +50, Con
centration +50, Craft (metalworking) +55, Craft (stoneworking)




+55, Diplomacy +58, Gather Information +54 Handle Animal

y 450,

+59, Hide +30, Innuendo +47, Intimidare +54, Jum

Knowledge (arcana) +50, Knowledge (nature) +45, Knowledge

edge (religion} +45, Listen +27, Ride
horse) +56, Scry +46, Search +47, Sense Motive +45 "|'|\L'”|'I':I|I
£51, Spot +49, Swim +50. “Always receives a 20 on checks

ithe |"]-I|Ir‘~' +45, Know

Feats: Alertness, Blind-Fight, Cleave, Combat Casting, Combar
Reflexes, Dodge, Empower Spell, Endurance, Enlarge Spell,
Eschew Materials, Expertise Extend "'].‘l.‘” Eves in the Back of
Your Head, Great Cleave, Improved Critical (longsword),
Improved Disarm, Improved Initiative, Improved Trip, Martial
Weapon Proficiency (composite longbow), Martial Weapon
Proficiency (composite shortbow), Martial Weapon Proficiency
longhow), Martial Weapon Proficiency (longsword), Martial
Weapon Proficiency (rapier), Maximize Spell, Mobility
Mounted Combar, Power Artack, Power Critical |]n:|11_[~.n'-'-n| )
Quick Draw, Ride-By Anack, Spirited Charge, Spring Artack,
[rample, Weapon Focus (longsword), Weapon Specialization
longsword ), Whirlwind Attack

Elf Traits
spells or effects; low-light vision; entitled to a Search check when

2 ractal bonus on Will saves against enchantment

within 5 feet of a secret or concealed door as IlLl\Ily_h actively look
ing for it
Divine Immunities: Ability damage, ability drain, acid, cold,

death effects, disease Lli-.tnl:-_u;ltnnr-.. electricity, energy drain,
mind-affecting effects, paralysis, poison, sleep, stunning, transmuta
tion, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter Reality, Alter Size,
Area Divine Shield, Auromatic Meramagic
spells), Contral Creatures {any creature thar can cast a spell or use a
spell-like ability), Divine Blast, Divine Celerity, Divine Dodge,
Divine Inspiration (love and desire}, Divine Shield, Divine Spel
casting, Extra Domain [(Charm), Instant Move, Instant Counter
spell, Mass Divine Blast, See Magic, Shapechange.

Domain Powers: 20/day turn or destroy earth creatures, or
or command air creatures; 15/day increase Cha by +4 for 1
| complerion or

gquicken sorcerer

rebuke

minute; Cast ':Llnlj \]’1:‘“:- at +1 caster level; use Spe
spell trigger device as Sor20

Spell-Like Abilities: Freya uses these abilities as a 25th-level
caster, except for good spells, which she uses as a 26th-level

caster. The save DCs are 42 4 ~;'|1('||. evel. Aud, aiv walk, antimagic

field, blade barrier, calm emotions, chamn lightning, charm person,

charm monster, control weat nitrol winds, iJl'I‘I.l”'II|I. r]n;‘r! el

e,

dispel magic, dominate monster, elemental swarm (as air spell only),
emofion, gaséous form, geas/ ijuest, holy aura, holy smile, holy word
identify, imbue with spell ability, insanity, magic civele against evil
Movdenkainen's disjunction, Nystul's undeteciable aura, obscuring misi

profection from evil protection from spell -‘.""H restshance, -_r-r” urmng
suggestion, summan monsler 1X (as good spell only), whirlwind
wind wall

Sorcerer Spells Known (Levels 0-17; 6/11/10/10/10/10/9/9/
9/9/3/3/3/3/2/2/2/2; base DC = 29 + spell level): 0—arcane mark,
wison, disrupl undead, mage hand, open/close, pres

detect magi, defect I

lidigitation, read magic, resistance; 1st—charm person, .'\pc'.iuln'n:

retreat, jump, mage armor, protection from chaos; 2nd—arcane lock,
blindness/ deafmess, blur, bull's ‘|I'I'Hl._j||l...l!'-J,'hlu - 3nd

ball, fly, gaseous form; 4th

dispel magc, fire
bestow curse, charm monster, confusion, fear;

sth—conlacl olher plane, dominate person, dream, wall of iron; 6th
cham lightning, control weather, flesh to stone; 7th
denkainen's sword, reverse gravity, 8th—clone, demand, etherealness;

elhereal jaunt, Mo

ath—dominate monster, teleportation ciicle, wash,
Possessions: Freva's cl

o feathers allows flight (as the fly
spell) at will with perfect maneuverability. It also allows Freya
to transform into a falcon (use the statistics for a celestial eagle
at will
Casler Le

20th; Weight: 1 Ib

Other Divine Powers
As an intermediate deity, Freya automatically receives a die result
of 20 on any check. She treats a | on a saving throw or atrack roll
normally and not as an automatic failure, She is immortal.
Se
hear, touch, and smel
action, she can perceive anything within fitteen miles of her wor

: Freya can see (using normal vision or low-light vision),

ar a distance of fifteen miles. As a standard

kllll'll'l'n, hnh Sites ll]‘ll‘\ 15, O any ]Ul. aron U.'h:'l't' one ni- |1:'i' [J|]l"- or
name was -.|'u|-u‘n in t||.- ].|~| hour. She can extend her senses o up o
ten locations at once. She can block the sensing power of deiries of
her rank or lower at up to two remote locations at once tor 15 hours

Portfolio Sense: Freya senses anything rthar involves romance
and romantic passion and when anyone creates an object of more
than 10,000 gp value the instant it happens and fifreen weeks into
the past

Automatic Actions: Freya can use Appraise, Knowledge
(arcana), or Spellcraft as a free action if the DC for the rask is 25 or
lower. She can pl'[lulJl‘l Up to ren suc h tree acrions eac h round

Create Magic Items: Freya can create any magic weapon,
magic armaor, or wondrous item usable by |I_L'hiL'J'\'. SOrcerers, or
wizards, as long as the item's market price does not exceed
200,000 gp

FRIGGA

Goddess of the Atmosphere, Queen of the Gods

Greater Deity

Symbol: Large ca

Home Plane: Asgard

Alignment: Neutral

Portfolio: Birth, fertility,
love

W—’nrﬁhipur!i: Druids, loversy
diviners, husbands
and wives, halflings

Cleric Alignments: CN, LN, N, NG, NE

Domains: Air, Animal, Communiry, Knowledge

Favored Weapon: The natural weapons of the animal whose
form she assumes

b

One of Odin's several wives, Frigga (frig-ga) is prima; ily concerned
with the household and married love. She is a stately, gracious, and
bountiful woman often invoked during childbirth and by those
wishing to conceive. Her attempt 1o protect Balder was one of the
few rimes she acred to change the future she perceived. She has
three handmaidens named Snotra (“Wisdom”), Syn (“Denial”), and
Vor (so wise nothing can be hidden from her)

Dogma
Frigga's cult focuses on birth and renewal. Her followers include
ranchers, animal farmers, and married couples raising or conceiv
ing children. They are equally comfortable in family homes and in
the fields The cult teaches followers to pay attention to the signs
and omens around them in order to prepare for the future. Accept

ing fate does not mean that followers passively wait for evenrs 1o
overwhelm them

Clergy and lemples

Friggas clergy are simple folks rootec

in the realities of daily life
They understand the pressures of feeding a family and the con-
cerns associated with childbirth. They work to assist and suppor
the faithful, and to provide comfort when needed. The clergy often
wives for both people and livestock

serve double duty as local mic
If wild animals are ill or injured, Frigga's clergy travel the wilder
ness seeking, and dealing with, the source

Frigga’s temples are just as strong and defensible as those ol

other Asgardians, but they rend to be simpler and smaller. They

E
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contain collections of scrying instruments, private rooms where
clergy and faithful can confer, and small stores of healing supplies
Those in rural areas may have wild animal hospitals. Communities
of sertled halflings may have their own temple, or may share one
with neighboring communiries

Visitors to Frigga's temples find the comfort of a warm,
dry place to rest. Those truly in need find thar the
clerics' courtesy and generosity are bounded
only by a desire to see the supplicant
become self-sufficient

IFRIGGA

Cleric 20/ Wizard 20

Medium-Size Outsider

Divine Rank: 17

Hit Dice: 20d8+160 (outsider) I'IEI.h
20d8+160 (Clr plm 20d4+160
(Wiz) (880 hp)

+#13 (+9 Dex,
proved Initiative)

Spul:u.l: 60 fr., fly 200 fi pvrﬂ'rl

AC: 75 (+9 Dex, +30 natural, +17
divine, +9 deflection

Attacks®: Natural weapon (by
animal form) +65/+60/+55/+40
ﬂh‘[L‘u. 0]

Initiative: +4 Im

\p-.‘” +65 melee
touch ar +oik I.IF]lL"l'LI touch
Always receives a 20 on
attack rolls; Tl"“ Lill‘ to check
for critical hir

Damage®: Natural weapon by
animal form +8 or by spell
“Always does maximum damage.

Face/Reach: 5 fr. by 5 fi./s fi

Special Artacks: Domain pow
ers, salient divine abilities,
spell-like abilities, rurn undead
16/day

Special Qualities: Divine immu-
nities, DR 52/+4, fire resistance

Hllss. by S Wood

37, sonic resistance 37, sponia-
neous casting of divine spells,
understand, speak, and read all
languages and speak directly to
all beings within 17
remote communication, godly

['I'II’#\,

realm, teleport without ervor ar
will, plane shift at will, familiar
cats), SR 49, divine aura (17

miles, DC 36

Saves®: Fort +57, Ref +58, Will
+66. *Always receives a 20
0on saves.,

Abilities: Sir 27, Dex 28, Con 27,
Int 32, Wis 44, Cha 29

Skills*; Alchemy +57, Animal
Empathy +44, Bluff +50, Con
centration +59, Control Shape +66,

,,ljx :
o

Craft ( metalworking) +62, Craft (stone

working) +62, Diplomacy +65, Gather Information +50, Handle
Animal +58, Heal +63, Innuendo +46, Intimidare +52, Knowl
l'.lg{l' (arcana) +62, KI1|I-“'|.L'||.IL'_L’ (history Kl];‘r“‘ll'LElL[l-
nature) +57, Knowledge (nobility and royalty) +57, Knowl-
edge (the planes) +57, Knowledge (religion) +62, Listen +60
Ride (horse) +54, Scry +62, Search +52, Sense Motive +58
Spelleraft +62, Spot +60, Wilderness Lore +50. *Always
receives a 20 on checks.

+57

Feats: Alertness, Blind-Fight, Cleave, Combat Casting, Combat
Reflexes, Divine Might, Divine Vengeance, Dodge, Enetgy
Substitution (sonic), Eschew Materials, Expertise, Extend Spell,
Extra Turning, Improved Initiative, Mobiliry, Multiatrack,
Power Attack, Persistent Spell, Reach Spell, Seribe Scroll, Sacred

Spell, Silent Spell, Spell Mastery, Spring
Artack, Still Spell

Divine Immunities: Ability ll.iﬂ‘.]?l"
ability drain, acid, cold, death ettects, dis
ease, disintegration, electricity, energy
drain, mind-affecting effects, paralysis,
poison, sleep, stunning, fransmutation,
imprisonment, banishment,

Salient Divine Abilities: Alter
Form, Alter Reality, Alter Size, Arcane
Mastery, Automatic Metamagic
(quicken wizard spells), Call Crea

tures (animals), Clearsight, Divine

Air Mastery, Extra Domain (Com

muniry ), Extra Sense Enhancement

(s ), Gift of Life, Grow Creature

animals), Increased Energy Resis

tance (sonic), Life and Death, Mass

Life and Death, Mind of the Beas

Power of Nature, Shapechange,

Speak with Creatures (animals),

Spontaneous Wizard .\|w||x, True

.‘~h.||1:'1 hange, Wound Enemy,

Domain Powers: 17/day turn
or destroy earth creatures, or

rebuke or command air creatures;
17/day use amimal friendship;
17/day use calm emotfions; cast diy
ination spells ar +1 caster level
Spell-Like Abilities: Frigga
uses these abilities as a 27th-level
except
spells, which she uses as a 28th
level caster. The save DCs are 36
v spell level. Air walk, animal
shapes, antilife shell, bless, calm an
mals, chain hightning, elairaudi
ence/clarrvoyance, commune with
nature, control weather, conirol
winds, ¢ reeping doom, detect secrel
doors, detect thoughts, discern location,

caster tor divination

divination, dominale animal, elemental
siwarm (air only), find the path, foresight,
RASEONS form, heroes’ feast, hold anemal,
legend lore, mass heal, miracle, obscuring
misl, prayer, Ravy's lelepathic bond,
refuge, repel vermin, shapechange, shield
other, status, true seeing, whirlwind,
wind wall
Cleric Spells/Day: 6/11/10/10/10,
10/8/8/8/8; base DC = 27 + spell level
Wizard le.*”.‘?-"’l]i‘ly! /71717161616,
6/5/5; base DC = 21 + ‘\l"‘t“[] level.

Other Divine Powers
As a greater deity, Frigga automatically receives the best possible
result on any die roll she makes (including attack rolls, damage,
l_'J]L'L'l\.\. a “Ll SavVes ) -lﬂhl' is ll'l'l“'ll.'l—l.'ll.
Senses: Frigga can see, hear, and touch ar a distance of seven-
teen miles and smell at a distance of thirry-four miles. As a stan

dard action, she can perceive anything within seventeen miles of




any animal, her worshipers, holy sites, objects, or any location
where one of her titles or name was spoken in the last hour. She
can extend her senses to up to twenty locations at once. She can
block the sensing power of deities of her rank or lower at up o two
remote locations at once for 17 hours

Portfolio Sense: Frigga senses anything that affects an animal's
welfare the instant it happens and sevenieen weeks into the past
and the future

Automatic Actions: Frigga can use Animal Empathy, Handle
Animal, Heal, Knowledge (arcane), Knowledge (religion), Knowl
edge (nature), Scry, Spelleraft, or Wilderness Lore as a free action if
the DC for the task is 30 or lower. She can perform up to twenty
such free actions each round

Create Magic Items: Frigga can create any light or medium
armor, any simple weapon, any bow, and any item related to

.]I'II]'I].l] care

HEIMDALL

The Bright God, Guardian of Bifrost,
Watchman of Asgard, Golden Tooth,
The Ram

Intermediate Deity

Symbol: Gjallahorn

Home Plane: Asgard

Alignment: Lawful good

Portfolio: Watchfulness; =&
sight, hearing, loyaley e

Worshipers: Fighters, paladins,
sentries, guards, dwaryves

Cleric Alignments: LG, LN, NG

Domains: Good, Law, War

Favored Weapon: Longsword

e

Some myths say Heimdall (haym-dahl) is the son of giants, while
others |'|-.||m [|1.It he is HI.I1H||I':|I|.|'L|||\|.\ the L'hll\i |Jr. all nine .i.‘ll.l;':h
ters of Aegir and Ran. Heimdall visited Midgard in human guise
and stayed one night in each of three different houses. Each house
treated him differently, and he cursed or blessed their children
accordingly. The result was the three social classes of the Asgardian
world: thralls or slaves, free peasants, and nobles. ]!L'I.J'I'Iti.l”.." Litll'}'
primary duty is to sound his horn, Gjallahom, and alert all the gods
to the coming of Ragnarok.

Prophesies say thar in the last bartle, Heimdall's nemesis
Loki will steal Heimdall's sword. Though Heimdall is destined
to kill Loki in Ragnarok, he is fated to die soon thereafter of his

own wounds

Dogma
Ihe cult of Heimdall appeals to those who find themselves on the
edge of their community, facing ourward and looking for threats
I'his artracts fighters of all sorts, as well as nobility and officials
who believe in a strong defense. The ['ll"}!_'\_' |1'.|.m']11"- .-.|'||l'dlm'l.!\llll'l.t'.
responsibility, and obedience to authorirty,

Clerqy and Temples
Many of Heimdall's clergy are fighters or rangers in addition 10
being clerics. Though rare in Asgardian cultures, paladins and
monks also may devote themselves to Heimdall
Heimdall's temples are generally part of a communiry’s defenses
and include at least one watchtower, They feature arrow slits for
windows and their doors are easily barred. Patrons of the Ivmp]c

enjoy feasting, drinking, and carousing as much as any Asgardian,
but they tend 1o limit themselves to certain times of the day or
night, and are careful 1o be fit for their duties. Most communities
welcome the temples as a way 1o strengthen their defenses and
better protect the local people

Visitors to Heimdall's temples receive careful examinations by
1‘|1‘1'gv \.l-t'kin;.l to emulate their _LLLILI_\ POWeErs of perception Those
bringing informarion related to the community’s defense find
themselves in “war rooms” filled with maps and defensive plans

HEIMDALL

Ranger 20/Cleric 20

Medium-Size Outsider

Divine Rank: 15

Hit Dice: 20d8+180 (outsider) plus 20d10+180 (Rgr) plus
20d8+180 (Clr) (1,060 hp)

Initiative: +12 (+8 Dex, +4 Improved Initiative)

Speed: 60 f1

AC: 49 (+8 Dex, +15 divine, +28 natural, +8 deflection)

Artacks: +5 bane® keen lawful longsword +76/+71/+66/ 161 melee; or
-.|1|_~l|_ +66 melee touch or +63 I.IJI}',L'-l touch "+78/+73/+68/+63
lJ_-:.llr‘,HI ('lll llL]lHILil'].‘-

Damage: +3 bane® keen lawful longsword 1d8+36/15-20 or |'!‘_.' .\'|"l'”

2d6 Plllh 1d&436,/15-20 against ev il outsiders

Face/Reach: 5 ft. by 5 ft./s f.

Special Attacks: Domain powers, salient divine abiliries, spell-like

abilities; turn undead 15/day

Special Qualities: Divine immunities, DR 65/+5, fire resistance
35, spontaneous casting of divine spells, understand, speak, and
read all languages and speak directly to all beings within 15

miles, remote communication, godly realm, teleport without error

at will, plane shift ar will, favored enemies (giants +5, goblinoids
t4, dragons +3, aberrations +2, undead +1), SR &7, divine aura
(1,500 fr., DC 33)

Saves: Fort +56, Ref +55, Will +64

Abiliries: Str 32, Dex 27, Con 28, Int 27, Wis 44, Cha 27

Skills™: Animal Empathy +44, Bluff +43, Climb +51, Con
centration +54, Craft (metalworking) +53, Cralt (stone
working) +53, Diplomacy +52, Gather Information +34
Handle Animal +48, Heal +62, Hide +48, Innuendo +38,
Intimidate +45, Intuit Direction +57, Jump +51, Knowledge
(arcana) +48, H[\Ll\\'h'lig(' (nature) +44, E".hn\.\']l‘ulgr (the
p|.|m'-. +35, l\nu\\']('dy,v 'TL'|1glnn| +48, Listen +59, Move
Silently +48, Ride (horse) +50, sScry +39, Search +48, Sense
Motive +52, Spellcraft +48, Spot +59, Swim +51, Wilderness
Lore +53, *Always receives a 20 on checks.

Feats: Alertness, Blind-Fight, Cleave, Combar Casting, Combat
Reftlexes, Dodge, Endurance, Expertise, Extra Turning, Great
Cleave, Improved Bull Rush, Improved Crirical (longsword),
Improved Initiative, Mobility, Power Artack, Power Critical
(longsword), Quick Draw, Spring Artack, Sunder, Track,
Weapon Focus (longsword), Whirlwind Artack

Divine Immunities: Ability damage, ability drain, acid, cold,
death effecrs, disease, lkiﬁllﬂt‘pl’;lllu]l. elecrricity, energy drain,
mind-affecting elfects, paralysis, poison, sleep, stunning, transmuta
tion, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter Size, .-'\11nil'.1'l.lln'|_u,
Strike, Banestrike (giants), Battlesense, Clearsight, Divine Inspira-
tion (courage), Divine Storm, Divine Weapon Focus (longsword),
Divine Weapon Spec ialization |n|1r1t;wu|1|,-, Extra Sense Enhance
ment (hearing), Extra Sense Enhancement (sight), Increased
Damage Reduction, Increased ‘\]w“ Resistance, Irresistible Blows,
!\'h:||‘|m' hange, Sunder and Disjoin, Wound Enemy:

Domain Powers: Cast good spells at +1 caster level, cast law
\}'\l'”‘- at +1 caster level

Spell-Like Abilities: Heimdall uses these abilities as a 25th
level caster, except for good and law spells, which he uses as a
26th-level caster. The save DCs are 33 4 '~|"|.‘|] level. Aid, blade bay
rier, calm emotions, dictum, dispel chaos, dispel evil, divine power, flame
strilee, hald monster, holy aura, holy smite, holy word, magic circle against
chaos, magic civcle against evil, magic vestment, magic weapon, order's
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wrath, power word blind, power word kill, power word stun, protection

from chaos, protection from evil, shield of law, spiribual Wweapon, summon

monster IX (as good or law spell only)

Cleric Spells/Day: 6/11/10/10/10/10/8/8/8/8; base DC = 2
\P('H level.

Ranger Spells/Day: 8/7/7/7; base DC = 27 + spell level

Possessions: When Heimdall sounds his horn Gallaharn, all
living creatures have a chance to hear it (Listen DC 5 on Asgard
10 on Midgard, and 15 on Niflheim), All Aesir and Vanir hear it
automatically, regardless of their location or thar of the horn
Anyone other than Heimdall who tries to sound the horn must
make a Perform check (D( 40) and a Use M.I_ul- Device check
DC 40). Even if that person succeeds, all Aesir and Vanir have a
chance 1o norice something strange in the sound (Listen DC 5)

Mortals within one mile of Gjallahorn when it sounds must make

a Fortitude save (DC 39) or be stunned for 1d10 minutes. Mortals

\\ll--f-ll| their saves i‘\' 5 or more are deafened |1L'I'I11.||‘ll']1||'-
Caster Level: 25th; Weight: 10 [b

iDther Divine Powers

As an intermediate deiry, Heimdall automarically receives a die
result of 20 on any check. He treats a 1 on
a saving throw or attack roll normally
and not as an auto-
matic failure. He

is immortal

Senses: Heimdall can touch and smell at a distance of fifteen
miles and see and hear at a distance of thirry miles. As a standard
action, he can perceive anything within fifreen miles of his wor
.\i1|[‘|'l'\. hul\.' s1Tes; L1|.!||.'LI.-. or any |ul',1||u:1 \\']1;'“- one |-|- |1:-: [|||.;-\
or name was spoken in the last hour. He can extend his senses to
up to ren locations at once. He can block the sensing power of
deities of his rank or lower at up 1o two remore locations at once
tor 15 hours

i"l}l‘lfﬂ]l(l Sense: Heimdall senses all attempts (o reac h _"\\_LI._[LLI
the instant they begin and fifteen weeks into the past

Automatic Actions: Heimdall can use Listen, Search, or Spot as
a free action if the DC for the task is 25 or lower. He can perform up
to ten such free actions each round

Create Magic Items: Heimdall can create magic weapons and
armor \I!Ikl items that n'll|1.||n'r perception |“.' !.:i\'ljll_' |‘ll|li|‘-||,"\ (4]
Listen, Search, or Spot checks, as long as the item's marker price
does not exceed 200,000 gp

"A Favored Weapon: Longsword

Idess of Death and the Underivorld

Intermediate Deity

Symbol: Her face

Home Plane: Niflheim

Alignment: Neutral evil

Portfolio: Death, underworld

\'('urh'hipul’s: Anvone who fears
I.ll'.llll

Cleric Alignments: CE, LE, NE

Domains: Death, Destruction, : * ﬁ

Gow

] Che daughter of Loki and the female giant Angrboda,

Hel (hell) was confined o Niflheim by the gods, She

appears as a gaunt woman whose body is fair and

lovely on one side, bur dead and rorting on the

other I‘k'wplh' her hideous dppearance she is the
least monstrous of Loki's three children from
this union (the other two are Fenrir the woll
and Jormungandr the world serpent)

Dogma

Hel teaches no pai [IL'Lll.iI'\.jl\.uEII.l to the JJ\.'JH;'_. tocus
ing instead on her dead minions. She does have a
cult devoted to her, however. Its members feel that
society unjustly imprisoned, exiled, or ignored them
and often seek revenge for real or imagined slights

Clergy and Temples

Hel !1;|~.11|1n|'_|:,im.f.u| \.\'Unh]p. Her few living we ':"l”F“" 5
keep to themselves, plotting against everyone they feel
has wronged them

HEL

Cleric 20/Wizard 20

Medium-Size Outsider

Divine Rank: 15
Hit Dice: 20d8+180 (oursider) plus 20d8
+180 (Clr) plus 20d4+180 (Wiz) (940 hp
Initiative: +12 (+8 Dex,
Initiative)

Speed: 60 fi

AC: 69 (+8 Dex, +15 divine, +28 narural,
+b l[L‘”t'L ron)

Attacks: +5 unholy wounding longsword of
disease +69/+64/+59/+54 melee; or spell

r

+4 Ilmproved

+63 melee touch or +63 r.m;._-d touch




Damage: +5 unhaly
wounding longsword of discase
1d8+417/17-20 plus disease (as the conlagion spell) or by spell

Face/Reach: s ft. by 5 f1./5 It

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities, rebuke undead 19/day, frightful presence

Special Qualities: Divine immunities, DR 50/+4, fast healing 35
spontaneous casting ol divine -.|\|'||- understand, k}‘-t'.lk. and

read all languages and speak directly to all beings within 15

miles, remote communication, godly realm, teleport without ervor
at will, plane shift ar will, familiar (rars), SR 47, divine aura (1,500
fe., DC 33

Saves: Fort +58, Ret +55, Will +60

Abilities: Str 27, Dex 27, Con 29, Int 44, Wis 32, Cha 27

Skills®: Alchemy +82, Bluff +53, Concentration +84, Cralt
metalworking) +92, Craft (stoneworking) +92, Decipher
Script +52, Diplomacy +81, Disguise +53, Gather Intormation
r63, Handle Animal +63, Hide +53, Innuendo +70, Intimidate
+67, Intuit Direction +56, Knowledge (arcana) +92, Knowl

edge (the planes) +82, Knowledge (religion) +92, Listen +68,
Move Silently +53, Ride (horse) +47, Scry +92, Search +62,
Sense Morive +56 N]‘l'”t ralt +92, Spot +58 Always recelves a
20 on ¢ het |\~
Feats: Alertness, Divine Might, Dodge, Empower Spell, Enlarge
Eschew Materials, Expertise, Extend Spell, Extra Turning,

Spe

Great Fortitude, Greater Spell Focus (Necromancy), Improved

Critical (longsword), In-_*lnrm.-m[ [niriative, Tron Will, Persistent
Spell, Power Artack, Maximize Spell, Reach Spell, Repeat Spell,

Scribe Scroll, Silent ‘\p:'” ‘\p:'” Focus (Mecromancy) ‘-]M‘H

Mastery, Still Spell, Weapon Focus (longsword)

Divine Immunities: Ability damage, abiliry drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain,
] leep, stunning, transmuta-

mind-affecting eftects, paralysis, poison, s
tion, imprisonment, banishment
Salient Divine Abilities: Alter Size, Annihilating Strike

Arcane Mastery, Automartic Metamagic .||||;'k|-n wizard .-|1c-l

Other D

J'ii|l|n“—|2||-.z‘ _|_:|'|\l’lll||\|||t'5'\ Call Creatures '-||In]|'.11|..
Divine Fast Healing, Divine Inspi

ration (dread), Divine Spell Focus
Mecromancy ), Extra Energy Immu
nity (fire), Frightful Presence

takes effect when she
reveals the rorting side of
her face), Hand of Death
Life and Dearth, Life

Drain, Rejuvena-

tion, Sponta
neous Wizard
Spells, Undead
Mastery, Un
dead Qualities
Domain Pow-
ers: 15/day death
touch (roll 20de;

if subject rouched
does not have at
least thar many
J1|- it dies);
15/day smite
(+4 on artack
bonus and +20
on damage for

one weapon

i); cast evil spells

at +1 caster level

_ Spell-Like Abil-
/" ities: Hel uses

these abilities as a

25th-level caster, except tor evil \|IL'||\' which she uses as
a 26th-level caster. The save DCs are 33 + spell level. Animate dead,
blasphemy, cause fear, civcle of doom, conlagion, create greater undead
create undead, death knell, death ward, desecrate, destruction, disinte

grate, dispel good, earthquake, harm, imploston, mflict eritical wounds,
inflict light wounds, magic circle agamst good, protection from good

| only), unhaoly

shatter, slay living, summon monster IX (as evil spe

aura, unholy blight, wail of the banshee

Cleric Hllg‘”f-_.— |".|;1)'; 6/9/9/9/8/8/7/7/6/6; base DC = 21 4 '~|'|'||.
level, 36 + spell level for Necromancy

Wizard Spells/Day: 4/9/8/8/8/8/7/7/7/7; base DC = 27 + spell
level, 42 + spell level for Necromancy.

e Powers

As an intermediate deity, Hel automatically receives a die resule of
20 on any check. She treats a 1 on an attack roll or saving throw
normally and nor as an automatic tailure, She is immortal

Senses: Hel can see, hear, touch, and smell ar a distance of fif

teen miles. As a standard action, she can perceive anything within

fifteen miles of her worshipers, holy sites, objects, or any location
where one of her titles or name was spoken in the last hour. She
can extend her senses to up to ren locations at once. She can block
the sensing power of deities of her rank or lower at up to two
remote locations at once for 15 hours.

Portfolio Sense: Hel automatically senses deaths by disease

accident, or poison involving one or more people as well as
events in graveyards the instant they h_l.p,',n-n and fifteen weeks
in the past

Automatic Actions: Hel can use Alchemy, Intimidate, or Sense
Motive

periorm up 1o ten s h free actions eac ]'I It 'lll]li.

s a free action if the DC for the task is 25 or lower. She can

Create Magic Items: Hel can create items that cause
li.l:l\.l|.’,l.', nave an ev I! |||I;_',:'|i1'u'|1[. or i[i:]‘u'-u' i |.1L'J1Jlt\ on one oar
more targets, as long as the item's marker price does not exceec

200,000 gp.

H

::
b
3
]
3
>




Tilus. by D. Cramer & M. Mitchell

182

A

HERMQOD

Messenger of the Gods, the Nimble

Demigod

Symbol: Winged scroll

Home Plane: Asgard

Alignment: Chaotic neutral

Portfolio: Luck, communication,
treedom

Worshipers: Bards, messengers, heralds,
travelers, elves, halflings, half-elves

Cleric Alignments: CE, CG, CN

Domains: Chaos, Luck, Travel

Favored Weapon: Rapier

Inaddition 1o being the gods’ messenger, Hermod escorts the souls
of the dead to the underworld. When the gods needed someone 1o
plead with Hel for Balder's spirit, Hermod volunteered and Odin
lent him Sleipnir for the journey

Dogma
Hermod's cult focuses on endurance and physical firness. 1t
teaches marksmanship, fencing, steeplechase horse racing, foot
races of all sor 4.9 -llld swimiming Lo s members,
believing these are key skills for those who
must deliver messages

Clergy and lemples
Clergy of Hermod rarely
stay in one village for long.
They're often found while

traveling 1o a different
I!L'[H|.‘Jr wearing sturdy
gorb and enjoying their
journey. Junior mem-
bers of the l'|n'1'.|:r_\'
Carry messages
from noble to
noble, village
to \'lli-l\l_[l'. or
temple to
temple
They are
lluu'L' Lo
lend aid
to travel-
ers in distress

Hermod's temples are generally col
lections of several smaller buildings
In addition to a main hall, most have a
training hall and a stable. Many stand near
lakes or rivers where the faithful can prac-
tice their swimming skills

Visitors to Hermod's temples receive warm
welcomes and a genial, but thorough, interrogation
about travel conditions, gossip, and informarion about
places the visitors have been. If they readily and hon
estly share what they know, the temple plies them
with food and drink for as |nng as the visitors have
inlormation to -|l.||L‘

HERMOD
Barbarian 20/Bard 20
Medium-Size Outsider
Divine Rank: 3
Hit Dice: 20d8+320 (outsider) plus 20d12+320 (Bbn) plus 20d&+32
Brd) (1,480 hp

]

Initiative: + 14 (+10 Dex, +4 Improved Iniriarive
Speed: 70 b

AC: 46 (+10 Dex, +3 divine, +16 narural, +7 deflecrion
Artacks: +5 speed rapier +59/459/+54/+49/+44 melee and

keen dagger +55/+50 melee; or w]’:-” +50 melee touch or +53

+5 chaoli

ranged touch

Damage: +5 speed raprer 1d6+12/15-20 and +5 chaotic keen dagaer
1d4+12/17-20 or by spell

Face/Reach: s {t. by 5 fi./s [t

Special Attacks: Domain powers, salient divine abilities, spell
like abilities

-ial Qualities: Divine immunities, DR 38/+4 (4/-), fire resist

ance 23, understand, speak; and read all languages and speak

Sp

directly o all beings within 3 miles, remote communication
godly realm, teleport withoul evvor at will, bardic knowledge +27
bardic music 20/day (countersong, fascinate, inspire competence,
uncanny dodge

(cannot be flanked, +4 AgMnst traps), SR 35, divine aura (30 f1,,

Inspire courage ll]‘-r‘l-'il' greatness, ‘-IJ;'llfl'\thI

DC 20), greater rage 6/day

Saves: Fort +51, Ref +45, Will +43

Abilities: Str 25, Dex 30, Con 42, Int 25, Wis 26, Cha 25,

Skills: Bluff +35, Climb +38, Concentration +43, Crafi (meal
working) +25, Craft (stoneworking) +25, Diplomacy +40,
Disguise +34, Escape Artist +37, Gather Information +35,

Handle Animal +34, Innuendo 435, Intimidare +40,

Intuit Direcrion +39, Jump +38, Knowledge

arcana) +34, Knowledge (geography

34, Knowledge (history) +34,
Knowledge (local) +34, Knowl
edge (nobility and royalry
34, Knowledge (the planes
+34, [\'.I'.c-\k'[l-n.|.|:r (religion) +34,

Listen +41, Move Silently +21,

Perform +34, Ride (horse) +39

Sense Motive +35, Spot +13, Swim

+38, Wilderness Lore +33

Feats: Alertness,

Blind-Fight, Combat Rellexes, Dodge,

Ambidexterity,

Expertise, Fleet of Foot, Improved
Crirtieal (rapier) Improv ed Disarm
Improved Initiative, Improved
e [wo-Weapon Fighting, Mobiliry
ek 1' 8  Power Atrack, Quick Draw,
- Run, Spring Attack, Two-
Weapon Fighting, Weapon
Finesse (rapier), Weapon
Focus (rapier), Whirl
wind Arack

Divine Immunities:
Ability damage, ability drain
acid, L'l'lti. lit‘ﬂ'lh ettects lil"t‘.i‘t'.
disintegration, electricity,
energy drain, mind-affecting
effects, paraly-
518, !_'I|I|\||II'I,
sleep, stun
ning, trans
mutation
S Salient

fm%‘ 3 Divine Abili-
i ties: Divine Celer
ity, Divine Dodge, Power of
Luck, Stride.
Domain Powers: Cast chaos spells at +1 caster level; 3/day
reroll a die roll once after it is made; 3 rounds/day freedom of
movement




Spell-Like Abilities: Hermod uses these abiliries as a 13th-level
caster, except for chaos spells, which he uses as a 14th-level caster.
The save DCs are 20 + spell level. Aid, animate abjects, astral projection,
break enchantment, chaos hammer, cloal of chaos, dimension door, dispel
law, entropic shield, expeditious vetveat, find the path, fly, freedom of move-
wment, holy aura, locate object, magic civele against law, mivacle, mislead,
phase door, protection from elements, prolection from law, shatter, spell
turning, summon monster 1X (as chaos spell only), teleport withoul
error, word of chaos.

Greater Rage: The following changes are in ettect as long as
Hermod rages: AC 44; hp 1,660; attacks +62/462/+57/+52/+47
melee (1d6+15/15-20, +§ speed vapier) and +58/+53 (1d4+15/17-20,
+5 chaotic keen dagger); SV Fort +54, Will +46; Str 31, Con 48; Climb
+41, Concentration +45, Jump +41, Swim +41. His rage lasts for 22

rounds, and he is not winded afrerward

Bard Spells Known (4/6/6/6/5/5/5; base DC = 17 + spell
level): 0—dancing lights, daze, detect magic, ghost sound, light, read
magic; 1st—expeditious retreat, idenlify, mage armor, magic weapon,
protection fram law; 2nd—Dbluy, bull's strength, cat's grace, hold person,
misdirection; 3rd—blink, dispel magic, greater magic weapon, keen
edge, scrying; 4th—delect scrying, legend love, modify memory, ram
bow pattern, shout, sth—contact other plane, dream, mind fog, mis
lead, persistent image; 6th
haste, plane shift

control weather, greater serying, mass

Yther Divine Powers

As 3 demigod, Hermod treats a 1 on a saving throw or attack roll
normally and not as an automatic failure. He is immortal

Senses: Hermod can see, hear, touch, and smell at a distance ol
three miles. As a standard action, he can perceive anything within
three miles of his worshipers, holy sites, objects, or any location
where one of his titles or name was spoken in the last hour. He can
extend his senses to up to two locations at once. He can block the
sensing power of deities of his rank or lower at up ro two remore
locations at once for 3 hours

Portfolio Sense: Hermod can sense any event relared ro
moving or transmitting goods or information that involves one
thousand or more people the instant it happens

Automatic Actions: Hermod can use Diplomacy, Escape Artist,
Gather Information, Innuendo, Listen, Ride, or Sense Motive as a
free action if the DC for the task is 15 or lower. He can perform up
to two such free actions each round.

Create Magic Items: Hermod can create magic items related 1o
communication, movement, travel, o1 overcoming obstacles, such
4% a nng .lI' swrmming, as lung as the item’s mar ket price does not
exceed 4,500 gp.

LOKI

God of Mischief, Strife, and Fire; The Sly One, ﬁ;r Frichster,
The Shape Changer, The Sky Traveler
Greater Deity a
Symbol: Flame '
Home Plane: Asgard before Balder's
death, Midgard afterward
Alignment: Chaotic evil
Portfolio: Thieves, trickery, murder
Worshipers: Rogues, assassins
Cleric Alignments: CE, CN, NE
Domains: Chaos, Destruction, Evil, Trickery
Favored Weapon: Dagger

Loki (loh-kee) is an ambiguous figure in ANR-H'LHJI\ myth. A hand
some and clever young man, he often accompanies the gods on
their journeys. Many tales of Thor mention Loki as his compan
ion. The youngest inhabitant of Asgard, some myths state he was
the child of the giants Farbauti and Laufey, while others place

him at creation with Odin. Loki excels at subverting order and
finding solutions and answers the other gods never consider
Restless and easily bored, Loki often amuses himself by playing
practical jokes on the other gods. He can take many different
forms and often becomes female. Loki is l'L“_-|1|.||'|.:'i.l"|.L' for most of
the gods' greatest treasures, challenging the dwarves ro outdo
their gift of Sif's hair

Not until Ragnarok approaches does Loki truly become evil
and malicious. For his role in Balder’s death, Odin turns one of
Loki's sons, Vali, into a wolf and sets him on another son, Narli.
I'he gods use Narfi's entrails 1o bind Loki in a cave, and they set
a poisonous snake over him to drip venom into his wounds
Loki’s wife, Sigyn, stays with him and rries to protect him from
the venom. When the venom splashes on Loki, his pained
spasms are the source of earthquakes. Loki is destined 1o break
free for Ragnarok

Dogma

Loki's cult is generally hidden. Despite having a constructive
role in society, the cult commands little respect and known
members may find themselves ostracized, The cultists believe
they aid people through practical jokes and humor. Though out
siders may consider the jokes cruel, they're rarely deliberately
harmful. Instead, they're meant to encourage their victims 1o
look at life from another perspective and to gain insight by
doing so

Darker forms of the cult teach assassination, murder, mayhem
and all forms of worldly chaos. These sinister versions of the cult
are more common after Balder's death, as Loki takes sides with the
giants against the Asgardians

Clergy and Temples

Like the cult members, Loki’s clergy keep their nature quiet. They
generally have other professions in addition to their roles as cler-
ICS; .IlI|l|| many are Iup,th'H' Or SOTCEerers

Temples to Loki are windowless places, often below ground,
lit by torches and other fires. From the outside they appear o be
legitimate businesses or the entrances to small, simple caves.
The temples include supplies of weapons, poisons, and other
tools of mayhem in addition to resources for committing practi
cal jokes

Visitors to Loki’s temples are rare, Those who find them gener
ally do so purposefully, because they seek initiation or are already
members of the cult. People who stumble across them find them
selves treated with suspicious curiosity at best and outright vio
lence at worst, Giants, on the other hand, receive warm welcomes
and the support of the members and clergy

LOKI

Rogue 20/Sorcerer 20

Medium-Size Outsider

Divine Ranl: 16

Hit Dice: 20d8+160 (outsider) plus 20d6+160 (Rog) plus 20d4+160
(Sor) (840 hp)

Initiative: +15, always first (+11 Dex, +4 Improved Initiative,
Supreme Initiative)

Speed: a0 f1

AC: B3 (+11 Dex, +16 divine, +29 natural, +17 deflection}

Attacks™ +5 chaotic unholy dagger of venom +73/+68/+63/+58 melee;
or spell +64 melee rouch or +67 ranged touch *Always receivesa
20 on attack rolls; roll die to check for critical hit

Damage*: +5 chaotic unholy dagger of venom 1d4+13/17-20 plus
poison (deathblade, DC 20, 1d6 Con/2dé Con) or by spell
*Always does maximum damage (dagger 17 points

Face/Reach: 5 ft. by 5 f./5 It

Special Attacks: Domain powers, salient divine abilities, spell-like
abiliries, sneak attack +13ds, crippling strike, opportunist.
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s and spe ak directly o all beings

Special Qualities: Divine immuniries,

and read all language

Speak

within 16 miles, remote communication, godly realm, teleport

without error at will, plane shift at will
defensive

|.|I'I1||I..|I wolves ; EVasLon

roll evasion, uncanny

‘.I."il 4

improved

cannot be flan

dgainst

triaps ), SR 48, divine aura (16 miles,
DC 43)
Saves”: Fort

Always rec

\‘kl” +56
eives 4 20 on saves
Abilities: Str 27, Dex 32, Con 27
Int 29, Wis 27, Cha 44
Skills®: Alchemy +51
+53, Balance +59, Bl

+56, Rel +59

Appraise
T +61,

Climb +52,
Cralt
Craft
Diplomacy +69
Misguise +61,

Concentration +50
metalworking) +57,

stoneworking) +57

Disable
Device +53
Escape Artist 55, Gather
Information +61, Hide +55§
Innuendo +32, Intimidate
§, Jump +56, Knowledge
arcana) +51, Listen
Move Silently +55 Upen

+54,

Lock +55, Pick Pocket

+57, Read Lips +49, Scry

. +43, Search +53, Sense
£ Mortive +52, Spellcraft
:-JE +51, Spot +54, Swim +49
1 Tumble +s56 .'\|'-L.I\'\
:r'_l receives a 20 on checks
3 Feats: Blind
€ Fight leave l'-"l11|!'-jlt
J‘j Casting,  Combat Reflexes
ﬂc-' Dodge, Empower Spell, Enlarge
B Spell, Expertise, Extend Spell,
- Imyj dagger), I
= Initiative, Mobility, Power Antack, Quick
Draw, Silent ‘\|=.'l|, Spring Artac k, still Spell,
Weapon Finesse (dagger), Weapon Focus (dagger
Whirlwind Atrack
Divine 1 unities: Ability damage, ability drain, acid, cold
death effects, disease li'.‘ulll[l':\_'!'.illllll. [ riciry, energy drain
mind-affec ting effects, paralysis poison, sleep, stunning, transmuta
tion, imprisonment, banishment
Salient Divine Abilities: Alier Form, Alter Reality, Alter Size
Automatic Metamagic (quicken sorcerer spells), Barilesense,
Divine Celerity, Divine Dodge, Divine Glibness, Divine Rogue
Divine Sneak Arack, Extra Domain (Destruction), Extra Energy
Immunirty (fire), Hand of Death, Instant Counterspell, Life and
Death, Mass Life and Death, Shapechange, Supreme Initiative
lrue Shapechange, Wave of Chaos, Wound Enemy
Domain Powers: Cast chaos spells at +1 level; 16/day smite {44
on arrack and +16 on damage for one weapon artack); cast evil
, ‘~|‘c'||'--ll +1 caster level
\‘\'p{'l]-l_i:lit' Abilities: Loki uses these abilities as a 26th-level
caster, except for chaos spells and evil spells, which he uses as a
27th-level caster. The save DCs are 43 + \-;|_\L'|| :_L~\L-|, Animali
whjects, !'.I..'«rllhr'm'; change self, chaos hammer, circle doom, cloak of
chaos, confusion, contagion, create undead, desecrate, disintegrate
dispel goo d, dispel law, earthi ik ake, false vision, harm |m|"..'\|.|+|, mfliet
critical wounds, inflict hight wounds, imvisibility, magie civcle againsi
- good, mague civcle agamst law, muslead, nondetection ,-ll||1r|r.‘||"r| any

object, protection from good, prolection from law, screen, shatter

aura, unholy blight, w

chaos or evil -1|'|‘|| only), time stop, unhaly
of chaos

Sorcerer Spells Known (6/11/10

simmaon monster IX (as

10/10/10/9/9/9/9; base DC i spell
level) arcane mark, dancing lights
daze, detect detect poLson, magi

hand, apen/close, prestidigitation, vead

magic; 1st——cause fear, charm person

hypno

.|'i|||"r|[||||. NP HAReS, erase,

misdirection, obscure

Ind
object

Tasha's hidec
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rope trick, see tnvisibality
_'|!i|l"" yrd

shrimmk lem

s lau

secrel page SHEEEs

tion ch; 4th

vampmric tou

arcane eye, bestow cuyse ) harm

monster, confusion; 5th ani

matte dead, contac! other plane,

dream, mightmare; 6th—cricle of

death, flesh to stone geas/ quest

7th—shadow walk, simulacrum

vanish; Sth—mass charm, Otto's
irvesistible dance

ath

frag the soul;
gate, temporal stasis, wish
Other Divine Power:
As g greater deiry, Loki automatically receives
the best possible resulr on any die roll he
makes (including artack rolls, damage,
checks, and saves). He is immortal
touch,
sixteen

Senses: Loki can see, hear

and smell a distance of
miles, As a standard action, he can per
ceive anything within sixteen miles

of his wor holy sites, objects

or any location where one of his titles
or name was spoken in the last hour
He can extend his senses to up to
twenty locations at once. He can block the
sensing power of deities of his rank or
lower at up to two remote locarions at

once tor 16
Portfolio Sense: Loki senses
jokes. and rricks the instant they happen and sixteen weeks into

| crimes, con games, practical

the past and furure
Automatic Actions: Loki can use any rogue
m if the DC for the rask is 30 or lower. He can perform up to

is a free

twenty such free acrions each rounc
Create Magic ltems: Lokicanc

reate any magic item relared ro

FOgLes Or assassins

NJORD

Cood of the Sea and Winds
Intermediate Deity
.H'_!,-nll'm|: Gold coin
Home Plane: Asgard
Alignment: Neurral good
Portfolio: Commerce, sea,
Worshipers: Sailors, fishermen,
those who depend on the seg S ‘i—h;
for a living g =
Cleric Alignments: CG, LG, NG
Domains: Air, (

W II'l.l

ood, Water
Favored Weapon: Longspear

Those who seek wealth or abundance in fishing pray to Njord. A

Vanir deity, he is the father of Freyv and Freva




:r'”'l.|1l' J.:‘l.”” \'I\.II[| \'-'hlll' .1"'Illn_L’_ rl]l' |'1I1'h||, Il]ll”b‘_h ll]ﬂ'\' |..l11'|
divorced. As a deity of the mountains, she was uncomfortable on
the coastlines, so they could never agree where to live. Their move

ments between homes created the seasons

Hagimad

Where Aegir's cult threatens and glowers, Njord's cult smiles. This
Llll[ .'\-Llpp-"flf‘. |I]L"E‘L' \-\'hL‘ [ll;J](L’ i ll\'“l_l‘.‘_ i[l'l”i !hL’ l‘Ll“ﬂi'\' of Ih[' s¢a
through trade, fishing, shipbuilding, or supplying the needs of the
other three. Njord's cult numbers many prominent businesspeople
among its members. When Aegir's cultists mock them for their rel
atively mean tables and their preference for sailing within sight ol
the shore, Njord's worshipers only look at their growing treasuries
and smile

Liergy and ]r'lHiJit’-.
.\:ll'll'll\l ll'l":} Are most COmmon near [hl‘ S04, bllr can .||'1':'\ !'II' hm:mi

along navigable rivers and lakes with connections ro the sea. Mosi
display weathering and scars from lives spent in, on, and around
the water. They are popular with fishermen and merchants
Njords temples are sturdy structures meant to withstand the
trials of coastal weather. They generally sit right on the water
and have their own docks. Most temples have storage for sail
canvas, ropes, tar, paint, and other boating supplies, Those in
i.]rgl'r urban centers often have secret vaults containing wealth

B eaned from the sea and fees t'h.lly,c'd lor .uJum', in business
negoriations.

Visitors to Njord's temples find the fare plain bur filling

faithiul draw owners ot seagoing vessels into conver-
unless they bring informarion
abour shoals, currents, weather, or other conditions hazardous

Clergy anc
sation. Others are largely ignorec

to ships

NJORD

Ranger 20/Rogue 20

Medium-Size Outsider

Divine Rank: 11

Hit Dice: 20d8+200 (oursider) plus 20d10+200 (Rgr) plus 20dé+200
(Rog) (1,080 h

Initiative: +12 (+8 Dex, +4 Improved
Initiative)

Speed: 60 ft., swim 100 fi,

AC: 61 (+8 Dex, +11 divine, +24
natural, +8 deflection

¥

Attac
spell +66 melee touch or +59

: 48 bane® ey burst longspear +72/+67/+62/+57 melee; o1

anged touch *+74/+69/+64/+59
against giants

Damage: +5 bane® wy burst longspear 1d8+427/19-20/%3 or by spell
2d6 plus 1dB+27/19-20/%3 against giants

Face/Reach: 5 [t. by 5 ft./5 fi

Special Areacks: Domain powers, salient divine abilities, spell-like
abilities, sneak artack +10dé, crippling strike, opportunist,

Special Qualities: EIf traits, divine immunities, DR 46/+4
spontaneous casting of divine -ul_n.'“': understand, ‘JF1L‘LJl\ and
read all languages and speak directly to all beings within 11
miles, remote communication, godly realm, feleport withoul
ervor at will, plane shift at will, favored enemies (giants +5,
goblinoids +4, dragons +3, aberrations +2, undead +1)
evasion, uncanny dodge (cannot be flanked, +4 against traps},
defensive roll, improved evasion, SR 43, divine aura (1,100 f1.,
De 29

Saves: Fort +53, Ref +51, Will +54

Abilities: Str 41, Dex 26, Con 31, Int 26, Wis 28, Cha 26

Skills*; Appraise +50, Bluff +48, Concentration +50, Craft (ship-
I\L|L|L]|11!.: +54, Craft |1'|'|v[.||wm'L||1;.1 +42, Craft (stonework
ing) +42, Diplomacy +54, Gather Information +48, Handle
Animal +48, Hide +54, Innuendo +53, Intimidate +52, Intuit

Direction +55, Knowledge (arcana) +44, Knowledge (nature)
+50, Knowledge (the planes) +36, Knowledge (religion) +36,
Listen +59, Move Silently +54, Profession (sailor) 457, Ride
(horse) +23, Scry +30, Search +56, Sense Morive +43, Spellcrafi
+34, Spot +59, Swim +38, Use Magic Device +42, Use Rope
+54, Wilderness Lore +45. “Always receives 2 20 on checks

Feats: Aleriness, Blind-Fight, Cleave, Combar Rel
Endurance, Expertise, Great Cleave, Improved Bull Rush,
Improved Critical (longspear), Improved Disarm, Improved
Initiative, Iron Will, Martial Weapon Proficiency (composite
longbow), Martial Weapon Proficiency (composite shortbow),
Martial Weapon Proficiency (longbow), Martial Weapon
Proficiency (longsword), Martial Wea
Maobility, Power Attack, Power Critical (longspear), Spring Attack
Sunder, Track, Weapon Focus (longspear), Whirlwind Artack.

EXes, |'||:-|}',:'.

on Proficiency (rapier),

Elf Traits: +2 racial bonus on Will saves
against enchantment spells or elfects;

ed to a Search

|H\\-' ll_l,{hl vision; entit
check when within 5 feer of a secret or
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mind-affecting effects, paralysis, poison, sleep, stunning, transmuta
tion, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alrer Size, Banestrike
giants), Call Creatures (sea animals), Divine Storm, Divine Water
Mastery, Energy Storm (positive energy), Extra Energy Immuniry

fire), Gift of Life, Life and Death, Mind of the Beast, Power of
Nature, Shapechange, Speak with Creatures (sea animals)

Domain Powers: 11/day turn or destroy earth creatures, or
rebuke or command air creatures; cast good spells at +1 caster
level; 11/day turn or destroy fire creatures, or rebuke or com
mand water creatures

Spell-Like Abilities: Njord uses these abilities as a 21st-level
caster, except for good spells, which he uses as a 22nd-level caster
The save DCs are 29 + spell level. Aad fog, ard, air walk, blade barrier,
chain Lightming, cone of cold, contral waler, control weather, control
1'I'|'|ii!. Lj”i}‘('ll l'l'lllI L‘lt'”l('”'n”l swarm [as .IiT or water ."1'}—\1‘H l]“l\':, hllu
cloud, gaseous form, holy aura, holy smite, holy word, horvid willing, ic
storm, magi circle againsi evil, obse uring must, protechon from ewl,
summaon monster IX (as gnm{ ~.|,\c|| only), waler ]l;".r”lr”}:, whirlwand,
wind wall

Ranger Spells/Day: 6/5/5/5; base DC = 19 + spell level
Other Divine Powers
As an inrermediate deity, Njord automartically receives a die result
of 20 on any check. Njord treats a 1 on an artack roll or saving
throw normally and not as an automaric failure. He is immortal

Senses: Njord can see (using normal vision or low-light vision),
hear, touch, and smell ar a distance of eleven miles. As a standard
action, he can perceive anything within eleven miles of any of his
warshipers, holy sites, or objects, or any location where one of his
titles or his name was spoken within the last hour. He can extend
his senses o up ro ten locarions ar once. He can block the sensing
abilities of deities of his rank or lower at up to rwo remote locarions
for 11 hours

Portfolio Sense: Njord automatically senses when any mer-
chant or coastal fishing vessel sets sail, regardless of how many
pt‘Dp!{' are ln\'l'll\'l'd. .”'l.Ll [hl‘\' sensc i'\"[('nll'\. 11}1 o (’]L‘\.-'l,’n \\'g'\']{: 1
the past. He likewise senses any business negotiations involving
such vessels.

Automatic Actions: Njord can use Appraise, Diplomacy, Pro-
fession (sailor), Use Rope, or Wilderness Lore as a free action if the
DC for the task is 25 or lower. He can perform up to ten such free
actions in a round

Create Magic Items: Njord can create any magic item related
to building or sailing ships or fishing, as long as the item’s marker
price does not exceed 200,000 gp

God of the Sun

Demigod

Symbol: Sun disk

Home Plane: Asgard

Alignment: Chaotic good

Porttolio: Light, sun, travel

Worshipers: Barbarians, druids, rangers,
blacksmiths, and those who travel overland

Cleric Alignments: CG, CN, NG

Domains: Chaos, Fire, Sun

Favored Weapon: Bastard sword

Tyt

Odur is a mysterious god who may be an aspect of Odin. Odur mar
ried Freya and is responsible for the day chariot erossing the sky.
Consequently, he is often away from Asgard, causing his wife 1o
weep tears of p.ll!l.i.

Divine Immunities: Ability damage, ability drain, acid, cold,

Dogma
Odur’s cult teaches that freedom from care and warry comes
from accepting responsibility and duty with joy. Worshipers
believe that Odur sets out every day 1o drive the chariot of the
Sun across |hl' ‘\J\\ \'L'l[!] .|'|'|[1L"|P.||ii3n. []]1ll|ng ‘Gll"};‘[i]l]]g new
each day. They seek to emulate his wise appreciation for the
world around them.

Clergy and Temples
Odur's clergy make annual pilgrimages 1o sites dedicated to the
sun to watch for the day chariot to rise after the longest night of
[J'lt‘ vear. L ’I]'Ic'l'\l.'ml'. they're found \Jnllillu as they wul'|—. o main
tain their Irm]ﬂu and care for their faithful.

Odur's temples appear incongruous next to others of the Asgar-
dian pantheon because they tend to be open structures, welcoming
the sun's 1IJ.:]'|| Observant visitors note the sturdy shurters stored
around the building, ready to make it defensible. Most temples
have sacred fires that are tended day and night, never allowed 1o
burn out. Some have smithies

Visitors to Odur's temples find themselves pur to work
almost immediately. Those who do the work willingly and with
out complaint are welcome to eat and drink with the clergy
Those who complain or shirk their task {ind themselves outside
the temple.

ODUR

Fighter 20/Sorcerer 20

Medium-Size Outsider

Divine Rank: 4

Hit Dice: 20d8+320 (outsider) plus 20d10+320 (Ftr) plus 20d4+320
[Sor) (1,400 hp-

Initiative: +13 (+9 Dex, +4 lmproved Initiative)

Speed: 60 f1,

AC: 55 (49 Dex, +4 divine, +17 natural, +7 armor [+5 arrow deflection
veflecting large steel shield), +8 deflection)

Artacks: +5 brilliant enevgy bastard sword +58/4+53/+48/443 melee;
or spell +52 melee touch or +53 ranged rouch

Damage: +5 brilliant energy bastard sword 1d10415/17

Face/Reach: & ft. by s fr./s ft

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities

Special Qualities: Divine immunirties, DR 39/+4, cold resistance
24, understand, speak, and read all languages and speak directly
to all beings within 4 miles, remote communication, godly
realm, teleport without error at will, plane shift ar will, familiar
(hawks}, SR 36, divine aura (40 fr., DC 22).

Saves: Fort +52, Ref +47, Will +45

Abilities: Str 27, Dex 29, Con 42, Int 25, Wis 25, Cha 26.

Skills: Climb +42, Concentration +58, Craft (metalworking
+55, Handle Animal +50, Intimidate +26, Intuir Direction
+43, Jump +42, Knowledge (arcana) +49, Knowledge (nature

20 or by spell

+43, Knuwiulgu (the pl.un'q +43, Listen +45, Prolession
(metalworker) +49, Ride (horse) +53, Scry +43, Spelleraft +49,
Spot +45,

Feats: Alertness, Blind-Fight, Cleave, Combat Casting, Combai
Reflexes, Dodge, Endurance, Energy Substitution (Fire),
Eschew Marterials, Exotic Weapon Proficiency (bastard sword),
Expertise, Extend Spell, Great Cleave, Improved Bull Rush,
Improved Crirical (bastard sword), Improved Initiarive, Iron
Will, Lightning Reflexes, Mobility, Mounted Combat, Power
Artack, Power Critical (bastard sword), Quick Draw, Ride-By
Attack, Spirited Charge, Spring Attack, Sunder, Trample,
Weapon Focus (bastard sword), Weapon Specialization (bastard
sword), Whirlwind Artack.

Divine Immunities: Ability damage, ability drain, acid
cold, death effects, disease, disintegration, electricity, energy




drain,
mind-affecting

ettects, |‘.Ll‘t|'."-h. powson;

sleep, stunning, transmutation

Salient Divine Abilities: Alter Form, Alter Size, Auto-
matic Metamagic (quicken sorcerer spells), Divine Radiance,
Wave of Chaos

Domain Powers: Cast chaos spells at +1 caster level; 11/day
turn or destroy water crearures, or rebuke or command fire crea
tures; 4/day greater turning

Spell-Like Abilities: Odur uses these abilities as a 14th-level
caster, except tor chaos _\Pt‘“:. which he uses as a 15th-level
caster. Save DCs are 22 + spell level. Animate objects, burning
hands, chaos hammer, cloak of chaos, dispel law, elemental swarm (as
fire spell only), endure elements (as cold or fire spell only), fire

seeds, fire shield, five storm, flame strike, heal metal, incendiary cloud,

magic civele agamst law, prismatic sphere, produce flame, protection
from law, resist elements (as cold or fire \'rh‘” only), seaving light,
shalter, summon monsier X (as chaos spell only), sunbeam, sunburst,
|1'.I|| I|| fire, v ord i -JI.J.'\

Sorcerer Spells Known (6/8/8/8/8
spell level, 15% arcane spell failure chance): 0—dancing lights, daze,
detect magie, disrupt undead, flave, hight; 1st—burming hands, color spray,
endure elements, enlarge, expeditious vetreal; 2nd—continual flame, day-

/216 |1;]~u' DC =18 +

light, flaming sphere, pyrotechnics, see imvisibility; 3rd—dispel magic, frr
ball, flame arvow, halt undead; 4th—five shield, fire tvap, serying, wall of
five; sth—passwall, prying eyes, summon monster V, wall of force; 6th
control weather, legend lore, true seeing; 7th—delayed blast frveball, pris
maki spray, wision; 8th meendiary cloud, power word blind, sunburst;
A

Possessions: Odur carries a +% arrow deflection veflecting large
sleel shield

'J[l}- |\'J¢"~|:_J.': meleor suwarm, w

Other Divine Powers
As a demigod, Odur treats a 1 on an artack roll or saving throw nor
He is immortal

mally and not as an automatic failure.
Senses: Odur can see, hear, touch, and smell at a distance of fou
miles. As a standard action, he can perceive anything within four

miles

of his wor-

shipers, holy sites,
objects, or any location where one of his ritles

or name was spoken in the last hour. He can extend his senses to
up to two locations at once, He can block the sensing power of
deities of his rank or lower at up to two remote locarions at once
for 4 hours

Portfolio Sense: Odur instantly senses the beginning of any
overland journey greater than thirty miles thar involves one thou
sand people or more, or the beginning of any overland journey
greater than one thousand miles regardless of the number of
people involved. He also senses the forging of any metal item
worth more than 1,000 gp

Automatic Actions: Odur can use Craft (metalworking)
Handle Animal, or Intuit Direction as a free action if the DC for
the task is 15 or lower. He can perform up to two such free
actions in a round

Create Magic Items: Odur can create any magic item
relared to determining directions or controlling animals and
teams of animals, as long as the item’s market price does not

exceed 4,500 Ep

SIF

Goddess of Excellence and Skall in Batile

Lesser Deity

Symbol: Upraised sword

Home Plane; Asgard

Alignment: Chaotic good

Portfolio: War, |[ln-||l1y‘

Worshipers: Barbarians, fighters, paladins,
rangers l'L'IIIh.lI INSITUCIors

Cleric Alignments: CG, CN, NG

Domains: Chaos, Good, War

Favored Weapon: Longsword

Sif primarily appears in myths involving the othefgods. She is the
wife of Thor and the mother of Uller. Her golden hair was made by

g ouppp

proniy
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Tllus. by G. Angus

th' li\\'.'l.r\"l‘N .]nLI I'ﬂL'h:]n[('d (8] I.]]it' oot
and grow on her head after Loki « !!uppt'd
off her natural hair as a joke

Dogma

Sif's cultists are g:-ncruH\' excellent
fighters of all sorts, and many are
weapon masters. hose IUH!-LIFIJ:': for
instruction in the martial arts are
well advised to seek one of her
cults or lL'11‘|pi|_"\. Like her husband,
Sif concerns hersell with
'-ﬂL]]\'JLIU'.I]‘\ ll]\'UI\.'L'IJ in
combat. Where Thor em-
F‘i].l.\])’_l_’.‘\ l"]']\l."')l.l:.ll PTOWESS,
Sif emphasizes skill. Good
natured challenges between the two
cults are common

lerqy and Temples
Sif's clergy are predominantly, but not
entirely, female. They are strong, capable
people with quick wits and combat skills.
Many dyve a lock or braid of hair blonde,
or braid yellow ribbons in their hair in
t‘m'l]].'l['l['ln E'll- th’lr P.'I[rl'l]'l. I.{L'l.[\_'.

Sif's temples are sturdy, defensible
structures that contain training halls
for individual combar skills. They
also contain extensive armories. In
addition, many of Sif's 1('T11]1[(‘h
contain dormitories for women #%
escaping abusive relationships i
ar \\'l'll} h.]\'{' ljl'l'J'l ln;ul‘l‘.ll or
crippled in barttle.

Visitors to Sif's remples
are ignored unless they carry
weapons openly. Those who
do so can expect challenges
from the clergy and mem-
bers of the cult 1o single
combat. Such challenges are
generally fought to the first fall
or first blood, and are intended
‘H,'lll_'l\.-' o \jl‘{fl\\.'[‘r I:f- 'hf' visitor
knows how to use the weapon that
‘|‘|1l' carries. 1 i']llf\l' \\"]'lul cannot, L]l'l not, or
will not fight are ignored and treated with disdain. Those who

dl\ are we | l'l\ml'Li.

ST

Barbarian 20/Fighter 20

Medium-Size Outsider

Divine Rank: 10

Hit Dice: 20d8+160 {outsider] plus 20d12+160 (Bbn) plus
20d10+160 (Frr) (1,080 hp

Initiative: +20, always first (+16 Dex
Supreme Initiative)

Speed: 70 fi

AC: 84 (+16 Dex [Divine Armor Mastery], +10 divine, +23 natural,
+9 armor [+5 glamered heavy fortification mithral shirt], +7 armor
[+5 arvow deflection reflecting mithml large shield], +9 deflecrion)

Attacks: +35 keen speed longsword +76/476/+71/+66/+61 melee

Damage: +5 keen speed longsword 1d8+29/15-20

Face/Reach: 5 fr. by 5 {1./5 fi.

Special Attacks: Domain powers, salient divine abilities, spell
like abilities.

+4 Improved Initative,

Special Qualities: Divine immunities, DR 45/44 (4/-), lire resist-
ance 30, understand, speak, and read all languages and speak
directly to all beings within 10 miles, remote
communication, godly realm, teleport without ervoy
at will, plane shift ar will, uncanny dodge (cannot
o be flanked, +4 against traps), SR 42, divine aura
y (1,000 fr., DC 29),
Saves: Fort +50, Ref +60, Will +52.
Abilities: Str 31, Dex 43, Con 26, Int 26, Wis 26,
Cha 28
Skills: Balance +57, Bluff +46, Climb
#58, Diplomacy +27, Gather Infor
mation +46, Handle Animal +57, Hide
+53, Intimidate +56, Intuit Direction
+51, Jump +62, Knowledge (arcana)
#4 5, [\'nnwh'dgl- the pl_m("-. +45,
Knowledge (religion) +45, Listen
+53, Move Silently +53, Ride
(horse) +H8, Seart h +45, Sense
Motive +45, Spot +47, Tumble
+&87, Wilderniess Lore +51
Feats: Alertness, Blind-Fight,
Blindsight 5-ft. Radius, Cleave,
Combat Reflexes, Dodge, Ex
pertise, Eves in the Back of Your Head,
Great Cleave, Fleet of Foor, Hold the
Line, Improved Bull Rush, Improved
Critical (longsword), Improved Dis-
arm, Improved Initiative, Improved
Sunder, Improved Trip, Iron Will,
Knock-Down, Lighming Reflexes,
Mobility, Power Attack, Power Crit-
ical (longsword), Quick Draw, Run,
Spring Attack, Sunder, Superion
&y, Expertise, Weapon Finesse (long
sword), Weapon Focus (long-
sword), Weapon H}wL‘l,i|IJ{.t[1u11
{longsword), Whitlwind Attack,

Divine Immunities:
."\l'llllfk' d.l mage, .l].‘llll\r'
drain, acid, cold, death
effects, disease, disinte-
p_['.ll 1on, l‘ll.‘l- tricity, ener-
J.:\' \lr_'iln. Iﬁl[\Ll'.lth'C[ll'I.L!
effects, paralysis, poison
sleep, stunning, transmutation,

imprisonment, banishmem

Salient Divine Abilities: Battlesense, Banesrrike (evil out
siders), Divine Armor Mastery, Divine Bartle Mastery, Divine
erity, Divine Dodge, Divine Inspiration (courage), Divine Rage,
Divine Weapon Focus (longsword), Divine Weapon Specialization
longsword), Longsword Finessel, Supreme Initiative. TUnique
ability, described below

Domain Powers: Cast chaos spells at +1 caster level; cast good
spells ar +1 caster level

Spell-Like Abilities: Sif uses these abilities as a 20th-level
CASIer, L‘\'l.'l,'p[ "1“' l'I'I_!l'N \pl'[]\; .'I“ll j_'llf)'ll. .‘-Pl'”‘\l \.\'h]L‘h 5|1£‘ uses as a
21si-level caster. Save DCs are 29 + spell level. Aid, animate objects,

blade barrier, chaos hammery, cloak of chaos, dispel evil, dispel law, divine
power, flame strike, holy aura, holy smite, holy word, magie eorele against
evil, magic cirele against law, magic vestment, magic weapon, power word
blind, power word kell, power word stun, protection from evil, protection
from law, shatter, spiritual weapon, summon monster IX (as chaos or
B '\| \}‘\'” |.11‘||\' )y ll."||l'.f .If i Iluh“.

Divine Rage: The following changes are in effect as long as
Sit rages: AC 79; Ji[‘ 1,3R80; Atk +81/+76/+71/+686 melee




1d8+30/15-20, +5 keen speed longsword); SQ Fire resistance 40, SR
§2; SV Fort +55, Will +57; Str 41, Con 36; Climb +63, Jump +67. Her
rage can be used 10 times per day, it lasts for 1 hour (or until
ended), and she is not winded afterward

Longsword Finesse (unique salient divine ability): Sif can
apply her Dexterity bonus to attacks she makes with any long:
sword that she can wield in one hand.

Possessions: In addition to her sword, Sif has a +5 plamered
heavy fortification mithral shirl and a +5 avvow deflection reflecting large
mithral shield

Other Divine Powers
As a lesser deiry, Sif may take 10 on any check. Sif treats a 1 on an
attack roll or saving throw normally and not as an automatic fail
ure. I\‘.hl‘ 15 ImMmaorta

Senses: Sif can see, hear, touch, and smell ar a distance of ren
miles. As a standard action, she can perceive anything within ten
miles of her \\'nr-cllqn-rr-. holy sites, objects, or any location where
one of her titles or name was spoken in the last hour. She can
exte nd her senses to up to five locations at once. She can block the
sensing power of deities of her rank or lower at up to two remote
|L'|i. anons at once 1L‘| 10 !'ll.'“['f!.

Portfolio Sense: Sif automatically senses bantles involving five
hundred or more people and any bartle in which a woman com-
mands at least one side, regardless of the number of people
involved

Automatic Actions: Sif can use Bluff, Handle Animal, Intim-
idate, Ride (horse), or Tumble as a free action if the DC for the
[.'l\l". 15 20 or ![\‘.\'l"l'. h‘]'l(' can P(']_j.llr'l'l'l \.]]'I o !_l\ e NULJ-l I-rl.'l' acrions
each round

Create Magic Items: Sif can create any magic armor or weapon,
as long as the item’s marker price does not exceed 30,000 gp

Goddess of Mountais, Snowshoe Goddess

Lesser Deity

Symbol: Mountain Peak

Home Plane: Asgard

Alignment: Neurral

Portfolio: Earth, mountains

Worshipers: Barbarians, druids, rangers,
dwarves, halflings

Cleric Alignments: CN, LN, N, NE, NG

Domains: Destruction, Earth, Strength

Favored Weapon: Greataxe =

Skadi is a female giant and rhe daughter of the giant who bar
gained for Freya, the sun, and the moon in exchange for build-
ing Asgard's walls (see Sleipnir in Odin's entry, above). She came
to Asgard seeking revenge against Thor for killing her fathe:
When she arrived at Asgard in her armor she so impressed the
gods they offered her pic k of the bachelor gods if she would not
go to war against them. The only condition was that she could
only see their feet when she made her choice. Thinking the
cleanest, whitest feet must belong to Balder, she made her
[ hh‘li'i' 1‘“"" o ll.'l\('U\'l'l' rhl'\' l"l'll'll'lui"il o Ihl' l'lllll'l \I.i”ll .\:Il‘](l.
\\'l'li.“.!'l [.l'l'[ I|1i_' sea U.'.'I'ihl'l[ l'Il'.'!]'l every L'J\' Because IhL‘\
back
and forth between Jotunheim and Asgard. On Midgard, these
movements created the seasons. Skadi later divorced Njord and
married Uller

couldn't agree on a place 1o live, Njord and Skadi movec

Dogma
Skadi's cults are common in mountainous regions. Her worshipers
include those who make their lives hunting, herding, and mining
in the mountains. She loves the cold of winter and the wind on the

mountain peaks, and teaches respect for the earth and the moun
tains 1o her cultists. She also teaches readiness for battle, believing
that the best defense is an impressive offense

—

lergy and ]1':r|]riu-,
Skadi's clergy are imposing figures, appearing tough and ready 1o
fight. Though most are highly skilled warriors, they rarely enter
combat unless necessary

If a temple dedicated o Skadi isn't in the mountains, it's located
so that mountains are visible from the windows of the great hall
suilt from local materials and blend with the land
scape. Unlike many temples, hers are often cold and withour the
heat of hearth fires. Some temp
rain climbing equipment

Visitors to Skadi’s temples receive warm welcomes if they've just
come down from out of the mountains, or if they clearly intend 1o
travel into them. The clergy openly share their information about
hazards and rrails

SKADI
Druid 20/Ranger 20
Large Outsider (Cold)
Divine Rank: ¢
Hit Dice: 20d8+200 {outsider) plus 20d8+200 (Drd) plus
20d 104200 (Rgr) (1,120 hp)
Initiative: +8
.‘-ipm.’lj: 80 fr., burrow 80 fi
AC: 50 (—1 size, +8 Dex, +6 divine, +19 natural, +8 deflection
Attacks:

+58/+53 melee; or -,IwH +62 melee touch or +54 1'.m;;.'n| touch

Her IL'm]r!rk.irL'

es make money by selling moun

Huge +35 bane®™ iy burst Hlmrdm'mg greataxe +68/+63/

{70/ +65/+60/+55 against favored enemies.

Damage: Huge +5 bane® 1wy burst thundeving grealaxe 2d8+29/
19-20/%3 or by spell *2de plus 2d8+29/19-20/%3 agains
tavorec

Face/Reach: 5 ft by 5 fr./10 it

Special Artacks: Domain powers, salient divine abilities, spell
like abiliries.

Special Qualities: Divine immunities, DR 41/+4, fire resisi
ance 26, spontaneous casting of divine spells, understand,
speak, and read all languages and speak directly to all beings
within 6 miles, remote communication, godly realm, telepori
without ervor at will, plane shift at will, cold subtype, tremors

enemies,

ense, nature sense, animal companion (awakened dire bear),

woodland stride, trackless step, resist narure's lure, wild shape

iny, Small, Medium-size, Large, Huge, or dire animal a/day,

emental 3/day), a thousand faces, venom immunity, time
less body, favored enemies (dragons +5, undead +4, magical
beasts 43, aberrations +2, vermin +1), SR 38, divine aura {600
tr., DC 24)

Cold Subtype: Immune to cold damage; takes double damage

2
L

from [ire unless a saving throw for |'I.'IH lJ.IITI:]PIl' IS .1“1'\'.'['-\1 n

which case she rakes half damage on a success and double
damage on a failure but fire resistance still applies)

Saves: Fort +48, Ref +48, Will +46.

Abilities: Str 42, Dex 27, Con 30, Int 25, Wis 26, Cha 26

Skills: Animal Efmp.;lh\ p44, Bluff +36, Climb +43, Concentration
#46, Craft (stoneworking) +34, Diplomacy +42, Handle Animal
44, Heal +44, Hide +27, Intimidate +38, Intuir Direction +44
Jump +48, Knowledge (arcana) +30, Knowledge (nature) +65,
Knowledge (the planes) +33, Knowledge (religion) 433, Listen
+42, Move Silently +40, Profession (stonemason) +34, Ride
(horse) +37, Sense Motive +35, I‘:Pl‘ll! raft +38, Spot +42, Swim
+52, Wilderness Lore +66

Feats: Alertness, Blind-Fight, Cleave, Dodge, Empower Spell,
Endurance, |.11l_;rgv _'H|'u-[|. Expertise, Great Cleave, Impm\-e'L[
Bull Rush, Improved Critical (greataxe), Lightning Reflexes,
Mobility, Power Artack, Power Critical (greataxe), Sacred Spell,

3
Ly
5
P
g
3
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Spring
Attack,

Sunder, Track,
Weapon Focus
(greataxe), Whirl-
wind Anack

s Divine Immu-

E nities: Ability dam

G age, ability drain,
Q. .'II.IL|.. l\.lll.j. dt'.]l]'l
‘f‘_} effects, disease, disinte
’3 gration, electricity
E_ energy drain, mind
:?‘ affecting effects, pa-
'; ralysis, poison, sleep,
E": w‘lulmln_u. [ransimu

tation, imprison-
ment, banishment

Salient Divine Abilities: Alter
Form, Alter Size, Automatic Metamagic (quicken druid spells),
Bartlesense, Divine Druid, Divine Earth Mastery, Divine Ranger,
Shift Form

Domain Powers: 6/day smite (+4 on attack and +6 on damage
for one weapon attack), 11/day turn or destroy air creatures, or
rebuke or command earth creatures; 6/day feat of ‘-U't'”!!‘h \+b
enhancement bonus to Str for 1 round

Spell-Like Abilities: Skadi can use these abilities as a t6th-level
caster, Save DCs are 24 + spell level. Bull's strength, Bighy's clen hed
fist, Bighy's crushing hand, Bighy's grasping hand, circle of doom, conta
on, disintegrale, eavthquake, elemental swarm (as earth spell only),

endure elements, harm, implosion, inflict eritical wounds, inflicl light
wounds, wron body, magic stone, magic vestment, righleaus mighl, shatler,
soften earth and stone, spell immnity, spike stones, stoneskin, stone shape,
wall of stone

Druid Spells/Day: 6/7/7/7/7/6/5/
'\I‘l‘]l .|("|'L'l.

Ranger Spells/Day: 5/5/5/5; base DC = 18 + spell level

5/4: base DC = 18 4

Other Divine Powers
As a lesser deity, Skadi may take 10 on any check. Skadi treats a 1
on an attack roll or saving throw normally and nor as an automatic
failure. She is immortal.

Senses: Skadi can see, hear, touch, and smell ar g distance of

six miles. As a standard action, she can perceive anything within

190
-

six miles of her worshipers, holy
sites, objects, or any location
where one of her titles or
nime was .‘\Pl‘iii'n n |]1l'
last hour. She can ex-
tend her senses to up to

five locarions at
\

- E & once. She can
W —— r.- block the '-l'l]‘--.
i ing power of
deities of her rank o
lower at up to two
remote locations at
once for 6 hours,
Portfolio Sense:
Skadi instantly senses
any natural event
involving the earth or
mountains (mudslides,
avalanches, or earth-
quakes) that involves
five hundred or more
people
Automatic Actions:
Skadi can use Animal
Empathy, Climb,
Intuir Direcrion,
Jump, o1 Wilder
ness Lore as a
free action if the
DC for the rask
is 20 or lower. She
can perform up to
five such [ree actions
per round.
Create Magic
Items: Skadi can
create any item

v &

Car =

related 1o wilder-
ness travel, wil

0

dl‘l']'l.l'\‘\ hlll"\'l‘-'-ll ar
mountain climbing, as long as the item's
market price does not exceed 30,000 gp

% Awakened Dire Bear, Skadi's animal companion: CR 9;
Large magical beast; HD 14d8+56; hp 119; Init +1; Spd 40 fr; AC 17
touch 10, Aar-foored 16); Atk +19 melee (1da+10, 2 claws), +14
melee (1d8+5, bite); Face/Reach 10 ft. by 20 fi./10 [t.; SA Improved
grab; SQ Low-light vision, scent; AL N; SV Fort +13, Ref 410, Will
+5: Str 31, Dex 13, Con 19, Int 11, Wis 12, Cha 12

Skills and Feals: Hide =3, Listen +7, Spalgt 7, Swim +13

SURTUR

Lovd of the Fire Giants

Intermediate Deity

Symbol: Flaming sword

Home Plane: Midgard
(Muspelheim)

Alignment: Lawful evil

Portfolio: Fire, war

Wurﬁ]'lipurs.' Fire giants, giants

Cleric Alignments: LE, LN, NE

Domains: Evil, Fire, Law,
Strength, Watr

Favored Weapon: Longsword




Surtur stands ever alert in Muspelheim, brandishing his sword +77/472/+67/+62 melee; or spell 471 melee touch or +62
that shines brighter than the sun, At Ragnarok he will be responsi ranged touch

ble for set tng the world on fire -'L‘ll:_l'_'_ll_l.'. it down to make room ot ”;i.lll.l;.!(" Cotrganfuan +3 williani ey 'I'ulllllrilL: tieirst |.-|.'-__-.l. ol
the new one. Prophecies say that he will even destroy Bifrost under t6+34/17-20 or by spell

/Reach: 20 {1. by 20 ft./20 fi
Special Artacks: Domain po

Doqma like abilities
Special Qualities: Divine immunities, DR 49/+4, fast healing
14, spontaneous casting of divine spells, understand, spea

his weight and that of his subjects

wers, salient divine abilities, "-|.‘1'i|

A few cults of Surtur thrive in Mannheim, often cooperar

7

with Loki's cult. These cults teach respect for fire, (ts use as

tool, and irs danger when uncontrolled. They teach that fire is ind read all languages and speak directly to all beings within

¢ igent, and point to the new growth after a forest fire as 14 miles, remote communication, godly realm, leleport without
proof. Members of Surtur’s cult seek every opportunity to unde: ervor at will, plane shift at will, fire subtype, favored enemies
mine Thor's cult, and they have plenty of help Asgardian deities +5, fey +4, humans +3, beasts

animals +1), SR 46, divine aura (1,400 fr.,
DC 32)

ind expert advice from Loki's cule. While Thrym
|'_.]'- 1] '||!!'l'|| ird |||| ||||' .'_|||| ICe never mix
Fire Subtype: Immune 1o tire damage
¥ Saves: Fort +56, Ref +56, Will 45
. Abilities: Sir 44, Dex 27, Con 31
| Int 27, Wis 28, Cha 27
Skills®: Bluft +49, Climb

+69, Craft (metalworking

Clergy and Temples

Surtur rarely grants divine

power excep [0 giants
However, a rare few indi
viduals in Mannheim
60, Diplomacy +59, Dis
guise +49, Handle Animal
+60, Hide +37, Intim
idate +59, Jump +69,
Knowledge (history
+49, l\:1m\'|c'ti_-.'_!' (the
planes) +49, Knowl

have earned his approval
They conceal their devo
tion to the giant destined to
burn down the world
Surtur's temples in Mann
I'.l'l

m are hidden affairs, much
like Loki's. In Muspelheim,
they are enormous fortresses z'll.._l:"l'l":ll\,_llcl|'| )
that ring w LJ|| the sound of the Listen +58, Pro
forges day and night. Surtur's

Muspelheim te

fession (metal

nples are cen- : worker) +50

ters for preparation for Rag Ride (horse) +64,
narok. Temples in Mann- Search +49, Sense
Motive +50,
5'!1'”[ rali

{49, Spot +52,
Wilderness

Lore +53. "Always

heim secretly store
weapons {n prepa
ration for the cult \
o I'."\hl .|lll'_'_‘|'_\ll|r
the giants

Visitors o Sur

€5 h.:"

receives a 20 on

LjIL'\l\‘
Feats: Alertness, Blind
Fight, Blindsight 5-fr
R |\‘i|.||'\_ i ]1'.|\'L‘ Lom

furs temp e

only a few seconds to
prove their devotion
to Surtur before

the members bat Reflexes, Dodge

of the culr Endurance, Expertise,

atrack. The { Eyes in the Back of
clergy and Your Head, Grear
the mem Cleave, Hold the Line,
bers of the Improved Bull Rush,
cult in Mann " Improved Critical (long-
heim do not v sword), Improved Dis
leave witnesses ¥ ) - arm, ||1||'||n. ed r..|.|:_'|\lr.
alive to report 1n1]1|'--\'-.'|l Initiative, Im
their activities proved Sunder, Improved Trip,
.- - Improved Unarmed Strike, Knock-Down, Iron Will, Lightning
SURTUR ’ Reflexes, Mobility, Power Attack, Power Critical (longsword),
Ranger 20/ Quick Draw, Spring Artack, Stunning Fist, Sunder, Track,
Fighter 20 Weapon Focus (longsword), Weapon Specialization (long
Gargantuan Outsider (Evil, Fire, Lawful) sword ), Whirlwind Amack.
Divine Rank: 14
Hit Dice: 20d8+200 (outsider) plus 20d10+200 (Rgr) plus Divine Immunities: Ability damage, ability drain, acid, cold,
20d10+200 (Frr) (1,160 hp death effects, disease, disintegration, electricity, energy drain,
Initiative: +12 (+8 Dex, +4 Improved Initiarive) mind-affecting effects, paralysis, poison, sleep, stunning, transmuta-
.‘-ipw.'t' 120 ft ton 1|II|‘|I.‘~\.-|IIIZ\'['|!.IU.-.'-Ii"-]Il!E nt
AC: 63 (—4 size, +8 Dex, +14 divine, +27 natural, +8 deflection) Salient Divine Abilities: Alter Form, Alter Size, Banesrrike

Attacks: Gargantuan +5 brilliant energy flaming burst longsword good outsiders), Call Crearures (fire elementals), Divine Battle




[
§
L5 ]
S
<
4

Mastery, Divine Fast Healing, Divine Fire Mastery, Divine
Storm, Energy Burst (fire
{Strength), Extra Domain (War), Extra Energy Immunity (co
Indomitable Strength, Irresistible Blows, Shapechange, Sunder
and Disjoin

Domain Powers: Cast evil spells at +1 caster level; 14/day turn
or destroy water creatures, or rebuke or command fire creatures;
cast law spells at +1 caster level; 14/day fear of strength (414
enhancement bonus 1o Str for 1 round)

Spell-Like Abilities: Surtur uses these abilities as a 24th-level
caster, except for evil spells and law spells, which he uses asa 25th

, Energy Storm (ftire}, Extra Domain

d),

level caster. Save DCs are 32 + spell level Bighy's clenched fist, Bighy's
crushing hand, Bighy's grasping hand, blade barvier, blasphemy, bull's
strength, burming hands, calm emotions, create undead, desecrate, dictum,
dispel chaos, dispel good, divine power, elemental swarm (as fire spell
only), endure elements, fire seeds, fire shueld, fire storm, flame strike, hold
monster, incendiary cloud, magie corele agamst chaos, magie ervele against
good, magic vestment, magic weapon, order's wrath, power word blind,
power word all, power word stun, produce flame, protection from chaos,
protection from good, resist elements (as cold or fire spell only), right
cous might, shield of law, spell immunity, spivitual weapon, stoneskin,
aw spell only), unholy aura, unholy

stemmon monster [X [as L'\'!I or
Might, wall of five

Ranger Spells/Day: 6/5/5/5; base DC = 19 + spell level.
Jther Divine Powers
As an intermediate deity, Surtur automatically receives a die result
of 20 on any check. Surtur treats a 1 on an arrack roll or saving
throw normally and not as an automatic failure. He is immortal

Senses: Surtur can hear, see, touch, and smell ar a distance of
fourteen miles. As a standard acrion, he can perceive anything
within fourteen miles of his worshipers, holy sites, objects, or any
location where one of his titles or name was spoken in the last
hour. He can extend his senses 1o up ten locations at once. He can
block the sensing power of deities of his rank or lower at up to two
remote locations at once for 14 hours

Portfolio Sense: Surtur automatically senses events relatec
giants or to fires greater than 10 feet across regardless of the
, both in the present and up to fourteen

1o

]'Illlnb‘L'[ L'I[- pl'U[‘ll' ll'l\'l1|.\.'l‘l
weeks in the past

Automatic Actions: Surtur can use Craft (metalworking),
Disguise, or Profession (metalworker) as a free action if the DC
for the task is 25 or lower. He can perform up to ten such free
achwons in a ]'hlllllli.

Create Magic ltems: Surtur can create any magic weapon or
armor, any “'lll'l'.l[l\ll'\ inem |l'1.lli'l’ {4 '|'|1l't.l|\'.'ll|'J'{|!1j.:, ar any uem
that produces or uses fire, as long as the item’s market price does
not exceed 200,000 £p

THOR

o

|

God of Thunder, Guardian of Asgard

Greater Deity

Symbol: Hammer

Home Plane: Asgard

Alignment: Chaotic good

Portfolio: Storms, thunder, war

Worshipers: Barbarians, fightersy
paladins, rangers, farmers
_|nll l1[J-ll'|' COMMONEers,
dwarves, half-orcs

Cleric (\.hg‘l‘ll‘l‘ll,.'ﬂl'.‘i: CG, CNeN:

Domains; Chaos, Good, Protecti

Favored Weapon: Warhammer

on, Strength, War, Weather

Usually porirayved as a powerfully built man with a red beard
and eyes lilled with ]l,,:hrninl;. Thor is the strongest god ol

Asgard, Thor is the son of Odin and a female giant named Jord
(“Earth”), Where Odin is complex and crafty, Thor is straightfor-
Aramong lJ'Il‘ COmInon
people. Thor's greatly enjoys facing giants in contests of

Wit I.{ a ﬂki E"I'I \'h]\'\i] 1 ]'Ih Fl'l..]L'{"-‘ I'II'[H popu

strength and marnal prowess. His nemesis is Jormungandr the
World Serpent, whom he is destined 1o face at Ragnarok
Though married to Sif, Thor had two sons with a giant named
Jarnsaxa. Those sons, Modi and Magni, are prophesied 1o sur
vive Ragnarok

“uqllm
Fhor's cult believes that the measure of a person lies in how that
person faces and handles Li].l“:'l‘lgl"\. The cult's focus on self
reliance and individuality often makes them the last to throw their
kes them First to con

support behind an endeavor, but it also ma
gratulate the successful, member and nonmember alike. Those
who succeed without the cult’s aid often find the cule singing their
praises loudest. The culr also teaches that vio
necessity, since they sweep aside weak structures and wash away
detritus. The destruction of a big storm can reveal new resources
In battle, physical prowess is foremost, and Thor's cult often chal
lenges Sif's cult to mock bartles and other contests in the never
ending argument of power versus skill

Nothing challenges people like combat, according to the cult,

ent storms are a

S0 1T promotes I1]I|Il-ll\' i'!‘-l\lllu'*‘- and gncourages s members to
seelk martial fraining of all sorts. Thor's cult is pnpul:n’ among sol
nJI.t'I'.‘\'. ill]ll communities \\.'t‘ll'llll‘,ﬂ‘ [hl‘ c Ill[ for s "”'I”FI- |\I||_‘ in

local defenses

Clergy and Temples
rhor's ¢ |1't}-’,‘.‘ are most likely seen Wearing armoi and CArrying
warhammers. They often patrol their communities, on the alert for
any threat, Their earthy natures and straightforward demeanor
J'll-'i'il' li]l.'ll'l l.'H_'\PI.l!Ll[' '\.'.'I[J-l |]1(' common |.l]|k EL'I“ orcs olten jll'l\J
acceprance in human communities as Thor's clerics

Like Odin's temples, the interiors of Thor's temples are raucous

|'|I'.In es where beer, mead, and ale flow freely, hot food is i‘]rhllllll.
and physical challenges are constant entertainment. Also like
Odin's temples, Thor's temples quickly transform into sturdy
forts. They generally contain an armory, a bell tower for sounding
local alarms, and when they don't contain a smithy, there's gener
ally one nearby. Rooms are set aside for quiet offerings to appease
and pray for Thor to mod
common in mountainous regions, shared between human and

1is storms. Thor's temples are

e

dwarf communities.

Parishioners greet visitors to Thor's temples by challenging
them toa drinking contest, a foot race, or a wrestling march. Greer-
ings are always boisterous, and many visitors find the noise and
confusion daunting. Both clergy and faithful are quick ro respond
if visitors bring news of threats to the community.

THOR

Barbarian 20/Ranger 20

Medium-Size Outsider

Divine Rank: 18

Hit Dice: 20484220 (oursic
204104220 (Frr) (1,260 hp)

Initiative: +13, always first (+9 Dex, +4 Improved Initiative,
Supreme Initiative)

Speed: 70 fi

AC: 77 (+9 Dex, +18 divine, +31 natural, +9 deflecrion)

Attacks®: Mjolnin, +5 chaotic distance ghost fouch holy mighty
refurning thundering warhammer +109/+104/499/+94 melee,
+104 ranged “Always receives a 20 on attack rolls; roll die 1o
check tor eritical hit

Damage®: Mjolnir, +5 chaotic distance ghost touch holy mighty cleaving

er) |‘|II‘1 20d12+220 (Bbn plns

avmg

returming thundering warlammer 4d8+84/19-20/%3 melee,




4d8+66,/19-20/x3 ranged "Always does maximum damage (116
points melee, 98 points ranged

Face/Reach: 5 ft. by 5 fr./5 [

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities, divine rage 18/day

!\'put‘i.ﬂ Qualities: Divine immunities, DR 71/+5 (4/-), fire

resistance 38, spon
taneous casting ol
divine spells, under
stand, speak, and
read all languages
and speak directly to
all beings within 18
miles, remote com-
munication, godly
realm, teleport with
out evvor at will, plane
shift at will, plane
shift at will, favored
enemies (giants +5
dragons +4, goblin-
oids +3, aberrations
+2, undead +1), un-
canny ;]Udgt' Lcan
not be flanked, +4
against traps), SR 50,
divine aura (18 miles,
DC 37

Saves™: Fort +61, Ret
i61, Will +59. *Al
wiys receives a 20
On saves

Abilities: Str 92, Dex
29, Con 32, Inr 25,
Wis 28, Cha 28

Skills™: Animal Empa
thy +49, Bluff +48,
Climb +89, Concen
rration +54, Craft
metalworking) +55,
Craft (stonework
ing) +55, Diplomacy
51, Handle Animal
+57, Heal +52, Hide
+52, Intimidate +55,
Intuit Direction <57,
Jump +89, Knowl
(‘li..'l' inature ) +50,
Knowledge (the
planes) +45, Knowl-
edge (religion) +45,
Listen +59, Move
Silently +53, Ride (horse)
t61, Search +51, Sense Motive +48, .‘\P:'H"I'.II'[ +29, Spot +54,
Swim +89, Use Rope +52, Wilderness Lore +57. “Always receives
a 20 on checks

Feats: Alertness, Blind-Fight, Cleave, Combar Reflexes, Dodge,
Endurance, Expertise, Great Cleave, Improved Bull Rush,
Improved Critical {warhammer), Improved Initiative, Knock-
Down, Lightning Reflexes, Mobility, Power Artack, Power
Critical {warhammer), Quick Draw, Spring Attack, Sunder,
Track, Weapon Focus (warhammer), Whirlwind Artack

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain
mind-affecting effects, paralysis, poison, deep, stunning, rransmuta
fon 1|]1|1I|\lli1['|'lt'|5[ |‘.1ni-l‘|mvn|

Salient Divine Abilities: Alter Form, Alter Size, Annihilat-
ing Strike, Banestrike (giants), Battlesense, Divine Celeriry,
Divine Rage, Divine Storm, Divine Weapon Focus (war-
hammer), Divine Weapon Specialization (warhammer), Energy
Storm (electricity), Extra Domain ( Protection), Extra Domain
(Strength), Extra Do
main (War), Hand of
Death, Increased Dam
age Reduction, Indom-

itable Strength, lrre
d sistible Blows, Power
of Nature, Shape
change, Supreme Initia-
tive, True Shapechange,
Wound Enemy.

Domain Powers: Cast
chaos k[‘t'”* at +1 caster
level; cast good spells ar +1
caster level, 18/day protective
ward (touc |'||'ll -lll'al'.'l [
gains +18 resisy-
ance bonus on
next saving throw,
maximum dura-
tion 1 hour), 18/day
feat of strength (+18
enhancement bonus o
Str for 1 round
Spell-Like Abili-
ties: Thor uses these
abilities as a 28th-level
caster, except for chaos
\'IEM‘H\ and HE'IHI h}'\l'”'\.
which he uses as a
29th-level caster. The
save DCs are 37 + spell
level. Atd, animate
objeets, antimagic field
Bighy's clenched fist
Bighy's crushing hand
Bighy's grasping hand
blade barrier, bull's
m:'al_u!h. call ||_1:|'II

ning, chaos ham

mer, cloak of
chaos, control
weather, conlrol

winds, dispel evil
|i|\r"|'|I |.I|\. .lrl'lrll JULIR
endure clements, flame
strike, fog cloud, holy
aura, holy smite, holy
||'|‘||\lI e sftorm; rll.lll\.:ll
civele against evil, magic corcle aganst law, magic vestment, magic
weapon, mind blank, obscuring mist, power word stun, power word
blind, power word kill, prismatic spheve, protection from elements, protes

tion from evil, protection from law, |.'rl|u'w:-lrr. righleous JIIII.:r'II'. sandhnary
shatter, shield other, sleet storm, spell imnunity, spell resislance, spiritual
weapon, sloneskin, starm of vengeance, summon monster IX (as haos
or good spell only), whirhwind, word of chaos

Divine Rage: The following changes are in effect as long as
Thor rages: AC 72; hp 1,560; Atk +114/4109/+#104/+99 melee
(4dB+89/19-20/x%3, Mjolnir); SQ Fire resistance 60, SR 48; SV Fort
+66, Will +64; Str 102, Con 42; Climb +94, Concentration +59,
Jump +94, Swim +94, His rage can be used 18 times per day, it lasts
for 1 hour (or until ended), and he is not winded afrerward

Ranger Spells/Day: 6/5/5/5; base DC = 19 + spell level
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Possessions: Thor possesses several powerful arrifacts, includ
ing a magic belt thar doubles his strength (accounted for in his
||.'|||['I scores, above ). He also owns a magic chariot he can fold up
and put in his pocket that is pulled by his rwo goats Tanngrisnir
and Tanngjost (see below)

His most famous possession is his warhammer, Mjolnir, a +§
chaotic distance ghost touch holy mighty eleaving relurning thundering

warhammer with the following additional properties. Mjolnir

weighs roughly 2 tons, requiring Thor's doubled strength rowield
it. The hammer inflicts 4d8 points of damage. Victims of a critical
hit must make a Fortitude save (DC 55) or be deafened perma

nentlv. In addition, Miolniy deals 4d8 temporary Constitution

damage every round it is held unless the wielder wears Thor's spe
cial gauntlets. Finally, Thor can throw Mjalnir at any target he can
see 1(‘,L-|I‘||l"-‘~ of distanc £ due to Thor's ‘1”l‘11ll.'.[|'t and skill and the
warhammer's improved distance enchantments

Caster Level: 20th; Weightl: 2 tons

ther Lhiv a g"._]'.-.(l|-

As a greater deity, Thor automartically receives the best possible

restlt on any die roll he makes (including attack rolls, damage,

checks, and saves). He is immorta
Senses: Thor can see, hear, touch, and smell ar a

distance of l.'l-.:]][t'L‘]l miles. As a standard acron, he

can perceive mL'I]ul‘.g within |'I_a__'h||'|'|'| miles of his wor-

shipers holy sites, objects, or any location where one of

en in the last hour. He can extend

his titles or name was sp
his senses 1o up to twenty locations at once. He can block the
sensing power of deities of his rank or lower at up to two

remote locations at once for

FTanngrisnir and Tanngjost, the legendary goats that pull
Thor's chariot: CR 6, Large animal; HD 8d8+24 (88 |||l. Init 0
Spd 80 fr, fly 100 fr. good; AC 11 (rouch 9, flar-foored 11); Atk +11
melee (1d8+5, burt); SQ Re-torm; AL N; SV Fort <9, Ref +6, Will +2;
Str 21, Dex 11, Con 16, Int 2, Wis 11, Cha 4

Skills: Listen +8, Spot +8

Re-form: Thor can slaughter and eat these goats in the evening
and, in the morning, bless the bundled skins and bones, and
they rise up whole again. The skins and all the bones must be
present and whole, or one or more of the goats rises up injured
appropriately

Lord of the Frost Giants

Intermediate Deity y
Symbaol: White double-bladed agg =
Home Plane: Midgard ( Jotunhgi
Alignment: Chaotic evil
Portfolio: War, cold, giants

'\‘E"nr»hi|w|'=i. Frost giants, !'L;1||Li-'

Cleric Alignments: CE, CN, )X

Domains: Chaos, Earth, Evil, 58
Strength, War

Favored Weapon: Greataxe

Thrym traces his lineage back ,-tlw'iﬁh n‘md;lu- crea
ture from whose body Odin, Vi& and Vili mide the world. The
death of Ymir is a grudge the frost giames in particular hold
- against the Aesir. Thrym once

18 hours
Portfo-
lio Sense:
Thor senses
all storms,
combat ol
any kind, and
any  Aesirs
cry for aid in
battle the in
stant it hap
pens and nine
teen  weeks
into the past and
the future L
Automatic Ac- *
tions: Thor can use
Animal Empathy, Climb

Concentration, Craft (metal-
working), Craft (stonework
ing), Handle Animal, Heal
Hide, Intimidare, Intuit Direc
tion, Jump, Knowledge (na-
ture), Listen, Move Silently
Ride (horse), Search, Spot,
Swim, Use Rope, or Wilder

ness Lore as a tree action it

the DC for the task is 30 or

lower, He can perform up to
twenty such free actions
each round

Create Magic Items:
Thor can create any
kind of magic item
related 1o combar or 1o

\.l'”llll]l]“l\.: the weather

griet 1o win Freya as his bride
by holding Thor's hammer
hostage. Unforrunately for
him, the ;_'\'\i*- -|:‘iJ_[I.I.l“'\J Thaor
as the bride and Loki as the
bridesmaid. When Thrym
grdered the hammer brought
in to hallow the wedding
Ihor snatched it up and laid
wiastie [0 every mant III(‘“'I||,

including Thrym

[.'Jf.h_||||.1
A
in Mannheim, often cooper
ating with Loki's cult. These
cults reach thar the world

ew cults of Thrym thrive

d in the Fimbul
Winter, and that cold wil

will e

triumph after Surtur's fire

. L burns the waorld. Mem
» i

bers of Thrym's cult seek
every opportunity to

undermine Thor's cult,
and they have F\Ic‘rsl\ of
help and experr advice
from Loki's cult
[hough Surtur has a
similar cult, fire and ice
never mix

Clergy and Temple:
: f
Thrym rarely grants divine

power excepr 1o glanis

However, a rare few indi
viduals in Mannheim
h-|\'l' I'-||]]l"-| h'l‘\ .lp"ll‘\.il
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[hey conceal their devotion to the grant destined to freeze over
the world

Thrym's ll-mph--. in Mannheim are hidden affairs, much like
Lokis, In Jotunheim they are enormous fortresses that ring with
||1|.' m.llmxl uli-[l'll' [lllll.'_l" Li.l“- .m\| Iﬁl:_',t',l 1 hl'\ ms |LIILII‘||'1|.‘I:I‘|! |r:|1'||‘-|c'r~
are centers for preparation for Ragnarok. Temples in Mannheim
secretly store weapons in |*J'1'|\.rl.lti.nll for the cult to ll_n.:]l[ .I]LIIL!.‘!
side the giants

Visitars to Thrym’s temples have only a few seconds to prove
their devotion to Thrym before the members of the cult artack. The
clergy and the members of the cult in Mannheim do not leave wit
nesses alive to report their activities.

HRYM

Barbarian 20/Fighter 20

Gargantuan Outsider (Chaotic, Cold, Evil)

Divine Rank: 14

Hit Dice: 20d8+200 [(outsider) plus 20d12+200 (Bbn plus
20d 104200 (Fir) (1,200 hp)

Initiative: +12 (+8 Dex, +4 lmproved Initiative

Hprﬂlr 130k

AC: 63 (4 size, +8 Dex, +14 divine, +27

Attacks: Cargantuan +5 chaotwe iy burst mughty cleaving greataxe

7 207/

n.uu['_ll, +& deflecrion

7 7 +62 melee

Damage: Gargantuan +5 chaotic icy burst mighty cleaving greataxe
464 34/19-20/%3

Face/Reach: 20 ft. by 20 ft./20 ft

Special Artacks: Domain powers, salient divine abiliries, spell-
like abilities

Special Qualities: Divine immunities, fire immunity, DR
49/+4 (4/=), fast healing 34, understand, speak, and read all
languages and speak directly to all beings within 14 miles,

remote communication, godly realm, leleport without error at
will, plane shift ar will, cold subtype, uncanny dodge (cannot
be flanked, +4 against traps), SR 46, divine aura (1,400 ft.,
DC 32)

Cold !-iubr'lv]w'. Immune to cold Lll.ll'll.l.n!l'

Saves: Fort +56, Ref +56, Will +57

Abilities: Str 44, Dex 27, Con 31, Int 27, Wis 28, Cha 27

Skills*: Bluff +49, Climb +69, Craft
llelL!IH.IL'\' +§7, Disguise +49, Handle Animal +60, Hide +37,

(stoneworking) +60,

Intimidate +59, Jump +69, Knowledge (history) +49, Knowledge
+49, I\'nm\']nl_\;:- 'I't'l!_l._"h'll'l_l +49, Listen +48
64, Search +49,
Sense Motive +50, Spellcraft +49, Spor +52, Wilderness Lore +56

(the planes

Profession (stonemason) +50, Ride (horse
Always receives a 20 on checks

Feats: Alertness, Blind-Fight, Blindsight s-fi. Radius, Cleave,
Combar Reflexes, Dodge, Endurance, Expertise, Eyes in the
Back of Your Head, Great Cleave, Hold the Line, ]'Iﬂ]"l'\l\'ni Bull
Rush, Improved Critical (longsword), Improved Disarm,
Improved Grapple, Improved Initiative, Improved Sunder
Improved Trip, Improved Unarmed Strike, Knock-Down, Iron
Will, Lightning Reflexes, Mobility, Power Attack,
Crirical (longsword), Quick Draw, Spring Attack, Stunning Fist

Weapon Specialization

Power

Sunder, Weapon Focus (greataxe),
greataxe ), Whirlwind Artack

Divine Immunities: Ability damage, ability drain, acid, cold.
death effects, disease, disintegration, electricity, energy drain,
mind-affecting effects, paralysis, poison, deep, stunning, rransmuta
tion, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter Size, Banestrike
good outsiders), Battlesense, Call Crearures (frost giants), Divine
Battle Mastery, Divine Fast Healing, Divine Rage, Divine Storm,
Energy Storm (cold), Extra Domain (Strength), Extra Domain
War), Extra Energy Immuniry (fire), Indomirable Srrength, Trre
sistible Blows, L‘ll:lg"i'\'!1.|hg:'_ Sunder and Disjoin

Domain Powers: Cast chaos spells at +1 caster level; 14/day
turn or destroy air creatures, or rebuke or command earth crea
tures; cast evil spells at +1 caster level; 14/day fear of strength (+14

yancement bonus to Sir for 1 round)
Spell-Like Abilities: Thrym uses these abilities as a 24th
|l'\'s'| caster, excepr far chaos !-]H'”'- and evil h'pt'”'-_ \\'|1IL'|1 he uses

&én

as a 25th-level caster. Save DCs are 32 + spell level. Animate
objects, Bighy's clenched fist, Bighy's erushing hand, Bighy's grasping
hand, blade bavrier, blasphemy, bill's strength, chaos hammer, cloak of
||i.||'~_ crel J”Iill |[il .|I| secrale, |iI\FH| [EI|I||.]. i!|'~[‘l'! I||i||'. |-|||'llll r':lll'l'l.
il swarm (as earth spell only), endure elements,

carthguake, elemen
flame strikee, ron body, magie civele against good, magic civele against
law, magic stone, magic vestment, magic weapon, powe word blind,
power ward kill, power word stun, protection from good, protection from
law, righteous might, shatter, soften earth and slone, spell immunity,
\f‘:f.‘u stomes, -[‘lr':lll;n] Whea o, staneskin, stone -Jl.r['g'. smmon maonsies

IX (as evil or chaos spell only), unholy auwra, unholy blight, wall of

stone, word of chaos

Divine Rage: The following changes are in effect as long as
Fhrym rages: AC 58; hp 1,500; Atk +82/+77/+72/+67
(4da+39/19-20/x3, Gargantian +5 chaotic icy buvst nughty cleaving
greataxe); SQ SR 56; SV Fort +61, Will +62; Str 54, Con 41; Climb
74, jump +74. His rage can be used 14 nmes per Li.n,'. it lasts for 1

hour (or until ended), and he is not winded afterward

melee

Other Divine Powers
As an intermediate deity, Thrym automarically receives a die result
of 20 on any check. Thrym treats a 1 on an attack roll or saving
throw normally and not as an automaric failure. He is immortal

Senses: Thrym can hear, see, touch, and smell at a distance of
fourteen miles. As a standard action, he can perceive anything
within fourteen miles of his w.\'.r|~|1|pv|-_ holy sites, objects, or any
location where one of his titles or name was spoken in the last
hour. He can extend his senses to up ten locations at once, He can
block the sensing power of deities of his rank or lower ar up to two
remote locations at once for 14 hours.

Portfolio Sense: Thrym autemarically senses events related
to giants, snow, or sleet storms regardless of the number of
|11'|\p]:' involved, both in the present and up o fourteen weeks
in the past

Automatic Actions: Thrym can use Craft (stoneworking),
Disguise, or Profession (stonemason) as a free action if the DC
for the task is 25 or lower
actions in a round

Create Magic Items: Thrym can create any magic weapon ol
armor, any wondrous item related to stoneworking, or any item

He can perform up to ten such free

that pIULELIL't‘w or uses cold or ice, as |l.HI\|.' as the item’s marker price

does nor exceed 200,000 gp.

God of Courage and Strategy
Intermediate Deity
Symbol: Sword
Home Plane: Asgard
Alignment: Lawful neutral
Portfolio: Courage, trust, sITalegy,
[achics, writing
Worshipers: Fighters, manks,

31.]|kll|.]I1\_ rangers, sages,

dwarves
Cleric Alignments: LE, LG, LN
Domains: Law, Protection, War
Favored Weapon: Longsword

One of Odin's sons by Frigga, Tyr appears as a powerful-looking
bearded man who has lost his |'1g|‘|1 hand. He is considered the
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Clergy and Temples

most senior Aesir after Odin and Thor, and the most courageous of
the gods. He wields great power in battle, and like his father can
dictate the outcome. Wise warriors invoke Tyr before entering

battle. Tyr's life is tangled up with monstrous wolves, He lost
<L At Rag
narok, he and Garm are destined 10 die fighting each other

15

right hand 1o Fenrir while the gods bound the son of Lo

Dogma

yr's cult teaches courage in everyday situarions as well as in
catastrophes or in battle. This is the courage of those who know
their capabilities, nor the
courage ot foolhardiness,
[yr's cult understands

the value of self-sacrifice,
but differentiates berween
necessity and throwing
ane's life away. The cult
sacrifice for
athers as an ideal, while
hnllilng '\_il'l'l[.ll'l' l-l"l— Pﬂ'f

fteac |1L'\.

sonal glory as anathema
Because of the cult's
tocus on sacritice [ol
others, it is welcomed in
all but the most chaoric
communities

T
[yr's clergy work to
\]rk-rlup their skills [l_L',:!][
ing with a weapon in
their left hand, if they're
not already left-handed.
When conducting their
religious duties, they
generally wear a closed
leather sleeve over their
right arm and hand in
l']11i]|.l|1l111 l‘t. r!‘ll"ll— l.ii'll‘.'
While theyre often
warm, L.‘i]ll\"l'\l:j“dl[ﬂp.

and encouraging, their
patience has limits.
Those who refuse to face
life with courage have
only so long to change
before Tyr's clergy leaves
them to suffer the fate of
their choices

Tyr's temples are rightly
u|'|.1_.1r||u'1'l tortresses
with duty rosters and
ceremony schedules
|‘-1"-IL‘\] for all to
I-r;ul ||ll"\' coan-
tain armories and
training halls, and may own fields where they can train locals in
formation fighring and maneuver

Visitors to Tyr's temples find the schedule will not bend to
their needs. Those who actively support the schedule and organi
zation find themselves welcomed. The elergy does not tolerate
sloth, disorganization, or chaotic trairs.

I'YR
Cleric 20, l-'ight:'r 20

Medium-Size Outsider
Divine Rank: 15

Hit Dice: 20d8+180 (outsider) plus 20d8+ 180 (Clr} plus 20d10+180
Fur) (1,060 hp

Initiative: +12 (+8 Dex, +4 Improved Initiarive)

."'i|'u':'|.|: 60

AC: 69 (+8 Dex, +15 divine, +28 natural, +8 deflecrion

Artacks: +5 bane® keen lan fu.' ||.I!|_[[\||'|ll.j +76/+71/+66/+61 melee; or

B/+73/+68/+63

wpl'l] v66 melee touch or 463 I'.Jl'l!.:t'll. touch *4;
against evil outsiders
Damage: +5 bane® keen lawful longsword 1d8435/15-20 or by spell
2d6 plus 1d8+35/15-20 against evil outsiders
Face/Reach: 5 fi. by 5 fi./5 fi
Special Attacks: Domain powers, salient divine abilities, spell
like abilities, turn undead 19/day
Special Qualities: Divine immunities, DR 50/+4, fire resistance
15, sonic resistance 35, spontaneous casting ot divine -pn-|l~
understand, speak, and read all languages and speak
directly to all beings within 15 miles
remote communication, godly realm, fele
port withou! evror at will, plane shift ar will,
SR 67, divine aura (1,500 ft., DC 32)
Abilities: Str 32, Dex 27, Con 28, Int 43,
Wis 28, Cha 27

a5: Fort +58, Ref +57, Will +58

Skills Balance +&2,
Bluff 462, Climb
+69, Concentra
tion +68, Diplo
macy +75, Gather
Information +58,
Handle Animal +66,
Heal +67, Innuendo
+62, Intimidate 462,
Jump +7
larcana) +74,

§, Know |-.'|.ij.'_c'
Knowl

edge (history) +67, Knowl
edge (nobility and royalty) +66,
Knowledge

Knowledge (reli
Listen +61, Ride (horse) +70,

[l'l(' |_\|.||l('~ 6y,

mng +73,

Scry +67, Sense Molive
+60, Spellcraft +74, Spot
+61, Swim +69, Tumble +62
Always receives a 20 on checks
Feats: Alertness, Cleave, Combat
Casting, Combat Reflexes, Dodge,
Empower ."-|wl|. Endurance, Exper
rise, Extra Turning, Extra Turning,
Great Cleave, Great Fortitude, Improved
Bull Rush, Improved Crirical (longsword),
Improved Disarm, Improved Initiarive,
Improved Trip, Ilron Will, Lightning
Reflexes, Mobility, Power Attack
Power Critical (longsword),
Quick Draw, Quicken Spell,
Sacred Spell, Silent Spell, Spell
Penetration, Spring Arack, Srill
Spell, Weapon Focus (longsword), Weapon Specialization

(longsword), Whirlwind Artack.

Divine Immunities: Abiliry Ll.lm.a;__ls', ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain,
mind-affecting effects, l‘l.]T.ll\"\'h_ poison, sleep, stunning, fransmu
ration imprisonment l"-llll-*llnl“l”

Salient Divine Abilities: Alter Form, Alter Size, Annihilating
Strike, Banestrike (giants), Banestrike (evil outsiders), Bartle
sense, Create Greater Object, Create Object, Divine Bartle Mas-
tery, Divine Inspiration (courage), Divine Storm, Divine Weapon




Uther -|'|"||||' Fowers

Focus (longsword), Divine Weapon Specialization (longsword),
[ncreased Energy Resistance (sonic), Increased Spell Resistance
Lay Quest, Power of Truth, Shapechange

Domain Powers: Cast law spells at +1 caster level; 15/day

.l'lu'h cove wrard | o h('d .'u.JI]IL'I.l Eains 4 20 resistance DonUs on next

s throw, maximum duration 1 hour)

ell-Like Abilities: Tyr uses the following abiliries as a
s, which he uses as a 26th
e freld, blade
m emotions, dictum, dispel chaos, dwine power, flame strike,

savin
s

25th-level caster, except for law spel

level caster. Save DCs are 33 + u|,‘|1‘||. level. Antim

hold monster, magie civele against chaos, magic vestment, magic
weapon, mind bank, order's wrath, power word blind, power word kill,
power word stun, prismalic splhere, protection [rom chaos, prolection
from elements, vepulsion, sanctuary, shield of law, shield other, spell
ity 1_{!(” resistance, spivibual weapon, stommon monster 1X (as
law spell only)

Cleric Spells/Day: 6/9/8/8/8/8/6/6/6/6; base DC = 19 +
ell level

As an intermediate deiry, Ty:

auror l1'.|||\ receives n tll('

result of 20 on any check, Tyt
treats o 1 on an attack roll or saving
throw normally and not as an auto-
matic failure. He is immortal
Senses: Tyr can hear, see,
touch, and smell at a distance of

&

As a standard I

fifteen miles

action he '. & ﬂ"
can perceive i -
anything (Nl
within fitteen i
miles of his

worshipers, holy

sites, objects, or
any locarion where
one of his ritles or
name was spoken %
in the last hour, He
can extend his senses

to up ten locations at

once. He can block the
sensing power of deities of
his rank or lower at up 1o two
remote locations at once ot
15 hiours

Portfolio Sense: Tyr automati

i
.'.Ili'-' senses events 'I'l'l.lll'd o plan-

ning, preparing, and raimnimng for battle,
any bartle, and any courageous choice or
decision made regardless of the number of
people involved, both in the present and up to
fifteen weeks in the past.

Automatic Actions: Tyr can use Diplo
macy, Gather Information, Knowledge
arcana), Knowledge (history), Knowl
edge (nobility and rovalty), Knowledge
the planes), Knowledge (religion), or
Sense Motive as a free action if the DC for
the task is 25 or lower. He can perform up 1o ten
such free actions in a round
Create Magic Items: Tyr can create any magic

item that provides morale bonuses, or any magic weapon

or armor, as long as the item's market price does not exceed
200,000 §

~1

God of 1 Iunfing, An hery, and Winler

Lesser deity

Symbol: Longbow

Home Plane: Asgard

Alignment: Chaotic neutral

Portfolio: Archers, hunting, winte

Worshipers: Barbarians, druids
rangers, archers, elves, halflings,
half-elves, half-orcs

Cleric Alignments: CE, CG, CN &

Domains: Chaos, Protection, Travel

Favored Weapon: Longbow

Beautitul to look ar and an accomplished warrior, Uller is often
invoked by people entering single combar. The son of Sif and Tho
Uller has particular s

cill ar skiing and archery. His cunning males

him valuable to the council of the gods. When Skadi divorced

Niord, she married Uller

Dogma

Members of Uller's cult exult in combat as much as any Asgar
dians, but they see no reason to fight up close when
a they can use their bows from a distance. When it
comes [o ]H'[um.il contests, they would rather
compete at archery than with swords. The culr
--1:; p_ll'.dn those who preter melee o the worship ol
Uller's mother, Sif. As o hunter
Uller teaches respect lot wild
life and nature. He warns
ainst interfering with the
natural balance

-

ij

and urges his
followers to act
ike predators of
the animal kingdom
hunting the

ess it

.Il';ll eaving lh.L'

voung (o carry on

and continue the species
(.it'l'.{u.:llil .|1'III}.-II"~

Uller's clergy are often found
hunting food for their temp
and their community. They

often serve as messengers
betrween communities iso
ated by snow and ice, skiing or
All carry longbows

driving dog sleds
or shortbows.

Uller's temples resemble hunt

mng lodges. In addition to great
hall, they have storage rooms
and workrooms for making skis
dog sleds, bows, and arrows. The

kitchen resembles a butcher shop

as junior members of the clergy skin

and butcher those animals Uller granis
to them for food

Visitors to Uller's lu-rn|1|v~ find them
‘\':'l\ s \.\'I'[l'l\l'l‘_l‘_ }1l'l‘k".lll‘li ||1.l"\' '-hl'-\\' resped 1
and appreciation for the natural balance
fore them. Hunters

and the food put be

al all sorts are particularly welcome

tﬂ.l I|1|- [+ |l‘|[_"| and faithful share tech
niques and ricks with the visitors

iq myy

&
o
B
3
G
é
:
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Tllus. by S. W5

ULLER
Barbarian 20/ Ranger 20
Medium-Size Outsider
Diivine Rank: &
Hit Dice: 20d8+160 (outsider |\|_.~ 20d124160 (Bbn) plus

20d10+160 (Rgr) (1,080 hp)
Initiative: +20 (+16 Dex, +4 l:-'.||:m.1'li Initiative
Spt-c-d. "0t
AC: 59 (+16 Dex, +6 divine, +19 natural, +8 deflection)

Attacks: +5 bane® frost

wrand greatswond +61/456/451 /446 melee; or
+5 bane nughty chaolic icy burst ¢ mpasite li nghow (+10 Str bonus
with +5 arvows +73/+68/+63/+58 [.myui Sword +63/458

+53/+48, |-.=I|_|__',-I"u'.\' +75/+70/+65/+60 against tavored enemies

Damage: +5 bane® frost brand preatsword 2d6+20/19-20; +§ bane

ot (410 Ser bonus) with +5

ntighty chaotic icy burvst composite lon

arvows 1d8+20/19-20/%3 "Sword 4de+20/19-20, longhow 2
plus 1d8+420/19-20/%3 against favored enemies

Face/Reach: 5 ft. by 5 f1./5 fi

Special Attacks: Domain powers, salient divine abilities,
spell-like abilities

Special Qualities: Divine immunities, DR 41/+4 (4

hire resistance 26, spontaneous casting of divine

, speak, and read all languages and

spells, unde

Sanc

speak directly 1o all beings within 6 mi

port withoul error at

©s, remote

comminicanon, -_'lell\ realm, le

will, plane shifl at will, favored enemies
dragons +5 .'"|.|_L‘Il..|| beasis +4,
goblinoids +3, aberrations +2
undead 1 rage
&/day, uncanny |il||-jll',l'

cannot be Hanked, +4
against traps), SR 38,

divine aura (600 tr., DC 24

Saves: Fort +46, Ref +54, Will
L g 8

Abilities: Str 30, Dex 42, Con 26, Int
25, Wis 27, Cha 26

Skills: Animal Empathy +40, Bal
ance +30, Bluff +37, Climb +47,
Concentration +35, Crafi

{bowmaking) +49, Diplo-
macy +41, Handle Ani
mal +50, Hide +54,
Intimidate +46, Intuit X
Direction +50 IL||~.-,].
+52, Knowledge (na
fure) +59, Listen +52,
Move Silently +54,
Ride (horse) +37
Search +45, Sense
Maotive +25, Spot
48, Swim ++1
lumble +41, Use Rope
+54, Wilderness Lore +74
.'\l:':
Endurance, Exper-
tise, Far Shor, Great Cleave,

Cleave,

Improved Bull Rush, Improved Crirical
tcomposite  longbow), Improved
Initiarive, .\ll\l'-'.l:ll'-. Poim ﬂlllll\
Shot, Power Artack, Precise Shot

Quick Draw, Rapid Shot, Run, Sharp
Shooring, Shot On The Run, Track
\'(v:||ln|: Focus (« omposite |L|11.n'_|'-l'\\'-

Divine Immunities: Ability damage, ability drain, acid, cold
oy drain

nil..l[t'. etlects l|1'~i'.J-|1' \]'_ﬂll;l';:‘:'.ill eCITICITY, &N

ind-aftecting ettects, paralysis, poison, sleep, stunning, transmuta
tion, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter Size, Diving
Archery, Divine Celerity, Divine Ranger, lcewalkingt, Instant
Move, Shift Form, $Unique ability, described below

Domain Powers: Cast chaos spells at +1 caster level; 6/day pro
techive ward (touched subject gains +6 resistance bonus on nex
saving [||.'||I'.'~ maximum llll! ition 1 |]:ll|| & rounds/day |||'{'-,|||:'|'.
ol movemenl

Spell-Like Abilities: Uller uses these abiliries

caster, except for chaos spe

-l | |-I|‘| !1":1-|

Is, which he uses as a 1 7th-level caster
Save DCs are 24 + spell level. Animaie objects, antimagc field, astral
profection, chaos hammer, cloak of chaos, dimension door, dispel law, exp
ditious retreal, find the path, fly, locate object, magic civcle against law,
nuingd blank, phase door, prismalie sphere, pratection from elements, proter
tiom from law, repulsion, sanctuary, shatter, shield other, spell inumuniiy,
~_I‘:'|'|' resistance, swmmon monster 1X (as chaos ‘-|'l'” only ), |':|J'|'Il, tele
port without ervor, word of chaos.

Greater Rage: ['he following changes are in effect as long as
Uller rages: AC 57

hp 1,260; Atk +64/+59/+54/+49 mu
2d6+23/19-20, +5§ bane frost brand
greatsword); SV Fort +49, Will +49; Str
yi, Con 32; Climb +50, Concentration
Ennheryar +38, Jump +55, Swim +44. His rage
lasts for 14 rounds, and he is not
winded .l:ll'l\\'.:lll
Ranger Spells/Day: 5/5/5/5,
base DC = 18 + spell level
’ Icewalking (unique salient
divine abiliry): Uller can glide
L~ throug

-
" —

h OT OvVer snow and
ice as casily as a fish swims

through water. His travel

4 eaves behind no track
M runnel, or hole, nor does
he create any ripple o

ather signs of his passing

Other Divine Powers
As a lesser deiry, Uller may
take 10 on any check
Uller treats a 1 on an atrack

roll or saving throw nor
mally and not as an auto
matic failure. He is immortal

Senses: Uller «

sCe,
hear, rouch, and smell ar a
distance of six miles. As a
standard action, he can per

ceive anything within six
miles of his worshipers, holy
sites, objects, or any loca

tion where one ol his |.|l|-~
Or name was wpu]u'l: in the
last |il'LII He can c‘\lr'llli his
senses [0 up o hive locations at
once. He can block the sensing
power ot deities of his rank or
lower at up o wo remote loca
tions at once for 6 hours

Portfolio Sense; U]

er auto
matically senses events related to

:'“lll'l’ﬁ' [ (] r:'l'll. live |]I|:||i|c'll ar monre ]'I'I I"lll'

through hunting, and archery contests with any combination of
spectators or contestants that toral five hundred or more people

Automatic Actions: Uller can use Animal Empathy, Craf

(bowmaking), Hide, Intuit Direction, Move Silently, or Wilderness




Lore as a free action if the DC for the task is 20 or lower. He can per
form up to five such free actions each round

Create Magic Items: Uller can create any magic item related 1o
hunting or archery, as long as the item's market price does not
exceed 30,000 gp

ASGARDIAN MONSTERS

INHERJAR

The einherjar are Odin's warriors, chosen by the valkyries from
those fallen in battle. They pass their rime fighting during the
day and feasting in Valhalla at night. When Ragnarok comes,
they will march out of Valhalla and fight alongside the Aesit
against the giants

The staristics for einherjar apply equally to the female warriors
from Sif's hall

'Warves

Dwarf Trs
oids; +2 bonus on Will saves against '-pt'”"\ and 'G]JL'” like abilities:

ts: +1 bonus on attack rolls against orcs and goblin

+2 bonus on Fortitude saves against all poisons; +4 dodge bonus

against giants; darkvision; stonecunning (+2

racial bonus on
checks to notice unusual stonework; can make a check for unusual

‘TI\I'h'\‘.'llFl\' as Ih.l.““!.:]] .'lJ.'[]\l'l'. '-t':]]'i'l'l!l'l}l \\.'!'Il‘ll '.\’llll]ll 10 teet -I|I1|

Dwarf Einherjar
Small Outsider
Quasi-Deity (0] Q
Fighter 20

20d 10480 (190)

Hit Dice:

Initiative: +5 +5
Speed: 50 a0
AC 19 (touch 11, flar-footed 18)
Attacks: Dwarven urgrosh +19/4+14/49/+4
melee; or
dwarven urgrosh +15 ranged
Damage: Dwarven urgrosh 1d8+4,/19-20/%3;

or dwarven ll;l1_[|'|l'-|l 1d6/19-20/¥3

Special Qualiries: Dwarf traits, quasi-deity trairs

Elf Einherjar
Medium Outsider
asi-Deity (0)
Fighter 20
20d10+20(130)

20 (rouch 15, flar-footed 17
Longsword +26/+21/+16/+11

can use the Search skill to find stonework traps as a rogue can;
intuit depth); +2 racial bonus on Appraise checks and Craft or Pro
fession checks ||'|.]]L‘il to stone or metal

Quasi-Deity Traits: Immune to transmutation, energy drain
ability drain, ability damage, mind-affecting effects, electricity,
cold, and acid; fire resistance 20, DR 35/+4, SR 32, immortal

Elves
Elf Traits: Immune to magic sleep spells and effects; +2
racial bonus on Will saves against enchantment spells or
effects: low-lighr vision (can see twice as far as a human in low
light conditions); entitled to a Search check when within 5 feet
of a secret or concealed door as I’]\rllp,l'- ac |I\i‘|'§ ll'l']illl_l.'. tor it
Martial Weapon Proticiency [composite |--||y,'l'-n\l'. composite
shortbow, longhow, longsword, and rapier) as bonus feats; +2
racial bonus on Listen, Spot, and Search checks (already figured
into the statistics)

Quasi-Deity Traits: Immune (o rransmutation, energy drain,
ability drain, ability damage, mind-alfecting effects, electriciry,
cold, and acid; fire resistance 20, DR 35/+4, SR 32, immortal

Humans
{zll;.lhi-“i.'il‘_\' Traits: Immune (o transmutation, energy drain,
ability drain, ability damage, mind-affecting effects, electricity,
cold, and acid; [ire resistance 20, DR 35/+4 (4/—), SR 32, immortal

Human Einherjar

Medium Outsider

Quasi-Deity (0)

Barbarian 20

20d12+440 (170)

5

70

17 (touch 11, flar-tooted 17
Battleaxe +25/+20/415/+10 melee

melee; or composite longbow
+26/+21/+16/+11 1';1!11._{1:('
Longsword 1d8+3/18-20;
or composite longbow 1d8+2/19-20/¥3
EIf traits, quasi-deiry traits

Battleaxe 1d8+4/x3

Quusi-deity traits, fast movement,
greater rage 6/day, uncanny dutigv
{cannot be flanked, +4 against rraps)

Saves:
Abilities:

skills:

Feats:

Fort +16, Ref +9, Will +8

Str 15, Dex 13, Con 18,

Int 10, Wis 10, Cha 10

Climb +11, Craft |11:-l;|J\\'.>|'me,.
13, Cralt (stoneworking) +14,
Jump +11, Listen +2, Spot +2

Alertness, Blind-Fight, Cleave,
Dodge, Endurance, Exotic Weapon
Proficiency (dwarven urgrosh),
Great Cleave, Improved Bull Rush,
Improved Critical (dwarven
urgrash), Improved Initiative, lron
Will, Lightning Reflexes, Power
Attack, Quick Draw, Run, Sunder,
Weapon Focus (dwarven urgrosh),
Weapon Specialization (dwarven
urgrosh)

Climate/Terrain:
Organization:

Challenge Rating:

Alignment:

Asgard
[roop (20-40
20

Neutral good

Fort +13, Ref +13, Will +8

Str 13, Dex 20, Con 12,

Int 10, Wis 10, Cha 12

Climb +14, Handle Animal +6
Jump +13, Listen
#12, Search +2, Spot +2, Swim +13,

+2, Ride (horse)

Cleave, Dodge, Great Cleave,
Improved Critical (composite
longbim' )i ln'l].'ri'l'l\'cd Crtical
(longsword}, Improved Initiative,
Iron Will, Lighiming Reflexes,
Maobility, Power Attack, Quick

Diraw, Spring Attack, Sunder,
Weapon Finesse (langsword),
Weapon Focus (composite ]nhgbUWJ.
Weapon Focus (longsword), Weapon
Specialization (compasite longbow),
Weapon Specialization (longsword)
.J\k:_".||||

[roop (20-40)

2

Chaotic good

Fort +14, Ref +9, Will +&

Sir 18, Dex 13, Con 14,

Int 10, Wis 10, Cha 12

Climb +14, Handle Animal +13,
Intimidate +18, Intuit Direction +12
Jump +14, Listen +14, Ride (horse)
+15, Spor 42, Swim +16, Wilderness
Lore +12

Alertness, Cleave, Impn‘:\'rd
Initiative, Lightming Reflexes,
Power Artack, Quick Draw, Sunder,
Weapon Focus (battleaxe)

Asgard
Troop (20-40)
.1||

Neutral good




ekel

Hllus. by A5

Fast Movement: The einherjar
wedring no armor, light armor, or medium armor (and not carrying

1as a speed of 70 feet when

a I-.l'.i\.'\.' |||.]i|'

Greater Rage: The lollowing changes are in effect as long as the
einherjar rages: AC 15; |1]3 230; attacks +28/+23/+18/+13 melee
1d8+7/%3, battleaxe); SV Fort +17, Will +9; Str 24, Con 20; Climb
#17, Jump +17, Swim +19. His rage lasts for & rounds, and he is not
winded afterward

IANTS

#Male or Female Jotunheim Frost Giant: Quasi-deiry
divine rank 0); Bbn20; Gargantuan oursider (evil); HD 20d8+123
hp 213; Init +3; Spd 130 fi; AC 18 (touch 5, flat-footed 18); Atk

22/417/412 melee
2dB+9/19-20/%3
Huge masterwork
greataxe, or +11/+6/
+1 ranged (2de+9
rog ]-.'
20 f1. by 20 ft./20 ft.;
SA Rock throwing;
SQ Cold subtype,
DR 35/+4 (4/-)

darkvision 60 ft., fast

Face/Rea |I

movement, greater

rage &/day, rock
catching, uncanny
dodge (cannot be
flanked, +4 against
quasi-deity
traits; AL CE:; SV Fort
18, Ref +7, Will +8&;
str 29, Dex 9, Con
23, Int 10, Wis 10,
Cha 12

Skills amd

traps

Feals:
Climb +19, Hide

15, Intimidare +11

Intuir Direcrion +10
Jump +19, Listen +12
Spor +18, Wilder
ness Lore +10; Alert

ness, Cleave, Endu
ance, Great Cleave,
Improved Critical
Lt Improved
Initiative, Iron Will

cataxe

Lightning Reflexes
Martial Weapon Pro
ficiency (greataxe)
Power Artack, Quick
Draw, Run, Sunder
loughness, We

Cold Subty

apon Focus (greataxe), Weapon Focus (rock

pe: Immune to cold damage |,|M'~-.||-||i'|L-d,nn,ul_u.-

from fire unless 1 saving throw for half damage is allowed, in

which case it rakes half damage on a success and double damage
on a failure.

Fast Movement: A Jotunheim frost giant has a speed of 130 feer
when wearing no armor, light armor, or medium armon

Greater Roge The follow INg « !1.i|1:.'_¢-~. are in etfect as |"|"." 15 a
Jorunheim frost glant rages: AC 16; hp 333; Ak +25/420/415 melee
(2d8+12/19-20/%3, Huge masterwork greataxe); SV Fort +21, Will
+11; Str 35, Con 29; Climb +22 Jump +22. His rage lasts for 12
rounds, and he is nor winded afterward

Quasi-Deity Trails: Immune to transmutation, energy drain, abil
ity drain, ability damage, mind-affecting effects, electriciry, cold

and acid; fire resistance 20, DR 35/+4, 32, immortal

AC 35 [1c

P Male or Female Muspelheim Fire Giant: Quasi-deiry
divine rank 0}; Frr20; Garga v HD
20d8+123; hp 213; Init +3; Spd 120 fi;; AC 18 (touch 5, flar-footed
18% Atk +27/422/417/412 melee (2d8+11
_l!|'|'.||‘-“lll.--: yor +16/411/4+6/+1 |-I:|J'_'i'li'_1l.!fl ~'4F-||.- 2de fire, rock

YDR 35/+4

wuan outsider (evil, fire, lawd

sterwork

19-20, Huge ma

Face/Reach 20 ft. by 20 fi./20 fi.; SA Rock throwing;
darkvision 60 fi quasi deity traits, fire subry ey O k catc hing; Al
LE; SV Fort +20, Ref +13, Will +14; Sir 29, Dex 9, Con 23, Int 10, Wis
10, Cha 12

Skalls and Feats: Climb +39, Craft (stoneworking
Animal +13, Hide —13, Intimidate +21

32, Handle

1(}

Intuit Direcrion +1

Jump +39, Listen 422, Ride (horse) +1, Spot +22, Wilderness Lore

Alerimess, Cleave, Combat Reflexes, Endurance, Great

Cleave, Grear Forti

tude, I||||-:.-\:'|| Bull

Rush, Improved Crit
| 3

cal (grearsword Im

- i " 1 1
roved Lrincal (rock

Improved Initiative,
Iron Will
Reflexes, Martial Weap
on Proficiency
Power Artack
Quick Draw, Run, Ski

Lightning

great

sword

|
Focus (Cratt [metal
working ), Skill Focus
Wilderness Lore), Skill
Focus ( Handle Animal),
Sunder,
Weapon Focus

l.-ll;',]mr-n,
great

sword}, Weapon Focus

(rock), Weapon Special
ization (greatsword

Quasi=-Deity Trails
Immune to transmu
tation, energy drain
abiliry

damage, mind-affecting

.ll‘lll['\.' -Il.llll
effects, electriciry, tire,
and acid; cold resist
ance 20, DR 35/+4, SR
32, immortal

Fire Sublype: Immune

to tire ,1.Ii"'|.|_|'t' ta
double damage [rom
cold unless a

LEs

saving
throw tor half damage is
allowed, in which case

it takes half dama:

¢ On

a success and double

damage on a failure

VALKYRIES

Handmaidens of Battle, Cho of the Slain

Quasi-Deities (0)

Laogma

There is no cult of the valkyries. Those seeking Valhalla or Sessrum
nir after death bels Mg 1o ults of Odin or Freya. Instead, the valkyries

serve the Asgardian pantheon in general. All valkyries are female.

P Valkyrie: Female Quasi-deity (divine rank 0); Pal20
Medium-size outsider; HD 20d8+140: hp 230; Init +19 Spd 6l ft;
flar-footed 293 Atk +30/425/420/415 melee
Ld8+9/19-20/%3, heavy lance or 1d6+9/19-20/%3, halfs

uch 1
JEAr or
SQ

SA Smite evil, turn undead 10/

1d8+9/18-20, longsword

Aura of courage, detect evil, divine grace, divine health, empathis




link with mount, pegasus mount, lay on hands, remave disease 6/week
share L|----ll-. with mount, quasi deity traits; AL LG; SV Fort +19, Ret
+29, Will +19; Str 28, Dex 40, Con 25, Int 24, Wis 24, Cha 24

Skille and Feats: Climb +34, Concentration +50, Diplomacy +50

Handle Animal +50, Heal <50, Intimidate +30, Jump +34, Knowledge

arcana)+27, |\:14=\\'|.-L'5h'_.--|‘.1-|.-rv| +27, Know |:-1|LL|- |=_nl'-l!ll'. and roy
+27, Knowledge (religion) +33,

Knowledge (undead) +32, Listen +29, Ride (horse)

o

- i .
.

oy

alty) +27, Knowledge (the planes

6l \'l.iul 32, Swim +31; Alertness, Cleave,
Great Cleave 1ll1§1|'.|'.'-.'d Critical |]1_l||"~|":'_|| )
]E!I.["i'- i L-.| LTI .|| heavy |.||'.| e i'.n]-:'uh'\.i

Crirical (longsword), Improved Initiative,

Lightning Reflexes, Mounted Combart, Power
Attack, Quick Draw, Ride-By Atrack, Run, Spirited
Charge, Sunder, Trample, Weapon Focus (half- §
spear), Weapon Focus (heavy lance), Weapon
Focus {longsword

Smite Evil (Su): Once per day a val-
kyrie may attempt to smite evil
with one normal melee artack. She
gets +7 on her attack roll and

deals 20 extra points of dam

Smiting a creature thar is not
evil has no effect but uses I|'.t'
ability for thar day

ad (Sulk A valkyrie urns
undead as a cleric of two levels

T Llng

||l\\|'| \.\l‘lll'.‘i

Aura of Courage (Sujl A valky
rie is immune to tear, magical or
otherwise. Allies within 10 feet of
her gain a +4 morale bonus on
saving throws against fear effects

Detect Evil (Sp): The valkyrie can
use detect evil at will as the spell.

Divine Grace: The valkyrie
applies her Charisma bonus to
il saving throws. (This modi
fier is already figured into the
statistics given above.)
ie Health: A valkyrie is
immune to all diseases, including

magical diseases such as mummy
1
rot and lycanthropy

ic Link (Su): The val-

Emipai
|'-\l2:' can communicate
telepathically with the g8
mount at a distance of
up o one mile The val-
kyrie has the same

connecton 1o an mem

or a place that the . Wil

mount does

TasLe 6—=4: THE BERSERK

Class Base Fort Ref Will
Level Attack Bonus Save Save Save
15t +0 +2 +0 +0
2nd +1 +3 +0 +0
ird +2 +3 1 #1
-”h +3 ] +1 +1
Sth +3 o i +1 1
Bth -4 +5 +2 +2
Tth +5 +5 ¥ +2
8th 6 +6 +2 +2
9th +6 +6 +3 +3
10th +-7 +7 +3 +3

(-'. : )

Pegasus Mount: This creature grants its master empathic link and
share spells. See below [or staristics
Lay on Hands (5p): A valkyrie can heal wounds by touch as a
standard action. Each day she can cure 140 hit points. The valkyrie
can cure herself and can divide the curing among mulriple recipi
ents. She doesn't have to use it all ar once
Remove Dhsease (Spr: A valkyrie can remove disease, as the '\|.\:'||.
six times per week
Share Spells: A valkyrie may have any spell she casts on herself also
affect her mount if the lacter is within § feet at the rime. The val
kyrie may also cast a -i['-L"]I with a rar ger ol "You on her mount
Paladin Spells/ Day: 5/5/5/4 base DC = 17 4 1}11'” level
Casi-Deily Trails: Immune to transmutation, energy drain, abil
ity drain, ability damage, mind-affecting effects
electricity, cold, and acid; fire resistance
20, DR 35/ +4, SR 32, immortal

#valkyries' Mount: CR 12;
Large outsider; HD 12d8+36; hp
90; Init +6; Spd 60 fr., fly 120 fr
\-_,'lnl-'l AC 21 (touch 11, flat
foored 19); Atk +17 melee
= (1d8+6, 2 hoofs), +12 melee
(1d8+3, bite); SA Spell-like
ibilities; SQ Command, im
proved evasion, scent, SR 25;
AL NG, SV Fort +11, Ret +10,
Will +11; Str 22, Dex 15, Con

L6, Int 10, Wis 13, Cha 13
Skills and Feals [1j|.-llll1'|.n\ «3
Hide =2, Intimidare +16, Intuii
Direcrion +11, Listen +16", Search
11, Sense Motive +16, Spot +16
Wilderness Lore +16; Flyby Attac k
Improved Initiative, lron Will
Wingover. “+4 racial bonus on Lis

ten and SPoIL hecks

*r*.'” Like Ablities: Detect

good and detect evil ar will

in a 60-yvard radius as the
spells cast by a Sth-level
sorceraer

Seent (Ex): The creature
can detect dpproac 111!1;'
enemies, sniff our hidden
Toes, .I|'.I.i track k\'\ sénse

of smell

PRESTIGE CLASS:
BELESERK
Berserks are warriors who dress themselves in
bearskins {(“berserk” comes from “bear sark,” or “bear

shirt"), taking advantage of the fear most people have for wild

Special

Battle fury 1/day, +10 ft. movement
Damage reduction 1/

Beast shape 1/day

Battle fury 2/day, damage reduction 2/

Beast shape 2/day, damage reduction 3/

Battle fury 3/day, damage reduction 4/
Beast shape 3/day




animals and simultaneously inviring the wild rage of the animal
into the warrior's body. Berserks whip themselves into a battle
frenzy |1ll|n_u their shields and hl'l\l'l'll‘q like animals I'hey are
terocious tighters and seemingly insensitive 1o pain while this
madness lasts. Berserks make formidable enemies. In their rage
they have even been known 1o attack the boulders and trees of the
torest, and it is not uncommon for them to kill their own people

Barbarians generally disdain berserks, whose lack of control in
battle BOCS l":'\ ond even barbarians |L'!,[L‘[1Ll:11'\' rages I'he !\Hr_;nlh.m
gods are often arcane spellcasters themselves, so even wizards and
sorcerers may find themselves "blessed” with bartle fury:

As nonplayer characters, berserks are indistinguishable from
other ]ill.'h]'llt'h and warriors until II):‘Ir I'I'I.Ilil]l'h:- overtakes rht-m
[hey 1'-|l'=‘|\' ll"l\'t'l lt";’_t‘tlht'l'. I\']h".'.'l]lg firsthand how li‘L“"ll'ELI“-\
they can be to their own allies
Hit Die: di2

equirements
To become a berserk, a character must fulfill all the following
criteria
Alignment: Any nonlawful
Base Attack Bonus: +5,
Feats: Armor Proficiency (medium), Martial Weapon Proficiency
(battleaxe, longsword, or warhammer), Shield Proficiency

( 1dah HLI”*
he berserk’s class skills (and the key ability for each skill) are
Animal Empathy (Cha), Climb (Str), Intimidate (Cha), Jump
(Str), Listen (Wis), Spot (Wis}, Swim (Str), and Wilderness Lore
(Wis). See i.':h;ipl-:l' 4 of the Player's Handbook for skill .i:_--;;er[mn-.
Skill Points at Each Level: 2 + Int modifier

Class Features

All the following are class features of the berserk prestige class.

Weapon and Armor Proficiency: Berserks gain proficiency
with light armor as well as all simple and martial melee weapons, if
they did not have these proficiencies fram a previous ¢lass,

Battle Fury (Ex): Starting ar 1st level, berserks can enter
battle fury as a standard action. They gain +6 to Strength, +6 to
Constitution, and a +3 morale bonus on Will saves, but suffer a

2 penalty to AC while in battle fury. The increase in Constiru-

tion increases the berserk’s hit points by 3 points per level, but
these hit points go away art the end of the fury when the Consti-
tution score drops back to normal. (These extra hit points are not
lost first the way temporary hit points are; see Temporary Hit
Points in Chapter 8 of the Player’s Handbook.) While in his fury, a
berserk cannot use skills or abiliries thar require patience and
concentration, such as moving silently or casting \pr[]-. (the L111|'_t'
class skills he can't use are Animal Empathy and Wilderness
Lore). He cannot use ranged weapons. He can use any fear he
might have except for Expertise, item creation feats, metamagic
fears, and Skill Focus (if it's tied to a skill that requires patience
or concentration), While in a fury, berserks attack every being
they can see. When a berserk begins artacking a foe, she contin-
ues until thar foe dLr.\. the berserk dies or becomes ||1(':1p.‘u'|:.]lL‘L[_
or the fury ends

In order to avoid artacking a friend or innocent bystander, the
berserk must make a Will save (DC 15 + the number of rounds
already spent in a fury). A fir of bartle fury lasts for a number of
rounds equal to 3 + the character's (newly improved) Constitution
modifier. The berserk may not prematurely end the bartle fury vol-
untarily. If there are no longer any beings in sight, the berserk ran-
domly artacks walls, rocks, trees, doors, or anything else she can
see. At the end of a fury, the berserk is fatigued (-2 1o Strength, -2
to Dexterity, can't charge or run) for the durarion of that encounter
The berserk can only fly into a fury once per encounter.and only a
certain number of rimes per day (determined by level)
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Movement Bonus (Ex): Ar st level, berserks increase their
movement rate by 10 teet. This bonus only applies o the berserk's
human and hybrid forms.

Beast Shape (Su): At 3rd level, the berserk selects a totem
animal from the following list: bear (brown), boar, eagle, raven,
whale (cachalot), or wolf. A number of times per day determined
by level, the berserk may change shape into a hybrid creature
with features thar combine human and animal, or into the animal
itsell. A hybrid retains the use of human arms, hands, and intelli
gence, but loses the power of speech. A hybrid cannor use skills
or abiliries that require patience and concentration, such as
moving silently or casting spells (the only class skills he can't use
are Animal Empathy and Wilderness Lore). He can use any feat he
might have excepr for Expertise, item creation feats metamagi
feats, and Skill Focus (if it’s tied to a skill that requires patience
or concentration), Hybrids also gain +2 Strength and +2 Consti
tution. The increase in Constitution increases the berserk's |1u
points by 1 point per level, but these hit points go away at the
end of the fury when the Constitution score drops back to
normal. (These extra hit points are not lost first the way rempo
rary hit points are; see Temporary Hit Points in Chapter 8 of the
Player's Handbook,

While in animal form, the berserk gains the abilities and move
ment speeds of the animal and rerains her human intelligence. A
berserk cannot use battle fury while in either hybrid or animal
form, nor can she use beast shape while in battle fury. A berserk
can always change back to human form. No equipment or clothing
transforms with the berserk

Damage Reduction (Ex): Beginning at 2nd level, the berserk
gains the ability to shrug off some amount of injury from each
blow or attack. Subtract 1 from the damage the berserk takes
each time she is dealt damage. At 4th level, this damage reduction
rises to 2. At 6th level it rises to 3. At 8th level it rises to 4. Damage
1'1'|.]l.:ll.lllll'l can reduce ||.|11!.Igt' to 0 l‘ll! not below 0,

ASGARDIAN MONSTERS

The following monsters are particularly appropriate for a campaign
that uses the Asgardian pantheon

Maonster CR Notes

Dire ape 3 A “snow ape" version (same
stats)

Dwarf, deep 1/2 Typical Norse dwarf

Dwarf, duergar 1 Typical evil Norse dwarf

Elemental, air 1ta11  Often has a cold attack

Elernental, fire Tta11  Often more intelligent than
standard

EIf, high 1/2

EIf, drow 1 Often called svartalf

Frost worm 12

Gnome, svirfneblin 1 Often indistinguishable from

dwarves

Giant 7to 13 Mostly fire and frost

Lycanthrope, 5 Often with warrior or
werebear barbarian levels

Mephit, fire 3

Mephit, ice 3

Mephit, magma 3

Skeleton 1/6t09 Any size

Sprite, nixie 1 Often chaotic

Wight 3 Servant/creature of Hel

Winter wolf 5

Worg 2

Zombie 1/6to 12 Any size

Animals: Bear, polar (CR 4); dag (CR 1/3); dog, riding (CR 1);
raven (sometimes celestial) (CR 1/8); snake, giant
canstrictor (sometimes fiendish at +1 CR) (CR 5); whale,
orca (CR 5); wolf (CR 1).
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Hins. by D. Cramer & . Easley

Clergy and Temples
T'he church of Taia is made upot a
number of different sects falling
generally into the categories of
Creator-focused and Destrover-
tocused. The church has no
central authority to establish
certain sects as “orthodox” and
others as Jll']'L‘[JL‘J!. s0 the sects

somenmes %

cooperating and sometimes war
ring upon each other

Clergy of any sect are easily recognized by their shaved heads
and the holy symbols they wear prominently. While each sect has

manage o coexist

its own symbol, all incorporate the image of the three-eyed solar
disk. The Blind Mendicants' symbol shows the disk with two of
its eyes closed, while the Purifying Flame sect's disk
also has four arms, wielding Taiia’s favored
weapons, The roles and mission of clergy
varies LiL'Pl'l'lllll'lg on their sect

Clerics in a Creator-focused sect have
access to the domains of Taiia's Creator
aspect and must be of an alignment
h!\ll’_'L[ :‘l?f [hllt ﬂ_‘;PL'L-l Ll.l'\'.l."\.\'l‘il'l l_|,|'l-'|\_‘;
of a Destroyer -focused sect access
the domains of the Destroyer
ﬁ.‘\]"l"l-l -]“I.i must |'|.;]‘-"l' an .lF'\pI'lP
priate alignment.

The Faith of the Sun includes
a number of smaller sects

Blind Mendicants:
This Creator-focused -
sect is highly mys-
tical, emphasizing
ascetic practice {including
wearing a blindfold or even
self-blinding, poverty, and fast-
ing} and long hours of contem-
plative prayer. Through these
pracrices, the Blind Mendi
aity)
hope to achieve a stare of height-

cants (both clerics and

ened awareness of Talia’s presence
and power, experiencing the purify-
ing power of her flames and the
bliss of her favor

Purifying Flame: "The purify
ing power of her flames” means
something rather different to this
Destroyer-tocused sect. Its members
share a twin focus: prophecy and judgment
Members of the Purifying Flame culrivate an
oracular gift, believing that Taiia grants them
visions and insight into her will and her favor
Emphasizing her dark aspect, however, these
prophecies usually involve her judgment on a world
that does not 1“”!_!'\.\' her ;ldt'qL:;L[L'r\-'. They carry out hl.'l
rl|d1[“\l'“|\ among mortals through systems of justice
when Fn)knli‘llt' or by extraordinary means |I1{'ludlll|.'_ a8505sina

tion and war.
Sun's Path: This Creator-focused sect is characterized by devo
tional worship, cultivating not the mystical experience of Taiia's
presence, but the believer's love of the deity and devotion o her
faith. No extraordinary acts of asceticism or prayer are
demanded, but members of the Sun's Path sect meer regularly
to worship through joyful singing and whirling dances that

symbolize the sun’s arc through the sky (hence the sect’s name)

the Purifying Flame in that it emp

Darkened Penitents: This Destroyer-focused sect resembles

1asizes Taiia’s judgment on a

sinful world. Rather than carrying out her punishments on the

rest of the world, the sect’s members carry the \\-"‘J}.:hl ol sin

themselves. By voluntarily accepting Taiia's rejection
the Darkened

meeting in rooms swarthed in magical darkness-

oftten

Penitents believe they can avert Taiia's wrath upon the rest of

less acts

Barbarian 20/Cleric 20
Huge Outsider
Divine Rank: 20
Hit Dice: 20d8+340 (ouisider
20d8+340 (Clr) (1,580 hp)
Initiative: +9
Speed: 110 fi

plus 20d12+340

+8 deflection)
Artacks®:

flail

l'l._l”hi roll die to ches

longsword 2d8+21/19

does maximum ¢

Saves”: Fort +69, Rel +61
receives a 20 on saves
Abilities: Str 43,
Cha 27.

Heal +68, Hi

Direction +68, Jump +76, ]ilh-l.‘.-h'nlgi'

Knowledge (geography

Knowledge (religion) +79, Listen +

Ric

Always receives a 20 on checks.

+76/+71/+66/+61 melee, Huige +5 ho
rident +76/+71/+66/+61 melee, Huge +35

37 points, other weapons
Face/Reach: 5 ft. by 10 fr./15 fi.
Special Attacks: Domain powers,
salient divine abilities, spell-like abili-
ties, turn or rebuke undead 11/day
Special Qualities: Divine immunities,
fire immuniry, DR 55/+4 (4,

the world, while finding their own salvation through their self-

Bbn) plus

AC: 78 (-2 size, +9 Dex, +20 divine, +33 natural,

Huge +5 brilliant energy longsword
+76/471/+66/+61 melee, Huge +5 ng'rru’ light

Y

unholy battleaxe +76/471/+66/+61 melee:
or :[l:']l +72 melee rouch or +65 F.’Iﬂgn‘-i
touch -'\|\\';|'_.'_~. receives 4 20 on attack
tor critical hit,
Damage®: Huge +5 brilliant Energy
20, Huge +5§
\!'H'I'I! |II;:|” fail 2d8+13, Hugge +5 holy
trident 2d8+13, Huge 45 unholy baitle
axe 2d8+13/x3; or by H]u-” “Always
amage (longsword

29 points)

, fast heal

ing 40, spontaneous casting of divine
spells, understand, speak, and read all
languages and speak directly to all beings
within 20 :m|.r3_~., remofe communicarion,
gut”'.' realm, Jl"l'[‘ln’l without error at will, _|‘L|m'
shift ar will, fast movement, greater rage 6/day,
uncanny dodge (cannot be flanked, +4 against
traps), SR 52, divine aura (20 miles, DC 37).
Will +60

Always

Jex 28, Con 45, Int 29, Wis 26

Skills®: Climb +76, Concentration +77, Diplomacy +68
+ +21, Innuendo +68, Intimidate +68, Inruit
arcana) +69,
+49, Knowledge (history) +69,
e (horse) +49, Scry
+69, Spellcraft +69, Spot +70, Swim +76, Wilderness Lore +68.

Feats: Alertness, Cleave, Dodge, Expertise, Great Cleave, Greater
Multiweapon Fighting, Improved Bull Rush, Improved
Multiweapon Fighting, Mobiliry, Multidexterity, Multiweapon
Fighting, Power Attack, Spring Artack, Sunder, Superior
Experrise, Weapon Focus (longsword ), Weapon Focus (light

flail), Weapon Focus (trident), Weapon Focus (batt

Whirlwind Attack.

eaxe ),




Divine Immunities: Ability damage, ability drain, acid, cold,

death :'|r.i.'.'!k. disease, ti!‘lﬂl’l'l_‘,r.lllull. CIeCITICITY, eNeTEY drain,

mind-affecting effects, paralysis, poison, sleep, stunning, transmuta
tion, imprisonment, banishment

Salient Divine Abilities: Alter Form, Alter Reality, Alter Size,
Annihilaring Strike, Create Greater Object, Create Object, Divine
Celerity, Divine Creation, Divine Fast Healing, Divine Rage,
Energy Storm (any energy form}, Extra Domain {Destruction),
Extra Domain |[1-,|l'.||\1'_ Extra Domain “'lll‘il‘l_',lh , Extra Domain
(Travel), Extra Domain (War), Extra Energy Immunity (fire), Gilt
of Life, Hand of Dearh, Life and Death, Mass Life and Death, Reju
venation, Shapechange, True Shapechange

Domain Powers: 20/day death touch (if subject rouched does
not have at least 120 hp, it dies); 20/day smite (+4 on attack, +20 on
li.|1u.|_|_'u' for one weapon atrad k; cast ]1{'.i||.|‘-|1'_ .‘\T‘l'“"‘ at +1 caster
level; 20/day profeclive ward (touched hLIl‘it.'l.[ gains +20 resistance
bonus on next saving throw, maximum duration 1 hour}; 20/day
feat of strength (+20 enhancement bonus to Str for 1 round);
20/day greater turning; 20 rounds/day freedom of movement

Spell-Like Abilities: Although Taiia grants access to twenty
domains, she herself has spell-like abilities related to only eight
Death, Destruction, Healing, Protection, Strength, Sun, Travel
and War. Taiia uses the following abilities as a 30th-level caster
except tor healing '\.P\,’llf-_ which she uses as a 31st-level caster. The
save DCs are 38 + spell level. Amimate dead, antimagic field, astral pro
jection, Bigby's elenched fist, Bighy's crushing hand, Bighy's grasping
hand, ade barvier, bull's strength, cause fear, trele of doom, contagion,
create preater undead, create undead, cure eritical wounds, cure light
s wounnds, death knell, death

wounds, cure moderale wounds, cure ser
ward. destruction, dimension door .I'r~|r||:'_|_|'.-|r| Cidivine PO, g HI\J:r-ll\'- .
endure elements, expeditious retreat, find the path, fire seeds, fire shield,
flame strike, fly, harm, heal, healing civele, heat metal, implosion, inflict
_||l|..:|l u'.llur.i'\. ||;ﬁ|.| f-.}[l[[ wounds, locate object, magu vestmend, magu
weapon, ntass heal, mind blank, phase door, power word blind, power

word fill, power word stun, prismatic sphere, protection from elements,

vegenerate, repulsion, righteous might, sanctuary, searing lighl, shatter,
shield other, slay living, spell immunty, spell resistance, spiritual weapon
stomeskin, sunbeam, sunbursl, te |:'J'.I?| without errar, true resurvechion,
wail of the banshee

Greater Rage: The following changes are in effect as long as
Taiia rages: AC 76; hp 1,760; Atk +79/+74/469/+ 64 melee; +3
+72, Will +63; Str 52, Con 51; Climb +79,

9. Her rage lasts for 23 rounds, and she is not

bonus on ||.]Ih.l|l!\" Fort
Jump +79, Swim +7
winded afterward

Cleric Spells/Day: 6/8/8/8/8/7/6/6/6/5; base DX
]L'\t'l

18 + spell

Other Divine Powers

As a greater deity, Taiia automatically receives the best possible
result on any die roll she makes (including attack rolls, damage
checks, and saves). She is immorral

snses: Taiia can see, hear, and rouch ar a distance of rwenty

miles. As a standard action, she can perceive anything within

TanLE 7-1: THE JusTiCIAR OF TallA

twenty miles of any animal, her worshipers, holy sites, objects, or
any location where one uI. hl'l Ili]l"url name was -|'l|l|\1'll in the last
hour, She can extend her senses 1o up 1o rtwenry locarions at once
She can block the sensing power of deities of her rank or lower ar
up to two remote locations at once for 20 hours.

Portfolio Sense: Taiia senses all acts of creation, birt hs, and
de‘.l]]l-- wenry \\'('L']’i“ ['lI'I-LIl'L' Ilu". OCCUr, .|Ih| retains I!h.‘ sensanons
for twenty weeks after they take place

Automatic Actions: Taiia can use any skill, even those she has
no ranks in, as a free action if the DC for the task is 30 or lower. She
can Pl.']hll'm up o wenty sud h free actions eac h round

Create Magic Items: Taiia can create any magic item.

RESTIGE CLASS: JUSTICIAR OF TAIIA

Justiciars of Taiia are the members of the Purifying Flame sect
whose oracular ability is limited, but who fulfill the role of carry
mg out laiias sentence against \\'Jl'||L'{||l|l'|‘ 1 hey are devored to
Taiia's Destrover aspect, revering the consuming power of the sun’s
flames, and emulating their righteous wrath

_|||~.[|r|_'|.'|'-< of Taiia ]1|1ng arange ol experience 1o [|‘l:'1l unusual
L.||]Illg_!. Some are Lls‘\'n.'ll.l L |('| ICS, \\'|1l|-' others are scurrilous
rogues. Fighters, monks, and, especially, rangers are otren
drawn to the class, while F1.1|.adln- and druids rarely \]l].I!It\ Wz
,111|-. ,m.,] SOrCerers h_;\'c lJL'L-n ].l'.u\\'l] o .l;lnpi [lIL‘ t'L]*-\i as \.‘\'(‘H,
though it is rare. Some justiciars also have levels in the assassin
prestige class.

NPC jusriciars of Taiia are respected but feared. In areas where
this sect is politically powerful, justiciars have the means and the
freedom to bring their enemies ro an LII]]"|I.'.I:~.IJII end. Even where
their power suffers legal curtailment, they employ any means avail
able to them to bring their foes o “justice.

Hit Die: dé

Reguirements

To qualify 1o become a justiciar of Taiia, a character must fulfill all
the following crireria

Alignment: Any nongood

Patron Deity: Taiia

Base Attack Bonus: +4

Skills: Knowledge (religion) 6 ranks

lass Skills
['he justiciar of Taiias o lass skills (and the key abiliry for each skill)
are Concentration (Con), Diplomacy (Cha}, Gather Information
Cha), Hide (Dex), Intimidate (Cha), Knowledge (religion) (Int
Listen (Wis), Move Silently (Dex), Search (Int}, Sense Motive
Wis), Spelleraft (Int), and Spot (Wis). See Chapter 4 of the Player's
Handbook for skill desc riptions
Skill Points at Each Level: 6 + [nt modifier
lass Features
All the following are class features of the justiciar of Taiia pres

tige class

Class Base Fort Ref Wwill Spells per Day
Level Attack Bonus Save Save Save Special st 2nd Ird 4th
1st +0 +0 +2 +2 Bonus feat, sneak attack +1d6 0 - — —
2nd +1 +0 +3 3 Combat sense +2 1 - —
ird +2 +1 +3 +3 Augury 1 /day 1 0 — —
4th +3 +1 14 i) Sneak attack +2dé 1 1 —
Sth +3 +1 +4 +4 Divination 1 /day, combat sense +4 1 1 0
6th 4 +2 +5 5 Augury 2 /day 1 1 ]
Tth +5 +2 +5 +5 Sneak attack +3d6 2 1 1 0
8th +6 +2 +6 +6 Combat sense +6 2 1 I 1
ath +6 +3 +6 +6 Augury 3/day 2 2 1 1
10th +7 7 +3 +7 Divination 2/day, sneak attack +4d6 2 2 2 1
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Weapon and Armor Proficiency: Ai

ist level, a justiciar of Taiia gains any
one weapon proliciency lIeat

(Simple Weapon Proficiency, Mar

tial ‘\\':'.ll‘-ll: Proficiency with a cer
tain weapon, or Exotic Weapon Pro
ticiency with a cerrain Weapon) as a
bonus fear. Otherwise, justiciars do
not gain any additional weapon or
armor proficiency,

Spells: Beginning at 1st

|"\L'|.
a justiciar of Taiia gains the abiliry

to cast a small number of

divine spells. To cast a
spell, the justiciar must
have a Wisdom score of ar

least 10 a]'r-ll level, so a

justiciar with a Wisdom of 10

or lower cannot cast these

spells. Justiciar bonus spells

are based on Wisdom, and
saving throws against

these -|‘:'||\ have a DC of
10 4 -.|'-L'l| level + the justi
ciar's Wisdom moditier (if
any). When the jusriciar gets
0 spel

Is of a given level, such
as 0 1st |:'-\1'| wrll'll"\ at 1st

level, the justiciar gets only
bonus spells. A justiciar with

out a bonus spell tor that level b 25

cannot yet cast a spell of thar level. The justi

ciar’s spell list appears below, A justiciar prepares and

casts spells just as a cleric does (though the justiciar cannot sponta
t spells)

Sneak Attack (Ex): If a justiciar of Taiia can carch an opponent

when she is unable to defend herself effectively from his attack

neously cast cure or infl

can strike a vital spot lor extra damage. Any time the justiciar

target would be denied her Dexterity bonus to AC (whether shi

wctually has a Dexreriry bonus or not), or when the justiciar flanks

the target, the justiciar’s attack deals extra damage. The extra

damage is +1d6 ar 1st level and an additional 1dé6 every three levels

thereafter. Should the justiciar score a critical hit with a sneak
ittack, this extra damage is not multiplied

Ranged attacks can only count as sneak attacks if the ar

within 30 feet. A justiciar of Taiia cannot make a sneak attac

deal subdual d image The JUSTICIAE mMUsT be able to see the targer
well enough 1o pick out a vital spot and must be able to reach a viral
spot. The justiciar cannot sneak attack while striking a crearure

-eature whose virals

with « ment or striking the limbs of a

rond reach

alc
A justiciar of Taiia can only sneak attack living crearures with

discernible anatomies—undead, constructs, oozes, plants, and

incorporeal creatures lack viral areas to arrack. Additionally, any
creature that is immune to critical hits is not vulnerable to
sneak attacks

It
as rogLe

L
nate a single opponent in combat. Against that opponent, the justi

sticiar gets a sneak attack bonus from another source (such

evels), the bonuses o damage stack.

mbat Sense (Ex): A justiciar of at least 2nd level may desig

clar gainsa +2 insight bonus o AC and a +2 insight bonus on attack

rolls. At 5th level, these bonuses increase 1o +4. At 8th level, they
increase to +6

Augury (Sp): At 3rd level, a justiciar of Taiia gains the ability to
LISE auguary as a -|‘\'|| like ability once per day as a cleric of the justi
ciar’s level. At 6th level,

ath level he can use it three times per day

1e can use this ability rwice per day, and ar

]

Divination (Sp): A sth-level justiciar can use doin

as a spell-like ability once per day as a cleric

of the justiciar’s level. At 10th level, he

gains the ability to use divination rwice
per day
EX-JUSTUICIars
A justiciar of Taiia who falls from
the favor of the Purifying
Flame—by refusing to carry out

his or joining

another sect—cannor gain addi
rional levels as a justiciar bur
retains all justiciar abilities. If a
justiciar ever leaves the church
of Taiia, he loses his ~]'-.-!|- and

-.]ll‘” |||-.|' .|J-.|'||||--~ 'hu‘. retains nis

l'[hl': F\\.'\\.'I'I S

if Taia Spell List

Justiciars of Taiia choose their u|>.-|!a

from the following list
1st Level: bane, cause fear, com

mand, deathwalch, divine favor, doom,

MAgIe weapon
2nd Lewvel: aid, bull's strength,
enthrall, hold persom, -|-||-r.|.||
weapon, zone |'.'||i|‘r'i
3rd Level: bestow curse, blind

ness/deafness contlagion, magic vest

ment, prayer, seanng hght

'1'1'-'\ [.I.‘\'E‘IZ UM .|Il'-| e e,

divine power, greater magie weapon

Following the Light is a dualistic religion designed according to

the guidelines in ¢ ]|l|l|l'| | EIII'I.I'r1l|.||LlilFlll‘-\Ill\rl' in this dualistic

sysiem {s berwe positive energy, embodied in a deity called

I

ground between these forces and deities is, naturally, the mortal,

material world. Most members of this religion cast their lot with

ishar, and 1 » energy, represented by Toldoth. The bartle

Elishar in the cosmic conflict; and devote their lives in obedience

[D 1S posiive powel

[ |. | e H A r
Intermediate Deity
Home Plane: Positive Energy Plane
Symbol: A five-pointed star with

another nve-pointed srar within

IS CERTEr
Alignment:
Portfolio:

\I-I|I|.-.-.|'_:m.|

ositive enel
prophecy
Worshipers: Good and neutral

morials ]
Cleric Alignments: CG, LG, NG
Domains: Good, Healing, Knowledge,
Luck, Protection, Sun

Favored Weapon: Scimitar

Elishar is a radiant being suffused with positivé'energy. It appears

wlsating globe of light, a humanoid (eithe

I many [orms: a

gender or androgynous) with brightly glowing silver or gold skin

ora I.i\sll |I|\\' a I.I'«I\f l il'-ll-: |II-\'I.1J Y :'\Ilwl'."- il'l' energy .|I'.-| IS

mere presence 1s dev astating o undead
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The followers of Elishar believe that life is the greatest power of the
universe—rthe energy that animates living crearures is a good in
itself. All evil and all things that hinder lifes being experienced o
the fullest come from Toldoth. Elishar is the source of life and of all
things that contribute to life: every natural and supernatural bless
mg ol |u‘.|||i|1, '-k'|'1ﬂ|1'|1|.'*~'-. .i11\.i CNergy.

A hymn 1o Elishar joyously proclaims:

Seed and sowree of life and hght,

Goal of all our living:

You defend us from the night

Healing and forgiving

As our life flows from you only,

Let it be both pure and holy

The Followers of the Light believe
[h.ll rl'll"\' are L'.l]lL‘L“l o ‘.!FI’L'?]L] lhl' l]l-r.1
of Elishar through rhe

\'\.‘{"'rkl!. I-'ﬂmh.'”]l'lg_ “]L‘L\-HL"I'!

and death wherever they find it
They plead with the fol
lowers of ather religions

(whom they believe are

misled by Toldoth) to serve

the Light. It is a poinr of doctrine
among the Followers of the
Light that Elishar and
Toldoth will meet in a
cosmic battle ar some

point in the not too distant
future, and Elishar will emerge
triumphant. To doubt Elishar's
victory is a major hL‘lL‘ﬂ\-‘
Elishar’s followers carry the
responsibility of fighting the first
barttles of that war,

Clergy and Temples
Clerics of Elishar wear vestments of
silver or gold while performing their
ritual duries. Higher-ranking clerics
often wear holy symbols or crowns
enhanced with light spells to give them a radiant aura
Elishar's clerics are charged to promote life and light
by healing the sick and wounded. They also care for
the poar, because poverty is viewed as a work of Teldoth, and
defend people from Toldoth's mortal, immortal, and undead ser-
vants. Every act of good and compassion, they teach, enhances
Elishar’s power and robs Toldoth's strength

Elishar's remples are found throughout civilized lands-

from roadside shrines to g:',}]u[ urban cathedrals. Most ll'ﬂ‘lph"a
are constructed as works of art, inspiring in their beauty and
enhanced with careful use of light, continual flame, and daylight
§py|_l\ [—'.||l|>u"-r:.' p:.llht‘l mn lr':1‘|l1[1"~| at least \\'1‘|'L\'|‘.-' f]'II.ILl_l’I!'I
\'l[']'}_{'\-’ \'\'II]Li[I{[ SEervices oné Oor more nmes rll‘T d;l‘p'. ll.\”-lll_\' in
the morning.

Elishar

Cleric 20/Fighter 15

Medium-Size Outsider

Divine Rank: 15

Hit Dice: 20d8+200 (outsider) plus 20d8+200 (Clr) plus 15d10+150
(Ftr) (1,020 hp)

Initiative: +11 (+7 Dex, +4 Improved Initiative)

Speed: 60 fi

AC: 82 (+7 Dex, +28 natural, +15 divine, +6 celestial armor, 47 +§
blinding larege steel shield, +9 deflection

Artacks: +5 holy scimilar +66/+61/+56/+51 melee; or +5 mighty holy
composite longhow Str bonus) with +5 arrows +70/+65/
+60/+55/+50/+45 ranged; or spell +56 melee ouch or +56
ranged touch

Damage: +5 holy scimitar 1dé+14/
longbow (+7 Str bonus} with +3 arows 1d8+17/%3; or by spell
Face/Reach: 5 ft. by 5 fr./5 fi.

Special Attacks: Domain powers, salient divine abilities
~.||¢‘H like abilities, turn undead 20/day.

Special Qualities: Divine immunities, DR

50/+4, fire resistance 35, fast healing 35

spontaneous casting of divine

spells, understand, speak, and

20; +5 mighty holy composifi

read all languages and speak
directly 1o all beings within 15
miles, remote communication, godly
realm, r['lr'fmrl without ervor at will,
plane shift ai will, SR 47
divine aura (1,500 fr,
DC 34)
Saves: Fort +54, Ref +53,
will +60
Abilities: Str 25, Dex 25, Con
30, Int 33, Wis 43, Cha 29
Skills*: Balance +51, Climb
+§5, Concentration +72,

Diplomacy +75, Heal +78,
Jump +39, Knowledge
{arcana) +66, Knowledge
(history) +66, Knowl
edge (local) +46, Knowl
edge (nobility and royalty)
+46, Knowledge (religion} +66,
Knowledge (the planes) +66,
Listen +70, Ride (horse} +37,
Scry +66, Search +63, Sense
Motive +68, .‘-ip.*][.'ml'l +fi,
Spor <70, Swim +57, Tumble
+49. "Always receives a 20
on L-hL'I.I.l\-S
Feats: Alertness, Blind-Fight, Cleave,
Combat Reflexes, Dodge, Expertise,
Extra Turning (x2), Great Cleave,
Improved Bull Rush, [mproved Critical (scimi-
tar), Improved Disarm, Improved Initiative, Im
proved Trip, Improved Unarmed Strike, Lightning Reflexes,
Mobility, Mounted Combar, Power Artack, Ride-By Arack,
Spirited Charge, Spring Atrack, Trample,
tar), Weapon Specialization (scimitar  Whirlwind Artack.

eapon Focus (scimi-

Divine Immunities: Ability damage, ability drain, acid, cold,
death effects, disease, disintegration, electricity, energy drain,
mind-atfecting effects, paralysis, poison, sleep, stunning, transmuta
ron, ||T|P|'|"\l|11l[1L' nt, hxll]l.‘w]'l ment.

Salient Divine Abiliries: Alter Form, Alter Size, Animate
Objectst, Banestrike (undead), Create Object, Create Greate
Object, Divine Creation, Divine Fast Healing, Divine Radiance
Divine Weapon Focus (scimirtar), Divine Weapon Specialization
(scimitar), Energy Storm (positive energy), Extra Domain (Heal
ing), Extra Domain (Knowledge), Extra Domain (Luck), Gift of
Life, Positive Energy Lash¥, Rejuvenarion. fUnique ability,
LlL“-l'S'Il‘l'L| below.

Domain Powers: Cast good spells at +1 caster level; cast healing
spells at +1 caster level; cast divination spells at +1 caster level
15/day reroll a die roll once after it is made; 15/day profective ward
(rouched -.|,|i'||¢-\ 1 gains +20 resistance bonus on next saving throw,
maximum duration 1 hour); 15/day greater turning,
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Spell-Like Abilities: Elishar uses these abilities as a 25th-level
caster, except for good spells, healing spells, and divination
“['1'”‘\- which it uses as a 26th-level caster. Save DCs are 34 4 ~|.‘-('|!
level. Aid anttemagic field, blade barrier, break enchaniment, claivud
enee/clairvovance, cuve cribical wounds, cive hght wounds, cure moderate
wonnds, cure serious wounds, detect secret doors, detect thoughts, discern
locatwon, dispel mnl, divination, endire ele menis, ¢ |.lf|.-||l.. shield, find he
path, five seeds, five shield, flame strike, foresight, freedom of movemen
heal, healing creele, heat metal, holy awura, holy smate, haly word, lepend

[ead,

prismatic sphere, protection from elements, profection from evil, regenerate,

love, magie civele against evil, mass heal, mind blank, mracle, m

repulsion, sancluary, searing hght, shield other, spell tmmunty, spell resist
anee, spell turnmg, summon monster IX (as good spell only), sunbeam
sunburst, frue reswrveclion, bru seeing.

Cleric Spells/Day: 6/10/10/10/10/9/8/8/8
[ level.
Animate Objects (unique salient divine ability): As a free

action, up to once per round, Elishar can animate a single object

7 base DC = 26 +

spe

within 20 feet of the deity or the center of his remote sense, as
though using the spell animate objects cast by a 20th-level cleric
Elishar can command these objects as a free action

Positive Energy Lash (unique salient divine ability): Elishar
can make a rouch attack or imbue a weapon attack with posirive
energy. The energy produces an unpleasant tingle in living crea
tures, and against undead foes (even incorporeal ones) it deals
2di0+15s points of damage
Other Dy ine Powers

As an intermediate deity, Elishar auromarically receives a die result

of 20 on any check. Ir rrears a 1 on a saving throw or attack roll nor

I

;s”k and not as an automatic I-.Iillllt' [t is immortal

Senses: Elishar can see, hear, touch, and smel
tilteen mi|r- Asa :[.md;ll\] action, it can perceive _m\'[h:lng within
fifteen miles of its '\\'1-I'<|'I.||\:'|'-. holy sites 1'}‘|('l'['1. or any location
where one of its titles or name was -pu]-‘.rn in the last hour. It can
l'i‘-'lt'ﬂul IS S8Nses [0 up to ten locations at once. It can bloc k the
sensing power ol deities of its rank or lower at up to two remaote
locations at once for 15 hours

Portfolio Sense: Elishar senses any act of healing or compas
sion the instant it happens and retains the sensation for fifteen
weeks abter the event it occurs.

Automatic Actions: Elishar can use l]l'“l\l|11.1L v, Heal, Knowl
edge (religion), or Sense Motive as a free action if the DC for the task
is 25 or lower. It can perform up ro ten such free actions each round

Create Magic Items: E
ke any masterwork or magic weapon (except a weapon with the

ishar can create holy weapons and can

ma
unholy quality) into a holy weapon. Elishar can creare any nonarti
tact magic item that heals or that uses positive energy, such as a staff
of healing, a staff of life, an amulet of undead lurming, a wand of cure light
wounds, a wand of cure moderate wounds, 2 wand of cure serious wounds,
a wand of cure exvitical wounds, or a wand of holy smateas long as the
item’s market price does not exceed 200,000 gp.

TABLE 7-2: THE SOLDIER OF LIGHT

at a distance of

PRESTIGE CLASS: SOLDIER OF LIGHT
The Soldiers of Light are a military order of the church of
I']l-h.||.|

tcated to open warfare against the minions of
Toldoth in anticipation of the final conflict between Toldoth's

Ll ¥

forces and the hosts of Elishar. Every soldier's dream is to fight

.iJ|Il1‘._'H|.||r' l'3|~.||.u m ||'ll' great |.'-.L“h‘ anc !]"JP Bl |'|“‘\,-.(- ||“- !Illl.’]].llr_'

victory of the light. To that end, the Soldiers of Light practice
MREOTrous ~11Hl1|'-'llll' ol military frning, prayer, and asceticism
to ensure that they are prepared for the final bartle, whenever it
should occur

The soldier of light prestige class bears a certain resemblance o
the paladin and the blackguard, military champions devoted 1o a
varticular .|||_u||t:1L-11I. It attracts followers of Elishar from a variery

|||.\|||.h'1|_~1'|| classes, ( '||-l'-t L 1|_|‘,hh'1"- and rangers are the most
common, but martial-minded rogues and bards, and even some
wizards and sorcerers join the order and adopt the prestige class
Barbarians and maonks are barred by virtue of their alignment, but
tormer l‘l'lt'l'l'I]'lt‘l‘- ol l"t'['i [ |.ik~.|'~ |1.4\'|- |‘:':‘I| known to 1o I|'|[-u|'li[‘r
after abandoning their past classes.

NPC soldiers of the light are found wherever there is evil 1o
combat. They often cooperate with paladins and other allies ol
good alignment. The order itselfl is structured fairly loosely, with
some close-knit cells and a number of “members at large” who
travel widely and adventure extensively

Hit Die: d10

Requirements
lo qualify o become a soldier of light, a characrer must fulfill all
the following criteria
Alignment: Neutral good
Patron Deity: Elishar
Base Artack Bonus: 5
Skills: Knowledge (religion) 4 ranks

Class Skills
The ‘l‘iLllt‘l ol |l.|_'|II-H class skills (and the key ability for each skill)

© .il

are Concentration (Con ), Cratr (Inrt), l?'_|1|11m.|: v (Cha), |
(Wis), Knowledge (religion) (Int), Profession (Wis), Sense Motive
(Wis), and Spellcraft (Int). See Chapter 4 of the Player's Handbool
tor skill descriptions.

Skill Points at Each Level: 2 + Int modifier

Class Features

All the following are class features of the soldier of light prestige

l'liI‘H

apon and Armor Proficiency: Soldiers of light are profi
cient “'i[h .|]| "l|“|1|t' _Jnli ]TI.]r[l.ll \U\'.ll"l'“"'\- ,illli \\."i!]'l .||| Armaor
and shields

Spells: Beginning at 1st level, a soldier of light gains the ability to

cast a small number of divine spells. To cast a spell, the soldier must

h.l\'l' a Wisdom score ol at ll':l.‘-l 10+ s [‘” |l'\'\'|, S0 a k‘.\|\||_|.-|: u.l|[|'1 a
p

Wisdom of 10 or lower cannor cast these ~.p|'||~._ Soldier bonus

Class Base Fort Ref will Spells per Day
Level Attack Bonus Save Save Save Special 1st 2nd  3rd 4th
1st +1 +2 +0 +0 Detect undead, turn undead 0 —
Znd +2 +3 +0 +0 Divine grace, smite undead 1 =
3rd +3 +3 +1 1 Pasitive fortitude 1 0 - -
4th -4 w4 i1 1 Energon companion [ ]
5th +5 4 +1 +1 Divine vengeance 1 1 0 —
6th +6 +5 +2 +2 1 1 ]
7th +7 +5 +2 +2 Fast healing 1 2 ] 1 0
&th +8 +6 +2 +2 Positive energy burst, energon 2 ] 1 1
L'(Jrﬂ[.'lrlrllﬂ}ﬂ
9th +9 +6 +3 +3 2 2 1
10th +10 +3 +7 +7 Fast healing 2 2 2 2 1




spells are based on Wisdom, and saving throws against these spells

have a DC of 10 + spell level + the soldier's Wisdom modifier (if

any). When the soldier gets O \.;'-<'||~ of a given level, such as 0 151

+| ~.|-.-‘_]- at 1st level, the soldier gets only bonus ‘-|.\c'||'- A soldier

le
without a bonus spell for that level cannor yet cast a spell of that
level. The soldier's \|_'-z-|| list appears below. A soldier of ;lll'_l'll pre

153 C ]l".'lt does

||.||<'l-. and casts -;['-e'”- just
Hpnntnnl'uu,\ Cast il!}.‘.: Since soldiers of lighr are so attuned to

positive energy, they can spontaneously case cure spells just as a

good cleric can. The soldier can converr any prepared divine

spell—includir

r soldier of |I_l'_!]| ‘|‘l'| L l_|1'|'ll spe ls rangel ‘-|'l'1|"

or even druid ‘-]':'Hv —I A0 a CH -.r-r” of the same level
Detect Undead (Sp): At will, t
asa \;'t'” like ability. This ability \i-..'|11h ates the effects of the '-]‘I'I--|

ier of light can detect undead

1 '\-i'l-

t undead

Turn Undead (Su): A soldier of light can turn undead. He

may use this ability 2 number of times per day equal 10 3 + his
Charisma moditier. He rurns
undead as a cleric of his soldier 4

of light level /

If the soldier can already

turn undead, his effective

'.\I.'l s h|-.

ettecrive turning
previous ettective
ight level. He @
1 exira turning
-

eve| plus 8

|II'- soldier of

does not

IEmpls in g

Extr
y soldier of light may take
Extra Turning. This feat

.I”l'l'-"' the ‘I\llil'i‘i o Turn

lurning: As a teat,

undead four more times per
day than normail '\ .‘\‘i"l'-l”'| cin
tuke this feat multiple times
paining four extra daily rurn
g attempts each rime

Divine Grace (Su): A soldier ol

light of 2nd level or higher applies his

=

Charisma modilier (if positive) as a
bonus on all saving throws

Smite Undead (Su): Once per day, a
soldier of light of 2nd level or higher may
atrempt to smite undead with one

s his

norn

1] melee artack. He adc
Wisdom maodibier (1f posinve ) to his
irtack roll and deals 1 extra ot ol
.||1",|_.IL per class level. If the sol
lier of !L{tl'll accidentally smitesa
creature thar is not undead, the
smite has no effect bur it is still
used up for that d

Positive Fortitu
soldier of ]|;_~

rains a +2 sacred bonus on

it of at least 3rd

level

wing throws against Necro

manie wl'r“- or effects, as well as
gy drain artacks
Energon Companion: At 4th leve

a soldier of the light can summon a

en

XKag-ya, an |'|.|.|‘|Ilii'| ':I'III'HI.'\l ol |\-'~II:'~'I'
energy. This xag-ya serves as a companion to the
soldier and can communicate telepathically with him when

it is within range and line of sight (though its thoughts are some

and cryptic). When the soldier reaches 8th level, he
and add +2 HD (with all
ittendant benefits, including base attack bonus and saving 1

can summon an additional energon

1FOW

bonus increases) to both xag-ya companions

va's statistics are included in abbreviated format below;
| in Manual of the Planes. They and the

The x

the crearure is fully descri

negative-energy xeg-yi are ( ollectively called energons

[f an energon companion is killed, or the soldier of light chooses
to dismiss it, the soldier of light must attempt a Fortitude saving
throw (DC 15). If the saving throw fails, the soldier of light loses
200 experience points per soldier level, A successtul saving throw
reduces the loss by |].]H-. to 100 XP perc lass level. T |".|.' \Llln.lll'l 5 !m el
Can never go I'l'll”\l L) as I|u‘ I|-\I||i -'I. an energons lII‘-l‘:'ll‘-‘--ll o1
death. A killed or «
aced for a year and a day

nissed energon companion cannot be

rep
Divine Vengeance (Sul: At 5th level, a soldier of light gains the

ability to channel positive energy in a melee artack to deal addi

tional damage against undead. The soldier spends one of his turn

attempts to add 2dé points of sacred damage to all his successful

|T|L'|l'l' artacks against undead until the e d of his next acrion

(Note: This ability is idenrtical with the Divine Vengeance leat
described in Defenders of the Faith. 1f you are using thar book, sol

diers of light gain that fear as a bonus feat at 5th level, even if they
do not have the prerequisite Extra Turning teat

Fast Healing (Su):
the saldier of |I.|.'_h[‘~ body a
At the beginning of each of his turns, he heals 1 hit point. If he has

At 7th level, the posifive energy tntusing

ws him 1o heal his wounds quickly

taken both subdual and normal dam Ige he heals subdual d image
first. Fast healing does not restore hit points lost trom starva-
tion, thirst, or sutfocation
At 10th level, the soldier of light heals 2 hit points
per round
Positive Energy Burst (Su): In lieu of two
normal turning attempts, a soldier of lighr of
at least 8th level can create a
positive energy burst that

1|;‘_|_|- Ilil- points %l -|_|II|.I:,'l'

|'-u'| i |.;-u. Emr! 1o IH Illl\ii'_dl
creatures within 100 teet of
the character. Undead are
allowed a Reflex save (DC 10
the soldier's class level) for
|'_.||| l|.t“|.||!l'

Ex-Soldiers of the Light

A soldier of the |.|.:_'_|1I who
ceases to be _l'thI or who vio
lates the tenets of his faith
loses all S ial .||1:|III|'- and

ells, and may not progress in

levels as a soldier. He regains his abil

1fies it he atones tor his violarions (see the

atonement spell description in the Player's

Handbo

Solaer of the | qht apell List
Soldiers of the light choose their spells from
the J\r”m\'lllp list.

ist Level: bless, bless water, bless weapon
Cure Jmllf I |-;|.'|.|~. detect ¢ |-||' rJr!'r~|I'u|J|t 1o
wndead, light, mi

evil, shield of fal

ric weapon, pratection from

1
2nd Level: aid, consecmle
cure moderate wounds, day
light, lesser restoration, make whole
shield other

3rd Level: cure serions wonn

5, greafer
IAZIC Weapon, magic circle againsl cu 1l negnlne energy protechon, prayer,
remove disease, searing hight

4th Level: cure critical wounds, death ward, holy smiute, holy sword,

lesser planar ally, vestoration

s
g
oy
2
o
5
a
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.“;.t:{ Ya
A xag-ya, a creature from the Positive Energy Plane, is a translucent
globe abour 2 feet in diameter that loars and shimmers in the air

the globe are six to twelve tentacles. The only other feature is a pair

of spots on the upper hemisphere that suggest eyes

lnmrpmuul crearures, xag-yas take no notice of features such as

doors, walls, and furniture, silently gliding from place to place on
unknowable errands.
Xag-yas do not ordinarily speak, even among themselves. Thei

teeding and reproductive habits remain unknown

PXag-Ya: CR 4 Medium-size outsider; HD 5d8+5; hp 27; Ini
+3; .‘\'|'h| fly 20 fi _|.:11||L|. AC 17 (touch 17, flat-footed 14) Atk +8
melee incorporeal touch (1dé plus positive energy, 2 touches) or

+8 ranged touch (1ds, positive energy ray); SQ Incorporeal, posi-
Hve energy ash, turn undead, l'xplurmn'. AL N; SV Fort +5, Ret +7,
Will +4; Str —, Dex 17, Con 12, Int 7, Wis 10, Cha 18

Skills and Feats: Hide +10, Search +5, Sense Motive +8, Spot +8;
Combar Reflexes, Extra Turning,

Incorporeal (Ex): Can be harmed only by other incorporeal
creatures, +1 or better magic weapons, or magic, with 2 50%

chance to Ignore any .l.lm;ngv from a rurpnn-al source. Can pass
through solid objects at will, and attacks pass through armor
-"‘ll‘\'-”r." move .‘-Ilt‘l.)l[\'.

Positive Energy Lash (Su): Touch or ray attack infuses a
rarget with positive energy, L Indead foes take an additional 2d8+5

points of damage. Can also channel this positive energy into
living crearures to heal up to 2d8+5 points of damage. The xag-ya
can control its posinve energy c'm“.:j:h to avoid |'l:’;|]|||p,'_ ]i\'mg
foes (dealing only the base damage). This power can be used up to
five times per day

Turn Undead (Su): By suffusing a 60-foor-radius area with
positive energy, a xag-ya can make undead recoil. It turns undead
as a Sth-level cleric and can do so five times per day. It cannot
destroy undead.

Explosion (Su): If a xag-ya is reduced to 0 hit points, its body is
instantaneously destroyed in an explosion of positive energy that
deals 1d8+9 points of ¢ amage to everyone in a 20-foor-radius burst
(Fort DC 16 half). If a xag-va and xeg-vi see each other, they rush
together as fast as they can, When they make contact, both crea-
tures are destroyed in an explosion that deals 2d8+18 points of
damage within a 30-foot-radius (Fort DC 16 half),

TOLDOTH

Intermediate Deity

Symbol: Onyx disk

Home Plane: Negative Energy Plane

Alignment: Neutral evil

Portfolio: Negative energy, darkness,
destruction

W-'Drﬁhip:'r!i: Undead, evil and
neutral mortals, monsters :

Cleric Alignments: CE, LE, NE !

Domains: Death, Destruction, Evil, -
Strength, Trickery, War

Favored Weapon: Battleaxe

|
-+-.-.....-.-"‘(

I'he opposite of Elishar in almost every way, Toldoth is a dark crea
ure \'I\Jn}'ll'lkL‘Ll ol negative energy. It usually appears as a night
shade (any variety) or a wraith. Most followers of Toldoth are mon-
sters, many are undead, and few are humanoids, though dark cules
of Toldoth exist throughout civilized lands

T
LDogma
loldoth's servants revere the forces of death, da'h‘“'mliun. and

decay—all the things that sap life and strength from mortal bodies

giving off a warm glow. Emerging from the lower hemisphere of

and souls. They crave personal power, many hope for eternal life
through undeath, and they look 1o Toldoth as the source of all they
desire. Toldoth is the source of all sickness, suffering, weakness,
and death. The Skotologia, an obscene book of prayers and reachings
penned by the lich Dumekkra, includes these words. considered
the best summation of Toldoth's reachings:

“Seek the dark, and give yourself to it. Let it suffuse you, hollow
vou out and fill you with its emptiness. Let it own you, and vou
lind its power in your grasp. You possess the life that survives

life's extinction, the darkness that remains when the light is
extinguished, the black flame that never stops burning. And
\\'i‘l:'ll It |1.In l'lhlhllrl]4'.'| VOuUTr kv“, VoLl l.\'L|[ |)q' one w|||1 i \|1.||‘1||..‘-
all its srrengrh.”

Followers of Toldoth delight in spreading sickness, pain, and
calamity through the world, for they believe that they are increas
ing Toldoth's power in the world and assuring Toldoth's success
in the final conflicr against Elishar. Like their enemies in the
church of Elishar, followers of Toldoth look forward to a final
conflict berween the two deities. They expect to see their patron
emerge triumphant—and to be richly rewarded for their part in
helping win thar victory

Undead followers of Toldoth believe thar all life will be extin
guished in Toldoth's final victory, and that they are the rightful
inheritors of the earth—the next step of evolution, so 1o speak,
after mortal life

Clergy and Temples

Toldoths clergy wear robes of deep violet or black during their
vile ceremonies. If they are not themselves undead (many are)
they wear masks or change themselves with illusions to appear
so, Beyond their ritual duties, clerics of Toldoth are busy master-
minding evil cults. They direct their minions in the full range of
evil activiries, from careful kidnappings and sacrifices to random
violence and senseless slaughter. Often, their goal is simply evil
for evil's own sake. Every act of evil perpetrated in the world gives
strength ro Toldoth and robs power from Elishar.

In lands that have thrown in their lot with Toldoth-
doms and the realms of savage humanoids, for example—Toldoth’s

evil king-

dark temples stand prominently with no need to hide. They are
built with black srone and often swathed in spells of darkness and
shadow. In lands where Toldoth's worship is forbidden, Toldoth's
followers meet in secret, usually in basements, crypts, or dun-
geons. Whether in a temple or in a secret shrine, Toldoth's wor-
shipers meer by night in total or near-total darkness,

Toldoth

Rogue 20/Fighter 15

Medium-Size Outsider

Divine Rank: 15

Hit Dice: 20d8+160 (outsider) plus 20d6+160 (Rog) plus 15d10+120
(Fir) (870 hp

Initiative: +21 (+17 Dex, +4 Improved Initiative

Spﬂ:d: 60t

AC: 89 (+17 Dex, +28 natural, +15 divine, +7 armor [+5 shadow silent
moues slick leather], +12 deflection)

Attacks: +5 unholy mpier +74/+69/+64/+59 melee, dagger of venom
+60/+455 melee; or +5 unholy light crosshow with +5 bolts +80
ranged; or spell +59 melee touch or +68 ranged touch

Damage: +5 unholy vapier 1d6+13/15-20; dagger of venom 1d4+5
19--20; +5 unholy light crosshow with +5 bolls 1d8+10/19-20; o
by spell

Face/Reach: 5 fr. by 5 fi./s ft

Special Attacks: Domain powers, salient divine abilities, sneak
artack +10dé, spell-like abilities

Special Qualities: Divine immunities, DR 50/+4, fire resistance
35, understand, speak, and read all languages and speak
directly to all |“:'IE1§_1- within 15 miles, remote communication




_-_\,|.i|'. realm I:".""l withowl error at will ||'I|.'-.-. ol il at u..||. fraps LLNner Lhvine .;':-.'_"-

evasion, uncanny dodge (cannot be flanked, +4 As an intermediate deiry, Toldoth automatically receives a die

painst traps), SR 47, divine aura result of 20 on any check. It treats a { on a saving throw
1,500 fr., DC 3

Saves: Fort +52, Rel +63, Will +52

Abilities: Str 26, Dex 44, Con 2
Int 26, Wis 27, Cha 35

Skills®: Appraise +63, Balance

73, Bluff +72, Climb +69,

| normally and not as an automaric

or attack ro
fatlure. It is immortal

Senses: Toldoth can see, hear
touch, and smell ar a distance of Lt
teen miles. As a standard action, it
Can perceive .I:l‘.ll'.ll'.;'_ \‘-'Illllll
Diplomacy +59, Disable D fifteen miles of its wor

vice +63, Disguise +72, Escape shipers, holy sites, objects,

Artist +68, Gather Information or any location where one
+52, Hide +88, Intimidate of its titles or name was

'8, Jump +39, Knowled spoken in the last hour. I

religion + 43 I\I:-\'H!I.'.J_:‘I' can extend it
the planes 43, Lisren +7(
Move S ntly +88, ( 1#-.'II Lin
+57, Pick Pocker +64, Search

+48, Sense Mot

to ten locations at once, It

can |"|I'l |' [lll.' SeENsing

power of deities of its rank

or lower a1 up o two remote

Spot +70. "Always receives locations at once for 15 hours

2 Portfolio Sense: Toldoth

a4 20 on checks

Feats: Alertness, Ambidex
terity, Blind-Fight, Cleave

Detlect

Endu

senses any act ol \'Il'll'll-\ £y

hatred, or energy -i'.-lllnlll',

Combat Refle the instant it ||_|.|l}-r|:~ and
A
rise, o

retains the sensation for

ince, Exper

fifreen weeks after the

t Cleave, Improved ( ritical

event oCcurs
Automatic Actions:
doth can use Bluff, Dis

Improved Disarm l[ll:L-rnn'l] Initiative,

Improved Trip Improved Two-Weapon

Fighting, Improved Unar med Strike Lol
Lightnir Retlexes, Mobility, Point Blank
wot, Power Attack, Spring Attack, Superior
Expertise, Two-Weapon Fighting, Weapon [
Finesse (rapier), Weapon
Whirlwind Attack

guise, or Intimidate as a

5 free action if the DC for the

task is 25 o1 lower. It can

ocus (1 perform up o ten su h free

apier),
actions each round

Create Magic [tems: Toldoth
Divine Immunities: Ability dam can create weapons with the unholy
death ettects
electricity, energy

ige, ability drain, acid, cc quality and can make any masterwork or magic

'\‘\'I_'.Il'i‘|| exu ('l'l a |1I'|'.' \\i'.il'tl'ln. into an :I'.'lll-'l'.'

disease, disint
drain, mind-affecting effects, paralysis weapon. It can also create any item that uses nega
poisan, steep, stunning, transmutanon, live energy ot .||'.|I|I eltects, as |.-,|| ds I||:' iems market
imprisonment, banishmeni price does not exceed 200,000 gp
Salient Divine Abilities: Alter Form
Alter Size, Annihilating Strike,

ad ), Divine Armor Mas

Alrer Realiry,

DENNARI

Control Creatures (ur

tery, Divine Inspiration (dread), Divine Blast, Divine I'he faith of Dennari is 8 mystery cult designed according to the
Rogue, Divine Shield, Divine Sneak Atrack, Extra Domain guidelines in Chapter 1. Unlike the other mystery culis presented
Strength), Extra Domain (Trickery), Extra Domain (War), Lay n this book (see the entries for Demeter, Dionysus, and Thoth

Curse, Life Drain, Shapechange, Undead Qualities the cult of Dennari is not associated with a larger pantheon. Thus,

Domain Powers: 15/day death fouch (roll 15ds; if rouched crea her cult can easily be added 1o any existing campaij

ture does not have at least that many hp, it dies); 15/day smite (+4

| DENNAKI

i attack and +15 on damage lor one weapon attac k); cast avi
'|"l'||'--lf | caster level; 15/day fear of strength (415 enhancement Lesser Deity
bonus to Sir for 1 round) Symbeol: Warhammer with leaves
Spell-Like Abilities: Toldoth uses these abilities as a 25th-level sprouting from handle
caster, except for evil spells, which it uses as a 26th-level caster. The Home Plane: Material Plan
» DDCs are 37 + spell level. Animate dead, Bighy's clenched fist, Bighy's Alignment: Chaotic good

rishing hand, Bigby's grasy

1g hand, blade barries bla il|:|'-||-,_ bull's Portfolio: Earth ||i|;I.L[||-:|.-u|||!x'|I:|:._

¢ fear, change self, circle of doom, confusion, contagion, creali Worshipers: Dwarves, oppressed
I PE

|I .:J. ath ward, desecrate, destrug ind poor l'|'|‘|5|" larmers .iII\I_

greater undead, create undead, death ks

tion, disintegrate, dispel good, divine power, earthqualke, endure elemenls peasants

false wiston, flame strike, harm, implosion, mflict crilical wounds, mflict Cleric Alignments: CG, CN, NG

Light woung invisibility, magic cirele against good, magic vestmenl Domains: ( haos, Earth, Good, 1 ll'll'f;l{'iﬂﬂ- PI'-IIN
miagic weapon, mislead, nondetection, polymorph any objecl, power word Favored Weapon: Warhammer

blind, power word kall, power word stun, prafection from good, righteous

arven origin, yer she has

miEhl, sereen \.'|.:||.|,\.'_r-I ."_-|.|-,-_ ekl rmmunly .|-||||I|1.|I PAeapon, stone Dennari (s an eartl |||.-t|:|--| deity of d

skeirt, summon monster 1X (as evil spell only), time slop, unholy awra tound a surprising popu

nd "l'l""\"""'l |\,-..|-||

ariry among poor

unholy blight, wail of the banshe: of many races. Like other earth goddesses, Dennari represents

L.? 'l‘?.l'll‘?‘{

P
m
=]

i

A 42,

dnicea”) 0




. Reymolds

Tifus, &

Nogma

AgrIc H]l'.Jl't' .II‘.ll Il'[lllllﬁ. |‘|I| ||'Ii"1l' .1\}'1'! 15 are not as Il'lll‘l'l[.li'll ds
h.']' association \.‘-’I[l‘l Ihl' :';]T[l'l. proper and s f‘]'lll[\ Her taith is not

connected with the agricultural eyele; it has become a symbol -
for the .‘-lll'li!‘_1]] ol l‘I_"PJ"l'?\-.\t'd p:'L'}‘ll':«-.

Dennari appears as a full-bodied, muscular dwarven

&

woman. Dwarves sometimes depict her with a long
flowing beard from which plants grow as if it were
earth. Her nondwarven followers typically portray

her as beardless.

Dennari's myths represent her as an eternally suffer-
ing and giving mother, tortured at the hands of her
many children but also all-powerful and ultimarely =4
a victor over their torments. She is thus seen
both as a support [or people in need and as
o I1| ifent [-I."'l'l"' l-l-'l' ||l"l'|.l[|1’['_.

-

lerqy and Tem
The faith of nnari is concerned
itly with the -lll'lvr;11|u__~. of u[.\plu.-ah'rd

ples

BT

|u't~|'ll' Her clerics believe thar their
faith can give meaning to the trials of these

8] o &) ';l' dand d Who groan unde
| all who gr nder

heavy burdens :
L 1|u|1|l-~-.|w- Eovernments gen -n.-.‘-\
erally frown on Dennari wor- %53

ship. They olten persecute

her clerics and lay fol

owers, who hold secrer
meerings in Cavern .y
shrines and pri- 4

vate homes

DENNARI
Cleric 20
Medium-Size

Outsider
Divine Rank: 10
Hit Dice: 20d8+400

(outsider) p|||~ 20d8+400

Clri (1,120 hp)
Initiative:

Speed: 60 ft., burrow 60 ft
AC: 56 (+7 Dex, +23 narural, +10 divine, +6 deflection)
Attacks: Unarmed strike +51/+446/441/436 melee; or spell +51

melee touch or +47 ranged ouch

Damage: Unarmed strike 1d3+11; or by spell

Face/Reach: 5 ft. by 5 fr./5 ft

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities, rurn undead 9/day

Special Qualities: Dwarf traits, divine immunities, DR 45/+4
fire resistance 30, spontaneous casting of divine spells, under

, speak, and read all languages and speak directly to all

beings within 10 miles, remote communication, godly realm
teleport without ervor at will, plane shift at will, SR 42, divine aura
(1,000 ft., DC 26)

Saves: Fort +54, Ref +39, Will +41

Abilities: Str 33, Dex 25, Con 50, Int 25, Wis 29, Cha 23

Skills: Animal Empathy +36, Climb +41, Concentration +70

59, Craft (stoneworking) +59

sfanc

Cralt |[11t'l.|1\\'l1f|(]1"|51

J‘:|r|u||1.1| v +60, Gather Information +36, Heal +59, Intuit
Direction +39, Knowledge (nature) +37, Knowledge (religion
+57, Listen +49, Search +37, Sense Maotive +49, ‘\|\+'|!L raft +37
Spot +39

Feats: Cleave, Empower Spell, Endurance, Great Fortitude

Improv ed ( srapple, Improv ed Unarmed Strike, Maximize "lTL'H

)
-~ -

Power Anack, Quicken \'Iu-|-|, Reach ‘\|w|| Sacred ‘\]u-||. Seill

Spell, Stunning Fist

)“ e Dwarf Traits: +1 bonus on attack rolls against
\\J o and goblinoids; +2 bonus on Will saves against

\ -\.I"l'”“- and '-]u'” like abilities; +2 bonus on Forti-
-4 lll‘l[l'.l.' l‘l'””‘

tude saves against all poisons;

i
AFKVIS1ION; sfonecunning +2

againse giants;
rad 1.I| |3|'I‘-lh on chec L‘- [0 notice l'.l'|'11'»ll.i|
stonework; can make a check for unusual
stonework as though acrively searching

when within 10 feet and can use the Search
skill ro find stonework traps as a rogue can;
intuit depth
checks and Craft or Profession checks related 1o
stone or metal

+2 racial bonus on Appraise

Divine Immunities: Ability damage, abiliny
drain, acid, cold, death ¢
tion, electricity, energy drain, mind-affecting

fects, disease disintegra

eflects, paralysis, poison, sleep, stunning, trans
mutation, imprisonment, banishment

Salient Divine Abilities: Alter Reality,
Area Divine Shield, Clearsight, Command
1

Plants, Divine
Earth Mastery, Divine Fast Healing, Divine
Inspiration (hope), Divine Shield,
Extra Domain (Chaos), Extra Domain
Liberation), Gift of Li
Domain Powers: Cast chaos
spells at +1 caster level; 10/day turn

o LII“‘TIU'} G@IT CTeatures, or H't"lll‘&l‘

essing (Constitution ), Divine

or command earth creatures;

cast good spells at +1 caster
level, +2 morale bonus on
SAvVes against end
buke or command

linrments;

10/day re
plant creatures
.‘jpv“-l.ikt' Abilities: Den
nari uses these abilities as a
20th-level caster, except tor
L ||.|l|" N]Tl'll‘u |]“I| ].'I||||'i N'l‘l']l'\
which she uses as a 21si-level
caster, The save DCs are 26 +
spell level
objects, barkskin, blade barrier, break

y 3 P
t Aid, amimate
OF o

enchantment, changestaff, chaos hammer, cloak of chaos, com-

g pr'.um conlrol planls, .I'r-._l'-l [ vl .fr\J'|'J lan, ¢ |Ii1]r.|lr.|J-'|'. elemental

eitler dis-

sivarm (as earth spell only), entangle, freedom of movement, g
pelling, holy aura, holy smite, holy word, wan body, magic civele against
evil, magic civele against law, magic stone, mind blank, plani growth

» profection from law, yefuge, remove curse, remove fear,

profection from evi
remaove paralysis, repel wood, shambler, shatter, soften carth and stone,
spike stones, stone \|.'|i||l. stoneskin, summon monster 1X (as chaos or
good spell only), unbinding, wall of slone, wall of thorns, word of chaos

Cleric Spells/Day: 6/9/8/8/8/8/6/6/6/6; base DC = 19 4
‘-]h'” lc‘\'t'l.

Other Divine |:-.'-‘-_\-'r‘| q

As a lesser deity, Dennari may take 10 on any check, Dennari treats
a 1 on an artack roll or saving throw normally and not as an auto-
matic failure, She is immortal

Senses: Dennari can see (using normal vision or darkvision),
hear, touch, and smell at a distance of ten miles. As a standard
action, she can perceive anything within ten miles of her wor
-Jn[‘wn. holy sites, objects, or any location where one of her ritles
or name was spoken in the last hour. She can extend her senses to

up o nve locations ar once. She can |"||.IL'i\ the sensing power ol




deities of her rank or lower at up to two remote locations at once
for 10 hours

Portfolio Sense: Dennari can sense the sulferings of any group
of five hundred or more '|"l't‘-]'*]t'.

Automatic Actions: Dennari can use Animal Empathy, Cratr
{metalworking), Craft (stoneworking), Diplomacy, Gather Infor-
mation, or Sense Motive as a free action if the DC for the task is 20
or lower. \|‘|a.' can IW-L'I'hWI'I‘I up o five such free actions each round

Create Magic Items: Dennari can create any magic item that
involves the earth, dwarves, protection, or endurance, such as bra
ers of health, a belt of dwarvenkind, bracers of armor, magic armor, or a
rod of metal and mineral detection, as long as the item's market price

does not exceed 10,000 £p

Appendix |: Domains
P and Spells

Several of the domains presented in this section
Creation, Glory, and Madness—originally appeared as “prestige
domains" in Defenders of the Faith. They are [WL'N'I.‘HII‘ll here as stan
dard domains for some of the deities who appear in this book

Spells marked with an asterisk are described in the following

ommuniry,

SeCTon.

AIR DOMAIN
Deities: (D&D
Pharaonic) Osiris, Set; (Asgardian) Odin, Frey, Freya, Frigga,

Bahamut, Obad-Hai; '.Uhmpl.m- Zeus;

N_]l"'ll.i. .|1[hl'f ) Tatia (creator .i.‘\'l"l'L‘[:
This domain is detailed in the Player's Handbook

ANIMAL DOMAIN
Deities: (D& D) Ehlonna, Obad-Hai; (Olympian} Artemis, Pan,
Pharaonic) Sobek; (Asgardian) Frigga
This domain is detailed in the Player’s Handbook

ARTIFICE DOMAIN
Deities: (Olympian) Athena, Hephaestus; (Pharaonic) Imhotep
Granted Power: Gain +4 bonus on Craft checks. You cast conjura
tion (creation) spells at +1 caster level. (Those with access to both
the Artifice and Crearion domains cast conjuration |creation|
spells at +3 caster level.)

Artifice Domain Spells
1 Animale rop
2 Wond ‘f||£|:'|
3 Stone shape
4 Moy creation
5 Fabricale
6 Major ereation
Harderning
8 True crealion

q Prismiatu LJ'll:'l:

CHAOS DOMAIN
Deities: (D&D) Corellon Larethian, Erythnul, Gruumsh, Kord
Lolth, Olidammara; (Olympian) Zeus, Aphrodite, Ares, Dionysus,
Hetcules, Hermes, Pan, Poseidon; (Pharaonic) Bast, Nephthys, Set;
{Asgardian) Hermod, Loki, Odur, Sif, Thor, Thrym, Uller; (other
Taiia (both aspects), Dennari
This domain is detailed in the Player's Handbook

CHARM DOMAIN
Deities: (Olympian) Aphrodite, (Asgardian) Freya
Granted Power: You can boost your Charisma by 4 points once per

day. Activating this power is a free action. The Charisma increase

lasts 1 minute

Charm Domain Spells
1 |.rJIFF'Jl| PETSIN
2 Calm emohions
1 Suggeshion
4 Emotion
5 Charm monster
B Latas/quest
Insaniky
8 Demand

9 Dominate monsiey

COMMUNITY DOMAIN
Deities: (Olympian) Athena, Hephaestus, Hera, Hestia;
Pharaonic) Hathor, (Asgardian) Frigga
Granted Power: Use calm emotions as a spell-like ability once per
day. Gain a +2 competence bonus on Diplomacy checks

Commumity Domain Spells

I Bless

2 Sheld other
3 Prayo

4 Slalus

5 Rary’s telepathic bond
[+ 'il'::'1‘-.|ll'l|‘l
Refuge
8 Mass heal
Miracle

CREATION DOMAIN
Deities: (Olympian) Hecate; [ Pharaonic) Prah
Granted Power: Cast conjuration (creation ) ~||~t'l|~; ar +2 caster
level. (Those with access to both the Artifice and Creation domains

cast conjuration [creation] spells ar +3 caster level

Creation Domain Spells

I Create waley

2 Mumor image

1 Create food and waler

4 Mimnor crealion

5 Major creation

6 Heyoes feast

Permanent image
B True craation

9 Cenesis’

DARKNESS DOMAIN
Deities: ( Pharaonic) Set
Granted Power: Free Blind-Fight feat

Darkness Domain Spells
1 Obscuring must
2 Blindness
i HLnf.‘Fr,;l'lr
+ Armor of darkness
§ Summon monster 'V -!un|1.' summons 1d3 shadows
6 Prying éyes
' Nightmare
8 Power word, Mind
9 Power word, Jeill

DEATH DOMAIN
Deities: (D& D) Nerull, Wee Jas; (Olympian) Hades; (Pharaonic)
none; (Asgardian) Aegir, Hel; (other) Taiia (destroyer aspect)
Toldoth
This domain is detailed in the Player's Handbool:




DESTRUCTION DOMAIN
Deities: (D&D) St. Cuthbert, Hextor, Lolth, Tiamat; (Olympian)
Ares, Dionysus; { Pharaonic) Bast, Set; (Asgardian) Aegir, Hel, Loki,
Skadi; (other) Taiia (destroyer aspect), Toldoth
[his domain is detailed in the Player's Handbool:

EARTH DOMAIN
Deities: (D&D) Moradin, Obad-Hai; (Olympian) Demeter, Hades,
Hephaestus, Poseidon; (Pharaonic) Osiris; (Asgardian) Skadi,
Thrym; (other) Taiia (creator aspect), Dennari
This domain is detailed in the Player's Handbook

EVIL DOMAIN
Deities: (D&D) Erythnul, Gruumsh, Hextor, Kurtulmak, Lolth
Nerull, Tiamat, Vecna; (Olympian) Ares, Hecate; { Pharaonic) Apep,
Set, Sobek; (Asgardian) Aegir, Loki, Surtur, Thrym; (other) Taiia
(destroyer aspect), Toldoth
This domain is detailed in the Player’s Handbook

FIRE DOMAIN
Deities: (D& D) Obad-Hai; (Olympian) Hephaestus; { Pharaonic
Apep; (Asgardian) Surtur; (other) Taiia (destrove aspect
This domain is detiled in the Player's Handbook.

GLORY DOMAIN
Deities: ( Pharaonic) Re-Horakhty
Granted Power: Turn undead with a +2 bonus on the turning check
and +1dé to the turning damage roll

Lilor If llh_:l||1.||:| \'-L|_;|"|L\
1 Disvupt undead
2 Bless weapon
3 Searing light
4 Holy smile
5 Holy sword

Bolt of glovy
SUnbeati

8 Crown of glory
Gk

GOOD DOMAIN
Deities: (D& D) Bahamut, Corellon Larethian, Ehlonna, Garl Glit
tergold, Heironeous, Kord, Moradin, Pelor, Yondalla; (Olympian)
Zeus, Apollo, Artemis, Athena, Hercules, Hermes, Hestia, The
Academy; ( Pharaonic) Re Horakhty, Hathor, 1sis, Ni‘]lll[h\.“-.
Osiris; (Asgardian) Odin, Balder, Frey, Freya, Heimdall, Njord, Sif
Thor; (other) Taiia (creator aspect), Elishar, Dennari

This domain is detailed in the Player's Handbaok

HEALING DOMAIN

Deities: (D& D) Pelor; (( 1]‘.'IT!|1|.|r|| ,-\'\u”,p {Pharaonic) Ln||:u|l-|_1l
'\.«_u:.iltii.llal Balder: (other) Taiia (creator aspect), Elishar
This domain is detailed in the Player’s Handbook

KNOWLEDGE DOMAIN
Deities: (D&D} Boccob, Vecna; (Olympian) Apollo, Athena,
Hecate; (Pharaonic) Prah, Thoth; (Asgardian) Odin, Forseri; (other)
laiia (creator aspect), Elishar
This domain is detailed in the Player's Handbool

LAW DOMAIN
Deities: (D& D) Heironeous, Hextor, Kurtulmak, Moradin, St
Cuthbert, Tiamat, Wee Jas, Yondalla; (Olympian) Athena, Nike,
(Pharaonic) Re-Horakhty, Anubis, Osiris, Ptah, Sobek; (Asgardian)
Heimdall, Surrur, Tyr; (other) Taiia (both aspects)
This domain is detailed in the Player’s Handboolk
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LIBERATION DOMAIN
Deities: (other) Dennari
Granted Power: You gain a +2 morale bonus on all saving throws
against enchantment spells or effects

Liberation Domain k'|_Lr|'H\.
1 Remove fear

2 Remowe !'|I?|J|I'|.'1i'

3 Remove curs

4 Freedom of movement

5 Break enchantowen|

6 Greater dispelling

|\'.¢'f|l!_[|‘

Mind blanl:

9 Unbinding

LUCK DOMAIN
Deities: (D& D) Bahamut, Fharlanghn, Kord, Kurtulmak, Oli
dammara; (Olympian) Hercules, Hermes, Tyche; (Pharaonic) Bes

o

(Asgardian) Hermod; (other) Taila (creator aspect), Elishar
[his domain is detailed in the Player’s Handbook

MADNESS DOMAIN
Deities: (Olympian) Dionysus
Granted Power: You gain an Insanity score equal ro half your class
|u\';‘1 add cleric levels to prestge lass levels for this purpose For
spellcasting (determining bonus spells and DCs), you use your
Wisdom score plus your Insanity score in place of Wisdom alone
For all other puUrposes, s h as skills and saves, use Wisdom minus
Insanity in place of Wisdom. This means that your spells are very
difficult to resist, but you are in general unaware of your surround

often errarically.

Once per day, you can see and act with the clarity of rrue mad

ings and act imprudently

ness, Lse your Insanity score as a positive rather than a neganive
modifier on a single roll involving Wisdom, such as a Listen
check or a Will saving throw. Choose to use this power before
the roll is made

Madness Domain Spells
| Random action
2 Toich of madness”
3 Rage
4 Confusion
5 Bolts e { bederilment
& Phantasmal killer
Insanely
8 Mudd: M scream
9 Weird

MAGIC DOMAIN
Deities: (D& D) Boccob, Vecna, Wee Jas; (Olympian) Apaollo,
Hecate; (Pharaonic) Anubis, sis, Thoth; Asgardian) Odin, Freya;
other) Taiia (creator aspect
This domain is detailed in the Player’s Handbook

NOBILITY DOMAIN
Deities: (Olympian) Zeus, Hera, Nike; (Pharaonic) Re-Horakhty
Granted Power: You have the spell-like ability to inspire allies,
giving them a +2 morale bonus on saving throws, artack rolls, abil
ity checks, skill checks, and weapon damage rolls. Allies must be
able ro hear you speak for 1 round, Using this ability is a standard
action, It lasts a number of rounds equal to your Charisma bonus
and can be used once pet day

Nobility Domain Spells
1 Divine faviy
2 Enthrall




Y Magie vestment

b Discern lies

§ Greater command

6 Geas/quesi
Repulsion

8 Demand

9 Storm of vengeanci

PLANT DOMAIN

Deities: (D& D) Ehlonna, Obad-Hai; (Olympian) Artemis, Deme
Osiris; (Asgardian) Frey; (other) Dennari
This domain is derailed in the Players Handbook.

PROTECTION DOMAIN
Deities: (D&D) Bahamut, Corellon Larethian, Fharlanghn,
Garl Glittergold, Moradin, St. Cuthbert, Yondalla; (Qlympian
Demeter, Hera, Hestia, Tyche; (Pharaonic) Bast, Bes, Isis, Neph
thys; 'f\n;_:.]l'Lh.l:n. Forseri, Thor, Tyr, Uller; (ather) Taiia (creatar
aspect), Elishar
This domain is derailed in the Player's Handbook

REPOSE DOMAIN

The Repose domain is similar to the Death domain in the Player’s

ter, Pan; (Pharaonic

Handbook, but is granted by good-aligned deities whose clerics are
barred from casting evil spells.

Deities: (Pharaonic) Anubis, Nephthys, Osiris

Granted Power: You may use a death touch once per dav. Your
death touch is a spell-like ability that is a death effect. You must
succeed at a melee touch attack against a living creature (using
the rules for touch spells). When you touch, roll 1dé per your
cleric level. If the toral at least equals the creature's current hit

;\-||:|1~.. it 1|l(“~.

Repose Domain Spells
1 Deathwatch
2 Genlle repose
3 Speak with dead
4 Death ward
5 Slay living
Undeath to death
Destruction
8 Surelife
9 Wil of the banshee

RUNE DOMAIN
Deities: (Pharaonic) Thoth.
Granted Power: Free Scribe Scroll feal

Rune Domain Spelis

1 Erase

2 Secrel page

3 Glyph of warding

+ Explosive rumnes

5 Lesser planar binding

6 Grealey _uf'.'FlJ: of warding
Do s ainstant summon s
8 Symbal
9 Teleportation circle

SCALYKIND DOMAIN
Deity: ( Pharaonic) Apep
Granted Power: Rebuke or command animals (reprilian creatures
and snakes only) as an evil cleric rebukes or commands undead
Use this ability a total number of rimes per day equal to 3 + you
Charisma modifier.

Scalykind Domain Spells
1 Magic fang
> Animal trancet

b Grealer mage fang

4 Ppison

5 Amimal growtht

& Eyebite

7 Creeping doom (composed of tiny snakes)

8 Ammal shapes’

9 Shapechange

fAffects ophidian or reprilian creatures only,

STRENGTH DOMAIN
Deities: (D& D) Gruumsh, Kord, Pelor, St. Cuthbert; (Olympian)
Zeus, Hercules: ( Pharaonic) Bast, Ser: .'\NLE.I[LEI.'UI Aegir, Forseri,
Skadi, Surtur, Thor, Thrym: (other) Taiia (destroyer aspect},
Toldoth
This domain is derailed in the Player's Handbook,

SUN DOMAIN
Deities: (D& D) Ehlonna, Pelor; (Olympian) Apollo, Artemis;
(Pharaonic) Re-Horakhty; (Asgardian) Frey, Odur; (other) Taiia
(crearor aspect), Elishar
This domain is detailed in the Player's Handboolk,

TRAVEL DOMAIN
Deities: (D&D) Fharlanghn; (Olympian) Hermes, Tyche;
(Pharaonic) Prah; (Asgardian) Odin, Hermod, Uller; (other) Taiia
LCreator aspect)

This domain is detailed in the Player's Handbool:

TRICKERY DOMAIN
Deities: (D&D) Boccob, Erythnul, Garl Glittergold, Kurtulmak
Lolth, Olidammara, Nerull, Tiamar; (Olympian) Hera, Hermes;
Pharaonic) Bes; (Asgardian) Odin, Loki; (other) Taiia (destroyer
aspect), Toldoth
This domain is detailed in the Player's Handbool

WAR DOMAIN
Deities: (D&D) Corellon Larethian, Ervthnul, Gruumsh, Heiro-
neous, Hextor; |.1'|\'|np'..|n Ares, Athena, Nike; (Pharaonic) Re-
Horakhry, Bast; (Asgardian) Odin, Heimdall, Sif, Surtur, Thor,
Thrym, Tyr; (other) Taiia (destroyer aspect), loldoth
This domain is detailed in the Player's Handbook.

WATER DOMAIN
Deities: (D& D) Obad-Hai; (Olympian) Poseidon; (Pharaonic) Isis,
Sobek; (Asgardian) Aegir, Njord; (other) Taiia (destroyer aspect)
This domain is detailed in the Player's Handbook.

WEATHER DOMAIN
Deities: (Olympian) Zeus; (Asgardian) Thor
Granted Power: Intuit Direction and Wilderness Lore are

class skills

Weather Domain Spells
1 Obscuring mist
2 J-I'.L:IJ.HIIJ

3 Call ightning
4 Sleet storm

§ lIre slorm

6 Conlrol winds

7 Control weather

8 Whirlwind

9 Slorm of vengeance
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NEW SPELLS

i.

3
) ]

OF DARKNESS
Abjuration [ Darkness|

Level: Darkness 4

Components: V, 5, DI

Casting Time: 1 action

Range: Touch

Targer: Creature touched
Dutation: 10 minutes/level
Saving Throw: Will negates (harmless
Spell Resistance: Yes (harmless

Ihe spell envelops the warded creature in a shroud of flickering
shadows. The shroud can, if the caster desires, conceal the wearer's
teatures. In any case, it grants the recipient a + 3 deflection bonus to
Armor Class plus an additional +1 for every four caster levels (max
imum bonus +8). The subject can see through the armor as if it did
not exist and is also afforded darkvision with a range of 60 feer
Finally, the subject gains a +2 bonus on saving throws against any
holy, good, or light spells or effects.

Undead creatures that are subjects of armor of darkness also gain
4 furn resistance,

SLACKLIGHT

Evocanion | Darkness|

Level: Darkness 3, Sor/Wiz 3

Components: V| S, M

Casting Time: 1 action

Range: Close (25 f1. + 5 f1,

Area: A 20-t T.]lll:_J'\ emananon L-l‘n“.'l('Li 0on a creature, l1k"|i't'[ oar
point in space

Duration: 1 round/level (D)

Saving Throw: Will negates or none (objecr

Spell Resistance: Yes or no (object

2 levels)

You create an area of rotal darkness. The darkness is impenetrable
to normal vision and darkvision, but vou can see normally within
the blacklit area. Creatures outside the ?-F"L‘“'- area, even volul,
cannot see [l'l:'llllgl'l It

You can cast the spell on a point in space, but the effect is sra-
tionary unless you cast it on a mobile objecr, You can cast the spell
on a creature, and the effect then radiates from the crearure and
moves as it moves, Unattended objects and points in space do not
get saving throws or benefit from spell resistance

Blacklight counters or dispels any light spell of equal or lower
level, such as daylight The 3rd-level cleric “l‘t']l |j|n'||l_uhf counters or
L|l-:p1_']~1 ||'||r.'i\'[|:.gl1l

Material Component: A piece of coal and the dried eyeball of any

creature

OLT OF GLORY
Evocation | Goi '\“
Level: Glory &
Components: V, 5, DI
Casting Time:
Range: Close (25 ft. + § f1./level)
Effect: Ray

Duration: [nstantaneous
Saving Throw: None

Spell Resistance: Yes

1 action

By casting this spell, vou project a bolt of energy from the Positive
Energy Plane against one creature. You must succeed at a ranged
touch attack to strike your rarger. A creature struck suffers varying
damage, depending on its nature and home plane of existence:

Maximum

Creature's Origin/Nature Damage Value
Material Plane, Elemental 1d6/2 levels 7d6
Plane, neutral outsider

Negative Energy Plane, 1d6/level 15d6

evil outsider, undead creature
Positive Energy Plane, good outsider — —

BOLTS OF BEDEVILMENT

Enchantment [ Mind-Attecring]
Level: Madness s

Components: V, 5

Casting Time: One action

Range: Medium (100 fr. + 10 fi./level
Effect: Ray

Duration: 1 round/level

Saving Throw: Will negates

.‘ip('“ Resistance: Yes

This spell grants you the ability to make one ray attack per round

The ray dazes one living creature, clouding its mind so thar it takes
no action for 1d3 rounds. The creature is not stunned (so attackers
ger no special advantage against it), but it can't move, cast spells, use

rl'n‘l‘lt.ll .I|‘l|||| 185, .|Ii|| S0 on

ROWN OF GLORY

Evocation

Level: Glory 8

Components: V, 5, M, DF

Casting Time: 1 full round

Range: Personal

Area: 120-fr.-radius emanation centered on you
Duration: | minuie/level

Saving'l'lu’ow: Will negares

Spell Resistance: Yes

You are imbued with an aura of celestial authority, inspiring awe in
all lesser creatures [h.lr ]71'h|‘!|| vour terrible pq'lln tion and |:|_.!|'1[

eousness. You gai

a +4 enhancement bonus to vour Charisma

score for the duration of the spell

All crearures with fewer than 8 HD or levels cease whatever they
are doing and are compelled to pay attention to you. Any such crea
iinst you must make a suc-

ture that wanis 1o take hostile action ag
cesstul Will save to do so. Any creature that does not make this
saving throw the first time it attempts a hostile action is enthralled
for the duration of the spell (as the enthrall spell), as long as it is in
the -l‘u'”'-a area, nor I;L'|“ it try 1o leave the area on its own. € reatures
with 8 HD or more may pay attention to you, but are not affected
by this spell
When you spea
even il they do not understand your language, W

k, all listeners telepathically understand you,

1ile the -|n'|'l

asts, you can make up 1o three suggestions to crearures of fewer
than 8 HD in range, as if using the mass suggestion spell (Will save
negates);, creatures with 8 HD or more aren't affected by this
power. Only crearures within range at the time a suggestion is given
are subject to it

Muleral € “omponent: An Ln]|;|| worth at least 200 gp

GENESIS

Conjuration (Creation)

Level: Creation 9

Components: V, 5 M, XP

Casting Time: 1 week (8 hours/day)

Range: 180 It

Effect: A demiplane on the Ethereal Plane centered on your
loc ition

Duration: Instantaneous




Saving Throw: None
Spell Resistance: No

You create an immobhile, finite plane with limited access—a demi
|1|.1|1L'. ”(':Illlpi.llu'ﬁ L'l'L':1[t'\1 b\' [hl\ pOWET are Very }Il'l.l”. minor
|_\|,m-'- You can cast this ‘-P{'“ only on the Ethereal Plane. When

vou cast i, a |.l‘L'.I] !.il' nsiry r‘llh tuanon prec Ii.‘]l.]lL‘:! [J].L' creation of a

demiplane. At first, the demiplane grows ar a rate of a 1-foot-radius
per day to an initial maximum radius of 180 feet as the fledgling
plane draws substance from surrounding ethereal vapors and pro
tomatter or astral 1'L'iup]Jh:n.

You determine the environment in the demiplane when you
first cast genesis, reflecring most any desire you can visualize. You
determine factors such as atmosphere, water, temperature, and the
shape of the general terrain. However, the spell cannot create life
(such as vegetation), nor can it create construction (such as build
ings, roads, wells, dungeons, and so forth). I you want these bene-
fits, you must add them in some other fashion.

Once the basic demiplane reaches its maximum size, you can

continue to cast this spell ro enlarge your demiplane if you are
inside the boundaries of the demiplane. In such a case, the radius
of the demip
If you cast the spe
plane, the casting creates a separate bubble that does not touch or

ane increases by 60 feer for each -.u':\-_-ulpln'l'n casnng

| again while you are outside an existing demi

overlap any previously created demiplane
XP Cost; 5,000 XP
Note: This version of the genesis spell supersedes the genesis spell

description previously published in Defenders of the Faith.

HARDENING

[ransmutation

Level: Sor/Wiz 6, Artifice 7

Components: V., 5

Casting Time: 1 action

Range: Touch

Target: One item of a volume no greater than 10 cu, ft./level
See 1ext

Duration: Permanent

Saving Throw: None

Spell Resistance: Yes (object

This spell increases the hardness of materials (see Table 812
Substance Hardness and Hit Points in the Player's Handbool)
Paper becomes harder to tear, glass becomes harder 1o break,
l.l.'ln.-t| |\|_'{l'||nu~; more ]'L'\;Illl'nl. and so on. For every two caster
levels, increase by 1 the |1.||1'|i1t'~.k ol the marerial I.Ilj.',t'l':'d by the
spell. This hardness increase improves only the material’s resist
ance to damage, Nothing else is modified by the improvement
For l'\-]l'l'l]"ll', a lnngr-\\'urd' (treat steel as 1Iron, base hardness 10)
affected by a havdening spell cast by a 12th-level caster would have
a new hardness of 16 for purposes of ignoring damage caused by

someone using the Sunder fear. The sword's hir points, artack anc
ll.]lh\l}:‘_v Il\l.‘ill]-ll'!". and other characreristics are not .IH('th'tl. T'he
hardening spell does nor in any way affecr resistance to other
forms of rransformation. Ice still melts, paper and wood still
becomes transmurtable to mud with the proper

burn, rock sril

spell, and so on.

This spell affects up to 10 cubic feet per level of the spellcaster.
If cast upon a metal or mineral, the volume is reduced to 1 cubic

foot per level

MADDENING SCREAM
Enchantment (Compulsion) [ Mind-Affecting]
Level: Sor/Wiz 8, Madness 8

Components: V

Casting Time: One action

Range: Touch

Target: Living creature touched
Duration: id4+1 rounds
Saving Throw: None

Spell Resistance: Yes

I'he subject cannor keep himself from screaming, gibbering, and
makes it
1e victim to do anything other than race about car-
ect worsens the Armor Class of the crearure by 4,

leaping about as though completely mad, This spe
pLng ! I

impossible for t

erwauling. The ef
makes Reflex saving throws |111pl'n-.-h|'r!r exceptona roll of 20, and
makes it impossible to use a shield

RAGE

Enchantment

Level: Madness 3

Components: V. 5

Casting Time: One action

Range: Touch

rget: Creature touched

Duration: 1 round/level

Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

You can put a creature into a screaming blood frenzy. In this
rage the creature gains +4 (o H'[['ung[h. +4 to Constirution, and a
+2 morale bonus on Will saves, (Unlike a barbarian rage, no
penalty 1o AC is suffered, and no fatigue period occurs after the
rage is over.)

SURELIFE

.-'\h|ur.]r.nn

Level: Repose 8
Components: V, 5, M
Casting Time; 1 round
Range: Persona
Target: You
Duration: 1 minute/2 levels

This spell allows you to protect yourself against some condition—
such as being immersed in boiling oil or being buried under an
that would ordinarily cause certain death. You can

only protect yourself against a natural occurrence or condition, not

avalanche

against a spell or the action of a creature (such as the breath of 2
dragon or the swords of a group of bandits). You must specify the
condition against which you wish to protect yourself, and the spell
is effecrive only against that condirion. Should you be subjected to
thar condition during the duration of the spell, you feel no dis
comfort and take no damage from the condition. However, the

spell does not protect any items carried on your person. At the end

of the spell's durarion, the condition has full normal effects on you
if you are still subjected 1o it

Material omponent; An olntment of |3|‘.]l'h SYTUp and

ClnDabar

TOUCH OF MADNESS

Enchantment [Mind-Affecting]
Level: Madness 2
Components: V, 5

Casting Time: One action
Range: Touc h

Target: Creature touched
Duration: 1 round/level
Saving Throw: Will negates
Spell Resistance: Yes

You may daze one living creature by making a successful touch
artack. If the targer creature does not make a successful Will save
its mind is clouded and it takes no action for 1 round per caster




level. The dazed subject is not stunned (so attackers get no special
advantage against it), but it can't move, cast spells, use mental abili
ties, and so on

RUE CREATION
Conjuration (Creation)
Level: Creation 8
Components: V, S, M, XP
Casting Time: 10 minutes
Range: 0 ft
Effect: Unartended, nonmagical object of nonliving matter, up 1o

1cu ft _J.Il."\'L'E
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

ol

You create a nonmagical, unattended object of any sort of marrer
Items created are permanent and cannot be negated by dispelling
magics or negating powers. For all intents and purposes, these
items are complerely real. The volume of the item created cannot
exceed 1 cubic foot per caster level. You must succeed at an appro
priate '-J-I” L !u'n'k to make a .'1::1]]1](‘\ item, such as a Craft (bow-
making) check to make straight arrow shafts or a Craft (gem
cutring) check to make a cut and polished gem,

Unlike the items brought into being by the lower-level spells
minor creation and major ereation, objects created by the « asting of
true creation can be used as material components

Material Componenl: A small piece of matter of the same type of
item you plan to create
tiny piece of the appropriate stone to create a polished gem, and

o ‘.'\[l'\r'i.'l of \\'ULIL[ [0 Create arrow 'Gh-'l [-H, a

so forth.
XF Cosf: The item’s gold piece value in XT, or a minimum of 1 XP,
W|1I\ |1-.'\':'I IS5 more (see I:hl.' Hll‘\t'l"\ ”[lrn“h‘l?ll-' tor item costs ).

UNDEATH TO DEATH
Necromancy
Level: Sor/Wiz 6, Clr 6, R.:pukc &
Components: V, S, M, DF
Casting Time: 1 action
Range: Medium (100 fi. + 10 fi
r‘rl".l: .l\{"-"G‘I'.'li (SRR 1S l‘.'l.ll creatures \\'I[Ili!] a QD “ [i|||1||_‘| |1[|1'~||
Duration: Instantaneous
Saving Throw: Will negares
Spell Resistance: Yes

flevel

Undeath to death snuffs out the animating forces of undead crea-
ing them instantly. The spell slays 1d4 HD worth ol
undead creatures per caster level (maximum 20d4). Creatures with
the fewest HD are affected first; among crearures with equal HD,
those closest to the point of ongin of the burst are affected first.

Material Component: The powder of a crushed diamond worth at

tures, kil

lieast 500 gp.

Appendix 2:

Divine Ascension

Your players all have 20th-level characters thar carry artifacts the
way ordinary characters carry masterwork items. They beat the
tarrasque without raising their heart rates, and they travel the
planes ar will. Demons tremble in the depths of the Abyss and
devils quake even in the lowermost realms of Baator at the men
tion of the characters' names, Bards sing of your characters' adven
tures, and everyone has heard of them. They are, for all pracical
purposes, gods

So consider lerting them join the divine ranks and remain
player characters. Becoming a deity opens new vistas for roleplay

ing adventures. While mortals who ascend to the divine ranks may
remain somewhar concerned with the mortal world, their primary
focus shifts to the needs and demands of the 'unl]u‘llh Your ]‘I].]‘r
ers may be ready for such a change by the time their characters
achieve the potential for divinity. The trick is o be ready yourself,
understanding how characters become gods and what sort of

adventures you should plan,

In Chapter | you made decisions about the source of divine
power. Some of those options allow player characters to ascend 1o
godhood, and some do not. If you decided thar player characters

cian t‘d'l'\‘l'l'li' lIL'J[]L‘\.. read mn

BEFORE ASCENSION

Assuming thar divine ascension is possible and the characters are
candidates for the process, the guth‘- watch them, Unfortunately for
the characters, so do the gods' enemies.

In a polytheistic system such as the one presented in the D&D
l'll]L‘IJLFUL'.\. the enemies may be other deities You can Iw sure that
Hexror warches the same mortals that Heironeous does, and vice
versa ”'Ll' [‘-Il'llill‘t‘h may have other enemies as \.\'('H., |ust as [l]l‘
Norse gods faced off against the glants, In 2 monotheistic religion
infernal creatures have a vested interest in mortal champions as

well. Dualisric religions have built-in opposition.

l]h"t' adversaries seek 1o win ¢ l:.lmpiun-; |'|'|l their side or, tail-
ing that, to prevent the mortal champions from achieving ascen-
sion. Player characters may notice agents of the opposition
appearing more frequently as they ger closer to ascension, and
such agents should be more active. Keep that in mind as you craft

vt _Ill'u'l-ﬂllll es

PLANNING THE ASCENT
Methods of divine ascension require careful handling. In all cases,
divine ascension should be purposeful. Players should normally
understand that their characters have access to ascension and

should have some say in it (see the sidebar Ast ¢~||L|;i||+1 Overpow-
ered Characters for an exception). Don't surprise players by
making their characters deities; your players may have other plans
Although it may seem like a good idea to comfort a player by
making a character into a god if ir died because of bad die rolls,
doing this sets an untenable precedent. Even if that character died
in the service of a patron Jc‘ll‘., divine ascension shouldn't be a
compensation for bad luck.

Although it's possible to adventure with parties composed of
both mortals and deities, in practice it's difficult. There's very
little the mortal characrers can do thar divine characters can't do
more easily and with less risk. Timing a game so that each char-
s at the same time may be difficulr, bur that's the

acter ascenc
ideal situation, Discuss ascension with all the players ahead of
time. If only one player aspires to having a characrer ascend, ir's
best to have that character retire from active play upon ascen
sion. Make sure that player understands the consequences of
retirement trom |I1l' start

Player characters of lower than 15th level rarely achieve ascen
sion. They simply haven't done enough to attract the gods' atten-
tion yet. Any character of 20th level or higher may be a candidare
tor ascension if your l'Li‘\['ﬂI‘lhl!L‘}' .|||L|H 5 1.

Ascending Overpowered Characters
Somerimes a charac fer |1L'.'|1mu-, 0D power ful or a PL' ver l‘lt-. omes
too abusive of the rules system. If you've run out of options tor con
trolling either character or [\I;I\-'L"I'. you may want to remove the
ayer can start over. Tell the player

character from the game so the p
that you consider the character oo pm'.'l-rl-n| Offer the characrer
the opportunity to become a quasi-deity (divine rank 0)

This removes the rroublesome character from the morral realm,
allowing the player to start over with something more manageable




or to find another game. Quasi-deities often play little or no partin
campaign religions, existing mostly for flavor and working as the
servants or companions of more powerful gods. So the impact on

your overall religious structure may be minimal

LIMITED AND UNLIMITED DIVINITY
If there's a finite amount of divine power in your campaign
there are only so many “divine sparks” to go around—then mor
tals may only be able to become quasi-deities (divine rank 0}
Chapter 2 explains what powers and abi

ities are available 1o such

5 iG'iPl |\' '\‘.'t'.Il(l'l' I|'I.I]1 most |'|!|1['I I}'lllliﬁ, quasi dL‘I[IL‘.‘-' k']]]\.

B
have certain kinds of adventures (see Adventures Atter Ascen
sion, below). You and vour players should be aware of what kinds
of adventures you'll have belore the characters set their hearts on
becoming gods.

You'll need 1o«
h.JP["l'l'l‘- to their powers If the nn|‘, way (o nse t]u‘ullgh the divine
ranks is to kill other deiries, you can be sure ]"].]\'1'1 characters will

ecide whether or not gods can die, and if so whar

try it. Of course, the deities they're rrying o kill are beings that
have already killed gods, so they know what's coming and may
have a few tricks of their own

If you don't want to run a divine campaign centered on killing
deities, consider caretully what |1.ii1|1t‘ll‘~ 1o the dead deity's portio-
lio. While some characters set out to destroy their patrons so they
can take over those deities’ roles, many set out ro “save the world”
by slaying gods of opposing alignments. In the Dunceons &
Dracons game, that usually means evil deities, If the murderer
automarically assumes the dead god’s portfolio, that may discour
age player cilling evil deities. If you're a paladin
who ascends 1o the status of quasi-deity, you don't want the portfo
lios of Ervthnul or Nerull, for example. The drawback to this deci-
sion is that it leads good characters o cover the positions and port

jaracters from

folios of their own patrons

If deities are truly immortal, then they can't be killed, and a
divine campaign follows a different ]‘.|I|1 If there is no limit to the
universal total of divine power, then player characters can rise to
any divine rank

Campaign Idea: After player characters ascend to the divine
ranks, they discover that the gods are secure in their divine rank
and smug about it. Since the dawn of time, all the mortals who
ascended are -|Lu|1|u' quasi deiries (divine rank 0). As they Bo about
their divine adventures, various quasi-deities approach them with
offers of aid or reach them abour their new powers, and friendship.

Eventually these helpful quasi-deities reveal they're part of a
conspiracy 1o “free up” divine power. One faction within the con
spiracy already rries to persuade the old deities 1o surrender some
of their power to worthy successors, while another seeks 1o free
power by killing the old gods. A thirc
divine power in hopes of increasing the amount available.

seeks the “real” source of all

If you decide to address the issue of ascending to the divine in your

campaign, you must determine how widely known the methods of
ascension are. Some different ,1|1!1['U.JL'JH':| to this issue are
described below, with notes relating them to the nature ol your

deiries and o the degree of mystery surrounding them

INNATE DIVINE POWER
thar deities are .‘\llh]‘i\' born with their divine power,
the most common decision about ascension is that it's impossible

[l vou ||l‘n"ull'|

No mortal can ever become a glul I!lullj—_’_ll. mortals can become
divine servants. Even if this is the case, you may allow characters
who die spectacular, heroic deaths in the service of their patron
deity to ascend 1o the ranks ot quasi deiries (divine rank 0) or even
demigods (divine rank 1), If divine ascension is only possible after
death, consider having an NPC achieve divinity immediately prios

s} Tl'll' start of the campalgn, so characters hear stories about it
during their adventures. Such stories would be common until they
are no longer novel. In such a world, there's no real mystery or
secrecy about ascension

Adventure Idea: Player characters adventure in a campaign
that uses a typical pantheon, but they do little more than pay lip
service to their patron deities. As far as they know, you're either
born a god or you're a mortal. After achieving |1I_._,fh levels, they die
on an adventure. When their eyes nexr open, they're in a grear hall
Ranks of sears climb the walls, filled with spirits of great heroes
and champions of all classes. The deities sit on thrones, plowering
at the recently deceased characters

A servant of the chief deity in the pantheon (or a cleric char
acter’s deity, if it's a loose pantheon) explains that while the char
acters are great heroes, their faith is shallow and weak. Their
divine status (divine rank 0) is probationary, provided they go on
a quest set by the deities, If they succeed, then their divine starus
becomes permanent. If they fail, their souls go among the ranks

of the faithless

EARNED DIVINE POWER

If you decided that deities earn their divine starus, then any quali
fied mortal can ascend to their ranks, It may happen several times
to NPCs durm_],: your campaign Playver characters in such cam
paigns often know that, somehow, other mortals became gods. The
characters may harbor divine ambitions from early levels.

When vou make this decision, vou set the requirements tor
eal lli]”; r_'.l-llihmul_ I]11=L._|_',|1 the characters may only meet them
nonstrate faith

through research and effort. Choose actions thar ¢
and worthiness, and make sure the deeds can 111' I'|"|'\:‘:\|1-c| k"_\ other
characters. For example, the great wyrm Nemytidion can only be
slain once, but anyone can try to lift a mighty obsidian stone set in
the center of the L'.Ii"ll.i] by Kord.

I'his approach to divine ascension has the greatest variation in

degree of mystery or secrecy. Your gods may carefully control
information abour ascension. High priests of the pantheon may
know the secret and share it with ininates of specific cire
cults within their church. Alternatively, the high priests mighi
seek out worthy candidates and share the information with those

es Or

who wish to become deiries. The religions in your campaign
might consider ascension @ major goal for all worshipers, and
everyone might know not only that ascension can happen, but
how 1o do ir.

Campaign Idea: After ac hieving high levels, player characters
who demonstrated belief in and devotion to their deities receive a
summons from the |‘liJ_],|1 priest of an appropriate deity. The priest
reveals the existence of a mysiery « uli among the believers and
ated valley in a nearby moun

asks the characters to travel to an iso
tain range

When the characters arrive, they find priests tending a small
[L'!I]]']t' with its own livestock and flields. One wall of the valley is a
sheer cliff with WD on 1o in an ancient script |'|1|.' PrIESTS 1N l|11'
valley explain that all faithful who achieve great rank receive the
same summons as the player characters, and their priests send
them to the valley. The writing is a list of tasks, one from each deiry
in the pantheon. On accomplishing the final ras
n to the valley, where the gods judge their success. Anyone

t, candidates

ret

who successfully accomplishes every one of the rasks ascends to
the ranks of the gods

STOLEN DIVINE POWER

If divinity itself can be stolen, deities do everything in their power
to keep that fact a secret. You must decide what happens to a deiry's
imr:fn!in 'l'.'|‘|“|1 someonds \ll‘.l]l- 1ts source of L{:\'![}II\'. llh' maost ui*\.a
ous solution is that ot ||n|il| elements and sources of liwlill[)' are

]m]cm]_ b ] \.\'i'll!('\'l.'i' DOSSESSeS a iil'-'|]1l' SOUTrce has an accompanying
ying

portfolio element,




If you decide this is the case, then you face the same chal
imited amount ol
divine power: Characters may covet the divinity of their own

lenge thar exists in campaigns with only a

patron deities, tempting them to steal the divine spark from
beings they worship.

In a tight pantheon, the portfolio of the victim deity might
revert o th‘ IL‘Jdl'l pr,Lll'l', \\'I‘H! !hl']'l lIUll"- our [h{‘ ]'("Gl‘[)l]ill‘-|

ities
vantheon, deities mighi
compete to prove who is most worthy of the portfolio

among the rest of the pantheon. In a loose

Adventure Idea: Player characters grew up with legends of 4
beloved trickster deity who stole the divine spark from deities who
became roo arrogant or too careless of their mortal charges. These
thefrs often had unfortunate consequences as the trickster gained
and lost portfolio elements about which he knew nothing, Player
characters may experience bizarre events during their careers
caused t“r the trickster’s Ignorance Alter ac |1|.1"-‘|I1;', l”l'-h levels ||w
;"'l.ly't‘l' L'll.ll'.it ters ascend to the divine—only to have the trickstes
steal from them!

| !I“ L I'Ilt‘jllll‘”‘,' ol I|1|.L E"ill':lhl‘ul'l Bives [hl' C I]..i]'.ll [ers a vear .]l’il[
a day to recover their stolen divine sparks, or they'll become
mortal again,

DEICIDE
If the deities can die, the characters could ascend by defeating a
god in battle (see Limited and Unlimited Divinity, above, for the
eftect of deicide on ascension ).

Campaign Idea: As player characters achieve middle levels, an
agent of demons or devils comes to them, The agent exp
the
wil

slaver characters wanlt (o o ihu‘ w|1[~\.n||.-11| _m_:d.\_ ot l'l]l!‘,'

the almost infinite forces of the infernal realms seek to stop
them, but they will each have to kill a deity 1o ascend. As player
characters continue to adventure, they face infernal opposition
requently and have the opportunity to check the truth of the
agent's words. Ultimarely, they must wrestle with whether or nor
to slay a god

IMPARTED DIVINE POWER
Perhaps any mortal can ascend to the divine ranks if a divine
authority chooses to impart godhood. It may be possible 1o bribe
a deity with great nlt‘t‘ti- ar \'.i.lll.lbll.' objects, but in most cases
the mortal must be worthy, “Worthy” means a lifetime of devo
tion, faith, obedience, and loyalty to the pantheon or patron
deity. In a right pantheon, the leader deity usually decides who

maore

ascends. In a loose Ftinl]n‘l.rll. a mortal's patron deity is the sole
source for imparting divinity. Demonstrate to your players thar
¢ 1o ascend this way by having it happen to an NPC ar
the start of vour campaign. People around the player characrers

it'’s possib

should still be talking about it. If you make sure player charac
ters know abour it early, they can work toward worthiness from
the l“vgmniug

lictle
I1:-mi (K§] L:‘:‘p I|11' '1.1-\'-||\|||.l',= secret |1::1,\:I1t|.r|'_[ gm“u\mi o a ||||_
lower increases the deities’ stature and power il they're Lil'rll'[llil'nl
on their worshipers, so they're likely to publicize it. You may
dt'l.'ldL‘. however, that 1I¢'i[IL"- |{L'L’p divine ascension a secrei, That

Because !.hL' LIL'III.L".- n.l'II'III'Ul \\'i]l']'l I 'TI.IJ'\. .I‘u'l']'ul, [Ih'\' I.L.I“

makes it harder for your player characters to ascend, because they
may not realize what lln"_. need to do ro be worthy,

Adventure Idea: With no outside aid, player characters infil-
trate an enemy country controlled by clerics of an evil deiry. Over
an extended period, and ar grear risk, they reach a point where they
can foil the clerics’ plans, bring down the main temple, and wipe
out the leaders of the priesthood.

At that moment, the evil ;_'.i'li Appears (o the ]."lul".'l'l' characters
and offers ro impart divine status to them, provided they depart
the Material Plane for a year and a day. Though the evil deiry
makes no overt threars, it's obvious he could kill the characters

and probably would if they refuse. If they accept, their patron

ains thar if

deities are disappointed thar the plaver characrers didn't com-
I

plete their work on the Material Plane, and the evil god hasa

year and a day to advance his cause before the |‘-l.1\.'(-1 characrers

can I\II' dl]\!’]:nj: .|l_'l|ll| it | Ir‘l ess, of course, ||-ll' & h_i]'.il ters can
act on the Outer Planes somehow to affect actions on the Mater

ial Plane

RAVEL TO THE SOURCE

If mortals visit the divine realms, then ascending characters could

—

enter an inner circle or court within the realms where no mortal
ever E‘\_l‘]'\.

If the divine realms are located on the Material Plane, ascension
may be a physical act. There may be actual gates that literally open,
admitting the ascending mortal to the ranks of the divine.

Adventure Idea: Player characters, in the course of their
higher-level adventures, often visit the floating mountain peak
that is home 1o the campaigns |_\r|'|11|'!.\.'|r-_ ]]](-\,- |u'.',,'-.l_-.l11,||!l.'
observe a gate through which no mortal is permitted 10 pass, After

one adventure, they return to the mountain peak and discover it
deserted. The forbidden gate is open and unguarded

Searching for their deities, the characters pass through the gare
and find themselves standing in a courtyard in the midse of an
immense city. In the center of the courtyard is what appears to be
some ]f.lhll of sundial, bur on closer mspecnon 1s a map ol some
thing called “the Grear Wheel" Equipped with this knowledge of

the Qurer Planes, the characters search for theis patron deities
while discovering strange new powers in themselves because pass

ing through the gate ascended them to divine rank 0

Outer Plane Ascension
The Outer Planes are typical locarions for divine realms. Ascen
sion is both a physical and spiritua
sion should not, however, seem like mere planar travel. It is
clearly different experience for the ascending mortal and for
any witnesses

Adventure Idea: Although most of the deities in the campaign
live on another plane, a few live on the Material Plane. As player
characters approach 20th

event in such a case. Ascen-

evel, these deities appear more fre
quently in their lives. Finally, one of the gods explains thar a thou-
'~il[1¢| Years ago ‘-U[nq:[]uﬂ_u dl'h[l'{ !\'s'Ll Ih{" |1I']1|gr fa'nm |h+,~ \\'l')[ld o
the home of the pantheon. The deities, limited by the narure of the
Materia
duties to thoroughly investigate, All of them have done some

Plane on which they live, are too busy with their divine

l'hl'l."-\l:l'i_l__: over a :hl_lll'-iilld vears, ]‘LJ[ II'Il' Pl.i\'l'l' L'l'l.l!'.'ll'[('l"‘ are

clearly approaching divine status themselves. If the player ¢

1arac
ters can reverse the destruction, build a new bridge, or discover a
new path to the gods' home, the deities grant ascension to the
plaver characters.

Inner Plane Ascension

Mortals asc vr'.u.i]r'i;._', to divine status on Inner Planes experience a
sudden comfort in those alien p
threaten them. In fact, a requirement for ascension in such cases
could be surviving the trip to the divine realm

Campaign Idea: The Inner Planes are concentric circles within
the campaign cosmology. These “inside our” worlds are arranged
with Earth closest to the surface, Water next, and Air separating
Fire, at the center, from Water. Player characters adventure within
these Elemental Planes over the course of their careers and know

ACES 1S |I]L‘ II.HUJ'.II il.l)’..lrd.k cease o

the 'll'lll'u call these Inner Planes home
When the PCs achieve high level, agents of their deities appen
s lies within a

to them and explain that the true home of the g
fifth Elemental Plane inside the Elemental Plane of Fire. If they
Can survive ”I[' H"'Ti';l'\l]'lnl\' miense \'i?\'_l\ﬂt‘ [lll-l‘ll‘lll1 Ihl‘ I:_}L'"il‘:'ll..ll
Plane of Fire to the gates of the godly realm, they can ascend to

become deities themselves




Iransitive Plane Ascension
Because the Transitive Planes are so close to the Material Plane,
ascension to |:||{'|11 may seem aniic limactic. But r.llllllll}.', the divine
realms in the infinite space of the Astral P

ane, Ethereal Plane, or
Plane of Shadow may be a challenge worthy of ascension
Ascended characters in such cases gain an ability 1o ravel unerr
ingly across their Transitive Plane to the divine realm,

Adventure Idea: Throughout the campaign, deities appear only
through portals and gates. There is no record of where the gates go,
but everyone assumes they lead to the home of the gods. Over the
centuries, astral travelers occasionally report seeing a grear ciry in
the infinite space of the Astral Plane, but it moves away faster than
they can approach ir.

After careers that include grear faith in and devorion o the
campaign pantheon, a messenger from the gods comes to the
player characters and explains that the great city on the Astral
Plane is the home of the l_'l_udi | hl"g.n.“- and [1|\r'l.1|'| only function
for those with divine rank. The ¢

waracters have proved them-
selves worthv, 1f they wish to ascend, they must survive a journey
across the Astral Plane as they search for the city, If they find ir,
[||.|.-1 Ity recognizes Thi,'m as L'.innlni.lll“\ ].nl dscension .Il1l| IlUi"* not
L[.,_-,,;Nnv,i[, Once ihw_,- FEnc |1 the « 1y, the |l.ll1lh:'u:1 rewards them
with divine rank

HOW DEITIES FEEL ABOUT ASCENSION

The greatest short cut—and [-lll_rllu-kt obstacle—on the road o
godhood is the deities who already have that status. How existing
deities feel about ascension ll:'|‘l'l1li'~ on what sort of [‘,\H'\ they are
in the first p|.!|'r3. Again, the decisions made in {'h.\r'h-l' | h:-|p
determine how deities in your campaign will react 1o characrers

seeking ascension.

Dependent Deities
Gods that are dependent on worshipers for power are more reluc

low ascension. Not only does the existing deity
lose a mortal worshiper, but the newly ascended deiry might

lant o Impart or a

acquire her own worshipers from her previous church. This makes
ascension doubly difficult in systems with both limited diviniry

anc ||-1'|||r-1|1'|1rndrn| on WLIL‘\hI]'lL'l"h tor power

Adventure Idea: For the first ime in ten thousand YEars mor
rals ascend to divine status, and those mortals are the player char
acters, They discover that as gods they're dependent on their wor
shipers for their salient divine abilities and powers They also
discover that for ten thousand years the gods haven't competed for

worshipers because they used up all the divine ranks in the uni-
verse, Even the gods aren't sure how the mortals ascended. A race
begins to see how many ranks there are and which deiries can grab

)
the most of them.

lenevolent Deities

Benevolent deities have the best interests of all their mortal wor
shipers at heart, not just those of the mortals trying to transcend
their mortal natures. Some players may expect a religion full of
benevolent gods to give mortals whatever they ask for, including
the opportunity to ascend. 1f ascending would harm more people
than it hL’LP\. benevolent deities \\'i“. Is‘i-llw

Adventure Idea: A mortal
Lllllll"lL‘[l'h the last Step 1o asc end to the benevolent ¢
campaign pantheon. The patron deiry of thar mortal appears and
explains that in order for the mortal to ascend, some other god
would have to surrender a portion of its divine ranks. Thou
sands, perhaps millions, of worshipers would suffer when thai

not necessarily a player character

eities of the

deity loses power. Regretfully, the patron deity cannot permit
the mortal to ascend
This first ghmpw ‘be

hind the curtain® at the mechanics of being
a _|.'.'.H.i rings false 1o the mortal. Bur if it's not true, why would the
benevolent patron deity lie? The mortal decides to find our what's

really going on. If the mortal isn'ta player characrer, then he or she
hires the pla

-r characters 1o help investigate.

Inditferent Deities
Convincing an indifferent deity 1o allow or provide divine ascen-
sion 18 4 matter ol “h"“'l“.‘-: hm\. AsCension |1L'm'||h I |1.‘|I -]1'1I'. S |1
_.l\'lti'-' have their own .lgum].h. needs, and desires. If ascension hvhm
them achieve their goals, they may provide it
Campaign Idea: Player characters adventure in a world with
werive but indifferent !._'lui.w Neither benevolent nor hostile, the
deities or their avatars are occasionally seen going about some
evels, the player char

mysterious |11|1l]'li'h.‘\' After achiev g hl}!h
acters decide to ascend to the divine ranks and show the !_:I.H.["
how to care for and about their worshipers. To do so, the charac
ters must discover whart interests the },:l_ltl_\ and try o l"l‘t ome S0
eity that it makes them gods
l. Once they manage thar, I!'It'll llh".' face the ¢ onsequences

indispensable to the efforts of one ¢

a5 we
of taking worshipers from the indifferent deities as a resulr of
their benevolent actions.

Hostile Deities
Hostile deities are most likely 1o provide or permit ascension if it
hurts more people than it helps, as long it doesn't hurt or weaken
the existing deities
Campaign Idea: After achieving high levels, the player charac

lers meet lh[,‘”' P',][l'l)l"l L]l'l[\‘ .inll asc l'”d [0 JOoIn lh{' L]'\'“]L' 14“‘[1\.‘1
Once they have attained divinity, the characters discover thar the
lllhl‘l' lIL"IllI"‘- I.'|t-|ll-Jl'H' .lllg[‘.]'l'l:'l'lh are LI“lll]I"i‘\ ﬂh\’l” !hl'!]' PTE"‘-{'”LI'

Ih;- .|‘_n|| w|'|.r Appeared (%] I|1('|11 WS an ('\'Il \Jc'il'. I|1.I-|]lh'|.|ti|ll§ as
[l'lL'II' *PU!'IHHI'. “Il‘ llll]'l.l[‘E‘!l' Lil'lT]l"- ['\]"li]ln ll'l'.'II ead h _L‘_UL'LI or neu
tral deity becomes w

\hip Although they're just as strong as the evil gods as a group,

ker when there are more of 1|1i'!'|1 o wWor

individually they're weaker and more vulnerable. Player characters

must hgure out how to rectify the situation.

Active and Distant Deities

Active gods make up the pantheons in this book. By their very
nature, distant gods make ascension much more difficulr. Any bar
rier preventing divine intervention in the mortal realm is likely to
;l[.‘il.l }‘l'L"\.'L'l]l Lll'\ e ascension

Adventure Idea: Player characters trying to reach the deiries
discover a gare through the barrier. The guardian is a reasonable
creature of not insurmountable power, bur it has infernal “keepers”
of large numbers and great power. The infernal forces of the cam-
paign prefer the gods 1o be inactive. In the course of the advenrure,

the characters discover why the barrier exists, decide whether ro
]t'.l'\ e Il 1n ]‘ll:]\fi‘ Oor nNot, .1]1[[ ocven |1i]\'l' [hL‘ l_'l'l_'lE“_)rlHan‘" o P.l“'ﬁ
through it and ascend. Infernal agents mighr offer the opportuniry

as a way 1o remove Ihl' [ h.J racters interterence

THE MOMENT OF ASCENSION
Attaining divinity is a key emotional event for any mortal. You
must take care to describe it with the grandeur it deserves

already
with your deities. For instance, a god of strength pl'ul".ib'\' doesn

Use Symbolism: You have established some symbol:

have a feather as symbol, but a god of birds does. Draw other sym

bols from the ascending mortal's advenrures. If the morta
killed a \il'.lglm. then thar \il'.]ﬂ,tr]l could appear and offer 1o fly the
mortal to the divine realms. Try to avoid cliches such as a runnel
with white light at the end, a fiery chariot, or choirs of cherubs,

If you took the time to decide what happens to characters afrer
death, ascension could follow the opposite of that. For example, in

ance

Norse my lin'lug\' Ihnnr L |!1|.| llinl m |:‘L'I.E LUI.I!I'. expectac nl|| tramp
over bad roads to Niflhkeim. But those who died bravely flew away
to Valhalla, blissful in the arms of the Valkyries

Consider Real-World Timing: Divine ascension is a turning
point for any mortal. If the rest ol the game session is to be about




222,

divine adventures and the newly divine character’s new role, put
ascension at the beginning of the session. If the ascension is the
l']ln:-i.\ ol or :'{'H.‘ITJ ;l:‘lL']' an Jli\l‘]'ll“l'L'. |hﬂ.“ 11_]\-"[' It ]].Jp‘f‘{'“ at
the end

Manage the Atmosphere: Unless the characrer's patron is Oli
dammara or perhaps Dionysus, ascension is not an occasion fol
humor. It is a rime for quiet tension and a heightened sense of the
dramatic. Try to influence your players by speaking slower and
more quietly for the events leading up to the ascension.

Decide About Participation: The moment of divine ascension
may not be appropriate for group play. Depending on the deiry and
ascension may happen in private or in public. If in
private, take the player of the ascending character into another
room and describe it there. If in public, describe it 1o all the

at once

I]h' C h.ll'.il'[l"l.

slayers

Iry Props: It may be appropriate to have the player of an
ascended character move loa |1rll|‘: Or MICET -.|:,|||,u] WEear some
‘-Pl'i'l.ll iIn'I'ﬂ ni-rlurhlny_ {even il it's JLUST @ I|=\\'<'| '\l.lmilng mn I-nr' a
cloak) during the ascension. If it seems forced or silly, do with-
out it

Try Something Unexpected: 1t's possible to build a campaign

with active deities whose realms are on the Material Plane and
where divinity can be earned, stolen, imparted, surrendered, o1
||.'L.Il1:ni u[li a _L!le 5 corpse In such cases, ascension could be a
COommon occurrénce, and your game experience should trear it
that way. The moment of ascension becomes a moment of antch
max, without trumpets and white robes

Campaign Idea: A beggar with superhuman abilities attacks
the player characters one day in the marketplace. After humiliar
ing them, the beggar explains that he nearly froze to ¢
nighr after the last people he saw (the player characters) refused ro
give him enough money for an inn. After that he journeved to the
land of the gods, where he ascended 10 become the new deity of

eath one

beggars, He intends to humiliate the PCs periodically for the resi
of their lives. Player characters have to find some way to end the
threar, either by doing good deeds for living beggars, killing this
vengeful deity, or becoming gods themselves

ADVENTURES AFTER
ASCENSION

Once characters ascend to the divine realm, adventures ¢ entering
on their divine nature become the normal state of affairs. Before
\'h‘ll'.ll'li'l'-‘ S&r out on ”I["l‘ Aew ¢ I‘I.I"l'l‘l;ﬂ,('n, L .rJlai-it‘]' \.\.h.il i—dlhin ol
stories voud like to tell

MIXED PARTIES

Designing adventures for parties of both divine and mortal charac-

ters is similar in principle 1o designing advenrures for parties of

only mortal characters. Just as you try to include tasks and chal
lenges for each character as described in L]].i"[:'l 4 of the DunGEON
Master’s Guide, include tasks and challenges for both divine cha
acters and mortals. Simultaneous challenges are a good technique
for accomplishing this. An infinite horde of monsters attacks, and
the only escape is through a locked door. While one characrer
opens the lock, all the other characters defend her. Ir doesn’t nec-
essarily matter which task the divine character performs; both are
l'qL|.l]]\' ||'|'|[‘l'|'|'t.i]1t .|nLi hl'l—lnl- ]!\'t'n]”.][l'.,', hl)‘.UL'\'i'r‘ a4 new \_j|'|[|,-'l'|
adventures center around divine duties that mortals may not be
capable of handling

LEARNING ABOUT POWER

A character who ascends to become a deity may or may not know
|1U\.\' ll[\][h' i!]'lillllt'\' wm‘k Kmnvh‘dgc ni l{l\'l:lL' HII'l'Ilj:]]‘I-., \\'L‘.l]i
nesses, advantages, and limitations could come with the divine
spark. Players of such characters can .t;|mp|\' read this book to see
what their characters can and can not do.

Or perhaps newly divine characters must learn through experi
mentation, This can be a long and frustrating process, and some
abilities may languish undiscovered forever

Final

y, a divine mentor might educate the characters on their
new abilities, While this is similar to just giving the players the

new rules, a mentor may lie or leave 1 hings out, depending on how

the mentor really feels about the new gods

Adventure Idea: Player characters, ascended to become deities,
adventure across an Outer Plane, They reach an |m|‘n.a~;~:.1[1|(- chasm

y morphic

and lor the first tme must experiment with the divine
nature of the plane o form a bridge

Adventure Idea: Player characters ascend to become gods and
after many adventures find themselves appointed to the “divine
welcoming committee” for new deities. These new deities have
their own ideas and motives rooted in vears of adventuring. Player
characrers must decide whar to rell them and how to influence
their alliances

DIVINE RESPONSIBILITIES
As divine characters become accustomed to Illl-ll: new senses and
powers, you can begin introducing them to their responsibiliries,
They are now gods, and gods have worshipers, Mortals are now
calling on them for intercession or to smite their enemies, depend
ing on worshiper and god alignments. The other gods expect them

to answer those P eas!
If your gods depend on their worshipers for power, then the

divine player characters must spread the word among morals

about their availability for wm‘-.h:p. If mortals wnr\.h]p your !_l.'nI\.

out of love, proclaiming divine status and |1|\|11.|\i1|1 is enough to
start attracting worshipers. Irs a good start if mortals worship out
ol ;:t.Hntl:lvul necessity, If mortals \\'nl'\|1|]_\|-||| of fear, then divine
player characters must visit the mortal realm to demonstrate their
might and generate some [ear

JIhlL‘]."L‘:]Lit'Hl deities may still have to atrract \.\.'nj!]:iJl:l'H'I'h. Deities
that do not may be seen as "freeloaders” or "loafers” by other
deities. In tight pantheons, the leader deiry may rake a dim view of
those who shirk their Il'.‘-;lhll)klhll:llvl.'. behave in ways that drive ofl
worshipers, or don't work to increase the numbers of the pan
theon's worshipers

aome |‘|.I\'rl'1 may enjoy campaigns [.Lls ll‘!l'l.[ on ii]:':l]] |_n'lf.|.‘l'm
ing their divine duties. They want to deal with the more important
activities and calls for aid “in game,” and they enjoy advenrures that
begin with them performing their divine duties and as a result dis
covering other adventures, Other players want such duties kept in
the background and handled outside game sessions

Adventure Idea: Player characters are the patron deities of a
series of small villages in the foothills of a great mountain range
They notice the villagers calling on them much more often and

investigate. They discover that the foes of their pantheon have
opened a gate 1o an infernal plane in the mountains. Demons are
stirring up trouble under the leadership of avatars of the foes

& LA =
DIVINE CHALLENGES
Divine adventures don't have to differ from mortal adventures
|]11‘ SL0es are more exoric ;Ilui r|‘lt‘ UPPUIIL'J'I[:-' l-u[ more PLI\\-‘('[JLI|,

but you may run divine “"dungeon crawls," divine “wilderness"
-|'\I\'I.‘1HU|'L"\ dCMOSS |I]l' |1|L|“l"\. Oor even ll]'\.'l”l.' 'HI'IIW.IH' -Hl\l'”[l”L"\'
in the divine realms

klinlhlt'l‘ may l"ipl."i[ ‘Ll"jl'[ll]l]g more from fhl'l[' '|.Ii\.'|n{.' _ll.l\'l‘]-l
tures, or at least something different. You may want to emphasize
the change in their characters' divine starus. In such cases, tradi
tional adventures are exactly what you want to avoid, unless you're
extremely clever about designing them

At least some adventures should focus on some goal
the pantheon. For instance, if these are not the original deities of
your universe, there may be primordial gods lurking in hidden cor

or agenda of

ners of the planes waiting for player characters to deal with them




Divine resources might be necessary to defear particularly tough
dragons and outsiders.

Adventure Idea: As emissaries of the gods, the p
ters journey into the Abyss. In the halls of a prince of the under

ayer charac-

\\'l‘l'lli Ihl'\' tace h.'|||l'|\¥,l"\ .'|nl| contests Ih.” thl"r miist overcome
while simultaneously remaining diplomatic. Thor, Loki, and
Thialfi faced simi

ar L'!1.Ilil'l1j{:'h once when they visited the glants.
The giants tricked Loki into trying to outeat Fire, Thialfi into
trying to outrace Thought, and Thor into trying to drink the oceans
and then into trying to lift Jormungandr. He terrified them when

he unwittingly almost succeeded!

DIVINE CHAMPIONS OF THE PANTHEON
Many historical or literary pantheons had traditional enemies. The
Norse had the giants, for instance. In the DuncEons & DRAGONS
cosmology, dragons and infernal outsiders threaten the gods as
much as they threaten mortals. Player characters may become
champions of their patrons or of their entire pantheons. Their bar-
tles may shake the very pillars of existence as each side struggles
for universal dominance. In the shadows, the factions seek arti

l.ll.!‘r
and investigate prophecies to try ro get an edge on their foes. High
level mortals are very important because they have the potential 1o
o1 [|1l' Li'l\"ll'H.' ]'l:||[|1.' []1('1]’1".’1]“[]L‘l”l wants IhL'[n (8] Lll'\'l'll.'lrl mo
champions, and their pantheon's foes want to prevent that or 1o
subvert the characters to their side.

Adventure Idea: The player characters receive a request from
a powerful deity. The god's mortal favorites have disappeared

and not even his divine senses can locate them. Because his
1.;1\'£1]'llt'\ \\'I” S00n 1‘|L‘ ['.!]‘lllil.l'.l[l‘\ f-m' ascensuon, I]1t' L!:‘If\' 15 con
cerned that the pantheon'’s foes have stolen them. He offers ari
facts from his stores as a reward for the I'IJ.I\-'L‘J' characters rescu
ing his mortal favorites

'HE PANTHEON IS A SMALL POND
Characters who ascend to the divine realm have to deal with the
reactions brom I.'h.l.‘\fll'l_!l i.l‘.'l[lt'h ].Ikl' morta

——

s moving from a big city
to a small town, the characters are known as newcomers 1o every
one. All the existing deities have reactions based on potential loss
of worshipers, portfolio, or authority within the pantheon. These
concerns become ourright hosrility if characrers gained their
divinity by stealing it or killing gods. Character-driven adv
differ from pli‘! or action-driven ones. They're similar to the event
based adventures covered in Chapter 4 of the DUNGEON MASTERS
Ginde in that character decisions drive them

Adventure Ide
“"I[J'I [hl' I"].I\"{'l— L'i'l.l[
the
ranks and giving them to the newly ascended ¢

res

One of the gods in a tight pantheon is furious
acters. When the characters became deities,

1.||]|]1\‘\'I]H l'hll‘l li(‘ll\' ]TLJI]I‘il'It'lF ||'Il~€ _|{ll|| hl.' I;hi\'lng some ol 11[\

eities. Seeking

revenge, this god tries to discredit the characters by sending them
on missions that, if they succeed, offend or anger the chief deiry
The vengetul deity tatters them and tells subtle lies, playing on
their emotions. Out of the characters’ presence, he laughs as they

read on divine toes

DIVINE POLITICS

Whenever you have more

14n one lnli'”lﬁL‘lU l"l'l[lr!‘ in a situation,
you have the potential for schemes, plots, and politics. Pantheons
are no different. Deities approach newcomers with offers to join
alliances, factions, cliques, and secrer orders. If your players enjoy
adventures full of intrigue and investigation, remember that
deities have long and complex histories and re

ationships. Adven
tures of this sort reveal the personalities of the individual deities
through their goals and the methods they use o achieve them

In general, deities’ goals focus on controlling power or position
Power is only important to them if theres a limited amount of it
.IL'.-I.!.Il'lil' .il]l.l 'I]]l‘ llJll.\ way o !':.IIII maore |s f.[LIIH ll]]]t']' hll'il 125, cither
through persuasion, stealth, or force.

Position and rank among the deities tends 1o he more important
in T],ll'l.i P-]]'I'IJ'IL‘['II'I'L \\'l-ll'l'l' lll'l[l{'.\ J'I.]\ e 'I'l'.'urll.'b'l'l\l.}"lll[ll'\ '.Inll ]'i‘.lL"\' imn
addirion to their portfolios. Hermes, for example, was a god of rav
f_']t'l'\ and i'j- L[Ulll} ||.ll']i n pl‘l'l:'l'.l]. bLl[ on t“'\.‘ |Tlrlll\ a]L' wias .I[.‘w'LI ll'll'

gods' messenger and escort of the dead to Hades. Some positions
are more desirable than others, and several deities may want the
same divine job. In the D&D pantheon, Heironeous and Hextor
obstruct each other’s efforts and oppose each other in every way
possible. P

ayer characters could easily find themselves on one side
or the other of thar struggle.

Adventure Idea: When player characters ascend to join their
pantheon, they discover all the positions filled, A lesser war deiry
explains that they're welcome ro travel, adventure, or just relax.
Fhey can become servants of another god if they like and learn

.|b|,1:1'[ ||'|.'I] lIi,'l[\"‘i Llllllg"- [-l'li_' lL'N\",'l— War li{"ll\-' gﬂt'ﬁ on [0 ﬂ,'\'pl.ll“
that, though they don't tell this to mortals, most gods get their posi
rions by killing whoever has what they want. When this happens,
mortals think the previous god “retired” or died a heroic death
fighting foes of the pantheon

As [hl' |1].| VEer .'|1.|| ACTETS g0 :LI\ull[ ||11'I|‘ ll.J‘.'l]'Il' Li‘-'l'.\, Ilu' I("\kl'r
war god lies to them, saying that the guardian of the pantheon, a
greater war deiry, .l.-~.|\|u|'x them. He tries 1o g.r.ul the characters
into fighting the greater war deity in the hope thar they'll weaken
the greater god enough that the lesser deity can finish the fight and
I.IJU' OVeEr as 'il];ll'Lll_']l'l

DIVINE ADVANCEMENT
Divine advancement is best handled through roleplaying. As char-
acters earn the trust of other deities, they're EIVeén more ich["un*i
bilities and the divine ranks to go with them. What follows are
guidelines to help you judge when characters are ready to gain
divine ranks.

Starting divine rank depends on your cosmology. You may rule
that such mortals start at rank 0 or rank 1. If ascension can only
be imparted or earned, new gods should start ar divine rank 0, If
mortals can steal divine power, they may nor be able 1o handle
the full power of their new status at first, The same may be true
|-I\l— Lil\'l.l'll' '\tl\.\'l'l' ‘\llfl’l‘]'l(l{'l'l'lE o a "'l.lﬂr[.lt .]r‘_ll I‘U\\'l']' :ILl{llll—l'lI h\'
killing a god. However, you may decide to throw such mortals in
over Il‘ll‘l]' ;1(‘:“1.‘\ h", h.llh]lnj__" |]1!'T|'| lI]l' I-ll” |1l'l\.\'l‘[' l‘l- |J1{'|r rll'L'LEt'
cessor. This technique naturally leads 1o adventures about learn-
ing :Jbl]l” power

.-\|||..|11('||1g thrull_ﬁ: 1 Lll\'ll'll' I.]Il]\' .|l‘-ll lll'11l']ltj\' on \\'hh‘l!'la‘l You

decided divinity itself was limited or unlimited. If there’s a finite
Ill“]] of lll\'illl' PI“'-'{'I, It may not l‘(' IT{\\.‘\il"El' [ {§] .hl'-'.ll'll. e lanG'_‘\\ an
existing deiry surrenders power or dies. In such cases, you should
I.il'{ Illl' \\'|1l'| |'|¢"|' lhl‘ '|‘I'L"\."II.1E|‘\ lil'll‘-’ﬁ |'|i|1L\' transters \\']Tl'l lhl' Power
w“hl‘l'l someone I-\I”‘\ a ullil. !]t' or .\l'll' may .iL'('L\['[‘ITIi.‘ih IJUfhi]'l!,.!‘ bl]l
freeing up the slain deiry’s divine ranks. Perhaps a deity can sur
render power to the cosmos instead of to a successor. Such a deci
eity tries to fill

gion could lead to a race for advancement as every ¢
as n'll.h'l'l of |J1l' [l'.‘il]]llrlj.{ IT‘L‘\\'I'[' Vaculum as }'ll""!!\ll."l‘.'

If there's no limir to divine power, advancement may be con-
rrolled by another deity. This situation is commeon in tight pan
theons; the ruler of the pantheon is usually the controlling authority.

Limits on Advancement: Characters should gain one divine
rank at a time, unless your cosmology dictates that they gain the
full rank and power of a deity when they slay that being or steal
its power




WHEN YOU’VE FINISHED SAVING THE WORLD,
MOVE ON TO THE NEXT.

Jeff Grubb, Bruce R, Cordell,
and David Noonan
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Finding a real challenge in a high-level D&D® game can be pretty tough. But with the Manual of the Planes, you've got
a whole multiverse out there that's in need of powerful heroes. And with new skills, feats, races, prestige classes, equip-
ment, and more, the characters might even be up to the task, Of course, with all the guidelines and examples
that a DM needs to create custom-made planar settings, it'’s a whole new game. So, pick up your copy of the

Manual of the Planes at your favorite game or hobby store, And take your campaign to a new level. o
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DiviNtE POwER

The names of Pelor, Loki, Athena, Osiris, and their kind
are invoked by the devout as well as the desperate. With
abilities that reach nearly beyond the scope of mortal
imagination, the splendor of the gods humbles even the
greatest of heroes.

This wuppl(’nwm for the D&D” game provides everything
you need to create and call upun the most powerful
beings in your campaign. Included are descriptions and
statistics for over seventy gqods from four fully detailed
pantheons. Along with suggestions for creating your own
qods, Deities and Demigods also includes information on
advancing characters to godhood.

To use this supplement, a Dungeon Master also needs the
Player’s Handbook, the Duncron MasTER’s Guide, and the
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system ] _
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hew GODS

®D THE BLOCK

A Web Enhancement for Deities and Demigods

The new Deities and Demigods supplement provides
everything you need to create, control, and call upon
the most powerful beings in your campaign. While the
book includes plenty of information on advancing
characters to godhood, we thought it would be helpful,
as you begin to explore the book, to have at hand an
example of a recently ascended deity. Presented here
for your use and enjoyment is a divine character—
Erbin, the beggar god—for your player characters to
encounter in any of five different divine ranks. In addi-
tion, this web enhancement provides 21 campaign
hooks offering suggestions for how this character
might enter the PCs’ lives as part of, or as a result of,
divine ascension. The wide range of these adventure
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ideas helps show DMs how to develop their own stories
around mortals becoming deities.

To use this web enhancement, you must already have
the new edition of Deities and Demigods. This bonus
material is exclusive to the official DuNnGEONS &
DRAGONS® website: <wwv. wi zar ds. cond dnd>.

_ THE BEGGAR GOD

First we present to you Erbin, avenger of the down-
trodden and god of vengeance. Erbin was once a beggar
and petty street thief who, through some circumstance,
became a deity. You should tailor the specific circum-
stance to your campaign’s cosmology, but we offer some
suggestions below. Erbin appears at the beginning rank
for each divine category (quasi, demi, lesser, intermedi-
ate, and greater). Cast a critical eye at his abilities,
because his power level edges up sharply in each cate-
gory. Bven as a quasi-deity, he can give unprepared mor-
tals a difficult time.

Erbin functions best when at least some of the player
characters are active on the Material Plane. He can
focus his vengeful attention instead on deities, if you
want to fit him into an inactive pantheon.

ERBIN

Divine Rank: Varies, see below

Symbol: An extended hand, palm cupped, like a
beggar

Home Plane: Material

Portfolio: Vengeance (starting at rank 1)

Alignment: Neutral Evil

Worshippers: Assassins, fighters, rogues, beggars

Cleric Alignments: N, LE, NE, CE

Domains: Destruction, Bvil, and Trickery

Favored Weapon: Dagger

As a deity, Erbin appears much as he did in life. He is a
human male who stands 5 ft. 2 in. tall and wears tat-




|
|
|
f

tered rags under a shabby cloak. His feet are bare and
filthy, his face spattered with open sores. One hand
clutches his cloak around him, and the other constantly
reaches out, begging for coins. A fringe of lank gray
hair circles the crown of his skull, and a greasy,
unkempt beard hangs from his chin.

Dogma, Clergy, and Temples: Erbin has no dedi-
cated “church’—he does not care for followers, wor-
shippers, or clergy. He instead focuses his attention on
those who mistreated him as a mortal, and on those
who continue to mistreat the unfortunate now that he’s
a deity. Many a beggar has threatened passersby with
Erbin’s wrath if they did not give, and give generously.

Erbin (Quasi-Deity)
Rogue 1
Medium-Size Outsider

Divine Rank: 0

Hit Dice: 1d6+7 (13 hp)

Initiative: +15

Speed: 60 ft.

AC: 45 (touch 32, flat-footed 30)

Face/Reach: 5 ft. by 5 ft./5 ft.

Attacks: +5 distance returning wounding dagger +14
melee; or +5 distance returning wounding dagger +20
ranged

Damage: 1d4+14/19-20/x2, +5 distance returning
wounding dagger or 1d4+5/19-20/x2, +5 distance return-
ing wounding dagger

Special Attacks: Sneak attack +1ds, spell-like abili-
ties

Special Qualities: DR 35/+4, divine immunities, fire
resistance20, Outsider traits, SR 32, traps

Saves: Fort +7, Reflex +17, Will +7

Abilities: Str 28, Dex 40, Con 24, Int 25, Wis 24,
Cha 24

Skills: Balance +18, Bluff +10, Diplomacy +8, Disguise
+10, Gather Info +10, Hide +18, Intimidate +10, Jump
+12, Listen +12, Move Silently +18, Perform (act) +10,
Pick Pocket +18, Spot +12, Tumble +18

Feats: Alertness, Dodge

Divine Immunities: Acid, cold, electricity, transmu-
tation, draining and ability damage, and mind effects.

Spell-Like Abilities: Erbin uses these abilities as a
10th-level caster. The save DCs are 17 + spell level).
Blasphemy, change self, circle of doom, confusion, contagion,
create undead, desecrate, disintegrate, dispel good, earthquake,
false vision, harm, implosion, inflict critical wounds, inflict

light wounds, invisibility, magic civcle against good, mislead,
nondetection, polymorph any object, protection from good,
screen, shatter, summon monster IX (evil spell only), time
stop, unholy aura, unholy blight.

Class and Outsider Abilities

Sneak Attack: If Erbin’s target would be denied a
Dexterity bonus to AC (whether the target actually has
a bonus or not), or when Erbin flanks his target, the
rogue’s attack deals varying points of extra damage. If
the attack scores a critical hit, this extra damage is not
multiplied. Ranged attacks can count as sneak attacks
only if the target is within 30 feet. With a sap or an
unarmed strike, Erbin can make a sneak attack that
deals subdual damage instead of normal damage. He
cannot use a weapon that deals normal damage to deal
subdual damage with a sneak attack. Erbin can sneak
attack only living creatures with discernable anatomies.
Any creature immune to critical hits is not vulnerable
to sneak attacks. Erbin must be able to see the target
well enough to pick out a vital spot and must be able to
reach a vital spot. He cannot sneak attack while strik-
ing a creature with concealment or striking the limbs
of a creature whose vitals are beyond reach.

Outsider Traits: Darkvision 60 ft.; cannot be raised or
resurrected (though a wish or miracle spell can restore
life).

Traps: Erbin can use the Search skill to locate traps
when the task has a DC higher than 20. Finding a non-
magical trap has a DC of at least 20, higher if it is well
hidden. Finding a magic trap has a DC of 25 + the level
of the spell used to create it. Erbin can use the Disable
Device skill to disarm magic traps. Disabling a magic
trap generally has a DC of 25 + the level of the spell
used to create it. If he beats a trap's DC by 10 or more
with a Disable Device check, he can generally study a
trap, figure out how it works, and bypass it (with his
companions) without disarming it.

Possessions: Erbin always carries a +5 distance return-
ing wounding dagger he calls Poverty’s Bite. He normally
carries six other +2 daggers he uses as throwing weap-
ons.

Erbin (Demigod)
Rogque 1/Fighter |
Medium-Size Outsider
Divine Rank: 1
Hit Dice: 1d6+7 plus 1d10+7 (30 hp)
Initiative: +15
Speed: 60 ft.




AC: 47 (touch 33, flat-footed 32)

Face/Reach: 5 ft. by 5 ft./5 ft.

Attacks: +5 distance returning wounding dagger +16
melee; or +5 distance returning wounding dagger +22
ranged

Damage: 1d4+14/19-20/x2, +5 distance returning
wounding dagger or 1d4+5/19-20/x2, +5 distance return-
ing wounding dagger

Special Attacks: Domain powers, salient divine abili-
ties, sneak attack +1de, spell-like abilities

Special Qualities: DR 36/+4, demigod abilities,
divine aura (10 ft., DC 18), divine immunities, fire
resistance 21, immortal, Outsider traits, SR 33, traps

Saves: Fort +10, Reflex +18, Will +8

Abilities: Str 28, Dex 41, Con 24, Int 25, Wis 24,
Cha 24

Skills: Balance +19, Bluff +11, Climb +14, Diplomacy
+9, Disguise +11, Gather Info +11, Hide +19, Intimidate
+11, Jump +13, Listen +13, Move Silently +19, Perform
(act) +11, Pick Pocket +19, Spot +13, Tumble +19

Feats: Alertness, Blind-Fight, Dodge

No Automatic Failures: When Erbin rolls a 1 on an
attack roll or saving throw, calculate success or failure
normally.

Divine Immunities: Acid, cold, electricity, transmu-
tation, draining and ability damage, mind effects, dis-
ease, poison, paralysis, stunning, disintegration, and
death effects.

Immortality: Deities are naturally immortal and
cannot die from natural causes. They do not age and do
not need to eat, sleep, or breathe. The only way for a
deity to die is through special circumstances—most
often, being slain in magical or physical combat with
deities of higher stature.

Salient Divine Abilities: Alter Form, Alter Size.

Domain Powers: Erbin can use either of the follow-
ing abilities a number of times per day equal to his
divine rank: He can make a single melee attack with a
+4 attack bonus (must declare this ability before
making attack roll), and he can cast evil spells at +1
caster level.

Spell-Like Abilities: Erbin uses these abilities as an
11th-level caster. The save DCs are 18 + spell level).
Blasphemy, change self, circle of doom, confusion, contagion,
create undead, desecrate, disintegrate, dispel good, earthquake,
false vision, harm, implosion, inflict critical wounds, inflict
light wounds, invisibility, magic circle against good, mislead,
nondetection, polymorph any object, protection from good,

screen, shatter, summon monster IX (evil spell only), time
stop, unholy aura, unholy blight.

Other Divine Powers

Senses: Erbin can see, hear, touch, and smell at a dis-
tance of 1 mile. As a standard action, he can perceive
anything within 1 mile of his worshipers, holy sites,
objects, or any location where one of his titles or name
was spoken in the last hour, or any location when an act
of unnecessary cruelty to a mortal occurs. He can
extend his senses to up to two locations at once. He can
block the sensing power of deities of his rank or lower
at up to two remote locations at once for up to 1 hour.

Portfolio Sense: Erbin senses all events of unneces-
sary cruelty against intelligent beings when 1,000 or
more such beings are involved.

Automatic Actions: Erbin can use Disguise, Move
Silently, Perform (act), and Pick Pocket as free actions if
the DC for the task is 15 or lower. He can perform up to
two such free actions each round.

Create Magic Items: Erbin can create any kind of
magic item that improves checks for Disguise, Move
Silently, Perform (act), or Pick Pocket, as well as minor
magic daggers, as long as the item’s market price does
not exceed 4,500gp.

Divine Aura: Erbin’s divine aura extends in a radius
up to 10 feet (Will save DC 18). Erbin generally chooses
either the daze or frighten effect.

Class and Outsider Abilities

Sneak Attack: If Erbin’s target would be denied a
Dexterity bonus to AC (whether the target actually has
a bonus or not), or when Erbin flanks his target, the
rogue’s attack deals varying points of extra damage. If
the attack scores a critical hit, this extra damage is not
multiplied. Ranged attacks can count as sneak attacks
only if the target is within 30 feet. With a sap or an
unarmed strike, Erbin can make a sneak attack that
deals subdual damage instead of normal damage. He
cannot use a weapon that deals normal damage to deal
subdual damage with a sneak attack. Erbin can sneak
attack only living creatures with discernable anatomies.
Any creature immune to critical hits is not vulnerable
to sneak attacks. Erbin must be able to see the target
well enough to pick out a vital spot and must be able to
reach a vital spot. He cannot sneak attack while strik-
ing a creature with concealment or striking the limbs
of a creature whose vitals are beyond reach.

Outsider Traits: Darkvision 60 ft.; cannot be raised or
resurrected (though a wish or miracle spell can restore life).




Traps: Erbin can use the Search skill to locate traps
when the task has a DC higher than 20. Finding a non-
magical trap has a DC of at least 20, higher if it is well
hidden. Finding a magic trap has a DC of 25 + the level
of the spell used to create it. Erbin can use the Disable
Device skill to disarm magic traps. Disabling a magic
trap generally has a DC of 25 + the level of the spell
used to create it. If he beats a trap’s DC by 10 or more
with a Disable Device check, he can generally study a
trap, figure out how it works, and bypass it (with his
companions) without disarming it.

Possessions: Erbin always carries a +5 distance return-
ing wounding dagger he calls Poverty’s Bite. He normally
carries six other +2 daggers he uses as throwing weap-
ons.

Erbin (Lesser Deity)

Rogue 5/Fighter 5
Medium-Size Outsider

Divine Rank: 6

Hit Dice: 5d6+35 plus 5d10+35 (150 hp)

Initiative: +16

Speed: 60 ft.

AC: 58 (touch 39, flat-footed 58)

Face/Reach: 5 ft. by 5 ft./5 ft.

Attacks: +5 distance veturning wounding dagger +34/+29
melee; or +5 distance returning wounding dagger +39
ranged

Damage: 1d4+16/19-20/x2, +5 distance returning
wounding dagger or 1d4+5/19-20/x2, +5 distance return-
ing wounding dagger

Special Attacks: Domain powers, salient divine abili-
ties, sneak attack +3ds, spell-like abilities

Special Qualities: DR 41/+4, divine aura (600 ft., DC
23), divine immunities, evasion, fire resistance +6,
immortal, lesser deity abilities, Outsider traits, SR 38,
traps, uncanny dodge (Dex bonus to AC)

Saves: Fort +18, Reflex +27, Will +15

Abilities: Str 32, Dex 42, Con 24, Int 25, Wis 24, Cha 24

Skills: Balance +30, Bluff +20, Climb +27, Diplomacy
+15, Disguise +20, Gather Info +20, Hide +29, Intimi-
date +22, Jump +30, Listen +22, Move Silently +29, Per-
form (act) +16, Pick Pocket +31, Spot +22, Tumble +40

Feats: Alertness, Blind-Fight, Cleave, Dodge, Exper-
tise, Mobility, Power Attack, Spring Attack

Always able to take 10: At these ranks, Erbin may
always take 10 on any check, provided he needs to
make a check at all.

Divine Immunities: Acid, cold, electricity, trans-
mutation, draining and ability damage, mind effects,
disease, poison, paralysis, stunning, disintegration,
imprisonment/banishment, and death effects.

Immortality: Same as for demigod.

Salient Divine Abilities: Alter Form, Alter Size,
Divine Celerity 6 minutes, Divine Dodge, Divine
Weapon Focus (dagger), Free Move, Gift of Life, Hand
of Death (Fort save DC 33).

Domain Powers: Same as for demigod.

Spell-Like Abilities: Erbin uses these abilities as a
16th-level caster. The save DCs are 23 + spell level).
Blasphemy, change self, circle of doom, confusion, contagion,
create undead, desecrate, disintegrate, dispel good, earth-
quake, false vision, harm, implosion, inflict critical wounds,
inflict light wounds, invisibility, magic circle against good,
mislead, nondetection, polymorph any object, protection
from good, screen, shatter, summon monster IX (evil spell
only), time stop, unholy aura, unholy blight.

Other Divine Powers

Senses: Erbin can see, hear, touch, and smell at a dis-
tance of 6 miles. As a standard action, he can perceive
anything within 6 miles of his worshipers, holy sites,
objects, or any location where one of his titles or name
was spoken in the last hour. He can extend his senses to
up to five locations at once.

He can block the sensing power of deities of his rank
or lower at up to two remote locations at once for up to
6 hours.

Portfolio Sense: Erbin senses all events of unneces-
sary cruelty against intelligent beings when 500 or
more such beings are involved.

Automatic Actions: Erbin can use Disguise, Move
Silently, Perform (act), and Pick Pocket as free actions if
the DC for the task is 20 or lower. He can perform up to
five such free actions each round.

Create Magic Items: Erbin can create any kind of
magic item that improves checks for Disguise, Move
Silently, Perform (act), or Pick Pocket, as well as minor
or medium magic daggers, without any requisite item
creation feat, as long as the item’s market price does not
exceed 30,000gp.

Divine Aura: Erbin’s divine aura extends in a radius
up to 600 feet (Will save DC 23).

Class and Outsider Abilities

Sneak Attack: If Erbin’s target would be denied a
Dexterity bonus to AC (whether the target actually
has a bonus or not), or when Erbin flanks his target,




the rogue’s attack deals varying points of extra
damage. If the attack scores a critical hit, this extra
damage is not multiplied. Ranged attacks can count
as sneak attacks only if the target is within 30 feet.
With a sap or an unarmed strike, Erbin can make a
sneak attack that deals subdual damage instead of
normal damage. He cannot use a weapon that deals
normal damage to deal subdual damage with a sneak
attack. Erbin can sneak attack only living creatures
with discernable anatomies. Any creature immune to
critical hits is not vulnerable to sneak attacks. Erbin
must be able to see the target well enough to pick
out a vital spot and must be able to reach a vital spot.
He cannot sneak attack while striking a creature
with concealment or striking the limbs of a creature
whose vitals are beyond reach.

Evasion (Ex): If exposed to any effect that normally
allows a character to attempt a Reflex saving throw for
half damage, Erbin sustains no damage with a success-
ful saving throw.

Outsider Traits: Darkvision 60 ft.; cannot be raised
or resurrected (though a wish or miracle spell can
restore life).

Traps: Erbin can use the Search skill to locate traps
when the task has a DC higher than 20. Finding a
nonmagical trap has a DC of at least 20, higher if it is
well hidden. Finding a magic trap has a DC of 25 +
the level of the spell used to create it. Erbin can use
the Disable Device skill to disarm magic traps. Dis-
abling a magic trap generally has a DC of 25 + the
level of the spell used to create it. If he beats a trap’s
DC by 10 or more with a Disable Device check, he
can generally study a trap, figure out how it works,
and bypass it (with his companions) without disarm-
ing it.

Uncanny Dodge (Ex): Erbin can react to danger
before his senses normally would allow him to do so.
Starting at 3rd level, Erbin retains his Dexterity
bonus to AC regardless of being caught flat-footed or
struck by an invisible attacker. Starting at 6th level,
Erbin can no longer be flanked. At 20th level, he gets
a +4 bonus to Reflex saves to avoid traps and a +4
dodge bonus to AC to avoid attacks by traps.

Possessions: Erbin always carries a +5 distance return-
ing wounding dagger he calls Poverty’s Bite. He normally
carries six other +2 daggers he uses as throwing weap-
ons.

Erbin (Intermediate Deity)
Rogue 10/Fighter 10

Medium-Size Outsider

Divine Rank: 11

Hit Dice: 10d6+70 plus 10d10+70 (300 hp)

Initiative: +20

Speed: 60 ft.

AC: 70 (touch 4, flat-footed 70)

Face/Reach: 5 ft. by 5 ft./5 ft.

Attacks: +5 distance veturning wounding dagger
+53/+48/+43/+38 melee; or +5 distance refurning wound-
ing dagger +53/+48/+43/+38 ranged

Damage: 1d4+16/17-20/x2, +5 distance returning
wounding dagger; or 1d4+5/17-20/x2, +5 distance return-
ing wounding dagger

Special Attacks: Domain powers, salient divine abili-
ties, sneak attack +5de, spell-like abilities

Special Qualities: Crippling strike, DR 46/+4, divine
aura (1,100 ft., DC 30), divine immunities, evasion, fire
resistance 31, immortal, intermediate deity abilities,
Outsider traits, SR 63, traps, uncanny dodge (Dex
bonus to AC, can't be flanked)

Saves: Fort +28, Reflex +37, Will +24

Abilities: Str 32, Dex 42, Con 24, Int 25, Wis 24,
Cha29

Skills: Balance +40, Bluff +31, Climb +42, Diplomacy
+23, Disguise +31, Gather Info +31, Hide +38, Intimi-
date +31, Jump +47, Listen +31, Move Silently +38, Per-
form (act) +27, Pick Pocket +40, Spot +31, Tumble +40

Feats: Alertness, Blind-Fight, Cleave, Dodge, Exper-
tise, Great Cleave, Improved Critical (dagger), Mobility,
Power Attack, Quick Draw, Spring Attack, Sunder,
Weapon Finesse (dagger)

Always Maximize Checks: Erbin always get a result
of 20 on any check, provided he needs to make a check
at all. This takes no more time than a regular check.

Divine Immunities: Acid, cold, electricity, transmu-
tation, draining and ability damage, mind effects, dis-
ease, poison, paralysis, stunning, disintegration, impris-
onment/banishment, and death effects.

Immortality: Same as for lesser deity.

Salient Divine Abilities: Alter Form, Alter Size, Bat-
tlesense, Divine Blast (12/day, up to 11 miles,
11d12+9d12 damage), Divine Celerity 11 minutes,
Divine Dodge, Divine Shield (10/day, stops 110 points
of damage), Divine Weapon Focus (dagger), Free Move,
Gift of Life, Hand of Death (Fort save DC 40), Increased
Spell Resistance, Life and Death, Supreme Initiative.




Domain Powers: Same as for lesser deity.

Spell-Like Abilities: Erbin uses these abilities as a
21st-level caster. The save DCs are 30 + spell level). Blas-
phemy, change self, civcle of doom, confusion, contagion, create
undead, desecrate, disintegrate, dispel good, earthquake, false
vision, harm, implosion, inflict critical wounds, inflict light
wounds, invisibility, magic civcle against good, mislead, non-
detection, polymorph any object, protection from good, screen,
shatter, summon monster IX (evil spell only), time stop,
unholy aura, unholy blight.

Other Divine Powers

Senses: Erbin can see, hear, touch, and smell at a dis-
tance of 11 miles. As a standard action, he can perceive
anything within 11 miles of his worshipers, holy sites,
objects, or any location where one of his titles or name
was spoken in the last hour. He can extend his senses to
up to ten locations at once. He can block the sensing
power of deities of his rank or lower at up to two
remote locations at once for up to 11 hours.

Portfolio Sense: Erbin senses all events of unneces-
sary cruelty against intelligent beings when any
number of such beings is involved. In addition, his
retains the sensations for up to one week per point of
divine rank.

Automatic Actions: Erbin can use Disguise, Move
Silently, Perform (act), Pick Pocket as free actions if the
DC for the task is 25 or lower. He can perform up to ten
such free actions each round.

Create Magic Items: Erbin can create any kind of
magic item that improves checks for Disguise, Move
Silently, Perform (act), or Pick Pocket, as well as any
magic daggers, except artifacts, without any requisite
item creation feat as long as the item’s market price
does not exceed 200,000gp.

Divine Aura: Erbin’s divine aura extends in a radius
up to 1,100 feet (Will save DC 30).

Class and Outsider Abilities

Sneak Attack: If Erbin’s target would be denied a
Dexterity bonus to AC (whether the target actually has
a bonus or not), or when Erbin flanks his target, the
rogue’s attack deals varying points of extra damage. If
the attack scores a critical hit, this extra damage is not
multiplied. Ranged attacks can count as sneak attacks
only if the target is within 30 feet. With a sap or an
unarmed strike, Erbin can make a sneak attack that
deals subdual damage instead of normal damage. He
cannot use a weapon that deals normal damage to deal
subdual damage with a sneak attack. Erbin can sneak

attack only living creatures with discernable anatomies.
Any creature immune to critical hits is not vulnerable
to sneak attacks. Erbin must be able to see the target
well enough to pick out a vital spot and must be able to
reach a vital spot. He cannot sneak attack while strik-
ing a creature with concealment or striking the limbs
of a creature whose vitals are beyond reach.

Crippling Strike (Ex): When Erbin damages an
opponent with a sneak attack, that character also suf-
fers 1 point of Strength damage. Ability points lost to
such damage return on their own at the rate of 1 point
per day.

Evasion (Ex): If exposed to any effect that normally
allows a character to attempt a Reflex saving throw for
half damage, Erbin sustains no damage with a success-
ful saving throw.

Outsider Traits: Darkvision 60 ft.; cannot be raised or
resurrected (though a wish or miracle spell can restore
life).

Traps: Erbin can use the Search skill to locate traps
when the task has a DC higher than 20. Finding a non-
magical trap has a DC of at least 20, higher if it is well
hidden. Finding a magic trap has a DC of 25 + the level
of the spell used to create it. Erbin can use the Disable
Device skill to disarm magic traps. Disabling a magic
trap generally has a DC of 25 + the level of the spell
used to create it. If he beats a trap's DC by 10 or more
with a Disable Device check, he can generally study a
trap, figure out how it works, and bypass it (with his
companions) without disarming it.

Uncanny Dodge (Ex): Erbin can react to danger
before his senses normally would allow him to do so.
Starting at 3rd level, Erbin retains his Dexterity bonus
to AC regardless of being caught flat-footed or struck
by an invisible attacker. Starting at 6th level, Erbin can
no longer be flanked. At 20th level, he gets a +4 bonus
to Reflex saves to avoid traps and a +4 dodge bonus to
AC to avoid attacks by traps.

Possessions: Erbin always carries a +5 distance return-
ing wounding dagger he calls Poverty’s Bite. He normally
carries six other +2 daggers he uses as throwing weap-
ons.

Greater Deitlb{ Powers
Rogue 20/Fighter 2

Medium-Size Outsider
Divine Rank: 16
Hit Dice: 20d6+140 plus 20d10+140 (600 hp)
Initiative: +22
Speed: 60 ft.




AC: 82 (touch 53, flat-footed 82)

Face/Reach: 5 ft. by 5 ft./5 ft.

Attacks: +5 distance veturning wounding dagger
+70/+65/+60/+55 melee; or +5 distance returning wound-
ing dagger +70/+65/+60/+55 ranged

Damage: 1d4+18/17-20/x2, +5 distance returning
wounding dagger; or 1d4+7/17-20/x2, +5 distance return-
ing wounding dagger

Special Attacks: Domain powers, salient divine abili-
ties, sneak attack +13de, spell-like abilities

Special Qualities: Crippling strike, DR 51/+4, defen-
sive roll, divine aura (1,100 ft., DC 30), divine immuni-
ties, evasion, fire resistance 36, greater deity abilities,
immortal, improved evasion, opportunist, Outsider
traits, SR 68, traps, uncanny dodge (Dex bonus to AC,
can't be flanked, +4 against traps)

Saves: Fort +43, Reflex +54, Will +39

Abilities: Str 32, Dex 46, Con 24, Int 25, Wis 25,
Cha 29

Skills: Balance +47, Bluff +47, Climb +67, Diplomacy
+28, Disguise +47, Gather Info +45, Hide +54, Intimi-
date +42, Jump +72, Listen +45, Move Silently +54, Per-
form (act) +45, Pick Pocket +56, Spot +45, Tumble +58

Feats: Alertness, Blind-Fight, Cleave, Combat
Reflexes, Dodge, Endurance, Expertise, Far Shot, Great
Cleave, Improved Bull Rush, Improved Critical
(dagger), Improved Disarm, Improved Initiative,
Improved Trip, Mobility, Point Blank Shot, Power
Attack, Precise Shot, Quick Draw, Skill Focus (Bluff),
Skill Focus (Disguise), Spring Attack, Sunder, Two-
Weapon Fighting Weapon Finesse (dagger), Weapon
Specialization (dagger), Whirlwind Attack

Always Maximize Roll: Greater deities automati-
cally get the best result possible on any die roll. Calcu-
late success, failure, or other effects accordingly. For
instance, when Erbin makes an attack roll, assume you
rolled a 20 and calculate success or failure from there.
You should roll the d20 anyway and use that roll to
check for a threat or a critical hit. When Erbin hits,
assume you rolled the maximum amount of damage
possible.

Divine Immunities: Acid, cold, electricity, transmu-
tation, draining and ability damage, mind effects, dis-
ease, poison, paralysis, stunning, disintegration, impris-
onment/banishment, and death effects.

Immortality: Same as for intermediate deity.

Salient Divine Abilities: Alter Form, Alter Size, Bat-
tlesense, Divine Blast (12/day, up to 16 miles,

16d12+9d12 damage), Divine Celerity 16 minutes,
Divine Dodge, Divine Rogue, Divine Shield (10/day,
stops 160 points of damage), Divine Sneak Attack,
Divine Weapon Focus (dagger), Free Move, Gift of Life,
Hand of Death (Fort save DC 45), Increased Spell Resis-
tance, Instant Move (up to 480 ft.), Know Secrets (Will
save DC 35), Life and Death, Shapechange, Shift Form
(rat), Supreme Initiative, True Shapechange.

Domain Powers: Same as for intermediate deity.

Spell-Like Abilities (caster level 26th; save DC 35 +
spell level): blasphemy, change self, circle of doom, confusion,
contagion, create undead, desecvate, disintegrate, dispel good,
earthquake, false vision, harm, implosion, inflict critical
wounds, inflict light wounds, invisibility, magic circle against
good, mislead, nondetection, polymorph any object, protection
from good, screen, shatter, summon monster IX (evil spell
only), time stop, unholy auva, unholy blight.

Other Divine Powers

Senses: Erbin can see, hear, touch, and smell at a dis-
tance of 16 miles. As a standard action, he can perceive
anything within 16 miles of his worshipers, holy sites,
objects, or any location where one of his titles or name
was spoken in the last hour. He can extend his senses to
up to twenty locations at once. He can block the sens-
ing power of deities of his rank or lower at up to two
remote locations at once for up to 16 hours.

Portfolio Sense: Erbin retains his previous abilities
and can see events of unnecessary cruelty up to one
week in the future per point of divine rank.

Automatic Actions: Erbin can use Disguise, Move
Silently, Perform (act), and Pick Pocket as free actions if
the DC for the task is 30 or lower. He can perform up to
twenty such free actions each round.

Create Magic Items: Erbin can create any kind of
magic item that improves checks for Disguise, Move
Silently, Perform (act), or Pick Pocket, as well as any
magic daggers—including artifacts—without any reg-
uisite item creation feat.

Divine Aura: Erbin’s divine aura extends in a radius
up to 16 miles (Will save DC 35).

Class and Outsider Abilities

Sneak Attack: If Erbin’s target would be denied a
Dexterity bonus to AC (whether the target actually has
a bonus or not), or when Erbin flanks his target, the
rogue’s attack deals varying points of extra damage. If
the attack scores a critical hit, this extra damage is not
multiplied. Ranged attacks can count as sneak attacks
only if the target is within 30 feet. With a sap or an




unarmed strike, Erbin can make a sneak attack that
deals subdual damage instead of normal damage. He
cannot use a weapon that deals normal damage to deal
subdual damage with a sneak attack. Erbin can sneak
attack only living creatures with discernable anatomies.
Any creature immune to critical hits is not vulnerable
to sneak attacks. Erbin must be able to see the target
well enough to pick out a vital spot and must be able to
reach a vital spot. He cannot sneak attack while strik-
ing a creature with concealment or striking the limbs
of a creature whose vitals are beyond reach.

Crippling Strike (Ex): When Erbin damages an oppo-
nent with a sneak attack, that character also suffers 1
point of Strength damage. Ability points lost to such
damage return on their own at the rate of 1 point per day.

Evasion (Ex): If exposed to any effect that normally
allows a character to attempt a Reflex saving throw for
half damage, Erbin sustains no damage with a success-
ful saving throw.

Improved Evasion: This ability works like evasion,
except that, while Erbin still suffers no damage on a
successful Reflex save against spells such as fireball or a
breath weapon, he now sustains only half damage on a
failed save.

Opportunist: Once per round, Erbin can make an
attack of opportunity against an opponent whom
another character has just struck for damage in melee.
This attack counts as Erbin’s attacks of opportunity for
that round. Even with the Combat Reflexes feat, Erbin
can’t use the opportunist ability more than once per
round.

Outsider Traits: Darkvision 60 ft.; cannot be raised or
resurrected (though a wish or mivacle spell can restore
life).

Traps: Erbin can use the Search skill to locate traps
when the task has a DC higher than 20. Finding a non-
magical trap has a DC of at least 20, higher if it is well
hidden. Finding a magic trap has a DC of 25 + the level
of the spell used to create it. Erbin can use the Disable
Device skill to disarm magic traps. Disabling a magic
trap generally has a DC of 25 + the level of the spell
used to create it. If he beats a trap’s DC by 10 or more
with a Disable Device check, he can generally study a
trap, figure out how it works, and bypass it (with his
companions) without disarming it.

Uncanny Dodge (Ex): Erbin can react to danger
before his senses normally would allow him to do so.
Starting at 3rd level, Brbin retains his Dexterity bonus
to AC regardless of being caught flat-footed or struck

by an invisible attacker. Starting at 6th level, Erbin can
no longer be flanked. At 20th level, he gets a +4 bonus
to Reflex saves to avoid traps and a +4 dodge bonus to
AC to avoid attacks by traps.

Possessions: Erbin always carries a +5 distance return-
ing wounding dagger he calls Poverty’s Bite. He normally
carries six other +2 daggers he uses as throwing weap-
ons.

Combat

Once Erbin decides to intervene and exact revenge on
someone, he pursues that person until the mortal dies
or changes his ways and makes up for his past actions.
Successful vengeance for Erbin means that the abusive
mortal learns a lesson, regrets his abusive actions, and
changes his ways. It does not mean killing. On occa-
sion, it may mean that Erbin acts to preserve those
deserving his vengeance, since keeping them alive
means he can torment them longer.

Erbin is not a straightforward fighter, and he knows it.
Erbin prefers to use his skills to generate bad feeling
for his target. For example, he might use his Disguise
skill to make himself look like a specific mortal and
insult that mortal’s friends, break contracts, and other-
wise make life difficult. However, if Erbin decides that
combat is the best way to teach a lesson, he prepares a
small army of beggars and undead, arm them with
magic daggers, and attack the mortal. While the beg-
gars and the undead assault directly, Erbin moves
around the flanks and rear, making sneak attacks and
using his salient divine abilities.

DIVINE ASCENSION
_ ADVENTURE IDEAS

Writing the divine ascension rules for Deities and
Demigods brought us numerous ideas for adventures,
and even campaigns. Weld like to share some of those
ideas with you, and show how Erbin could play a role
in them. Some of them offer opportunities for the
player characters to ascend to godhood, while others
assume the PCs have already reached divine status.

Erbin’s Power Level

As a quasi-deity, Erbin provides a challenge for a party
of mid-level adventurers. Once he becomes a demigod,
he gains a tremendous number of abilities, and epic-
level or divine characters may still find him challeng-
ing (especially if he has time to prepare). You know




your characters better than anyone except their players,
so be careful to match Erbin’s divine rank to your party.

The Ideas
What Goes Around...

A beggar with superhuman powers attacks the player
characters one day in the marketplace. After humiliat-
ing them, the beggar explains that his name is Erbin
and he nearly froze to death one night after the last
people he saw (the player characters) refused to give
him enough money for a room. After that, he jour-
neyed to the land of the gods, where he ascended to
become the new god of beggars. He intends to humili-
ate them occasionally for the rest of their lives. Player
characters have to find some way to end the threat,
either through good deeds to living beggars, killing
this vengeful god, or by becoming gods themselves.

Divine Mission

The player characters in a campaign with a pantheon
similar to Greyhawk’s do little more than pay lip service
to their patron deities. As far as they know, you're either
born a god or you're a mortal. After achieving high
levels, they die on an adventure. When their eyes next
open, they find themselves in a great hall. Ranks of
seats climb the walls, filled with spirits of great heroes
and champions whose legends and stories are well
known to the PCs. The gods sit on thrones, glowering at
the recently deceased characters. A servant of Heiro-
neous (or the cleric’s deity, if different) explains that,
while the characters are great heroes, their faith is shal-
low and weak. Their divine status (divine rank 0) is pro-
bationary, provided they return to the Material Plane
and find the rogue god Erbin. They must return him to
Sigil in the Concordant Domain of the Outlands (or the
home of the gods, if not using the standard D&D cos-
mology). If they succeed, their divine status becomes
permanent. If they fail, their souls go to join the ranks

of the faithless.

The Path to Godhood

After achieving high levels, player characters who
demonstrated belief in and devotion to their gods
receive a summons from the high priest of Zeus (chief
deity of the pantheon or the cleric’s deity). The priest
reveals the existence of a mystery cult within the
temple. The cult worships in an isolated valley in a
nearby mountain range and recently stopped commu-
nicating with the temple. When the characters arrive,

they find the ruins of a small village and temple, with
livestock dead in the fields and crops ruined. One wall
of the valley is a sheer cliff, clearly defaced only
recently. When the characters search the valley, they
find a surviving priest tending a few injured people in a
cave. The priest explains that all faithful who achieve
great rank receive a summons to the valley. The cliff
held a list of tasks, one from each god in the pantheon.
Those summoned to the valley may attempt to under-
take the tasks as a way of becoming gods. On accom-
plishing the final task, candidates return to the valley
where the gods judge their success. Recently a beggar
came to the valley and insisted on trying to accomplish
the list. Through trickery and deceit he did so, and the
gods made this beggar, Erbin, one of their own. A few
days later he attacked the valley with undead and beg-
gars under his control, causing all the damage and
destroying the list! Since the attack, the priest has had a
vision from Zeus. If the characters find Erbin and bring
him to the gods for judgment, the characters will
become gods themselves, and Zeus will restore the list.

The Divine Spark

The player characters grew up with legends of Erbin, a
trickster god who stole the divine spark from deities
that became too arrogant or too careless of their mortal
charges. These thefts often had unfortunate conse-
quences, as Erbin gained and lost domains about which
he knew nothing. During their careers the PCs even
experience bizarre events caused by the trickster’s igno-
rance. After achieving high levels, the player characters
ascend to the divine, only to have Erbin steal from
them! Their patron deity, Odin, or the cleric’s deity
gives them a year and a day to recover the stolen divine
spark or become mortal again. Alternatively, Odin may
offer high-level characters a chance for divinity if the
track down Erbin and return a spark stolen from
Asgard.

Just Plane Temptation

With no outside aid, player characters infiltrate an
enemy country controlled by priests of an evil deity
whom Erbin serves. Over an extended period, and at
great risk, they reach a point where they can foil the
priests’ plans, bring down the main temple, and wipe
out the leaders of the priesthood. At that moment,
Erbin appears to them and offers to impart divine
status—provided they depart the Material Plane for a
year and a day. Though he makes no overt threats, it’s




obvious he can kill them all, and probably will if they
refuse. If they accept, their patron deities are disap-
pointed they didn’t complete their work on the Mater-
ial Plane, and the evil deity has a year and a day to
advance his or her cause before the PCs can do any-
thing about it. Unless they can act on the Outer Planes
somehow to affect actions on the Material Plane...

It’s a Mad, Mad, Mad, Mad Pantheon

For the first time in 10,000 years, mortals ascend to
divine status, and those mortals are the player charac-
ters. They discover that, as gods, they depend on their
worshippers for their salient abilities and powers. They
also discover that for a hundred centuries the gods
haven't competed for worshippers, because theyd used
up all the divine ranks in the universe. Even the gods
aren’t sure how these mortals managed to ascend. A
race begins to discover how many ranks there really
are, and to see who can grab the most. Ra tasks the dei-
fied PCs with the task of slowing Erbin down, allowing
him to gain as few ranks as possible. As a reward, Ra
will distribute a rank from each of the pantheon’s gods
among the player characters.

Behind the Curtain

Erbin completes the last step to ascend to the realm of
the benevolent campaign pantheon. His patron deity, a
god of luck, appears and explains that in order for him
to ascend, some other deity would have to surrender
some divine ranks. Thousands, perhaps millions, of
worshippers would suffer when that deity loses power.
Regretfully, the patron cannot permit Erbin to ascend
at all. This first glimpse “behind the curtain” at the
mechanics of being a god rings false to Brbin, but if it’s
not true, why would his benevolent patron lie? Erbin
decides to find out what's really going on. Player char-
acters get involved based on what Erbin does. He may
only investigate, in which case he may try to “hire”
them (remember, he’s a beggar), or he may figure out a
way to kill a god, in which case the PCs’ own patron
deities ask them to hunt Erbin down.

Godhome

Trying to reach the gods, the player characters dis-
cover a gate through the barrier between their world
and the divine realm that keeps divinities from becom-
ing active in the mortal world. The gate’s guardian is a
reasonable creature, and PCs can probably defeat it
(EL3 or 4)—but its many powerful and infernal “keep-

ers” are another story. (This idea assumes that the bar-
rier surrounding the home of the gods does not elimi-
nate all planar travel.) The campaign’s infernal forces
guard the gate because they prefer the gods remain
inactive in the mortal world. In the course of the
adventure, the characters discover why the barrier
exists, decide whether to leave it in place, and even get
the chance to pass through it and ascend (infernal
agents might offer this opportunity as a way to remove
their interference). Erbin acts as part of a group of evil
deities who reside on the Material Plane and want to
keep the other divinities inactive.

The Great Wheel

Player characters, in the course of their higher-level
adventures, often visit the floating mountain peak that
is home to the gods. They occasionally observe a gate
through which no mortal is permitted to pass. After
one adventure, they return to the Material Plane home
of the gods and discover it empty. The forbidden gate is
open and unguarded. Searching for their gods, they
enter the gate and find themselves standing in a court-
yard in the midst of an immense city. In the center of
the courtyard stands what appears to be some kind of
sundial, but on closer inspection it is a map of some-
thing called “the Great Wheel” Faced with the Outer
Planes for the first time, the characters search for their
gods, discovering strange new powers in themselves as
they go (because crossing the gate caused them to
ascend to divine rank 0). Erbin becomes the chief oppo-
nent to the PCs’ search; he plans to remake the pan-
theon, and the world, after his own ideas.

Bridge Across Forever

Although most members of the campaign’s pantheon
dwell on another plane, a few live in the campaign
world. As the player characters approach 20th level,
these deities appear more frequently in their lives.
Finally, one of them explains that a thousand years
ago, something destroyed the bridge from the world
to the home of the gods. The pantheon, limited by the
nature of the Material Plane on which they live,
remain too busy with their divine duties to investigate
thoroughly. All of them have done some checking
over a thousand years, but the PCs are clearly
approaching divine status themselves. If they can
reverse the destruction, build a new bridge, or dis-
cover a new path to the gods’ home (and determine
why the pantheon didn't find it centuries ago), the




gods will grant them ascension. In truth, Erbin
destroyed the bridge, and he continually interferes
with anything the PCs try to do.

Astral Reward

In the campaign, deities appear through portals and
gates. There is no record of where the gates go, but
everyone assumes they lead to the divine homeland.
Over the centuries, astral travelers occasionally report
seeing a great city in the infinite realm of Astral
Space, but it moves away faster than they can
approach it. After careers that include great faith in
and devotion to the campaign pantheon, Erbin comes
to the player characters and explains that the great
city in Astral Space is the home of the gods. The gates
and portals function only for those with divine rank,
but the characters have proven themselves worthy. If
they wish to ascend, they must survive travel across
the Astral Plane as they search for the city. Should
they find it, the city will recognize them as candidates
for ascension and will not flee. Once they enter the
city, their deities will reward them with divine rank.
Erbin is lying, so clearly the PCs’ arrival in the city
hurts the divine residents in some way: Perhaps it
harms a specific deity against whom the beggar god
seeks revenge.

Infernal Gate

The player characters serve as the patron deities of a
series of small villages (one per village) in the foothills
of a great mountain range. Noticing the villagers call-
ing on them much more often than normal, they
decide to investigate. The PCs discover that someone
has opened a gate to an infernal plane in the moun-
tains, and demons (or devils) are stirring up trouble.
That someone is Erbin, seeking vengeance against
them for a perceived past wrong.

Divine Tests

As emissaries of their gods, the player characters jour-
ney to Erbin’s divine realm. In his hall, they must face
challenges and contests while simultaneously remain-
ing diplomatic. Thor, Loki, and Thialfi faced similar
challenges once when they visited the giants. The
giants tricked Loki into trying to out-eat Fire, Thialfi
into trying to out-race Thought, and Thor into trying to
drink the oceans —and then into trying to lift Jor-
mungandr! Erbin tests the PCs similarly.

Mortal Vengeance

The player characters receive a request from a more
powerful deity whose mortal favorites have disap-
peared, and not even her divine senses can locate them.
As these mortals soon will be candidates for ascension,
the deity fears that the pantheon’s foes have stolen
them. She offers artifacts from her stores as a reward if
the PCs seek her mortal favorites. Erbin is behind the
disappearances, of course. The other deity offended the
beggar god, and he’s taking his revenge through her
mortal favorites.

Between a God and a Hard Place

Erbin is furious with the player characters. When they
became deities, Odin punished him by giving some of
his ranks to the newly ascended PCs. Erbin seeks to dis-
credit them by sending them on missions that, if they
succeed, will offend or anger Odin—perhaps even
hasten Ragnarok. He flatters them and tells subtle lies,
playing on their emotions, and laughs as they tread on
divine toes.

No Vacancy

When the player characters ascend to join their pan-
theon, they discover all the positions filled. Erbin
explains they’re welcome to travel, adventure, or just
relax. They can become servants of another deity if they
like, and learn about that deity’s duties. He goes on to
explain that, though they don’t tell mortals, most
deities get their positions by killing whoever has what
they want. Mortals think the previous deity “retired” or
died a heroic death fighting divine foes. As the PCs go
about their eternal lives, Erbin continues lying to them,
saying Thor, guardian of the pantheon, despises them.
The beggar god tries to goad them into fighting Thor in
the hopes that they'll weaken the thunder god enough
that Erbin can finish him off and take his position as
guardian.

Conspiracy!

After the player characters ascend to the heavenly
realms, they discover the gods are secure in their divine
ranks and smug about it. All the mortals who ascended
since the dawn of time have become simple quasi-
deities (rank 0). As they go about their divine adven-
tures, various quasi-deities approach them with
friendly offers to aid them on their adventures or teach
them about their new powers. Bventually these helpful
figures reveal they're part of a conspiracy to “free up”




divine power. One faction within the conspiracy
already tries to persuade the old deities to surrender
some of their power to worthy successors, while
another seeks to free power by killing these venerable
powers. A third seeks the “real” source of all divine
power in hopes of increasing the amount available.
Erbin leads the murderous second faction.

Divine Agendas

The player characters adventure in a world with active
but indifferent divinities. Neither benevolent nor hos-
tile, they or their avatars are occasionally seen going
about some mysterious business. After achieving high,
perhaps even epic, levels, the player characters decide
to ascend to the divine ranks and show the pantheon
how to care for their worshippers. To do so, they must
discover what interests these deities, perhaps try to
become so indispensable to the efforts of one god that
he makes them divine as well. Once they manage that,
they face the consequences of allowing their benevo-
lent actions to take worshippers from the indifferent
members of the pantheon. Erbin may be the one god
with an understandable agenda, or he prove be an
unwelcome ally, encouraging the PCs and giving them
information for his own ends.

Strength in Numbers?

After achieving high levels, the player characters meet
their patron deity or the cleric’s deity (not the chief deity
of the pantheon, if it’s a tight pantheon) and ascend to
join the divine ranks. Afterward they discover that the
deities who share their alignments seem unhappy about
their presence. The god who appeared to them was Erbin
masquerading as their sponsor. The unhappy pantheon
explains that each good or neutral deity grows weaker,
the more of them there are to worship. Although as a
group they remain just as strong as the evil gods, individ-
ually they’re weaker and more vulnerable. The PCs now
face choices of how to rectify the situation.

Godslayers

As the player characters achieve middle levels, Erbin
comes to them. He explains that if they want to join the
benevolent pantheon, not only will the almost infinite
forces of the infernal realms seek to prevent it, but to
reach divinity each PC must kill a deity. As the charac-
ters continue to adventure, they face Erbin’s opposition
more frequently, find the opportunity to check the
truth of his words, and wrestle with the question of
whether to slay a god.

Trial by Fire

The Inner Planes are concentric circles within the
world. These “inside-out” worlds are arranged with
Barth closest to the surface, Water next, and Air sepa-
rating Fire, at the center, from Water. The player char-
acters adventure within these elemental planes over
the course of their careers and know the gods call the
Inner Planes home. When they achieve high level,
Erbin appears to them and explains that the true
home of the gods lies within a fifth elemental plane
inside the Elemental Plane of Fire. If they can survive
the increasingly intense voyage across the Elemental
Plane of Fire to the gates of the gods’ realm, they can
ascend to become gods themselves. Erbin does not,
himself, know the way to the gates, and follows the
PCs to see if they discover it.
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