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cople venerate a myriad of deities in a myriad of forms

O across the land and seas of Faerin. Some deities prefer

established churches Nlled with large followings of

devoted worshipers, while others are propitiated only out of fear or

are worshiped in secret.fellowship by small culrs. Deities are not

immortal, and many have died or been reborn, Others have merely
been forgorten, lefe to slumber on other planes,

All deities in Toril are subject to Ao the Overgod. Ao has almost
no direct interaction with Toril and would be largely forgetten by
maortils if not for his role in the Time of Troubles, Already, cults
Founded in Ac's name only a decade ago die out and Ao's name dis-
appears from written records, suggesting that the Overgod has no
wish to be known by the mortals of Toril. Ae cares not what the
deities do, as long as they uphold their individual portfolios. Of
course, this stricture ensures endless conflict between the Followers
of deities with opposing: portfolios, The Overgod also ensures that,
with the exception of demigods, no two deities of the same pantheon
can truly claim the same portfolie. Finally, only Ao can recognize
the uscension of a mortal to divine status or permit @ deity wor-
shiped on other worlds to be worshiped in Toril

Native and | .
Immlgrunt pelties

The deities of Toril can be divided into twe groups: native deiries and
immigrant (or interloper) deities. The distinction is largely mean-
ingless, outside of obscure theological debates, for there 15 absolute
ly no difference from the perspective of the martal races of Toril
Native deities are those who arose during or after the founding of
this world and are enly worshiped here, Immigrant deities are those

&

.

who were worshiped on other worlds and on other planes before
their followers entered Toril via portals and gther means, Once a
deity i& accepted into the pantheons of Toril, there is no difference
between the twe groups; since each immigrant deity has a local
aspect, independent of other world-based aspecrs he or she might
possess. For example, although Labelas Enoreth and Clangeddin Sil-
verbeard battled cach other during the Time of Troublés on the isle
of Ruathym, any enmity stemming from that clash does not extend
to other worlds, Likewise, Lolth in some other world differs from
Lelth in Faerun. IF in some other world adventurers sought out
Lolth in her lur and slew her, her local aspeot would be unaffected.

Be thar as it may, mose pative deities are venerated prumarily by
taces that arose from the primordial chaos: dragons, humans, lizard-
folk, nagas, yuan-ti, locathah, doppelgangers, and the various fey
ruces; such as sprites. Likewise, primarily immugrant races, such as
the clves who arrived in Faertin countless millennia ago, venerate
ommigrant deities they brought with them, in this case the Seldar-
ine. This distinetion alsoserves toexplain why there are so many
hurman deities compared ta same af the other demihuman races: The
humans founded numerous culturcs across Faerin venerating local
native deities and continue to worship those deities long after the
original cultures have vanished or blended into others,

pantheons

As alluded to previously, all deities of Toril are grouped into pan-
theons. All pantheons are either racially based or culturally based,
often with strong geographic connections, A deity who is not o
member of a4 pantheon venerated by a particular race er culture or
in a certain geographic region can still have worshipers among that
race or culture or in that region. However, the number of such wor-
shipers rarely expands beyond the cult stage before members of the
pantheon that claims primacy over that race, culture, or region
eliminate the threat to their demesne,

As cultures blend rtogerher, whether through conquest or rtrade,
their pantheons gradually merge as well. Pantheon blending of this
sort inevitably leads to clashes berween deities of greater than
demipod status, for Aodictates that one deity or the other must
reign supreme over any particular portfolio, For example, Tempus
was the deity of war in the Talfirie pantheon (a culture contempeo-
rary to Netheril), while Garagos was the deity of war in the
Netherese pantheon. After these two cultures blended, Tempus and
Garagos battled for supremacy. In this case, Tempus prevailed, and




Gurigos was reduced to demigod status. In many other cases, one of
the clashing deitics dics, as was the case when Talona defeated the
interloper deity Kiputyroo, Such conflicts often manifese as clashes
between rival faiths, pitting church-led armies against one another
in battles in which the life of one's deity is truly at stake.

Humans, one of the progenitor races, have founded numcrous,
unrelated cultures across Faerfin, As those cultures have inter
mingled, the various human pantheons have been wracked by con-
flict. In western Facrin, scholars have identified no fewer than four
human proto-pantheons: the Netherese pantheon (based o what is
now Anauroch), the Talfiric pantheon (based in what is now the
western Heartlands along the bhanks of the River Reaching), the
Thaamdathan pantheon {based in what is now the Vilhon Reach and
the Dragon Coast), and the Coramshite panthean (hased in what is
now Calimshan) Over the past few millennia, these four proto-pan-
theons, plus athers unidentified, have merged into a single pantheon
known as the Faeriinian pantheon. The recent collapse of the
Untheric pantheon is anothes cxample of such mingling: Two of the
Untheric deities— Assuran (now known as Hoar) and Tiamat—have
Joined the Faertnian pantheon and the rest of the Untheric deities
have died, eicher before or during the Time of Troubles Although
only one is in any way unified in purpose, two pantheons now battle
to extend their sphere of influence into Unther: the Facrinian pan-
theon and the far smaller, but meore¢ organized, Mulhorandi pan-
theon. Theologians predict it may be only a matter of decades before
all human cultures of the continent venerate only deities of the
Faerunan pantheon, a fate the Mulhorandi and their ‘deitics view
with great alarm,

Pantheon mixing between racially oriented pantheons scems to
occur far more slowly than ameng deities venerated by the same
species: Thus, while humans live side by side with the various other
humanoid races, each group largely confines 1eself to worship of its
own deities: However, the casual addition of human deities such as
Gond te the gnome pantheon and Tymera to the halfling pantheon
supgests that continued intermingling betwéen the rices may even-
tually lead to a joining of their pantheons as well.

L » (]
pead perties

The constant clash of deities also ensures a steady supply of dead
deities whose temples now lie in ruin abeut Toeril. Moreover, death
doesn't necessarily end the career of 2 deity of Toril. The possibility
of resurrection always exists;as cvidenced by the recent return of
Bane. Small cults dedicated ta the resurrection of one lost deity or
another appear everywhere in Faerin. Sometimes the deity is
beyond the réach of such cultists or néver existed excepr in myth,
and its adherents receive no divine backing in their endeavers. Other
rimes, 3 dead deity retains cnough power to provide divine backing
to 2 handful of worshipers. Occasionally, another deity masquerades
in the guise of a dead deity, in hopes of cxpanding its portfolio. Some
dead human deities -who retain o handful of adherents include
Amaupator (z Netherese-sun god), Bhaal (the former deity of
murder’, Thrandul (a deity of caverns slain by Shar during the Time
of Troubles), Mpander (a deity of corruption slain by Finder
Wyvernspur), and Myrkul (former god of death whose remaining
essence infuses an artifact called the Crown of Horng)

iths
(nly @ part of religions practice in Facrin revolves around the
deities themselves. The true focus of religious observance in the
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world is the individual church or sects of each deity, This distinction,
while subtle, is of paramount importance. While the deities dicrare
the beliefs of their faithful and supply them divectly or indirectly
with divine energy to act in their stead, it 15 the varied faiths of the
warld that interact in the mortal world, In other words, it is of far
more immediate concern to individual characters how two seets of 2
single Faith or rwo rival faiths interact than whar goings-on are
oceurring between divine beings beyond the ken of most mortals OF
course, exceptions to this general rule exist, such as when the deings
of asmall number of mortals arcract the interest of a deity and pos-
sibly prompt the appearance of o divine manifestation of a deity,
called an avatar. Such events are rare mdead and often do not oceur
until the characters involved have risen to the level of the most
powerful high priests in Fagrdn.

All followers of a specific deity are considered members of the
faith, alsp known as the church, associated with that deity. Within
each faith, lallowers of i deit§ may be grouped into allied or rival
sects, each holding differing helicfs to a small or large extent, Some
faiths, particularly those of the lawful deities; are united in shared
rcligious practices. Other faiths, particularly those of the chaoric
deities, vary widely across che varfous regions of Faerun. Exceptions
exist. Clashes between rival sects of a lawful deity are often particu-
larly fieree, as the followers of Helm have learned, as both sides cite
axioms proving the “correctness™ of their sect. Likewisc, attempts to
rein in divergent scets of chaotic deitics can proveke great serife, as
Cyric’s followers have quickly discovered.

Within a faith, thiere may be a strice hierarchy of primacy, as was
the case until recently in the church of Oghma, and as is the case in
the church of Bane, or there may be no central unifying autherity,
as with the church of Tempus, In all cases, however, exceptions exist,
5o it 15 always possible for 4 character to be a member of a sect that

does nor acknowledge the primacy of the titular leader of the faith.

The only ryle governing such sccts is that they must not stray
beyond the partfolio and core beliefs of the deity without risking
being forsaken by the deity and his divine servitors. Sects of some
deities—such as the dwindling numbers of the cult of Ilmater that
promoted self-Flageltation, kidnapping, and riots—have strayed so
far from the core beliefs of their deity that they no longer have
divine backing, Clerics and ocher divine spelicasters of such sects lose
all access to divine spells and divinely granted abilities until they
atone in the eyes of their professed deéity or pledge themselves toa
more gppropriate deity,

understandino the

DGITIIT Statistics

Divine rank is what sets deities apart from mortals, Even deiries
with a divine rank of 0 are far superior to martals in their powers
and abilities. Despite this tremendous gulf between the mortal and
the divine, deities are defined in the same terms as mortals: They
have Hir Dice, character levels, and ability scores, bur these are all
Far higher than most mortals will ever achieve.

ranks of pivine power

For game purposes, each deity has a divine rank, which is similar to
a character's level. A deity’s divine rank determines how much
power the entity has and serves as a way to compare one deity to
another. Here is o quick summary of diving ranks.

Rank ©: Creatures of chis rank are sometimes called quasi-dejties
or hero deities. Creatures that have a mortal and a deity as parents
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also fall into this category. These enritics cannor grant spells, bur are
unmerta) and wsually have one or more ability scores that are far
above the norm for their species. They may have some worshipers.
Ordmary mortals do not have a divine rank of 0. They lick a divine
rank altogether,

Rank 1-7; These entities, called demigods, are the wenkest of the
genuine deities: A demigod can grant spells and perform a fow deeds
thar are beyond mortal capabilities, such as hearing a grasshopper
from a mile away.

A demigod has anywhere fram a few hundred to a few thousand
devoted mortal worshipers and may peceive veneration or respect
from many more, A demiged controls‘a small godly realm (vsually
on an Quter Flane) and has minor control over a portfolio that
includes one or more aspects of mortal existence. A demigod might
be very accomplished mn a single skill or o group of related skills,
might gain combat advantages in special circumstances, or might be
able to bring about minor changes in reality itself related to the
deity’s portfolio. For example, a demigod of thieves might be able to
change a stolen item so that it 15 no longer recognizable.”

Rank 6-10: Called lesser deities, these entities grant spells and can
perform more powerful deeds than demigods can, such as sensing
cermaim ])l]ﬂllﬂﬂ!lﬂl:l frnm ten 111“\‘.‘3 awtuy.

Lesser deitics have anywhere from a Few thousand to tens of thou-
sands of worshipers and control larger godly realms than demigods,
They also hive keener senses where their portfolios are concerned.

Rank 11-15: These entities are called intermediate deities. They
have hundreds of thousands of mortal worshipers and control larger
godly realms than demigods or lesser deitics.

Rank 16-20: Called greater deities, these entities may have mil-
lions of mortal worshipers, and they command respect even ameng
other deiries. The most powerful of greater deities rule over other
deities just as mortal sovereigns rule over commoners,

Rank 21+ These entities are beyond the ken of mortals and care
nothing for worshipers. They do not grant spells, do not answer
prayers, and do not respond to queries. If they arc known at all, it is
to # handful of scholars an the Material Plane. They are called
overdeities. In some pantheistic systems, the consent of an overdeity
is required for an entity to become a deity.

pivine characreristics

Most demties are crearures of the outsider type (usvally with 20 out-
sider Hit Dice ) Unlike other outsiders, they have no darkvsion
unless noted in the deity’s description. Deitics’ physical characteris-
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tics vary from deity to deity and are noted in their individual
descriptions.

A deity's outsider type, along with its class or classes, determines
its weapon proficiencies, Feats, and skills.

Deities have some or-all the following additional qualities, depend-
ing on their divine rank. ’

Hit Points; Deitics receive maximum hit points for each Hit Dic.

Bpeed: Deitics can move much more quickly than mortals A
deity’s base land speed depends on 1ts farm (biped or quadruped) and
its size, Some deities arc exceptions, with specds faster or slower than
the.norm.

Armor Class; A tangible field of divine energy encompasses and
suffuses a deity’s body, granting it a bonus to Armor Class equal to
its divine rank, This bonus stacks with all other Armor Class bonus.
¢s and 15 effective against touch atracks and incorporeal touch
attacks.

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

Many deities have other Armor Class bonnsés as noted in their
individual descriptions.

Attacks: A deity’s Hit Dice and type and character level deter-
mine its base attack bonus.in addition to the figures for weapon
attacks, this section of the statistics block also mcludes melee touch
attack and ranged touch attack bonuses, to be used when the deity
casts a spell or uses a spell-like ability thar requires a rouch attack to
affece its target, A deity gets its divine rank as a bonus on all attack
rolls. Deities of rank 1 or higher do not automatically Fail on a nat-
ural attack roll of 1

Always Maximize Roll: Greater deitics (rank 16-20) automati-
cally get the best result possible on any check, saving throw, actack
roll, or damage roll. Calculate success, failure, or other effects
accordingly; For instance, when a greater deity makes an attack roll,
assume you rofled a 20 and calculate success or faildre from there.
You should roll the d20"anyway and use that roll to check for a
threat of a eritical 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 Hir Dice and character level
determine its hase saving throw bonuses. A deity gets its divine rank
as # bonus on all saving throws. Deitics of rank 1 or higher do not

worshiping fiends

Some powerful demons and devils have found ways to garner

ower from mortal worshipers in the same manner as deities.
Although these beings are cruel, sadistic, and vnrelable, some
beings on Toril sce them as a means to quick power. Fiend-wor-
shiping cults are usually very small and localized, with few fol-
lowers and 4 tendency to disintegrate in the face of oppesition or
when the fiend gets distracted by other things and stops granting
spells, Srill, some fiends establish & permancent foathold on Toril
in this manner—Gargauch is a former archdevil that has become
a deity, and the minotaur deity Baphomet is n demon. Two other
knewn demons worshiped in Facrin are Orcus (responsible for
much of the trouble in Damarg yeuars ago) and Pazracl
It some ways, weorshiping a fiend is similar to how some souls
bargain with the haatezu in the afteclife. A mortal makes o pace

: -

with a demon or devil, promising '.\:nnship and sacrifices in
exchange for spells. The agreement usually entails condemning
the worshipei’s soul to the Abyss or the Nine Hells under the con-
trol of the fiend in question. The pact generally stipulates thar if
the mortal fails to propitiate the Diend with frequent sacrifices, 1t
may slay him and take hssoul back to its ocuter-planar home,
While this seems like a bargain stacked in the favor of the out-
sider, the fiend usually makes few demands of the mortal other
than the sacrifices, 5o the mortal doesn’t have to worry about
maorals, restrictions on behavior, dogma, or improper vse of the
granted spells. .

Information on domains, favored weapons, and portfolios far
Baphomet, Orcus, and Pazrael can be found in the Monster Deities
table m the appendix of this Book.




autematically fail on a natural saving throw roll of L

Checks: A deity gers its divine rank as:a bonus on all skill checks,
ahility 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 at all.

Tntermediate and greater deities (rank 11-20) always get a result
of 20 on any check, provided they need to make a check at all.

Immunities: Deities have the followmng immunities. Individual
deitics may have more immunities. Unless otherwise indicated,
these immuniries do not apply if the atracker is a deity of equal or
higher rank.

Transmutation: A deity 'is immune to pelymorphing, petrifica-
tion, or any other attack that alters its form. Any shape-altering
powers the deity might have work normally on itself.

Ewergy Drain, Ability Drain, Ability Damage: A deity is not
subject to encrgy drain, ability drain, or ability damage.

Mind-Affecting Effects: A deity 15 immune to mindaffecting
effects {charms, compulsions, phantasms, patterns, and morale effects),

Energy Tmmunity: Deities of rank 1 or hlgh;r are IMmune o
electricity, 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, death effects, and disintegration.

Deities of rank 6 or lmgher are immune to effects that imprison
or banish them, unless the attacker is a deity of equal or higher rank.
Such effects include Benishment, hinding, dimensional anchor, dis.
missal, imprisonment, repuision, sond bind, temporal stdasis, frap the
sored, and turning and rebuking,

Damage Reduction: A deity has damage reduction equal to 35 +
itz divine rank/+4. For example, a denmigod with a div'rm rank of 3
has damage reduction 38(+4.

If the deity also has damage reduction fram another source, such
as barbarian class levels, this damage reduction does not stack with
the damage reduction granted by divine ranks. Instead, the deity gets
the benefit of the best damage reduction in a given situation,

For example, a deity with damage reduction 38/+% 15 also a
20th-level barbarian with damage reduction 4/— If the deity is
attacked with a weapon of +3 enhancement or less, the deity uses
its damage reduction 38/+4. IF the same deiry is attacked with 3
weapon of +4 or better, the deity uees damage reduction 4/—
becanse the barbarian's damage reduction is not negated by a +4 or
better weapon. Whenever o deity has a second kind of damage
reduction that might apply to an attack, that damage reduction is
given in parentheses after the damage reduction entry in the
deity’s statistics block.

Levels BCIIIOIld 2oth

v
.

Maoist deieies are 20 HD olmm;\rs with 30 to §O character levels as

well These additional character levels beyond an effective charac- v

ter level of 20th Follow special rules covered in more detail in the
Epic Level Handbook.

Character levels above 20th cunf‘cr some, but not all, of the -

bengfits of norntal levels, Deitics gain all the class features For
all their levels (such as the fighrer's bonus feats, the monk’s
unarmed damage, the ranger’s Favored enemy, the rTogue's
sneak attack, or the wizard's spellcastingfability ), The deity also
gains the normal Hit Die for thar class, plus additional skilt
points as if the deity had a level in that class normally. The
deity gains an ability score point cvcr} four levels, and a fear
every three levels.
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Resistances: All deities have at least the following resistances.
Individual deities may. have additional resistances.

* Energy Resistance: A deity has fire resistance of 20 + its divine rank.

Speil Resistance: A deity has spell resistance of 32 + its divine
rank.

Salient Divine Abilities: Every deity of rank 1 or higher has at
lenst one additional power, called a salient divine ability, per divine
rank (see Salient Divine Abilities i the appendix),

Domain Powers: A deity of rank 1 or higher can use any domain
power it can grant a number of times per day equal to its diving rank
(if the power normally can be used more often than that, the deiry
gets the greater number of uses). IT a domain power 15 hased on a
cleric’s level,a deity with no cleric levels has an effective cleric level
of 10th + 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 effective caster level for
such abilities i 10 + the deity’s divine rank. The saving throw DC
for such abilitics is 10 + the spell level + the deity’s Charisma bonus
(if any) + the deity's divine rank.

Immortality; All deities (even those of rank Q) are naturally
immaortal -and cannot die from natural causes. Deities do not age,
and they de not need to eat, sleep, or breathe, The only way for a
deity to die is through special circumstances, usually by bemg slain
in magical or physical combat.

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

Senses: Deities of ‘rank 1'or higher have incredibly sensitive per-
ception. Such a deity’s senses (including darkvision and low-light
vision, if the deity has them) extend out toa radius of-onc mile per
divine rank. In effece, a deity of rank 10 can see, hear, touch, and
smell at a distance of ten miles just as well a5 a human can per-
ceive things that are close enough to touch. Perception is limited
to the senses a deity possesses, For instance, a deity cannot see in
the dark unless it has darkvision. Neor can it see through solid
ohjects without using 1ts remote sensing a&bility or some sort of x-
ray vision power.

Remote Sensing: As a standard action, a deity of rank 1 or lagher
can perceive everything within a radius of one mile per rank areund
any of irs worshipers, holy sites, ar other ohjects or locales sacred to
the deity, This supernatural effect can also be centered on any place
where somcone speaks the deity’s name or title for up to 1 hour
after the name is spoken, and at any location when an event related
to the deity’s portfolio occurs (see the deity descriptions for details)

The remote sensing power can cross planes and penctrate any bar-
rier except a Divine Shield (a salient divine ability ) or an area oth-

Beyond character level 20ch, deities” attack and saving throw
honuses increase at new rates. Deities paid a +1 bonus on attack
rolls at 21st level and every odd-numbered level thereafrer, mean-
ing 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 mare
than four attacks derived strictly from its base attack bonus, 5o a
deity with an attack bonus ok +40 gets additional attacks at <37,
+30; and +27.

Deities also-gain a +1 bonus on saving throws at 22nd level and
every even-numbered level thereafter. A deity with 20 outsider
Hit Dice and 40 class levels has saving throw bonuses (Fnrmu:ﬁ..,
Rcﬂt‘x and Will) of +32.
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erwise blocked by a deity of equal or higher rank. Remote sensing is
not Fooled by misdivection or nondetection or simlar spells, and it
does not create a magical sénsor that other creatures can detect (as
the serying spell docs) :

A deity can extend its senses to two or more remoté locations at
once (depending on divine rank) and still sense what's goling on nearby.

Onte a deity chooses n remote location to sense, it automatically
receives sensory infermation from that location until it chooses a
new location to sense; or until it can't sense the location (for exam-
ple, after 1 hour has elapsed since someone spoke the deity’s name )

Block Sensing: As a srandard action, a deity of rank 1 or higher
can block the sensing ahility of other'deities of its rank or lower.
This power extends for a radius of one mile per rank of the deity, or
within the same distance around a temple or other locale sacred ro
the deity, or the same distance around a portfelic-related event. The
deity can black two remote locations at ance, plus the area wirhin
one mile of itself, The blockage lasts 1 hour per divine rank.

Portfolio: Every deity of rank 1 or higher has at least limited
knowledge and control over some nspect of mortal edistence. A
deity's connection to its portfelio gives it a number of powers.

Porifolia Sense: Demigoeds have a limited ahility to sense events
involying their portfolios. They auromatically sense any event
that mvolves one thousand or more people. The ability is limited
to the present. '

Lesser deities auromatically sense any event that involves their
portfolios and affects live hundred or more people,

Intermediate deitics antomatically sense any event that involves
their portfolios, regardless of the number of people involved. In
addition, their senscs cxtend one tenday into the past for every
divine rank they have.

Greater deities automatically sense any event that involves their
portiolios, regardless of the number of people involved. In addition,
their senses extend ene tenday into the past and one tenday mto the
future for every divine rank they have.

When a deity senses an event, it merely knows that the event 15
occorring and where it is. The deity receives no-sensory informacion
about the event. For example, a demigod of the seq sensés all tidal
waves that threaten multiple villages, or small or larger towns, The
deity knows where the waves are, hut not what they look like or
which direction they're traveling, ‘

Onee a deity notices 4n event, it Can use its remote $ensing power
to perceive the event.

Automatic Actions: Deities don’t need to make skill checks as
often as mortals do. When performing an action within its portfo-
liny a deity can perform any action as a frec action, as long as the
cheek DC s equal to or less than a certain number (given in the
deity’s deseription’). The number of such [ree actions a deity can per-
Ferm cach round is derermined by the deity’s divine rank,

Creaty Magic {tems: A deity of rank 1 or higher can create
magic items related to its portfolio without any requisite item cre-
ation fedt, provided that the deity possesses all other prerequisites
for the item. The maximum item value & deity can create is a func-
tion of its divine rank. The item’s cost and credtion time remain
unchanged, but the deity is free to undertake any activity when not

Many skills provide synergy bonuses to other skills if you have ¥ or
more ranks in-the skill: For cxample, you get a +2 synergy bonus an
Ride thecks if you have § or more ranks in the Handle Animal skill

For every 20 extra ranks a deity has in a skill, the deity's syn-
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laboring on the item (see Creating Magic Items in the Dungeon
Master's Gude

For example, a demigod of Fire could create a wand of burning
hands wicthout the Craft Wand fear, provided that the demigoed
kngiws the burming bands spetl,

If 2 deity has the irem creation feat pértaining to the item it
wishes to create, the cost (in gold and XP) and creation times are
halved, i

Divine Anra: 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 unsertling, depending
on the deity’s mood and the other beings! relationship to the deiry.

All divine aura effeees arc mind-affecting, extraordinary abilitics.
Mortals and orher deiries of lower rank can resist the anra’s effects
with successful Will saves; the DC is 10 + the deity’s rank + the
deity’s Charisma modifer. Deities are immune to the auras of deities
of equal or lower rank. Any being who makes a successful saving
throw against a deity's aura power becomes immune to that deity's
aurd power for one day.

Divine avra is an emanation thar exrends around the deity in a
radius whose size 15 a function of divine rank. The deity chooses the
size of the radius and can change it as a freg action. I the deicy
chooses o radivs of O-feet, its aura power effectively becomes non-
functional. When two or maore deities’ auras cover the siime area,
only the aura that belongs to the deity with the highest rank func-
tions, If divine ranks are equal, the auras coexist.,

The deity can make its own worshipers, beings of its dlignment,
or both types of individuils immune to the effect as a free action.
The immunity lasts one day or until the deity dismisses ir. Once
affected by un aura power, creatures remain affected as Jong as they
remain within the aura's radius,

The deity can choose from the following effects each round as a
free action. i

Daze: Affected beings just stare at the deity in fascination. They
can defend themselves normally but can take no actions:

Fright: Affected beings become shaken and suffer a -2 morale
penalty on artack rolls, saves, and checks. The merest glance or ges-
ture from the deity makes them frightened, and they flec as quick-
Iy as they can, although they can choose the path of their fTight.

Resolve: The deity’s allies receive a =4 mordle bonus on attack
rolls, saves, and checks, while the deiry’s foes receive a —+ morale
penalty on attack rolls, saves, and checks.

Grant Spells: A deity grants 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
domams, 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 deiry can withhold spells from any par-
ticular mortal as @ free action; once 4 spell has been granted, it
remains in the mortal’s mind until expended.

Spontaneous Casting: A deity of rank 1 or higher who has levels
in a divine spellcasting class can spontancously cast any spell it can
grant. This power works like 4 cleric’s ability to spontancously cast
cure spells (see the cleric section in Chapter 3 of the Player's Haund-

ergy bonus from the skill (if any] increases by +2. For example, a
deity with 27 ranks in Handle Animal would receive a 4 syner-
£y bonus on Ride checks, and a deity with 45 ranks in dle
Animal would receive o +6. sfergy bonds on Ride checks,




Bugk), except that it applies to any spell the deity can grant,
Communication: A deity of rank 1 or higher can understand,
speak, and read any language, mcluding nonverbal Janguages.

The deity can speak directly to any beings within one mile of
itsell per divine rank.

Remote Communication: As a standard action, a deity of rank 1
or higher can send a communication to a remote location. The deity
can speak to any of its own worshipers, and to anyenc within ong
mile per rank away from a site dedicated to the deiry (such as a
temple, shrine, or sacred grove), or within one mile per rank away
from a statue of other likeness of the deity.

The creature being confacted can receive a telepathic messape
that enly it cin hear. Altcrnatively, the deity’s voice can seem to
issue from the air, the ground, or from some ohject of the dety's
choosing (but nat an object or locale dedicated to another deity of
equal or higher rank than the deity who is.speaking). In the Jatter
cise, anyone within earshot of the sound can hear it.

The deity can send a manifestation or omen instead of a spoken
or telepathic message. The exact nature of this communication
varics with the deity, but it usually is some visiblg phenomenon
such as a beam of light, a change in the weather, or a gathering
of animals.

A deity's communication power can cross planes and penetrate any
barrier. Once communication is initiated, the deity can continue com-
municating as a free action until it decides to end the communication.
A deity can carry on as many remote communications at one
time 45 it can remote sense ar one time (see Remaote Sensing, above ).
Godly Realm: Each deity of rank 1 or higher has a location that
setves as a workplace, personal residence, audience chamber, and
somerimes as 4 recreat or fortress, A deity is at its mast powerful
within its godly realm. .

A deity has at least modest control over the environment within
its realm, controlling the temperature and minor clements of the
environment such as smells and background sounds. The radius of
this contral is a Tunction of the deity’s rank and whether the realm
15 located on an Outer Plane or some other plane (ncluding the
Muaterial Plane).

Within this area, the deity can set any temperature thas 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
sotnds as the deity sees fie. Bounds ean be no louder than one hun-
dred humans could make; the deity could create the sounds of an
mvisible choir, a battle, a jungle full of raugous birds, or similar
sounds, but not ntethgible speech or harmful sound: This control
over sound is similar to the ghase sonnd spell, but capable of produc-
mg a mich larger volume of nowse. The daty’s ability to create
scents 15 sumilar. Deities of rank 6 or higher can create the sounds of
miclligible speech.

A demiged or lesser deity can erect buildings and alter the land-
scape, but must do so through its own labor, through magic, or
through its divine powers.

A deity of rank 6 or higher not enly has control aver the envi-
ronment, but also controls links to the Astral Plane (assuming the
cosmology’ where the deity resides has an Astral Plane). Manip-

reasting spells with experience point costs,

E

—*_
e peities and sp ellcas’rmg |
As characters of ground 60th level, deities can freely pay even
large XP costs. Assume that a deity has a safe cushion of areund # ing another deity to perform some task, the deity simply draws

from its own divine power. It pays the expericnce point cost with
hardly a second thought, and creates the effeet it desires,

30,000 XP it can use every tenday for creating magic items and
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ulating a realm’s astral links renders teleportation and similar
effects useless within.the realm. The deity can designate certain
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 alse apply the enhanced magic
ar impeded magic traie within his realm to up to four groups of
spells (spells belonging to the same school or the same domam or
having the same descriptar) The enhanced magic trait enables a
metamagic feat to be applied toa group of spells without requiring
higher-level spell slots. Many deities apply the enhanced magic trait
to their domain spells, making them maximized (as the Maximize
Spell feat) within the boundaries of their realm. To cast a spell
affected by the impeded magic trait, the caster must succeed at a
Spelleraft check (DC 15 + spell level)l If the check fails, the spell is
wasted. The impeded magic teait doesn’r affect the deiey’s spells.and
spell-like abilities,

In addition, a deity of rank 11 or higher can ereet buildings as
desired and alter terrain within ten miles to become any terrain type
found on the Marerin] Plane. These buildings and alterations are
manifestations of the deity’s control over the realm, ¢

A greater deiry (rank 16 or higher) also can perform any one of
the Following acts
* Change or apply a gravity trait within the realm:

* Change or apply an clemental or energy trait within the realm.

« Change or apply a time trait within the réalm,

= Apply the limitefl magic eraic to a particular school, domain, or
spell deseriptor within the area, preventing such spells and
spell-like abilities from functioning. The greater deity’s own
spells amd spell-like abilities are not limited by these restrictions,

Once a deity sets the conditions i its realm, they-are permanent,
though the deity can change them. As a standard action, the deity
can specify o new environmental condition. The change gradually
takes effect over the next 10 minutes. -~

Changing astral links, planar traits, or terrain requires more
effort, and the deity must labor for a year and a day to change them.
During this time, the deity must spend 8 hours a day on the project.
During the remaining 16 hours of each day, the deity can perform
any action it desives, as long as it remains within the realm. The
astral links, planar traits, and terrnin remain unchanged uneil the
labor is complete,

Travel: A deity of rank 1 or higher can use teleport withont crvar
as a spell-like abilicy at will, as the spell cast by a 20th-level charac-
ter, except that the deity can transport only itself and up to 100
pounds of ohjects per divine rank. A deity of rank 6 or higher also
can use plame shift as a spell-like ability at will, as the spell cast by a
20th-level ‘churacter, except that the deity can only transport itself
and up to 100 pounds of objects

If the deiry has a familiar, persenal moune, or personal intelligent
weapot, the creature can accompany the deity in any mode of travel
if the deity touches it. The creaturc’s weight counts against the
deity's weight linmt.

Familiar: A deity of rank 1 or higher with levels as a sarcerer or a

=

“What happens when a deity casts miraclg? Racher than implor-
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wizard has the ahilicy to trear any creature of 2 given kind as a famil-
iar, @5 long as that creature is within a distance of one mile per divine
rank of rhe deiry. For example, Bane 5 a 10th-level wizard of divine
rank 17, Ravens are his specified kind of familiar, meaning that Bane
can use any raven within seventeen miles of his location a8 a familiar,
That animal gams all the characteristics that a familiar of a2 10th-level
wizard has. This special Familiar ability only applies to one creature
at 4 rime, but 4 deity can switch berween one creature and another
instantaneously, s long as the second creature is within range.

This special familiar ability does not replace the deity's ability to
have a normal familiar, which could bg any kind of eligible crearure,
For gxample, Bane could have a toad 4s a normal familiar in addi
tion to his specinl raven Familiar, The toad gains the abilities of a
normal Familiar of a 10th-level wizard, as long s the toad is within
one mile of Bane's locanon. (For details of special abilities that
Familiars receive and impart to their masters, see Chapter 3 of the
Player's Handbook.)

R_eading :
the perfy entries

Each mujor deity description is organized in the same general
format, as described below.

peity statistics slock

The first section of rext contains hasic information about the deity,

Name: The first line gives the name by which the deity is gener-
ally known. Other names or titles attributed to the deity (if any) are
given immediately below the name.

Symbel: A short description of the holy or unholy symbol carried
by the deity’s clerics. This symbal is often used on altars or other
items dedicated to the deity.

Home Plane: The portion of the cosmos where the deity
chiefly resides, -

Alignmesnt: The deity's alignment. Deities Follow the same align-
ments a8 mortals dey sec Chapter 6 of the Player’s Handkbuok.

Portfolio: The aspects of mortal existence with which the deity is
maost of ten associated. Portfolio elements are listed roughly in their
order of importance to the deity.

Waorshipers: Those who worship or venerate the deity, roughly in
order of their number and importance to the deity,

Cleric Alignments; What alignments the deity’s elerics can have.
As noted in the Player's Handbogk, a cleric typically has the same
alignment as lus deity’s. Some clerics’ alignments are one step away
from their respective deities. For example, most cleries of Filis-
traee (who i chaotic good) are chaotic good, but some are chaotic
neutral or neutral good. A cleric may not be neutral unless his
deity is neutral. 4
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Two alignments are within one step of each other if they appear
adjacent to each other horizontally or vertically on the following
grid. Alignments that are adjacent to exch other on a dingonal are
nor within one step,

Lawful good Neutral good Chaotic good
Lawful neutral  Neutral Chaoric neutral ~
Lawful evil Neutral evil Chaotic evil

Some deities do not accept clerics of alignments that are within
one step of their own. See the individual deity descriptions for
details. . :

Domains: Clerics of the deity can choose from among the
domains Listed here. A deity can use any domain spell it can grane as
a spell-like ability, usable at will. Tt also can use any domain power
it can grant ar leasr once per day per divine rank. Torning or rebuk-
ing 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 special power over undead,

Favored Weapon: What weapon the deity favors. The deity’s cler-
ics generally prefer to use such weapaons, and certain spells thar cler-
165 cast, such as spiritual weapon, may have effects thatr resemble
this weapon,

pescriptive Text

Immediately Following the deity statistics block is mformation
about what the deity looks like and other general Facts. In addition,
these three subtopics are covered in the descriptive text.

History/Relationships: Information on how the deity came into
heing, or how it acquired its present starus, as well as which deities it
considers allies or enemies, .

Dogma: The basic tenets of the deicy's creed or teachings.

Clergy and Temples: Details of how the deity's clerics act and the
types of temples or shrines dedicated to the deiry. (This subtopic i3
covered for the deities i Chaprer 1 but not those in"Chapter 2.

game statistics slock

The deity’s D& game statistics are presented next. (Ganie statistics
are provided for the deiries in Chaprer 1 but not these in Chapter 1.)
They use the same format used to present statistics for any other
D&D game creature.

All applicabke madifiers have been added to the deity's statistics,
including ability score modifiers, bonuses from divine rank, bonuses
from magical equipment, synergy bonuoses, and bonuses from fears
or salient divine abilities,

The paragraphs at the end of the game statistics black provide
additional information about the deity,

Divine Immunities: Any immunitics the deity has by virtue of its
divine rank, salient divine abilities, and portfolia

- Behind the currain: peities and pivine spells

The task of granting divine spells places very lictle demand on

. deity. It is the training, skill, and dedication of the spellcase-

er that makes preparing and casting a divine spell possible, and

this.is why a deity needs levels in a divine spelleasting class to

cast most divine spells. Domain spells are an exception. A
$

wdeity's domains are closely linked ro the deity's portfolio and

represent the sum and substance of the deity’s Wentaty and per-
sonal power, This is why deities can make such frec use of their
domuin powers and why they can use their doman spefis as
spell-like abilities, i E
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Salient Divine Abilitiess A list of the deity’s salient divine abili-
ties. Unique salient divine abilitics related to a deity's olio are
Aescribed in the derty entry.

A few deities carry favorite items, usually as personal trademarks
Unless otherwise noted, these items are miner artifacts with caster
lévels of 2fth.

Domain Péwers; The domain powers the deity can use. In some cases, Special Abilities: Several new weapon or armor special abilitics are ; "
a deity has access toa domain power that is irrelevant. These powers detailed in this book. o
are not migntioned. For example, the Magic domain power enables cler- i

ics touse irems that produce arcane spells this power is nsually irrele-
vant when = deity has wizard levels; so it 1s usually not mentioned.

Spell-Like Abilities: The deity’s spell-like abilitics and the saving
throw DC for those abilities. If a particular spell-like ability super-
sedes a less powerful one, only the better one is given. For example,
dejrics with the Travel domain can use both felepors (the Fth-level
domain spell) and fplepors seithout error (the Tth-level domain spell)
at will. Because teleport sithont ervor is strictly better, it's the only
one mentioned, Spells marked with an astersk are described in the
appendix of this book.

Spells/Day and Bpells Known: I the deity has any spelleasting
classes, the number of spells the deity can cast cach day and spells
known (for bards-and sorcerers) are given here. Becanse most deities
cnst their spells spontansously (without preparationy, lists of spells
prepared are usually not given.

Possessions: Although most of the deities described in this book
are not provided with a great number of possessions, deitics in gen-
eral are wealthy enough to carry almost any nonartifact item they
desive, They wsually don't bother to do so, however, because their

OTHER DIVINE POWERS

This section of a deiry's description relates the specml abilities the
deity has as a result of its divine status.

The opening paragraph in this séction explains how the deity’s die
rolls are affected by its divine status,

Benses: The distance out to which the deity's senses are effective
{a number of miles equal to its divine rank), plus other facts related
to-the deity’s ability to perceive events around it.-

Porrfolio Sense: The types of events related to its portfolio that
the deity senses

Automatic Actions: The kinds of activities the deity can perform
as free actions. Free actions consume no time. The deity can perl arm
them during its turn and seill move and act.

Create Magic Items: The kinds of muagic items the deity can
create without needing an item ereation fear. The deity still must
spend time and experience points to create the items

S

own powers are 5o formidable that carrying such items wouldn’t
make them significantly more powerful, 4
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Dpivine gncounters and B:{perlence points

Except for the (presumably) very rare accasions when a gmup of
characters actually defeats-a deity in‘tombat, expericnce awards
for encounters with deities are necessarily story-based awnrds. As
such, they really ¢an never be calculated based on a deity’s actual
or presumed Challenge Rating. Instead, you must determine an
award based ofi the circumstances of the encounter, its importince

to the advenfure and campaign, and the actual resule of the °

encounter, This_section offers some general guidelines, but these
gridelines should never replace vour good judgment.

Certain kinds of contact with deities are actually routine, as
hizarre as that may sound. A lesic prayifg for spells or casting
commune has-some level of contact with his deity, but does nof
gain any experience points for that encounter. In fact, in the

cease of the comamune spell, he actually loses experience points.

Likewise, if a deity appears in u characrer’s dream or even fina
waking vision to send the character on a quest of some sort, the
chiructer should receive no experience for that encounter. She'll
carn enough experfence points on the quest, which is where the
challenge lies,

Other types of diving encounters are challenges, !mwﬂ er, and
deserve to be treated like other encounters with experience
awards. Some situations might require the PCs to negotiate with

Challenge Rating somewhere between the average party level
and three levels higher (XP equal to 300 to 900 times the aver-
age party level . Escaping the wrath of a deity is extrémely chal-
lenging d@nd should have a Challenge Rating between four and
seven levels above the average purty level (XP equal te 1,200 ta
3,600 times the average party levell

Narurally, 4 deity's relative power () measured by its divine rank
as well us the number of Hit Dice and character levels it possess-
¢s) compared to the party's lgvel 18 an dmportant consideration,
particularly for encounters where the PCs are seriously ar odds
with the deity: For 6¥th-level characters, escaping the wrath of
Uthgar is not a CR 69 encounter, since Uthgar is really only
shghtly more powerful than a 20th-level character. Once agam,
these guidelines should never averrule the DM's judgment of the
dif fiqulty of the encounter,

For actual cases of deicide, the DM should award each charac-
ter who participated in the battle a number of XP ¢qual to his er
her current level gimes L,U0C, That is enough experience to bring
any character to the next level, gnd is almose certainly the largest
single awird any character will gver receive, mmp:r:h]:: to & char-
acter singls-handedly defeating a monster whose CR is 4 higher
t!_mn her level. However, remember the Dungeen Master’s Guide's

a deity, others to thwarea deity’s plans, and others to cscapean  adview * . an encounter ur which the PCs defear something far i
angry deity with their lives! Some negotintions are simple,.while  above their own level (CRs higher than their level by eight or Kl
others are much more difficult (bearing in mind that dejtics  more) was probably the result of Fantastic luck or a unigue set of AR
aften have Bluff, Diplomacy, and Sense Motive skill modifiers  circumstances, and thus a full XP award may not he appropriate,

‘in the +30 to +BO range) Asa rule of thumb, assign negotiation-  As the DM, you're going to have to make these decisions.” If the

type encounters o Challenge Rating of somewhere between the  PCs were ineffectual bystanders in a battle Between two deitics ‘:
average party level —2 and the average party level +1, (The XP  that _m-uis_in the death of a deity, they should receive some XP if 14
awird ranges from 170 to 450 times the average party level.]  they survive such a traumatic event, but do not deserve to advince b '

Thwarting a déity's plans is a great feat and probably deserves a

a level for their minuscule part in the deity’s demise,
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Among the most blessed of Azuth’s terrestrial servants are the
Favored, thought to be a cadre of slain human wizards resurrected by
the Lord of Spells himself bur which are in fact magical constructs
of s subconscious mind. The Favored Further the development and
channeling of the Weave through written formulas, 2 process
Azuthans view as the apogee of human scientific achievement. Pos-
sessing uncanny abilities such as telekinesis and flight, these paragons
of magical power deliver important messages to the flock and herald
new developments in the magical sciences. Azuth has struggled des-
perarely since the Time of Troubles to reconcile the old Mystrea with
the new, and with the resolting difference m the Weave that blankets
Toril. Though the deity does not know it, the Favored—mental man-

he following deities are the major deities of Faerin, ifestations of this struggle—are tearing his church apart and may

as described in the ForcorranN Restms Campaigs ©  cost the Lord of Spells, and his worship, significantly.

Setting. Fach of these thirty-one deities hasa full set Despite the ecclesiastical turmeil within, many outsiders view
of statistics, as well as details about dogma, clerics and temples, and Azuth's religion as tradition-bound. To them, it adapts to the times
other pertinent information, ' at a glacial pace, concerning iself overmuch with dbstract arcane

debates while remaining Wind to the problems that besst the land.
Smee so many of Azuth’s followers take a neuntral stance on
miatters of marality, the church 6ften comes under criticism
by the more proactive cults of Mystra.
B Clerics of Azuth pray for their spells at dusk, Wheney-
Lesser Deity ¢r a muge ascends to the rank of Magister, Azuth’s
Symbol: Human lefr hand pointing f } church celebrates u holiday. His clerics recognize felw
i upward outlined in blue ﬁre Pl L ¥ other holidays of note, though liturgical readings at
Home Plane: Dweomerheart | h ' Ao ! mealtimes play an important role in honoring the Lord

Azuth s

The High One, Patran of Mages, Lord of Spells

Alignment Lawful neutral of Spells. Texts composed by famous wizards make up
Portfolio: Wizards, mages, spelleasters in ff the bulk of the church’s canon. Clerics of Azuth com-
general, monks (Shining Hand) I monly multiclas as arcane devotees or wizards,
Worshipers: . Philosophers, sages, sorcercts, wix History/Relationships: As a mortal, Azuth covered
ards power, researching the arcane lore of a dozen fallen empires
Cleric Alignments; LT, LG, LN " inan effort to further his magical study. His dedication even-
Domaing: Ilusion, Knowledge, Magit, Law, Spell tually led to his being installed as the firse Magister, a position

Favored Weapon: “The Old Staff™ (quarterstafl) created specifically by Mystra o recognize her most promising
mortal pupil. Azuth then sought to carve a picce of the deiey
Aruth (ah-zooth) concerns himself with the advancement and Savras's divinity and bind it to imself—an experiment that ule-

preservation of the magical arts. Warshiped by all manner of spell- mately failed. This led to a series of bartles with Savras, ending with

casters (and wizards m particular ), the crafty deity has long acted as that deity’s imprisonment in a staff. With the help of Mystra, who

an advisor to the sitting deity of raw magic; he and Mystra share an had become his lover, Azuch finally ascended to divine status. Savras

amicable relationship akin to that of a tutor and his favered student. (now freed From his imprisonment } grudgingly serves Azuth, a5 does

Other deities find him crotchety, not understanding his dry wit or the generally untrustworthy Velsharoon.

ceascless dedication to collecting magical knowledge. Azuth most »  Dogma: Reazon is the best way to approach magic, and magic can

ofteén nppears as a white-hearded man wearing elaborare, autique be examined and reduced to its component parts thrnugh study and*
clothing and wielding the powerful, gem-topped Old Smﬂ' mediration, Maintain calm and pse caution in your spellcasting and

magic usé wo avoid making mistakes that even magic cannot undo.

-
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Use the Art wisely, and always be mindful of when it is best not to
use magic. Teach the wielding of magic and dispense learning
thranghout Faerin that the use and knowledge of magic may spread.
Live and tetch the idea that with magical power comes grave
responsibility. Learn every new spell you discover and make a copy
for the témple library, Do not hoard your knowledge, and encourage
creativity in magic in all ways and at all times.

Clergy and Temples: Azuth's clergy includes wizards and monks,
thouph single- and multiclassed clerics hold most positions of power
within the hierarchy. These individuals, known celléctively as the
magistrati, facilitate communications bétween arcane spellcasters,
Magistrati tend to dress 1 claborate and impractical dull-colored
clothing accented by absurdly high collars, large hats, and stoles
bearing arcane symbols,

Azuthan centers of worship are commen in civilized nations, par-
ticularly w0 cities with powerful arcane guilds. There, magistrati
enforce the Magebond, an informal agreement taught to nearly all
wizards since the era of ‘Azuth's reign as the first Magister. The
Magebond stipulates that disputes betwéen wizards should not spill
aver into the community at large—rthat magic is best left to those
with the willpower to study and master it, and that the destruction
itherent in magicdl duels casts mages in the
worst light imaginable, (OF course, as many
wizards seoff at these “roles” as follow
them. | Conflicts between wizards,
according to the tenets of rhe Mage-
bond, should be conducted in private
according to the dictates of a complicat-
&, usually nonlethal ricual that pits mage
aganst mage in a spellweaving duel
Naturally, the magistrati oversee such
contests, and they keep the lore and
ritual of these duels a closely. guarded
secret,
The most powerful member of a
given temple community 15 known as the
“First, and is referred to as “Revered
One” by his or her inferiors. Those who
have served the High One for a great deal
of time are sometimes called “Master,”
but the clergy frowns upon more esten-
tatious titles. Many patriarchs live to
be well over 150 years old, spawning
rumors: falsely claiming that high g§
clerics of the inner circle have dis- 98
covered the sccret to immortality,
Aruth's Favored hold an important
place 1n the clergy, both putside and above
the regular church hierarchy. Recently, tweo influ- :
entil Favored have ascended to unportant roles within the
church. Meldrathar Gath of Halruaa leads the Loomwarden faction,
whereas Szesoch Vurlagor of Thay lesds the more aceepting Spell-
savauts, The stern Loomwardens question the somewhat chaatic
nature of Mystra, the Mother of All Magic, who is of ten a patron
of sorcerers: They distrust sorcerers for the accident of their innate
ability, at best reminiscent of the ancient archwizirds of Netheril,
whe through raw spellcasting power hrought a great empire to ruin,
Iy cities such as Halarahh and Bezanrur, influenrial Loomwardens
work behund the scenes to bar sorcerers from positions of power and
thwart what they sec as a danger. The Spellsavants, on the other
hand, urge cooperation betwekn dll tyjes of arcane spellcasters, hold-
ung that through cumulative effort humanity’s knowledge of magic
a5 2 whole intensifies. Since the Time of Troubles, these mutoally
exclusive ideologies have come mto sharper and sharper conflicr,
with entire churches splitting apart along factional lines.

Flisstration by Mickacl Kaluta

Azuth
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Major DErT1ES OF FAERTDN
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Azuth-

Wizard 20/ Archmage §/Arcane Devotee T/Loremaster 10/Cleric
20

Medium-Size Outsider (Lawful)

Divine Rank: 10

Hit Dice: 20d4+180 (Wiz) plus Fd4+=47 (Acm) plus $d4+45 (Dev)
plus 10d4+90 (Lior | plus 20d8+180 (Clr) (860 hp)

Initiative: +11 (+7 Dex, +4 Improved Initiative)

Speed: 60 ft.

AC: 60 (+7 Dex, +10 divine, +23 natural, +8 deflection, +2 luck
1O Staffl)

Attucks: + 5 quarterstaff +72+%7 melee; or spell +47 melee touch
ar ranged touch.

Damage: + Fquarterstaff 1d6+17; or by spell.

Face/Reach: T ft. by ¥ f/¥ ft.

Bpecial Attacks: Pomain powers, salient divine abili-
ties, spell-like abilities; turn undead 11 /day.

Special Qualities: Alignment focus (law),
applicable knowledpe, arcane reach, cast
law spells at +2 caster level, divine aurar
(1000 Ft, DC 28], divine immunities,

divine shroud (1/day, law, SR §2, 13
rounds), DR 4%/+4, enlarge spell, famil-
iar {cats ), Fire resistance 30, godly realm
{10 miles Queer Plane, 1,000 fr. Material
Planie ), greater lore, instant mastery
(Bluff’), lore +30, mastery of counter-
spelling, mastery.of elements, more new-
found arcana, newlound avcana, plame shift at

defense +2, secrets of inner strength, spell
power +1, spell power +7, spontandous casting
of divine spells, SR 62, tedeport withaut error
at will, true Jore, undérscand, speak, and read
all languages and speak directly to all bengs
within 10 miles.
Saves: Fort +47, Ref +47, Will +¥6.
Abilities: Str 24, Dex 27, Con 28, Int
$0, Wis 32, Cha 26.
Skills: Alchemy +63, Bluff <38,
Concentration +84, Diplomacy +59,
Forgery +36, Gather Information +41,
Heal +58, Intumidate +26, Knowledge
{arcana) +85, Knowledge (architecture
and engineering} +73, Knowledge (geog-
raphy) +73, Knowledge (history) +73,
Kunowledge (local) +73, Knowledpe
(narure) +73, Knowledge (nobility and reyai-
ty) +73, Knowledge (planes) +87, Knowledge (religion) +73,

Listen +27, Bery +93, Search +73, Sense Motive +29, Spellcraft

+¥7; Spot +17.

Feats: Brew Potion, Combat Casting, Craft Magic Arms and Arnmgr,
Craft Rod, Craft Staff, {Trlaft Wand, Craft Wondrous Item,
Crezte Portal, Delay Spell,-Dodge, Empower Spell, Enlarge
Spell, Extend Spell, Forge Ring, Heighten Spell, Improved
Initiative, Maximize Spell, Persistent Spell, Quickes Spell, Scribe
Scroll, Silent Spell, Skill Focus (Knowledge [arcana]l Skill Focas
(Spellcraft), Spell Focus (Abjuration), Spell Focus (Conjuration )
Spell Penetration, Spellcasting Prodigy (Wizard), Still Spell,

Divine Immunities: Ability damage, ability drain, acid, cold, death

effects, disease; disintegration, electricity, energy drain, mind-affect-

mg effects, paralysis, poison, séeep, stunning, transmutation, impris-
armend, danithment,

will, remote commumnication 10 miles, sacred

;
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Major DEITIES OF FAERUN
e
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Salient Divine Abilities: Alter Form, Aleer Size, Automatic Meta-
magie (twin spell-like ability), Automatic Metamagic (rwin wizard
spell), Control Creatures (10 creatures/day that can cast spells or use
spell-like abilitics, Will DC 28), Craft Artifact, Divine Spellcasting,
Extra Domain (IHusion), Extra Damain (Spelll, Incmsed Spell
Resistance, Instant Counterspell, See Magic.

Domain Powers: Cast illusion spells at +1 caster level; cast divina-
tion spells at +1 caster level; cast law spells at 1 easter level; ose
spell completion or spell trigger devices as Wiz50.

Spell-Like Abilities: Azuth uses these abilities as a 20th-level
caster, except for law spells, which hé yses as 2 22nd-level caster, and
divination and illusion spells; which he dses as a 21st- level caster. The
save DCs are 28 + spell level Autimagic field, anyspell, break
enchantment, calm entotions, clairasdienceclatrvoyance, deteet secrel
doors, detvct thaughts, dictum, discern locariom, disped chass, dispel
magic, displacewent, divination, find ihe path, foresight, greater
anyspedi, bold monster, identify, imbie with spell abilivy, legend lore,
Linited wwish, mage araor, magic circle against chaos, wisor image,
mislead, Merdenkaines's disjunciion, Nystal's undetictable anra,
order’s wrath, persisiént image, phantasmal killer, pm,lecr image, pro-
tection from c.&,ms, protectian from speils, Rary's mnemonic enbancer,
sereen, shield of law, silence, silent image, spell resistance, spell turn-
ing, smmon monster X (as law spell only), true seeing, weird,

Cleric Spells/Day (Levels 0-11) 6/9/9/9/8/8/7/7/6/6/2/2; base
DO = 23 + spell level, or 2F = spell level for abjuration spells er con-
Juration spells,

Wizard Spells/Day (Levels 0-19) 4/10/9/9/9/8/8/5/7/8/4/4/4/3/
3/3/3/2/2/22; hase DC= 36 + spell level or 38 4 spell level for abju-
ration spells or conjuration spells.

Possessions: Azuth carries the O/d Siaff, a long wooden staff shod
in wron and msertbed with sigils and runes of all types. It is topped with
a large, bright blue sapphire. All the powers of this minor artifact
function as the spells of the sume names cast by an 18thlevel wizard,

The following powers do not drain charges: defect magie, enlarge;
hold portal, light, mage arneor, wuge bawd.

The following powers drain 1 charge per use: dispel magic, con-
sinual flanee, fireball (heightened to §th level, 1046 points of
damage, save DG 17), ive storm, invisibility, kunck, levitate, lightning
Bolt l{'helghtcn:d to Fth level, 10d6 points of dgmuge, save DC 17,
magic misitle (T missiles), passwald, pyrnrecﬁmc:. ray of eufeeble-
ment (heightened to Tth level, save DC 17), wadl of [ire, web.

The following powers drain 2 charges per use: cone of cold (1546,
save DT 154 plobe of tnvnlnerability, hold menster (save DC 14),
meonster summoning [X, plane shift, telekinesis (maximum weight
400 pounds), meall of foree (in a 10-foot-dmmeter hemisphere
arcund the user only), sebirfwind.

The 4d Staff also grants its wiclder spell resistance 23. This does
not stack with Azuth’s spell resistanee but can be utilized by other
wielders. A wiclder who willingly lowers this spell resistance can use
the staff to absorb arcane spell energy directed at him or her, exact-
Iy as if it were a rod of wbsorprion (scc Chapter 8 of the DuNcEoN
MASTERS Guade), The staff uses spell levels as charges, not as spell
cnergy usable by the wielder. IF it absorbs spell levels beyond its
charge hmt (70}, it explodes as if a retributive strike had been made
(see below). The staff does not communicate how many spell levels
are being cast at the wiclder, as a rod of adsorption docs. Absorbing
spells 18 risky, but it is the only way this staff can be recharged.

The wielder alsogains a +2 luck bonus to AC and saving throws.
The Old Staff 15 a +7 quarterstaff, and its user may employ it to
smite oppenents, If 1 charge is expended (as a free action) the O/
Staf) causes double damage (%3 on q critical hit) for 1 round. On
command, the staff automatically reflects spells cast at the wielder,
exactly as if sped! furning had been cast upon him or her,

The headstone of the /d Staff, known as.the Donjon of Facets,
can be used to hold encmics trapped by the user’s imprisonment

14

spells, Such foes are trapped in the donjon instead of in a small space
below the earth, ]

The (d Stafif can also be broken [or a retributive strike. Such an
act must be purposeful and declared by the wielder. All charges in
the staff are released 1 a 30-foor spread. Creatures within 10 Fect of
the broken staff take hit points of dimage equal to § times the
number of charges in the staff, those between 11 feet and 20 Fect
away take points equal to 6 times the number of charges, and those’
21 feet to 30 feet distant take 4 times the number of charges. Suc-
cesaful Ref saving throws (DC 17) reduce the damage by half,

The character hreaking the staff has o 70% chance (a 01-30
result on d%) of traveling to another plane of existence, but if this
does not occur (§1-100), the explosive relgase of spell energy
destroys the wiclder.

After all charges are used up frum the staff, it remains a +F
quarterstafif. Once empty of charges, it cannot be broken in a ret-
ributive strike.

Caster Leved: 40thy B eighr: 4 1h.

OTHER DIVINE POWFRS

As a lesser deity, Azuth may take 10 on any check. Azuth treatsa 1
on an attack roll or saving throw normally and nor as an automatic
failure. He 15 immortal.

Senses: Azuth can see, hear, touch, and smell at a distance of ten
miles, As a standard action, he can perceive anything within ten miles
of his worshipers, haly 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 @t up to two remote locations at once for 10 hours,

Portfolio Sense: Azuch senses the discovery, teanscription, and cast-
g of every spell in Faeran, as long as the event in question affects
at least five hundred people. For example, he would sense a great mag-
ical display or a bactle in which magic played an important role.

Automatic Actions: Azuth can use Knowledge (arcana), Kuowl-
edpe (architecture and engineering ), Knowledge (geography ), Knowl-
edge (history), Knowledge (local), Knowledpe (nature), Knowledge
(nohility and royalty ), Knewledge (planes), Knowledge (religion], or
Spelleraft 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: Azuth can create any kind of magic item, as
lang as the item's market price does not exceed 30,000 gp.

BONEC

T'he Black Lovd, the Black Hand, the Lord of Darkaess

Greater Deity

Symbol: Green rays squeezed forth From a hlack Fist

Home Plane: The Barrens of Doom and Despair

Alignment; Lawful evil

Partfolio: Strife, hatred, tyranny, fear

Worshipers: Conquerors, evil fighters and monks, tyrants,
wizards

Cleric Alignments: LN, LE, NE

Domains: Evil, Destruction, Hatred, Law, Tyranny

Favored Weapon: “The Black Hand of Bane™ [a black gaunt-

let] (morningstar)

The twisted halls of Zhentil Keep echo with malign invocations
chanted in shadowy temples throughout Faeran, Bane (Fain), the
Lord of Darkness, has conquered death itself, returning to the world
to give dark mspiration to a thousand intrigues, to foment fear and-
hatred in civilized lands, and to reassure the common mortal that
tyranny; though it may suffer occasonal defeat, will never die
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Though Bane transcended mortzlity centuries ago, his primary goal
remains notably human—he seeks nothing short of the total domi-
nation of Facriin, When his servants sit upon the throne of cvery
land, when commoners serve their masters in fear for their very
lives, and when altruism and hope have been erased from the world,
then will Bane rest. Until thar dark day, however, the Black Hand
has eternity to hatch demented plots and vile intrigues. Eventually,
he will rule all Faertin, but there’s no hurry. Gerting there will be
half the fun.

Bane prefers to keep to the shadows, allowing his servants to
carry our his intricate plans, On the rare occasion in which he
appears, he takes the fornt of a shadowy humanoid Figure—often
bare-chested, sometimes wearing dark armor and a stylish black
cloak streaked with red. His right hand, invariably protected by a
jeweled metal gauntlet, is all the weapon he needs to dispatch the
few foes brave (or foolhardy) enough to attack him. He has no tol-
erance for failure and seldom thinks twice about submitting even a
loyal servant to rigorous tortures to ensure complete obedience to
his demanding, regimented doctrine. Though possessed of an unfor-
giving wrath when aroused, Bane is slow o ANger, eyisting in a per-
petual state of controlled burn.

Bane's tyranny is known throughout the continent, and his is the
image most seen as the face of evil. When news of Bane's
destruction during the Time of Troubles made its way
throughout Faertn, no fewer than twenty-seven nations
declared national festivals of celebration and thanks- /.
giving. The commoner sees Bane's clerics as petty
would-be dictators unafraid to wse immoral tactics
and unthinkable violence to spread their influence
and agenda. The adventurer sees the clergy as con-
stant interlopers and enemies, agents of a rigid, evil
philosephy whe side with monsters, devils, and savage
humanoids to further their wicked ends. Canny nobles
glimpse the truest threat, that some of their peers pay
homage to the Black Lord to gain through guile and sub-
terfuge what soldiers cannot conquer by force.

Clerics of Bane pray for spells at midnight. Their religion recog-
mizes no officia] holidays, though servants give thanks to the Black
Hand before and after major battles or before a particularly impor-
tant act of subterfuge. Senior clerics often declare holy days at a
moment’s notice, usually claiming to act upon divine inspiration
granted to them in dreams. Rites include drumming, chanting, and
the sacrifice of intelligent beings, usually upon an altar of black
basalt or obsidian. OF late, clerics of Cyric have become a preferred
sacrifice, though old faverites such as palading, unicorns, childrén,
and celestials remain popualar with traditionalists, Clerics of Bane
most commonly multiclass as fighters, monks, blackguards, or
dreadmasters (see Chapter 4). Those associated with the Cult of the
Dragon often multiclass as wearers of purple (see Chapter )
History/Relationships: Fven as a human, Bane wanted nathing
more than to become the most feared, respected tyrant the world
had ever known. However, deing so would require an infusion of
arcane power greater-than that wsually accorded to mortals. Hence,
the calculating despot joined forces with the similarly driven
humans Bhaal and Myrkul in a pact of mutual assistance that would
end in the apotheosis of the entire trio. The three villains adven-
tured across the breadeh of Faertn, defeated countless foes, slew ane
of the Seven Lost Gods, and traveled throughout the Lower Planes
‘before achieving that goal. They benefited from the generosity (ar,
as some sigeest, indifference) of the dispassionate Jergal, who had
ecome bored with his role a5 patron of strife, death, and the dead.
Fach gained one-third of Jergal’s portfolio and dominated their ares
of eoncern for centuries. ]
However, even complete control over strife was not enough for
Bane, whose desire for supremacy led him, in 1358 DR, to onec again
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team with Myrkul The pair stole the Tablets of Fate, inscribed by
Lord Ao to outline the roles of the deities of Toril, This precipitated
the calamitous Time of Troubles, during which Bane was slain by
Torm the True in a Furious battle in the harbor of Tantras. It seemed
the Black Lord's ceaseless ambition had at last led to his destruction,
Bane's church fragmented, with most of the faithful defecting to the
clergies of Cyric, who inherited Bane’s portfolios, and Iyachtu Xvim,
the progeny of Bane’s coupling with a powerful demon. Agents of
weal and Fréedom breathed easier i those days, knowmg that Tord
was rid of perhaps its greatest menace.

Those who let down their guard, however, did so rashly, and far
too scon. On Midwinter night of 1372 DR, Xvum burst in a confla-
gration of diabolical green light. From the smoking husk of his
remains emerged a newly reinvigorated Bane, his tight hand ablaze
with green fire. Xvim, it appeared, had been little more than a sen-
tient cocpon, a shell in which grew a festerimg larva that would, n
time, become Bane. Within days, the Xvimlar clergy had converted
to the worship of Bane, and @ great evil once again cast 1ts calculat-
ing stare over the lands of Faerin,

Bane hates virtually the entire Faeriinian pantheon bur holds spe-
cial antipathy for Torm, Cyric, Mystra, Tempus, Helm, Lathander,
Oghma, and Ilmater, in that order, He has established a working

- refationship with Loviatar, Mask, and Talona, but as these
deiries desperatcly Fear him, the alliances are not strong.
Dogma: Serve no one but Bane. Fear him always
and make others fear him even more than you do.
4\ The “Black Hand always strikes down those who
stand against it i the end. Defy Bane and die—or
in death find loyalty to him, for he shall compel
it. Submit to’the word of Bane as uttered by his
ranking clergy, since true power can only be gained
through service to lum. Spread the dark fear of
Bane. It is the doom of these who do not follow him
to let power slip through their hands. Those who cross
rhx: Black Hand meet their dooms carlier and more harsh-
ly than those who worship other deities
Clergy and Temples; Bang orders his clerics and followers to
achieve positions of power within their society, either through farce
or trickery, and to use that power to further the cause of hate, fear,
destruction, and strife. The Black Hand much prefers that his cler-
s subvert governments and carry out thew agendas under cover of
the rule of law, but he tolerates a limited amount of discord and o
debauchery. Torture, bearings, and calculated assassinations fre-
quently come into play in such operations, and rare indeed is the ini-
tiate of the Lord of Darkness who does not possess ar least
rudimentary skill in such enterprises. The church operates under a
strict hierarchy—questioning or disobeying the orders of a superior
is an insult to Bane's supremacy, and is punishable by torture, dis- A
figurement, or death. #
Bane’s temples tend to reflect the clergy’s repimented doctrines. g
Tall, sharp-cornered stone structures featuring towers adorned with
large spikes and thin windows, most Banite churches suggest the
architecture of fortified keeps or small castles, Thin interior pas-
sageways lead from an austere foyer to barrackslike common cham-
bers for the lay clergy, cach sparsely decorated with tapestries
depicting the symbol of Banc or inscribed with embroidered passages
from important religious texts. Temples, frequéntly includé an
exposed central courtyard used for military drills and open<ir cere-
monies, as well as a more traditional mass hall for the congregation
at large, Most churches Feature extensive subtérranean dungeons
replete with torrure chambers, starvation wells, and monster pens.
Before the Time of Troubles, Bane’s chorch was riven by
internecine strife, divided into the Orthodox sect (commanded pri-
marily by clerics) and the Transformed church (dominated by wiz-
ards). Baine himself encouraged this struggle, appreciating the value



of dissention even when applicd to his own servants. His long dor-
mancy seems to have cleared his mind on this matter, however, as
he has acted personally te eradicate these divisions, even going so far
as to name Fzoul Chembryl, the ruler of Zhentil Kecp, as his per-
sonal Chosen Tyrant and mfallible mortal representarive. The for-
merly fractious Banites have made commen cause in vicious
pogroms agamst those clerics who turned ta Cyric after Bane’s
“death” and who have not returned to the fold, thei

increased cooperation can only lead ro foul tidings for
the rest of Faerin.

BONne

Fighter 15 /Blackgpard 10/Cleric
10/Wizard 10/Rogue 20
Medipm-Size Outsider (Evil, Lawful)
Divine Rank: 17
Hit Dice: 15d10+13% (Frr') plus 10410490 +
(B1k) plus 10d8+90 (Clr ) plus 104490
(Wiz) plus 2046+180 (Rog) (1,077 hp)
Initiative: +13 (49 Dex, +4 Improved Inittive)
Speed: 60 it
AC: 82 (+9 Dex, +17 divine, +30 natural, +16 deflec-
tion |
Attacks®; + T aneful wrighty cleaving wnwboly
ganrilef +B3/+T8/+73/+68 melee; or spell
+73 melee touch or +69 ranged touch
*Always receivesa 20 on attack rolls;
roll die to check For critical hit,
Damage® +F fanful mighty cleating
unboly gasmtled 13437/19-20; ar
by spell. "Always does maximum
damage {zauntlet 40 points).
Face/Reach: 7 fr. by ¥ ft./5 fr.
Special Attacks: Command or rebuke
undead 23/day (effective cleric
level 18ch), domain powers,
salient divine abilities, smite good
(1/day, +16 on artack and +10 on
J damage for one weapon attack), snéak
| attack +16d6 (96 points) , spell-like abilities.

G

) J detect gond, divine aura (17 miles, DG #3), divine immunities,
4 DR §2/+4, empathic link with fiendish servant, evasion, famil-
1||‘ i Jdar (ravens), lendish servant (raven), fire resistance 37, godly
. realm (100 miles Outer Plane, 1,700 fo. Material Plenel, oppor-
i tunist, plane shifeat will, remote communication 17 miles,

share spells with fiendish servant, slippery mind, spontancous
casting of divine spells, SR 49, telepors wirhons evror at will,
traps, uncanny. dodge (Dex bonus to AC, cannot be flanked, +4
against traps |, understand, speak, and read all languages and
: speak directly to all beings within 17 miles,
'. I Baves® Fort +79, Ref +72, Will +72, "Always receives a 20 on saves.
{ Abilities: Str 36, Dex 29, Con 28, Int 30, Wis 28, Cha 42

Bkills": Alchemy +40, Appraise +36, Balance +37, Bluff +71, Climb
& +3'%, Concentration +74, Craft (weaponsmithing) +77, Decipher

Script +46, Diplomacy +43, Disable Device 36, Disguise <56,

1 Escape Artist +35, Forgery +36, Gather Information +68,
13 Handle Animal +51, Heal +42, Hide +47, Innuendo 53,
i Intimidate +82, Intuit Direction 37, Jump +70, Knowledge
I [arcana} +50, Knowledge (religion) +30, Listen 452, Move
[ Silently +17, Open Lock +35%, Pick Pocket +36, Ride (horse) +46,
¥ y Scry +30, Search <70, Sense Motive +49, Spellcralt +75, Spat
' +32, Swim +48, Tumble +3%, Use Magic Device 439, "Always
receives @ 20 on checks. ‘

i Special Qualitiess Aura of despair, crippling strike, dark blessing, Bane
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Peats: Blind-Fight, Cleave, Combat Casting, Combat Reflexes,
Craft Rod, Deflecr Arrows, Dodge; Empower Spell, Enlarge
Spell, Expertise, Extra Turning, Great Cleave, Great Fortitude,
Greater Spell Penctration, Heighten Spell, Improved Bull
Rush, Improved Crivical (gauntlet], Improved Disarm,
Improved Initmtive, Improved Trip, Infproved Unarmed
Strike, Iron Will, Lightning Reflexes, Mohility, Power Artack,

Quicken Spell, Seribe Scroll, Silent Spell, Spell Penetration,

Spring Atrack, Still Spell, Stunning Fist, Sunder, Weapon

Focus (pauntlet), Weapon Specialization {gauntlet ),

Whlwind Arrack.

Divine Immunities: Ability damage, ability
dram, acidy cold, death effects, disense, disinte
gration, electricity, energy drain, mind-
affecting offects, paralysis, poison, sfeep,
stunning, transmutation, fwmprisen-
wmént, agisbment.
Salient Divine Abilities: Alrer |
Form, Alter Reality (save DC 3 |
for duplicated spells, temporary
nonmagical pbjects last 17 days,
temporary Mmagic items or cred-
tures kst 17 hours), Alter Size;
Annihilating Strike (Forr DC 37 4
damage dealt, or destray up to 17,000
cubic fect of nonliving matter], Avatar
(up to 20}, Call Creatures {up to 17
devils(day, cach with up to 17 HD),
Divine Blast (19/day, up to 17 miles,
33d12 points of damage], Diving
Inspiration {dread, Wisdom DC 17,
up too 17 creaturesidayl, Pivine
Shield (12/day, stops 170 points of
damage), Divine Sneak Attack,
Divine Weapon Focus (gauntler)
Divine Weapon Specialfzarion (gaunt-
let), Extra Domain (Destruction),
Extra Domain [Law), Prighefol
Presence (Wil DC 43), Know
Secrcts (Will DC 43), Lay Curse
(up to 17 creatures/day, Will DC 43}, Lay Quest
(up to 17 creatures/day ], Mass Divine Blast (up to BF targets, no
two of which can be mare than 17 miles apart, or a cone up to
1,700 ft. long, or a burst or spread with a radws of up to 870 fr.
and a height of up to 170 ft.), Possess Mareal (Will DC 43, up to
20 mortals at once), Sunder and Disjomn (save DC 37, Wound
Enemy.

Domain Powers: Cast evil spetls at +1 caster levely 17/day smire
(+4 on attack and +10 on damage for one weapon attack); 17/day <2
profance bonus on attacks, saves, and AC against a selected opponent
for 1 minate; cast law spells at +1 caster level.

Spell-Like Abilivies: Bane uses these abilities as'a 27ch-level caster,
except for evil spells and law spells, which he uses as a 28th-level
caster. The save DCs are 43 + spell level Awtipathy, bestomw cnrse,
Bighy's graspiug band, blaspbemy, calm emations, circle of doom, com-
mand, confagion, create undead, desecrate, dictam, discern les, dis-
imtegrare, dispel chaog, dispel good, dominare monsrer, doom,
earthynake, emotion (hate only)y emtbrall, fear, forbiddance,
geas/quest, greater command, barm, bold mongter, imploston. infiict
eritical wounds;, mflics light wonwds, magic civele against chaos,
magie circle againgt good, mass charm, order’s wrath, protéction [vom
chaos, protection from good, righteous might, scare, shatier, shield of-
law, summon monster IX (as evil or law spell only), wabely aiira,
snbaly Blight, wail of the bansbee.
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Blackguard Spells/Day: 5/4/4/3; base DC = 19 4 spell level or 21
+ spell level for enchantmient (compulsion) spells.

Cleric Spellsy/Day: 6/8/7/6/6/%, base DC = 19 + spetl level or 21 4
spell level for enchantment (compulsion) spells

Wizard Spells/Day; 4/7/7/5/7/4; base DC = 20 + spell level or 22
+ apell level for enchantment (compulsion) spells.

Possessions: Bane wears the Black Hand of Bane, 3 +7 gauntie!
with the lawful, mighty cleaving, and unhely special allities.

Caster Level: 25th; Weighe: 7 1b.

HKoravis: Male fiendish raven; CR 3; Tiny magical beast; HD
9d8; hp +0; Init +2; Spd 10 fit, fly 40 ft. (average); AC 21 (touch 14,
flat-foored 19% Atk +10 melee (1d2-3, ¢laws); Face/Reach 2.5 ft x
15 Ft/0 fr; SA Smite good (1/day, +9 points of damage on one nat-
ural acrack’; S0 _Blood bond, cold resistance 15, damage reduction
§/+2, darkvision 60 ft, empathic link with Bane, fire resistance 17,
improved evasion, low-light vision, share saving throws with Bane,
spenk with Bane, spell resistance 18; AL LE; SV Fort +13, Ref +8,
Will +8; Str 7, Dex 15, Con 10, Int 9, Wis 14, Cha 6.

Skifls and Feats: Hide +10, Listen 16, Spot +6; Weapon Finesse
{claw

Blssd Bowd: Koravis grins a +2 bonds on all artm:k rolls, seves,
and checks if he witnesses Bane threatened or harmed.

Improved Evasion (Ex): If Koravis is subjected to an attack that
normally allows a Ref save for hall damage, he instead takes no
damage on a successful save and only half damage on a failed save.

OTHER DIVINE POWERS

As a greater deity, Bane automatically receives the best possible
result on any die roll he makes (including ateack rolls, damage, rolls,
and savest He 1s immortal.

Senses: Bane can see, hear, touch, and smell ar a distance of sev-
enteen miles. As a standird 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 spaken 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
locations at once for 17 hours.

Portfolio Sense: Banc senses any event invelving .sl:nFe, hatred,
tyranny, or fear seventeen tendays before it happens and retains the
sensation for seventeen tendays after the event occurs.

Automatic Actions: Bane can use Diplomacy, Intimidate, Craft
(weapousmithing |, Knowledge (arcana), or Knowledge (religion) asa
free nerion if the DG for the rask 15 30 or lower. He can perform up
ta twenty such free actions each round.

Creare Magic Items: Bane can create any magic rod, such as a rod
of abserption, of ANy MAgc weapon or armor,

Avarars

Becuuse he wis ance Killed while m avatar form, the Black Lord is
loath to send truc avatars to Toril. Instead, he prefers to possess
mortals or work through powerful servants such as the Zhentarim.
When forced to create an avatar, Bane usually chooses the form of
a handsome young human male with dark hair, stylish dress, and a
condescending mien. The appearance of such an avatar is seldom a
moment of celebration For the clergy of the Lord of Darkness, since
such oceasions generally mean that Bane has decided to take a per-
sairal iﬂltrl:ﬂ: in the punishment of a failed disciple. Bane treats his
avaturs as morale officers, not soldiers, so his own worshipers usual-
Iy have more to fear from them than do his enemies.

# Avatir of Bane: As Bane excepr divine rank 8; AC 64 ( tuuch
43, flar-footed 64, Atk +74/469)+64/+T9 melee (1d3+28/19-20, +5
lanifnd mighty cleaving wmboly gannelet), or spell +64 melee touch or
+60 ranged touch; SQ_Divine aura (800 fr, DC 34), fire resistance

18, DR 43/+4; SR 40; SV Fort +70, Ref +63, Will +63; all skill mod-
ifiers reduced by 9.

Salient Divine Akbiluies: Alter Form, Alter Sire, Divine Blast
{(19/day, up to 8 miles, 24412 points of damage), Divine Shield
(12/day, stops BO points of damage], Divine Sneak Attack, Divine
Weapon Focus (gauntlet), Divine Weapon Specalization (gauntlet),
Extra Doman (Law ), Extra Domain (Destruction ), Lay Quest (up
to 8 creatures/day),

Speil-Like Abilities: Casver level 18th, or 19th for evil spells and
law spells; saving throw DC 34 +spell level.

chauntea

The Grear Mother, the Grain Goddess, Earthmother
Greater Deity

Symbol: Blooming rosc on a sunburst wreath of
golden grain

Home Plane: House of Nature

Alignment: Neutral good .

Portfolio: Agriculture, plants cultivated by humans,

i farmers, gardeners, summer

Warshipers: Peasants and indentured servants, druids,
farmers, gardeners

Cleric Ahignments;  CG, LG, N, NG

Domains: “ Animal, Earth, Good, Plant, Protection,
Renewal

Pavored Weapon; A shock of grain {scvthe)

Chauntea (chawn-fee-ah) 15 as old as Taril mself. Hers 5 the divine
spark that gave life to the natural world, the vibrant, caring spirit
infused with the planet at the moment of its creation. Origmally ¢
deity of wild places and amumal 1ife, Chauntea has grown with her
world, changing and adapting to its many developments. The mil-
lennia have taught her patience—to the point of being at times pon-
derous. Chauntea loves the inhabitants of her world, and she likes
nothing more than instructing Toril's denizens on how the land
itself mighr enrich their lives. Hers was the hand that guided the
first mortal wanderers to give up the uncertainty of the gatherer
for the stability of the ficld, Today, Chauntea is worshiped as the
Great Mother of agriculture, the kind benefactor who ensures a
strong harvest, healthy meals, and robust country living,

Chauntea rarely manifests herself in physical Form, preferring to
diffuse her essence throughout the living land of Toril Religious
icons depict her a5 a matronly, middle-iged woman with pale white
hair and a welcoming smile. She wields a sturdy shock af grain as
both walking staff and weapon, on the unusual occasions in which
she finds herself in bartle.

Worshiped by Farmers, gardeners, agricultural slaves, and any
who make their living off the land, Chauntea s seen by most Faerti-
mans as an mtegral part of the natural cycle of life. Wealthy
landowners and simple Farmers alike come to the local cleric of the
Earthmother for advice on bringing in the harvest or in serting
next season's crop. When foul weather or disease leads to Llighted
fields, growers turn their gaze and prayers o Chauntea in hopes that
her attentions will salvage the séasonal vield. Those who subvert the
harvest for ill ends have much to fear from Chauntea’s sfrvants,
who tezke their role as pastoral protectors very seriously.

Chauntea'’s clerics, and druids pray for spells at sundown. The
clergy holds few organized holidays, instead instructing the faithful
ta give thanks to Chauntea at every sunriss, and in every moment
the natural beauty of the world fills them with joy, A long-standing
tradition within the church holds that a newly wedded couple should
spend their first night rogether in a freshly tilled ficld, which is saud
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to ensure a fertile union. Fertility plays an important role in the
Chauntean faith, and a hedonistic celebration doring Greengrass

encourages excessive drinking, eatmg, dancing, and unmhibited:

behavior. The clergy observe solemn High Pravers of «the Harvest
during a ritualized annual ceremony caineiding with the seart of the
harvest. Chauntea's clerics mest often multiclass as rangers or druids.

History/Belationships: Chauntea is one of the oldest Faertinian
deities. Shar and Seline predate her, having given her life when they
creared the world of Taril In the ensuing millennia, Chauntea has
forged passionate relationships with several deities, many of whom no
longer exist in any meaningful form: So too has she battled (and cven
destroyed) deities who schemed to befoll Chauntea’s world. Some of
her worshipers claim that Chauntea is the progenitor of ull the mortal
races, that the creatures who populate the world first emerged from
her womb in the days when the air was quict and the earth was still.
In those early centuries, Chauntea was known as Jannath the Farth-
mother, a wild deity who ran with animal packs and rejowced in the
unhindered groweh of wilderness. Though the people of the Moonshae
Isles continue to worship this aspect of the Great Mother, the deity
herself has moved on, changing as the world changes.

In the last several hundred years, Chauntea has become enamored
with the inhabitants of her world (particularly humans) to the point
at which she now focuses her attentions completely on helping
them live off the lanid She preaches a reverence for nature :
and urges the folk of civilized lands to repair what they \
have damaged, but she long ago ceded the wildlands to ~
ather deities. This development has led to a cooling .
af rclntmm with Sllwnus—-somr of his more :rnllp

Mother has hctra:.rcd herself and sold out the world —
to the alltoo-rapid encroachment of civilization. -5
Her tics to other nature deitics, particularly Shiallia, T=
Mielikki, Lurue, and Fldath, remain strong, She shares
# fandness for Lathander chat has at times become inti-
mate, and the two deities currently spend a great deal of

to the church through an appreciation of natural beauty, a feeling
of peace when standing at the center of a tilled field under the light
of the midsummer sun. They earn the admiration of their peers by
strengthening vields and driving away natural blights or predators
with magic spells. They also don’t hesitate to pin up theiw skirts and
join locals at harvest time, keeping farming familics healthy and
providing an additional pair of hands For even the most arduous
and menial tasks. Like their deity, most who serve Channtea are
panient and quiet, slow to anger, and prefer passive diplomacy to
open conflict.

Surprisingly, quire 4 Few cities sport temples to the Great Mother,
ilsLJaﬂ)' largc, many-windowed structures that double as granaries or
impressive open gardens. In the outlands, most ceremonies take
place under the light of the sun or moon, with clerics holding spe-
cial services in their homes, small shrines, or even barns or haylofts,
In sisch places, eleries and droids of Cheuntes instruct congregents
on proper methods of planting, identification of plant and animal
diseases, and herblore. Many perform marriages and act as midwives
for human and animal births, They preach a respect for the natural
world and emphasize programs of replanting, careful irrigation, and
crop rotation fo ensure that the carth is not despoiled.

Militant druids of Silvanus scoff at these lessons, however, claim-

_ing that the very act of agriculture is an affront to nature. [t allows

c more people to live in a given area than can be sustained in
o the long term, and hence fosters overpopulation and envi-

y ronmental destruction, despite the best intentions of
the Pastorals. They assert that over tite, Chauntean

| agriculture, with its diverted warerflow, drained wet-
lands, and emphasis in supporting cities, will do
4 irreparable demage to the natural balance. The Pas
¢/ torals discount them, but such reactionary screeds
have caused a great deal of turmail among the Trug
Shapers (mest of whom are themselyves druds), Num-
-~ hers of the more primal Chaunteans have become Silvan-
= ites i the lust century, leading to a cooling of relations

)
time together. Chauntea opposes Auril, Malar, Talos; and Umbee- 5 between even the more moderate members of both Liergma

lee, and she views the return of Bane as a dark omen. Talona, Lady
of Poison, 1s the Great Mother's most hated foe, as her propensity to
bring blight, poison, and disease to the natural world fills Chauntea
with great fuiry. '

Dogma: Growing and reaping are part of the cternal eyele and the
mast natural part of life. Destruction for its own sake and leveling
without rebuilding are anathema. Let no day pass in which you have
not helped a living thing flourish. Nurtare, tend, and plant wherey-
er possible, Protect trees and plants, and save their seeds so that what
15 destroyed can be replaced. See to the fertility of the earth but lec
the human womb see to its own. Eschew fire. Plant a seed or o small
plant at least once a renday.

Clergy and Temples: Members of the Grear Mother’s clergy
divide themselves mto twao Factions of roughly equal size. Those
clerics who minister to Farmers and agricultural workers in cities,
towns, and villages refer to themselves as Pastorals, while those of
the wilder, older sect that caters to the wilderness call themselyes,
with & touch of arrogance, the True Shapers. Members of both
sects recognize no central authority—theirs is & highly individuoal-
isric fairh, Chauntea sets out a doctrine outlining a general set of
values and taboos, but how each cleric adapts this code for herself
and her flock is largely a matter of personal interpretation. The
church weltomes members of all races, though women vastly
outnumber men, perhaps because the religion’s liturgy is infused
with references to fertility, motherhood, and femninity.

Clerics and druids of Chapntea ‘often double as farmers or gay-
denters, and Pastorals frequently hold pesitions of great réspect in
rural communitics. They were usually born in small villages or
country farms, and while few eschew cities altogether, most cime

chauntea

Druid 20/Cléric 20/Ranger 8

Medinm-Bize Outsider (Good)

Divine Rank: 19

Hit Dice: 20d8+220 {outsider) plus 20d8+220 {Drd) plus2048+220
(Clr) plus 8d10+88 (Rgr) (1,308 hp)

Initiative: +11 [+7 Dex, +# Improved Initiative)

Speed: 60 ft. »

AC: 81 (+7 Dex, +19 divine, +32 natural, +13 deflection)

Attacks®; + 7 defending boly keen shock of grain +79/+T4/+69/-64
melee; or spell +70 melee touch or ranged touch. *Always
receives 2 20 on attack rolls; roll dic to check For eritical hit

Damage®: + 5 defending boly keen shork of grain 2434/ 18-20/x4;
ar by spell. "Always does maximumn darnage (Shock of grain 42
points).

Face/Reach: ¥ ft. by ¥ ft./5 fr.

Special Attacks: Domain powers, salient divine abilities, spell-like
ahilities, turn undead 16/day.

Special Qualities: A thousand faces, animal companion (up to 2
total of 20 HD}, divine aura (19 miles, DC 42} divine immuni-
ties, DR $4/+4, favored enemies {aberrations +2, shapechangers
1], fire resistance 39, godly realm (100 miles Outer Plane,
1,900 ft. Material Planc], nature sense, plane sbif7 at will,
remote communication 19 miles, resist nature’s lure, spontz-
neous casting of divine spells, SR 51, iedepars seirhous error at
will, timeless body, trackless step, understand, speak, and read
all languages and speak direcely to all beings within 19 miles,
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venom immunity, #6d shape (Fine, Diminutive, Tiny, Small,
Medium-size, Large, Huge, Gargantuan, Colessal, or dire animal
¥/day, elemental 3/day’y woodland stride,

Baves® Fort +66, Ref +62, Will +75. *Always receives a 20 on
sAVEs.

Abilities Str 24, Dex 74, Con 33, Int 24, Wis 70, Cha 36

Skills®: Animal Empathy +83, Climb +39, Concentration +101,
Diplomacy +60, Handle Aninial +91, Heal +102, Hide +39,
Intuit Direction £33, Knowledge (arcana) +4%, Knowledge
(geography ) +49, Knowledge (nature) +97, Knowledge (religion)
+72, Listen +62, Profession (farmer) +§8, Ride (horse) +47, Sery
+89, Search +44, Sense Motive +42, Spellcraft +89, Spot +62,
Swim +49, Wilderness Lore +82. *Always receives a 20 on
checks.

Feats: Brew Totion, Combat Casting,
Combat Reflexes, Craft
Wondrous Item, Create Portal,
Dodge, Empower Spell, Enlarge
Spell, Expertise, Extend Spell,
Forge Ring, Heighren Spell, Improved
Critical (shock of grain), Improved
Initiative, Mobility, Persistent Spell,
Power Atrack, Quicken Spell, Scribe
Scroll, Silent Spell, Still Spell, Track,
Twin Spell.

Divine Immunities: Ability damage, abil- ||
ity drain, acd, cold, death effects, discase,
disintegration, electricity, energy drain,
mundaffecting effects, paralysis, poison,
sleep, stunning, transmutation, fmipris-
onrnend, Fanishment.

Salient Divine Abilities:. Alter
Form, Alter Reality (save DG 52 for
duplicated spells, tenporary nonmag-
ical objects last 19 days, temporary
migic items or creatures last 19
hours), Alter Size, Avatar (up to 20,
Call Creatures (up to 19 elementals
serving simultancously, ¢ach with up
to 19 HI), Call Creatures (up to 19 Fey
serving simultaneously, each with up to
19 HD), Divine Blast (16/day, up to 19
miles, 32012 points of damagel, Divine Druid, Divine
Earth Mastery (sense 12 feet), Divine Shield (14/day, staps
190 pomts of dumage ), Divine Spelicasung, Divine Weapon
Focus (shock of grain), Divine Weapon Specialization (shock
of grain), Extra Domamn (Good), Fxtra Domain (Protee-
tionk Extra Domam (Renewal), Gift of Life. Life and Death, Mass
Life and Death (no two targets can be more than 19 miles apart),
Mind of the Beast (wwaken [up to 19 creatures/dav], or rfumber
[Fore DC 42]), Possess Mortal (Will DC 42, up to 20 mortals at
oncel, Power of Nature (19-mile radius, duration concentration 4 up
to 19 minates), Shapechange, Truc Shapechange.

Domain Powers: 19/day use animtial friendibip; turn or destroy air
creatures, or rebuke or command carth creatures; cast good spells at
41 caster level; 19/day rebuke or command plant creatores; 19/day

Py

Jprotective ward (touched subject gains +19 resistance bonus on next

saving throw, maximum doration 1 heury 19/day regain 148 + 13
hp if brodght below © hp (but not to ~18 hp or below),

Spell-Like Abilities: Chauntea uscs these abilities as a 29thidevel
«aster, exceps for good spells, which she uses as a 30th-level caster.
The save DCs are 47 + spell level, Aid, animal shapes, antitife sheli,
aniinagic frﬂ'd atowemient, bavkskin, dlade barriér, calm animals,
changestalf, charm persony command plants, commune with nature,
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comtrol plants, creeping doom, dispel evil, dominate animal, earth-
quake, elemental swarin [earth], entangle, freedom, greater restora-
tiom, beroes' feast, bold antmal, boly aurva, boly swite, boly word, iron
bady, lesser restoration, magie civele against evil, magic Stone, wind
dlank; plant growth, polymorph any ebfect, prismatic sphere, profection
from elements, protection from evil, reincarmate, remove disease,
repel werming repel wood, repuision, sawctuary, sbambler,
shapechange, shield other, soften carth and stone, spell immsunity,
el pésistance, spike stowes, Nomé shape, ioneskin, fumimon wionster
FX (as a good spell ounly), wadl of stone, wall of thorns,

Cleric Spells/Day (Levels 0-20% 6/11/11/11/11/10/9/9/9/8/4{4/
4/3/373/3/2/ 212/ % base DC = 37 + spell level

Druid Spells/Day {Levels 0-20% 6/10/10/10/10/9/8/8/8/7/4/4/4/

3/3/3/3/ UYL base DC= 32 + spell level.

Ranger Spells/Day: 6/5; base DC = 32
¢+ spell fevel

Possessions: Chauntea carries a

shock of grain thar functions as a +F5 |
seytbe with the defending, holy, and keen
special abilities.
Caster Level: 25th Weight: 12 1h, -

OTHER DI1vINE POWERS

As a greater deity, Chauntea automat-
wally receives the best possible result
on any die roll she makes (mcluding
" artack rolls, damage, rolls, and saves)
She is immortal. - ”

E

|

—— ___,_

‘Benses: Chauntes can seg, hear, touch,
and smell at a distance of ninecteen |
miles. Asa standard gction, she can per- H
ceive anything within nincteen miles of !
=7 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 loca- f
“ tions at once. She can block the sensing ]
power of deities of her rank or lower |
at up to two remote locations at once

for 19 hours. :‘
Portfolio Sense; Chauntea senses any-
thing that affecrs agriculture nincteen ten- b

duys before it happens and retains the sensation for
nineteen tendays after the event occurs, Any plant in a
tilled field cai be the Focus for Chauntea’s remote sense and
remotc Communication powers

Automatic Actions: Chauntea can use Knowledge
{(arcana), Knowledge (geography), Knowledge (nature), or Knowl-
edge (religion) as a free action if the DC for the task is 30 or lower.
She can perform up to rwenty such free acrions each round.

Create Magic Items: Chauntea can credte any magic item that e
summens ar controls ¢lementals, animals, or plants, or that affects
earth, such as o stafff of earth and stone.

AvQrars

Most of Chauntea’s avatars appear as kindly, white-haired human
women with the sort of rugged good locks that come from a life
lived under the calming rays of the gentle sun. Each of these divine
manifestations dresses in a sacred garment of white silk robes
eimched at the waise by a girdle embroidered with natural designs.
Sometimes, when her avatar-to-be must be used on a reconnassance
mission, Chauntea chooses the Form of a fey ereature or an animal
Chauntean avatars act as guides to lead the faithful ro fertile lands,

9
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agents of vengeance to defeat these who have despoiled the lands of
her devoped followers, or servants of renmissance, who restore natu-
ritl virality to devastared lands, She manifests somewhat more cam-
monly on the Moonshae Isles than elsewhere in Faerin,

#® Avatar of Chauntea: As Chauntea except divine rank 9 AC 41
(touch 39, flat-footed $4) Atk +69/464/438454 melee (2d4s 24/
1B-20/x4, + F defending boly keen shock of grain), or spell +60 melee
touch or ranged touch; SQ Divine aura (300 ft, DC 32), DR 44/+4,
fire resistanca 29, SR 41, SV Fort +76, Ref +52, Will +67; all skill
modifiers reduced by 10,

Salignt Divine Abilities: Alter Form, Alter Reality (save DC 42
for duplicated spells, temporary nonmagical objects last 9 days,
temporary magic items or creaturcs last 9 hours), Alter Size,
Divine Druid, Divine Weapan Focus (shock ol grain), Divine
Weapon Specialization (shock of grain), Extra Domain (Good),
Extra Domain (Protection ), Extra Domain (Renewal), Gift of Life,
Mind of the Beast (azeaken [up to 9 creatures/day], or slwmper
[Fart save DC 327}

Spelt-Like Abilities: Caster level 19th, ar 20th for good spells;
saving throw DC 32 + spell level.

Spells: As Chauntes, except save DCs against the avatar's cleric,
druid, and ranger spells are 30 + spell level. The avatar has no spell
slots above 9th level available.

cyric

Prince of Lies, the Dark Sum; the Black Sun

Greater Deity

Symbol: White jawless skull on black or
purple sunburst

Home Plane: The Supreme Throne

Alignment: Chaotic evil

Portfalio: Murder, lics, intrigue, decepticn,
illusion

Warshipers: . Former worshipers of Bane, Bhaal, and
Myrkul, power-hungry (primarily young)
humans

Cleric Alignments: CF, ON, NE

Deomains: Chaos, Destruction, Evil, Hlusion, Trickery

Favored Weapon: “Razor's Fdge” (longsword )

Cyric (seer-ick) 15 a petty, self-centered, megolamaniacal deity who
halds himself above all other deiticss He has an immense following
throughout Faerin: The unholy radiance of the Dark Sun draws
power-hungry mortals like moths to a flame and then mexorably
consumes them. Cyric was once insane, bue his bout with divine mad-
ness las finally ebbed, and he no longer believes himself more pow-
erful than all other deitics, The Frinve of Lies delights in spinnmng
webs of deception that lead both mortals and deities to their ruin
and pit friends and lovers against one another, He has assumed
many guises since his aseension: a bloody wraith, a cloud of poison-
ous smoke, or 2 sudden gloom containing the phantom images of
whirling human skulls and the intent gaze of two black eyes, How-
ever, his true form is believed to be that of a slim man with blazing
dark eves and chalk-white skin.

The church of Cyric is widely (and justly) hated across all Faeriin,
for the Dark Sun's followers ave pledged to spread strife and work
murder everywhere. The followers of good-aligned deitics hate
Cyric's church for the wicked acts of its members. The followers of
neutral-aligned deities, and even the faithless, detest the intrigues,
murder;, and discord sown by Cyricists that disrupt the lives of all
The followers of evil-aligned deities view Cyric’s church as mad with
power and a threat to their own influence—the Prince of Lies has

shown himself’ willing to do almost anyching, including kill rival
deitiés whose power he covets.

Cyric's clerics pray for spells at might, alter moonris¢, when the
Dark Sun’s radiance is at its height. Cyric’s church has few holy days
and does not even celebrate the date of the deity’s ascension, for to
da se wounld also honor Mystra (“the Harlor," to Cyric's worshipers)
and imply that Cyric has not held the mantle of divinity for all eter-
nity. However, whenever a temple acquires something or someont
important enough to sacrifice to Cyric, its high cleric declares o Day
of the Dark Sun to signify the holiness of the event. Eclipses are
always considered holy, and are often celebrated by feasts, fervent
pravers, and the murder of a high-ranking cleric or paladin of Lath-
ander. Cyric’s clerics often multiclass as assasgins, blackguards, illu-
sionists, rogues, or strifeléaders (see Chaprer 41

History/Relationships: Once mortal, Cyric was elevated to divine
status by Ao at the conclusion of the Time of Troubles in 1358 DR,
as wis Midnight (Mystra’ Upon his ascension, Cyric claimed the port-
falins of Bane, Myrkul, and Bhaal, largely subsuming their churches
into his Faith as well, The Dark Sun then slew Leirs, Lady of the
Mists, with the aid of Mask in the form of the sword Godsbane,

A decade luter, in 1368 DR, Cyric created the Cyrinishad, a tome
of great power that proclaimed him the One True Deity. Cyric
unwisely read his own book, o mistake that cost him his sanity and
Ied to the loss of Myrkul's former portfolio to Kelemyor, a morml
with whom Cyric had once adventured. Moreover,
Oghma and Mask conspired to create another tome enti-
tled The True Life of Cyrie, und with it the Dark Sun's
plot was foiled—although not before the destruction of
much of Zhentil Keep. However, caught in the web
of his own plots, Mask read the Cyrimshad as well,
enabling Cyric to steal the portfolio of intrigue From him,
along with some of the divine power of the Master of
All Thicves

A year later, in 1369 DR, Cyric was-accused of inno-
cenice by reason of insanity, thereby failing in  his
divine duty’ ta spread strife and diseord. Cyric’s Chosen, a former
Calishite merchant named Malik, arranged for his patron to read
The True Life of Cyricand thus regain his sanity. A tribunal of
greater deities then found the Dark Sun guilty of his crimes and
allowed him to keep his divine status,

Now Cyric continues his murderous mtrigues with renewsd
feryor, ever striving to undermine his fellow deities and destroy all
that they hold precious in the mortal realm. He has no allies,
although from time to time he prétends to work with various deitics
in order to ensurc their eventual downfall. The Prince of Lies par-
ticularly hates Mystra and her former lover, Kelemvor, He exacted
a small measure of vengeance against them by engineering the rift
that forever sundered their mortal bond of love. However, Cyric
now views Bane as the greatest threat to his power, and the brewing
war between these ewo lords of evil may eventually consume Faeriih
m & great holociust.

Dogma: Death to all who oppose Cyric. Bow down before his
supreme power, and yield to him the blood of' these that do not
believe in his supremacy. Fear and obey those in authority, bur slay
those that are weak, of good persuasion, or filse prophets. Bartle
against all clergy of other fuiths, for they are false prophets and
forces who oppose the One True Way. Bring death to those that
oppose Cyric's church or make peace, order, and laws, for only Cyric
15 the true avthority and all other authority must be subverted.
Break not mto open rebellion, for marching armies move the false
deities to action. Fell one foe at a time and keep all folk afraid,
uneasy, and in constant strife, Any method or means is justified if it
brings about the desired end.

Clergy and Temples: Clerics of the Dirk Sun pledge to .-iprend
strifc and work murder everywhere to make folk fear and believe
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m Cyric. They support rulers with a taste for cruelty and empire-
building but indulge in intrigue in every land They aveid plunging
realms into widespread war, which would pay henor only to
Témpus the ‘war deity. At least, this is the ideal Cyricists pay lip
service to. In truth, Cyricists spend most of their time scheming
gggainst one another, each striving to strengthen s or her person-
al power in an endless struggle of cabal against cabal. To make
matters worse, during his madness Cyric spoke often to his fath-
ful clergy, but not with onc voice. As they all fear him, and each
believes what he says is the One True Way, his words set Cyricist
temples at cross purposes. His clerics are at onc another's throats
as often as they are promaring the defeat of other religions.

Cyric’s temples are festering sores of evil that vary widely in
appearance, reflecting the deity's chaotic nature. Many are hidden
within caves or existing structures, including abandoned buildings,
crumbling sewers, and forgotren dungeons, from
which terrifying screams echo at irregular
intervals. Many such complexes once
srved as. temples of Bane, Bhaal, or
Myrkul, und thus resemhble the grim,
foreboding keeps of the Black Lord, the
hidden goildhalls of the Lord of
Murder, or the tomblike vaults of the
Lord of Bones. All have in common
1 bloady sacrificial altar and a great
hall where the local high cleric can
rant to the assembled worshipers at
irregular intervals

When not disguising themselves to
move in secret among the general pop-
ulace, clerics of Cyric dress in black or
dark purple robes trimmed with silver,
with or without hoods. They wear silver =0
bracers or bracelets (uspally stamped '
with the skull-and-sunburst symbaol of
Cyric) to symbolize the church’s
enslavement to Cyric Some clerics
paint the symbol of their deity on
their cheeks or foreheads on high
holy days,

The Prince of Lies recognizes
ne single pontift who rules over
the entire faith, although a dozen
or maore powerful elerics believe
that Cyric intends them to achieve
such a role. Such confhets stem
from the time when the Dark Sun
in his madness deliberately pireed
his Faichful agoinst one another.
Although the Prince of Lics has ceased
doing so overtly, schisms within the faith have by no means healed,
and the chaotic nature of his followers makes it unlikely they ever
will, Cleries of Cyric dominate most Factions, although powerful sor-
cerers, wizmrds, barbarians, Dighters, rangers, and blackguards play
impartant roles as well.

Currently the two most powerful factions are found m Amn,
Warchful Skull Tynnos Argrim is high cleric of the Mountain of
Skulls in the Cloud Peaks and founder of the devout order of assas
sms known as the Flumes of the Dark Sun. He has consolidated his
influence’'over the Dark Redoubt, a temple in the Tejarn Hills once
led by a rival sect, and allied himsell’ with the armies of ‘Amn
agamst the Sythillisian Empire. Blackwill Haarken Akhmelere,
high cleric of the Twin Towers of the Frernal Eclipse, is working
with the army of monsters led by two ogre magi from the city of
Murann and now maintains 4 stranglehold over trade passing along

the Trade Way..A third faction, growing in strength, wars with the

clergy of Bane in Darkheld for control of the western branch of

the Zhentarim. The leader of this Faction is at present unknown.
Some believe a charismatic cleric named Dag Zoreth has assumed
the mantle of leadership, while others claim that a military com
mander known as the Pereghost commuands the loyalty of the Dark
Sun’s Faithful. In any event, it is this faction of Cyricists who are
most likely to ignite an open holy war with the church of Bane.

C lllf 1C
Fighter 3/Rogue 20/ Assassin 10/I1lusionist 20
Medium-Size Outsider (Chaotic, Evil)
Divine Rank: 17
Hit Dice: 3d10+21 (Fer) plus 20406+140 (Rog) plus 10d6+70 (Asn
plus 20d4+140 (T (661 hp)
Initiative: +20, always frst (+16 Dex, +4
Improved Initiative, Supreme
Initiative)
Speed: 60 [t
A AC: 83 (316 Dex, <17 divine, +30-
natural, +10 deflection)
Attacks": + chaoric keew soreaming
swannding dongrword +65/+60/+3F
melee; or spell +59 melee rouch or
+6F ranged touch *Always receives a
| 20 on attack rolls; roll dic to check for
critical hit.

Damage® + ¥ chantic keen scredming
weennding fongrrwerd 1d8+20 plos 136 son-
ics/ 15—20; or by spell *Always does maxi-

mum damage (longsword 28 points )
* Face/Reach: ¥ ft. by ¥ ft./¥7 ft.

Special Attacks: Death arrack (DC 72,
domain powers, salient divine abilities,
sneak attack +18d6 (108 points), spell-like

ahiliries.

Special Qualities: Crippling strike, divine
anra (17 miles, DO 37, divine immuni-
tics, DR §2/44, evasion, familiar
(hawks), fire resistance 37, godly
realm (100 miles Owter Plane, 1,700
ft. Material Plane), improved cva-

- si0M, DPPOrtunise, plase shift ar will,
remote communication 17 miles,
slippery mind, SR 49, !e-’fp.w'a‘ nweithanut
error at will, traps, uncanny dodge

(Dex bonus to AC, cannot be flanked,
+4 against traps), understand, speak, and

read all languages and speak directly to all
beings within 17 miles.

Saves™ Fort +48, Ref +60, Will +46 *Always receives a 20 on saves.

Abilities: Str 30, Dex 42, Con 24, Int 40, Wis 24, Cha 30

Skills®: Appraise +47, Balance +37, Bluff +94, Climb +44,
Concentration +60, Craft fposonmaking) +78, Diplomacy +46,

Disable Device +73, Escape Artist +54, Forgery +48, Gather
Tnformation +45, Hide +72, Innuendo +46, Intimidate +70,
Intue Direction +37, Jump +48, Knowledge (arcana ) +68,
Knowledge (religion) +68, Listen +43, Move Silently +72, Open
Liock +51, Pick Pocker =5, Read Lips +47, Search +71, Sense
Motive + T4, Spellcraft +68, Spot +43, Tumble +54, Use Rope
+43, "Always reccives 4 20 on checks.

Peats: Blind-Fight, Cleave, Combat Casting, Combat Reflexes, Craft

Rod, Craft Staff, Create Portal, Dodge, Expertise, Forge Ring,
Great Gl ve, Greater Spell Focus (Hlusion), Improved Crinical

Cyric

—

AN ]




o

.Major Derries oF FazrON
__+__

b

(tongsword ), Improved Ttiative, Maxumze Spell, Mobility,
Power, Attack, Quicken Spell, Seribe Scroll, Silent Spell, Spell
Focus (THusion’), Spell Mastery, Spring Attack, Still Spell,
Weapon Focus (longsword), Whirlwind Atrack,

Divine Immunities: Ability damage, ability drain, acid, cold, death
effects, disease, disintegration, electricity, energy deain, mind-affect-
ing effects, paralysis, poison, sieep, stunning, transmutation, impris-
ommeent, baniibnent.

Balient Divine Abilities: Alter Reality (save DU 47 for duplicated
spells, temporary nonmagical objeets last 17 days, temporary magic
itemis or creatures last 17 hours), Alter Size, Arcane Muastery,
Avatar (up to 204 Battlesense, Control Creatures (up to 17
humans/day, Will DC 37), Graft Artifacr, Divine Blast (13/day, up
ta L7 miles, 17411 points of damage), Divine Dodge (miss chance
67%), Divine Glibness (as mass suggestion cast by a 27th-level sor-
cerer, up to 27 creatures, no two of which arc more than 170 fect
apart, Will DE 37), Divine Shield (10/day, stops 170 points of
damage), Divine Skill Focus (Bluff), Divine Skill Focus {Sense
Mative), Divine Sneak Attack, Divine Spell Focus (Tllusion), Extra
Damain (Chacs), Extra Domain (Tllusion ), Hand of Deach (Fort DC
473 Know Death, Know Secrets (Will DC 37), Supreme Initiative,
Wave of Chaoa (170fr. radins, Will DC 37).

Domain Powers: Cast chaotic spells at +1 caster level; 17/day
smite (++ on attack and +17on damage for one weapon attack; cast
evil spells ar +1 caster levely cast illusion spells at +1 caster level.

Spell-Like Abilities: Cyric uscs these abilities as a 27th-level
caster, except for chaotic spells, evil spells, and illusion spells, which
he uses as a 2Bth-level caster. The save DCs arc 37 + spell level Awi-
marte objects, blasphemy, change self, chaos bammer, cirele of doom,
cloak of chaos, confusion, cantagion, create undead, deseerate, disinte-
grate, dispel good, dispel lavw, displacement, eavtbquake, false vision,

harm, teplosten, enflict critical wounds, infhict light wounds, muiia-
bility, magic circle against good, magic civele sgainst lasw, minor
image, wisiead, nondetection, persiftent image, phantasmal riller,
polymarply any obyrcs, praject twage, protection From good, profectioy
Srom lavw, sereen, shatter, silent image, susmon poester £X (as chaos
or evil spell anly), time wop, unboly aure, unbaly blight, weird, word
of ehaoy.

Wizard Spells/Day: £/9/9/9/8/8/8/8/7/7; base DC = 25 + spell
lewel, or 42+ spell level For illusion spells, Prn]nhltcd schools: Div-
ination and Necromancy.

Possessions: Cyric carries Razar's Edge, a +5 langsword with the
chaotic, keen, sereaming, and wounding special abiliries,

I

OTHER D1vINE POWERS

As a greater deity, Cyric automatically receives the best possible
result on any die roll he makes (meluding attack rolls, damage, rolls,
and saves ) He is inmortal.

Senses: Cyric can sce, hear, touch, and smell atr a distance of
seventeen miles. As a standard action, he can perceive asyvthing
within seventeen miles of his worshipers, holy sites, oljects, or any
location where one of his tirles or name was spoken in the last housr,
He can extend his senses to up to twenty locations at opee, He cun
block the sensing power of deitics of his radk or lower at up to two
remote locations at once for 17 hours,

Portfalio Senye: Cyric senses any Talsehood or deception seventeen
rendays before it happens and retains the sensation for seventeen
tendays after the event occurs. He is similarly aware of any nonag
cidental death.

Automatic Actions: Cyric can use Bluff, Craft (poisonmakingl
Knowledge {arcana, related to illusion spells), Sense Morive, ar Spell
craft (related to illusion spells) as a Tree action if the DC lor the sk s
30 or lewer. He can perform up to twenty such frec actions cach round

Create Magic Ttems: Cyric can create any magic stem that Tl
tates deception, such as & Jur of disgreive, and any martial mage
weapon that can he used to Kill

Avatars

Cyric's avatars scldom appear on Faertin, but when he does send one,
it usually appears-asa shim human male with blazing dark eyes and
chalk-whitc skin. A typical avatar of Cyric speaks sarcastically and
acts duplicirously bur with firm purpose. Cyric prefers his avararsto
work from behind the scenmes, inciting strife, furthering intrigus,
spreading lies, and erafring illusions. His avatar always commits at
least one murder during each visit to the Realms, usually in fur
therance of the above poals.

@ Avatar of Cyrict As Cyric except divine rank 8 AC 65 (touch
44, flat-footed 65% Atk +56/+51/+46 melec (1d8+20/15-20, +f
chaotic keew screaming wounding longsword), or spell «50 melee
touch o +56 ranged touch; SA Death attack (DC 433 SQ Divine
aura (800 ft, DC 28), DR 43/+4, fire resistance 28, SR 40; SV Font
+3%, Ref 71, Will +37; BlufT +78, Sense Motive +38, all other skill
modifiers redoced by 9,

Saliene Divine Abilities: Alver Reality {save DC 38 for duplicat-
cd spells, remporary nonmagical objects lase B days, temporary
magic itemns or creatures last 8 hours), Bactlesense, Divine Dodge,
Divine Glibness (85 wtass swggestion cast by an 18ch-level sorcerer, up
to L8 creatures, no two of which ars more than 80 feet apart, Will
BC 18), Divine Shield (10/day, stops 80 points of damage], Extra
Domain (Chaos ), Extra Domain (11usion ), Hand of Death (Fort DC
38), Know Secrets (Will DC 28, Wave of Chaos [80-t. radius, Will
DC 28).

Spell-Like Abilities: Caster level 18th, or 19th for chaotic spells,
evil spells, and illusion spells; save DC 28 + spell Jevel.

Spedls: As Cyric, except save DCs .against the avatar’s illusion
spells are 33,

——*-——
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Screaming: Upon commiand, i streaming weapan emits a low

hitve any additional adverse effects upon creatures that use

hum that is grating on the ears bor docs not harm the wielder. » enhanced hearing, althongh soch creamres dislike screaming

Screamung weapons that hit produce a louder high-pitched sound

«and deal +1d6 points of bonus sonic damage on a successful hit.

Baws, crossbows, aud ‘slings wich chis ability bestow the sonic
CHergy upon their ammunition. Screaming weapons do deal tins
bonus damage within a sifewce spell. Screaming weapons do not

22

‘weapons.

Caster Leugt: 10thy Prevequisites: Crafv Magic Arms and

Armor, shet or sound barse; Marfer Price: +1 honus,

#

«Casier Level: 25thy Weight: 6 b,
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eilistraee
The Davk Maides, Lady of the Dance
Lesser Deity

Symbal: Nude long-haired female drow dancing with
a silver bastard sword in front of a full
moon

Home Plane; Arvandor (also the Dcmunwcb Pits)

Alignment: Chaotic good

Portfolio: Song, beauty, dance, swordwork, hunting,

. moanlight

Worshipers: Good-aligned drow, hunters, surface-dwelling
elyes

Cleric Alignments:  CG, ON, NG

Domains: Chaos, Charm, Drow, Elf; Good, Moon,
Portal

Favored Weapon: “The Moonsword” (bastard sword)

The patron of good-aligned drow and those of that rgce who wish to
live in the Realms Above in peace, Eilistrace (eil-iss-rray-yee) is a
melancholy, moody deity. 8he is greatly angeéred by the evil of most
drow but glad that some have worked their way free of the Spider
Queen's web, Eilistrace is a lover of beauty and peace but is not
averse to striking back against those who would harm her
followers She appears as an unclad, glossy-skinned drow
woman ol great height with ankle-length, sweeping
hair of glowing silver.

The church nf Eihstrace 1 little known a.m:l poorly
understood by inhabitanes of the surface world. Few
among the surface-dwelling races give any credence
to rumors of good-aligned drow emerging from the
Underdark, The possibility of a deity who supports
such Folk is simply beyond the ken of nonclves, who gen-
erally dismiss such talk as idle rumaor or a plor by evil drow
raiders. Most elves willfully ignore such talk, uncomfortable for

Symibel by Stepbanic Pai-Mun Law

teaches that the Crown Wars were primarily caused by the
unhridled evil of the ancestral drow. Only among like-minded
groups active in the same regions as the church of Eilistrace
has the faith begun to be recognized for the hope that it
holds eut. In particular, the Harpérs have begun seeretly
supporting the church of the Dark Maiden and work toward
the day when it is fully accepred throughout Faerin,

Clerics of the Dark Maiden pray for spells at night, after moon-
rist, singing them whenever possible. Their rituals revalve around a
hunt followed by a feast, dancing (wearing as little clothing s pos-
sible), and a Circle of Song, This last is held preferably in a wooded
glade on 2 moonlit night, in which the worshipers sit and danee by
turns in-a circle; each one leading a song. Worshipers of Eilistraee
wry to et out all the gathered emotions of the day with an evensong.
This 152 personal thing, often wordless, and done in private. Clerics
of the Dark Maiden who have the coin to do so are expected to hare
any strange minstrel or bard they meet for 4 song or two; lay wor-
shipers are eitcouraged but not required to do so.

Eilistrace’s church observes a nomber of festivals. The Sword
Dance is a ritual of shedding a small amount of bleed and invoking
Eilistrace’s favor to prevent a blade from breaking or rusting for
the next three months. The High Hunt, celebrated at least once
gach seasdn, is o nocturnal pursuit of a dangerous beast of monster,
led by clerics of Eilistraee. By tradition, the hunters may use any
bladed weapons and wear any:hmg—excepr the clerics, who go
naked, each carrying only a single sword. If the quarry is slain, the
celebrants chant prayers and perform a circle dance to the deity. At
least once a year, clerics of Eilistrace undertake a Run. Those who

s i L - I

what it might mean to the céntral tenets of their culture: Dogma £
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are not drow blacken their bodies with natural dyes and pils, and all,
drow or not, boil certain leaves and berries to make their hawr sil-
very. They then go wandering on the surface world, trusting to
their music, kind ways, and sword skills to keep from being slain on
sight. They go where they are strangers, making an effort to seck
out elven communities, and bring them game, succor, and helping
hands. They try to learn new songs, music, and sword ways, and do
not eome to preach their faicth or make a mark for themselves.

In the end, all clerics of the Dark Maiden who do not die in battle
hold their greatest ritual, the Last Dance, In cheir old age, they hear
Eilistraee singing to them by night, calling them to her. When the
song feels right, they go out unclad under the moonlit sky and
dance—never to be seen again. Those who hive observed such dances
say that the deity appears and sings overhead, and the aged cleric
begins to dance more ef fortlessly, looking younger and younger. Her
hair begins to glow with the same radiance as the Dark Maiden's,
and then she becomes slowly translucent, Fading away as the dance
goes oi. In the end, only a silvery radiance is seen, with two voices—
the deity and her cleric—raised together in melancholy, render song.

Eilistraee’s clerics often multiclass as thtn:rs, bards, r:nh::rs, or
sword dancers (see Chaprer 4).

History/Relationships: The daughter of Corellon Larethmn and
Araushnee (who later became Lolth), and the sister of Vhaeraun, Eilis-
trace was banished along with the other drow deities for her
(inadvertent) role in the war against the Seldarine. Despite
being absolved of any crime, Filistrace msisted upon this
punisHment from her reluctant father, because she fore-
saw that the dark clves would need a beacon of good
within ther reach. Her allies are the Seldarine,
Mystra, Seliané, and the good deities of the Underdark

) races; her enemies are the evil deities of the Under-

durk, especially the rest of the drow pantheon.
=+ /. Dogma: Be always kind, except in battle with evil.
" Encourage happiness cyverywhere. Learn and teach new
songs, dances, and the flowing dience of skilled swordwork.
Promote harmony between the races. Befriend strangers, shelter
those without homes, and feed the hungry. Repay rudeness with
kindness. Repay violence with swift violence so that those who canse
it are quickly dealt with Ald drow in distress and give them the

Lady’s message: *A rightful place awaits you in the Realma
Above, in the Land of the Great Light. Come in peace and

live beneath the sun agan where trees and flowers grow.”
Clergy and Temples: Whenever and wherever possible, Faith-
of Lilistrace ¢ncourage drow to return to the surface world,

They work to promete harmony between drow and surface-
dwelling races, to establish drow as rightful, nonevil inhabitants of
Faerian. They nurture beauty, music, the craft of making musical
instruments, and song wherever they find ity assist hunters and
hunting; and help others in acts of kindness whenever they see ways
ta do so. Clerics are expected to be shilled i hunting and 10 playing
at least one of the Dark Maiden's favored instruments (horn, flute,
or harp) They must be adequate singers as well as fit, graceful
dancers. They gather songs and musical kaowledge constantly, and
acquire training in the use of the sword when they can.

Temples of the Dark Mmdx:n are typically established in the
mouths of dark caverns and in dim forests on the surface world
from which her clerics ¢an venture forth at night,to brave the
moonlight. It is rare for clergy of Filistraee to found a temple below
the surface, The Dark Mmden's clergy seek out'pristine, natural sites
that need little modification. These places of warship arc developed
much like those dedicated ro the Seldarine. Temple complexes typi-
cally include a glade in which to dance, offering an unobstructed
view of the moon, and a sheltered place away from the light of day
{often an access tunnel to the Underdark). Other common Features
are a4 thick tree canopy, a lively freshwater stream, a forge and
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smithy, and a vein of iron or some other metal suitable for the
crafting of swords. However, the simplest shrine of the Dark
Maiden requires naught but a moenlit glade and a song (audible or
imagined ) that draws one into a dance.

Clerics of Eilistrace wear their hair long and dress practically
for whatever they are corrently doing. For rituals, they
wear as lictle as possible. Otherwise, they tend to wear
soft leathers for hunting, aprons while cooking,
and—rarely+armor when battle is expected.
When relaxing, they favor silvery, diaphanous
gowns. Most elerics prefer holy symbels of
silver, typically worn as pins or hung dround
the neck on slender silver or mithral chains.
Tie The church of Eilistrace has httle m the
H way of tormal hierarchy: Its congregants
tend to gather in small, independent bands in
deep forests across Faerin. One individual is
acknowledged as the high cleric of the faich,
however; Qilué Veladorn, Chosen of Eilistrace,
Chosen of Mystra, and one of the Seven Sis-
ters. Qilu@s authority 18 a subtle one, her
words taken by most members of the
faith as advice from a wise elder sister.

eilistraee

Bard 20/Fighter 17/Cleric ¥

Medium Size Outsider (Chaotic, Good)

Divine Rank: 7

Hit Dice: 20d8+140 (outsider) plus 20d6+140
(Brd) plus 15d10+107 (Ftr) plus §d8+3¥ (Clr) (890
hp) 7

Initiative: +20 (+16 Dex, +4 Improved Initiative) "Jll‘f-‘

Speed: 40 ft. / ‘

AC 67 (+16 Dex, +7 divine, +20 natueal, +14 deflection) ||/

Attacks + 1 duncing keen bastard sword '.&
e64/+5 9+ T4 +49; or spell +74 melee touch or \
+3 ranged rouch. 3

Damage: + 5 dancing keen basiard sword Ilei-Z:ﬁ,"
15-20; or by spell. /

Face/Reach: ¥ It by 7 I't)/7 [t

Special Attacks: Domain powers, salient divine abilities,
spell-like abilines, rurn undead 17/ day.

Special Qualities: Hardic knowledge +29, 20/day bardic

, music (countersong, fascinate, inspire competence,
inspire Courdge, iNspire greatness, suggestion )
range 7 miles, divine aura (700 ft, DC
313 divine immmities, DR 42/+4,
drow traits, fire resistance 27, godly realm
{1 mile Outer Plane, 700 ft. Material Plane), plawe shift at will,
remote communication 7 miles, spontaneous casting of divine
spells, SR 39, felepore withent ervor at will, understand, speak,
and read all languages and speak directly to all beings within
7 miles.

Saves: Fort +44, Ref +77, Will +44.

Abilities: Str 24, Dex 42, Con 24, Int 29, Wis 24, Cha 38.

Skills: Ralance +7C, Bluff +44, Climb +37, Concentration +44,
Craft (weaponsmithing) +59; Decipher Script +39, Diplomacy
+5%, Disguise +44, Escape Artist +46, Gather Information +44;
Heal +44, Hide +46, Intimidate +23, Intuit Direction +37,
Jump +76, Knowledge (areana) +76, Knowledge (nature) +39,
Knowledge (religion)) +76, Listen +39, Move Silently +46,
Perform +66, Sery +46, Search <18, Scase Motive +37,
Spellcralt +41, Spot +38, Swim +37, Tumble +71, Use Magic
Device +44. :
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Kilistraee

Feats: Blind-Fight, Cleave, Combat Casting, Combat Reflexes, Craft
Magic Arms and Armor, Craft Rod, Craft Staff, Cratt Wand,
Craft Wondrous Item, Create Portal, Daylight Adaptation,
Dodge, Exotic Weapon Proficiency (bastard sword |, Expertise,
Great Cleave, Improved Critical (bastard sword), Improved

Disarm, Improved Initittive, Lightning

Reflexes, Mobility, Point Blank Shot, Power

Arrack, Run, Scribe Scroll, Skill Focus

(Performy, Spring Artack, Sunder, Weapon

Focus (bastard sword), Weapon

Specialization (bastard swaord),

Whirlwind-Attack.

Drow Traits: +2 racial bonus on
Will saves against enchantment
spells or effects, darkvision, enti-
tled to a Search check when
within ¥ feet of a secret or con-
cealed door as though actively look-
ing for ir, +2 bonus en Will saves
against spells or spell-like abilitics.
Divine Immunities: Ability damage,
ahility drain, acid, cold, death effects, dis-
P ease, disintegration, electricity, energy
o drain, mind-affecting effects, paralysis, posan,
sleep,  stunning; transmutation, imeprisonmint,
banishment.
Salient Divine Abilities: Alter Size, Avatar (up to
¥, Divine Bard, Divine Weapon Focus (bastard
sword), Divine Weapon Specialization (bastard
sword), Extra Domain (Chaos), Extra Domain
(Charm), Extra Domain {Good), Extra
Domain (Portal].
Domain Powers: Cast chaotic spells ar
+1 caster level; 7/day increase Cha by +4
for 1 minute; cast good spells at +1
caster level; 17/day tirn or destroy
lycanthropes; detect an active or inac-
tive portal as if it were a normal sccret
deor (DC 20),

Spell-Like Abilities: Filistraee uses these abilities ua
a 17th-level caster, excepr for chaotic spells and good
spefls, which she uses-as an 18th-level caster,

The save DCs are 31 + spell level. A%d, auna-
dyze portal, awimal shapes, antmale sbjects,
antipathy, banishment, Made barrier, colm
emtotions, call grace, chani bammer,

charm menster, charm  perion,
clatrandience/clatrvoyance, cloak of
chaos, cloak of dark power, commnny with waluve, demand, dimen-
sien door, dimensional anchor, discern lies, dispel evid, dispel law,
dominate monster, emotion, ethevedlness, faerie five, find the path,
gate, grasiuest, greater dispeliing, greater planar ally, boly anra, boly
smite, baly word, insanity, lvesak, magic cirele againsi evil; magic
dgircle against law, maze, moon path, moonbeam, moonblade, moon-
[ire, permanent image, protection from cvil, protection [from law,
shatter, smave, spiderform, suggesiion, swmmon mouster 1, Summon
monster X (as chaos or good spell only), smuburs, teleport, tree
sivide, true strike, word of chaos.

As a drow, Filistrace also has the ability to use dancing lghts,
darkmwess, and faerie fire each 1/day, caster level 60th.

Bard Spells Known [4/8/8/7/7/7/7; base DC = 24 + spell Tevel}:
O—dancing lighes, detect magic, ghost sound, light, prestidigitation,
read magic; Lst—capeditions retreat, identify, mage arnor, provec-
tion from law, sleep; Ind—bwils strengeh, detect thoughts, glitrevdass,




see invisibility, tongues; 3Srd—dispel magic. baste, keen edge, mafor
image, slow; Ath—dinsension door, dismissal, legend lore, modify
memory, vainbow patters; Sth—dream, false vision, bealing civele,
age aveama,’ persistent inage; Oth—mass suggestion, programmed
smuge, project pmage, veil,

‘Posscssions: Filistrace carrics the Meonswerd, a + 5 bastard rword
with the dancing and keen special abilities,

Caster Level: 25th; Weight: 6 1b,

OTHER DIvINE POWERS

As u leseer deity, Eilistrace may take 10 on any check. She treats a
1 on an attack roll or saving throw normally and not as an auto-
matic Failure, She is immaortal.

Benses: Flilistrace can scc (using normal vision or darkvision),
hienr, touch, and smell at a distance of seven miles. As & standard
action, she can perceive anything within seven miles of her wor-
shipers, holy sites, ohjects, or any locarion where one of her ritles
or name wias spoken in the last hour. She can extend her senses to
up to five locations at once, She ean block the sepsing power of
derties of her rank or lower at up to two remote locations at once
for 7 hours.

Portfolio Bense: Eilistrace senses any threat to good-aligned drow,
s long as the cvent in question affects at least five hundred such
beings: She is similarly aware of any drow who consider rejecting the
worship of the dark deities of the drow pantheon if the event is of
similar scope.

Automatic Actions: Eilistrace can use Perform or any Dexterity-
bhased skill as a free action if the DC for the task is 20 or lower. To
use askill a3 o free action, Filistraee must have ranks i-nltl:n: skill, or
the skill must be usable untrained. Eilistrace likewise can perform
anything that can be aceomplished with a simple Dexterity check as
4 free action. She cannot do anything as a free action if the task
would be i move action or part of @ move action. She can perform
up to five such free actions each round.

Create Magic Ttems: Filistrace can create any magic item that
relates to swordplay, song, beauty, hunting, or moonlight, as long as
the irem’s market price does not exceed 30,000 gp.

Avarars t TR

The typical avatar of Eilistrace appears as an unclad, glossy-skinned
female drow, 9 feer in heighr, with ankle-length, sweeping hair of
glowing silver. Her hair and wandering silvery radiances cloak her
biody in a smooth, continueusly moving array of beauty.

S Avatar of Eilistrace: SZ Large; AC 58 (touch 42, flat-footed
425 Atk #5794 T4 49/+44 melee (2d6+20/15-20, Large +5 dawcing
keen bastard sword ), or spell +49 melee touch or +58 ranged touch;
Face/Reach ¥ fr. x 7 ft/10 fr; Hide +38; all other skill modifiers
reduced by 4.

Salienit Divine Abilities: Alter Size, Divine Bard, Divine Weapon
Focus (hastard sword), Divine Weapon Specialization (bastard sword ),
Spell-Like Abilities; Caster level 13th; saving throw DC 17 +
spell level: Withour the Extra Domain salient abilicy, Kilistrace’s
avitar lotes dccess to the Chaos, Charm, Good, and Portl domains,
a5 well as the corresponding domain powers and the spell-like abili-
ties wid, analyze portal, anintate obgects, banishment, blade barvier,
Irnfm emotions, chass bammer, charm monster, charm pevson, cloak
of chaos, demand, dimension door, dimensional anchor, df:rpe.ﬁ evil,
Jilpd law, dominate monster, emotion, etberealness, gate, geas/guest,
boly atra, boly smite; boly word, insanity, magic civcle against ewil,
magic circle against law, maze, proteciion from evil, FrM&rﬁnﬂfrom
damw, shatter, suggdstion, summon monster I, sommon monster IX (as
chaos or good spell only), felepart, word of chass.
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gond

Wonderbringer, Lovd of Al Sweaths

Intermediate Deity

Symbol: A roothed meral, bone, or wood cog with
four spokes

Home Plane: House of Knowledge

Alignment: Neutral :

Partfolio Artifice, craft, construction, smithwork

Worshipers: Blacksmiths, crafters, engineers, gnomes,
inventors, Lantanese, woodworkers

Cleric Alignments:  Any '

Domains: Craft, Earth, Fire, Knowledge, Metal,
Planning

Favored Weapon: “Craftmaster” (warkammer)

Gond (gabrd) is a burly smith with a mighty hammer, forge, and
anvil that allow him to craft the stuff of stars, Veacrated by
humans and gnomes (who know him as Nebelun) alike, Gond trans-
Forms ideas into concrete form and inspires mortals to make new
things. He cares only for the act of creation, playing little heed to
the consequences of letting loose hus inventions mto the world Some
in the church of Mystra oppose the Wonderbringer for holding
technology over the Art, but in truth Gond views magic as smply
another tool by which he can create new devices.

The church of Gond is largely tolerated across Faerin. Its mem:
bers are found in human-ruled bastions of evil and strongholds of
good alike, as well a5 i an inercasing number of rock gnome com-
munities. Only in the island realm of Lantan is his faith preemi-
nent, aneinted as the state religion. In the lands of Durpar,
Estagund, and Var the Golden the deity is known as Zionil, patron
of inventors, craftfolk, and ercators. Most merchants cultivate
strong relationships with the local clergy of the Wondérbringer, n
hopes of acquiring and selling their latest inventions at great profit.
However, at times the followers of Gond inadvertently create some-
thing that upsets existing markets, earning them sudden and unex-
pected hostility from ether faths.

In recent years, the church of Gond has earned the ire of rulers
across Faerin for introducing smekeprvder and fircarms to the
realms, Most view such weapons as a threat to their authority, as
they approximate the power of a wizard's spells yet arc uscable by
commoners who are not invested in supporting the status quo, Only
continued effores by the church of Gond have kept smokepevder in
check and, inadvertently, preserved the faich's untrammeled status
in most cities. The church takes whatever steps are necessary to
ensure such technology remams proprictary, eliminating rivals with
sabotage, diplomacy, and financial influence,

Clerics of Gond pray for their spells in the morning before the
morning meal. Daily rituals to Gond are simple: muttered prayers
upon rising and retiring, which are often mcorporated into dressing
or disrobing, and a longer prayer of thanks at the main meal Cler-
ics offer o special prayer of thanks and dedication of their work
before commencing any new oreation (as opposed to repair or
maintenance ], Their one holy festival is the Ippensheir, named for
Ippen, Gond’s First Servang, and celebrated during the twelve days
immedintely following Greengrass, All clergy of Gond and his
devout worshipers gather at a temple, abbey, or holy site where a
famed inventor or craftsmen once worked. It is a time of feasting,
drinking, and revelry, during which they show mventions to and
share innovations with their fellow Gondar. Somie visit as many
gatherings of the Faithful as they can during this time, using a net-
work of porrads maintained by the church to link major defensible
holy houses. '
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One strange practice of the faith requires that Gondar make two
caopies of, any new machine or tool they discover, if possible. One
copy is hidden away against the pryung eyes of thieves or vandals for
later display to fellow Gondar, and the other is smashed—or prefer-

ably, burned—as part of the Sacred Unmaking, a prayer of offering

to Gond. This ceremony reinforces Gond's dominion over both con-
structive and destructive engineering. Some clerics multiclass as
rogues, but only out of an interest in lock picks and other small
tools. Many become techsmiths (see Chapter 4},

History/Relationships: Gond 15 an enigmatic deity. He serves
Oghma in the thirst for knowledge, bug is so independent of his supe-
rior that many forget their relationship. He is friendly with Lath-
ander, Waukeen, and Tempus, for his inventions relate to creativity,
profit, and war, respectively. His only true foe is Talos, whose unhin-
dered destruction threatens not only Gond's inventions but also his
dominion over devices of destruction,

Dogma: Actions count. Intentions are one thing, but it is the

resule that s mest important. Talk is for others, while those who
serve Gond do. Make new things that work. Become skilled at forg-
ing or some craft, and practice making things and various means of
joining and fastening until you can create devices to suit any situa-
tion or space. Question and challenge the unknown with new devices.,
New mventions should be elegant and vseful. Practice experi-
mentation and innovation in the making of tools and the s
implementation of processes, and encourage these '
virtues in others through direct aid, sponsorship, and
diplomatic support. Keep: récords of your strivings, B
ideas, and sample devices so thar others may Follow $88
your work and improve on what you leave hehind £
and encourage others, such as farmers and hunters, £
to think of new tools, improved ways of crafting and ¢
using their existing gear, and new ways of doing things. [
Observe, acquire, and store safely the makings of others :
and spread such knowledge among the Consecrated of Gond. — =
Discuss ideas and spread them so that all may see the divine light
that is the Wonderbringer.

Clergy and Temples: Except on the island of Lantan, the church
of Gond consists largely of itinerant clerics who move lrom town to
hamlet to city, finding employment as mast-ar crafters, builders,
smiths; and engineers. Settling in one plice is frowned upon unless a
cleric ¢an show his or her superiors that the prospective home is a
center for innovation that bears constant watching, such as Water-
deep, Athkatla, Svzail, or Zhentil Rccp. The church encourages
making a handsome living in service to the Wonderbringer, howey-
er, for how better to demonstrate the rewards of following the Way
of Gond? As they travel, Gondar clergy establish ciches, investments,
and alliances.and grab samples of any new inventions they come
across It 18 their duty ro assist inventors and innovarors and to file
regular reports with the nearest Master (one who leads a religious
community or tends a holy site] by means of messengers of the faith.

Temples of Gond tend to be imposing stone stroctures, boxy in shape
and encircled with stout-pillared portices, Little decoration adorns the
interior aside from sprawling displays of items credred by members of
the clergy. Some such exhibits are of historical interest, while others
represent the latest creative endeavors of master crafters. The cen-
tral altar of the temple always involves a massive anvil surrounded
by endlessly spinning cogs in a great machine. Backrooms serve as
workshops, crammed with projects hoth ongoing and abandoned.

Gondar clergy wear saffron ceremonial vestments with a erimson
collar and stole. Over the right or left shoulder, they wear a leather
sash ending in a large pouch. The sash 15 dotted with small metal
tools, gears, wire, cord, 1ocks, hooks, hasps, buckles, and bits of steel,
tin, and woold—in short, anything that might prove interesting or
useful in a pinch (including lock picks, for. those skilled ar such
things ! Their vestments also include enormous sunhats and belts of

large, linked metal medallions. They wear Gond's holy symhol s a
pendant fashioned of bone, brass, bronze, or ivery.

The heart of the Gondar faith is the High Hely Crafthmm: of
Inspiration in the city of Illul in Lantan. This large, walled
monastery is run by Danactar the High Artificer, Most Haly Ser-
vant of Gond, the highest-ranking mortal cleric of the Wonder-
bringer. Althrmgh in theory the High Artificer's authonty extends
over all Faerin, in practice the church of Gond is loosely organized”
ito three major branches. On the isles of Lantan and Suj (Lantan's
southern companion isle), Danactar reigns supreme in all matters
ceclesiastical and 15 @ leading member of the Ayrorch, the council of
twelve that rules Lantan. The High Artificer’s word also carries
great authority among Lantanese expatriates, itinerant merchants
wheose maroon-sailed, lateen-rigged ships ply the southern scas of
Faeran. The word of Danactar is typicilly presented by the Lantar,
the chief Lantanese envoy, currently 2 high-ranking cleric of Gond |
named Bloenin, Amaong the rest of the Gondar Faith, the High Arti-
ficer is known and nominally acknowledged, but few pay great heed
to edicts from distant Illul. Such independence among the Gondar of
mainland Facrin can only increase following the recent destruction
of Tilverton, home to the House of the Wonderbringer, the most
prominent church of Gond in central Faeran. ,

Outside the ecclesiastical hierarchy, mest members of the
church of Gond are members of one or more honorary
S orders and socicties sponsored by the faith. These include
L the Order of Puissant Stonemasons and Stonecarvers,

i the Holy Order of Most Skilled Architécts and Bridge-

[ makers, the Armorers of the Wonderbringer, the Most
2 Arcane Order of Gearmakers, Clockmakers, and
o Automationists, the Socicty of Creative Castle Desigh
2 and Construction, and the Industrious Brothers and Sis-
ters of Carpentry, Cabinctry, Puppetry, and Toymaking,

Ggond

Rogue 10/Wizard 12/Cleric 8/Bard 10

Medium-size Quesider

Divine Rank: 12 -

Hit Dice: 2048+140 (outsider) plus 1046470 (Rog) plus 1244484
(Wiz) plus 8d8+56 (Clr) plus 10d6+70 (Brd) (812 hp)

Initiative: +19 (+15 Dex, +4 Improved nitiative)

Speed: 60 ft.

AC: 71 (+15 Dex, +12 diving, +25 natural, +9 deflection)

Attacks: + 4 impact refurning seeking throwing warbammer
+64/+3 9+ 54/+49 melee; or +4 impact returning seeking throwing
wearbamemer +7L+67/+62/+57 ranged; or spell «F9 melee touch
or +67 ranged touch.

Damage: +4 impact vetwruing seeking throwing warhammer
1d8+14/18-20/x3.

Face/Reach: 7 ft. by ¥ ft/7 fr.

Special Artacks: Domain powers, salient divine abilities, sneak
attack +5d6, spell-like abilitics, turn undead 12/day.

Bpecial Qualities: Bardic knowledge +2F, bardic music (countersong,
Jascinate, inspire competence, iNspire courage, inspire greatmess,
suggestion ) 10fday, erippling strike, divine aura (1200 fr, DC
31} divine immunities, DR 47/+4, evasion, familiar (toads)
immune to five, gedly realim (10 miles Outer Flane, 1,200 ft,
Materml Plane}, plawe shifs at will, remote communication 12
miles; spontancous casting of divine spells, SR 44, teleport with-
snt error av will, teaps, uncanny dodge (Dex bonus to AC, can-
net be fManked), understand, speak, and read all languages and
speak dircetly to all beings within 12 miles

Saves: Fort +51, Ref +¥9, Will +¥1

Abilities: Ser 25, Dex 40, Con 24, Int 40, Wis 24, Cha 29.

8kills®: Alchemy +62, Appraise «60, Concentration +74, Craft

26
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farmorsmithing) +112, Craft (blacksmithing) +112, Craft
(bookbinding ) +54, Craft (bowmaking ) +72; Craft (gemcutting )
+72, Craft (leatherworking) +72, Craft (locksmithing) +72,
Craft (pottery) +71, Craft (shipbuilding) +72, Craft (stonema-
sanry | +72, Craft (trapmaking) +72, Craft (weaponsmithing |
+114, Craft (woodworking) +72, Decipher Seript +50,
I)]'p]nmucy +&0, Disahle Device +56, Gather Information +77,
Heal <48, Knowledge (arcana) +70, Knowledge (architecture
and engincering) +62, Knowledge (religion) 67, Listen 4572,
Open Lock +56, Perform +33, Ride (horse) +33, Scry +67,
Spelleraft +70, Use Magic Device <44, Use Rope +56, *Always
receives o 20 on checks

Feats: Blind-Fight, Cleave, Combat Casting, Combat Reflexes, Craft
Magic Arms and Armor, Craft Rod, Graf't Staff, Craft
Wand, Craft Wondrous [tem, Create Portal, Empower
Spell, Enlarge Spell, Extend Spell, Forge Ring, Great
Cleave, Heighten Spell, Improved Critical (warham-
mer), , Improved Initiative, Inscribe Rune,
Persistent Spell, Power Artack, Seribe Serall,
Skill Focus (Craft [weaponsmithing], Spell
Mastery, Sunder, Weapon Focus '
(warhammer),

Divine Immunities: Ability
damage, abilicy drain, acid, cold,
death effects, disease, dismte-
gration, electricity, ecnergy
dran, mind-afTecting effeécts,
paralysis, poison, seep, stun-
ning, transmutation, wpriione-
ment, baniihment.

Salient Divine Abilities:
Alter Size, Arcane Mastery,
Avutar {up to 10}, Create
Greater Object {up to 1,200 1b
total weight or 2,400 cubie
feet of wvolume), Create
Objece (up to 600 1b rotal
weight or 120 cubic feet of
volumel, Divine Earth Mas-
tery (sense 12 feetr), Divine
Fire Mastery (sense 12 feet,
Bivine Shicld (10/day, stops
120 points of damage), Divine
Skill Focus (Craft farmoersmithingll, Divine
Skill Focus (Craft [blacksmithing]), Divine Skill Focus (Craft
[weaponsmithing]), Extra Domain (Fiel, Extra Domain (Metal),
Extra Domain {Flanmmg & Master Crafrer.

Domain Powers: Cast creation spells at +1 caster level; 12/day
turn or destroy earth creatures; or rebuke or command air crea-
tures; 12(day turn or destroy water creatures, er rebuke or com-

Impacr: Any bludgeoning weapon enhanced by this ahility has »
its threat rapge doubled. For example, a quarterstafl thus
enhanced scores a threat on a 19-20, and a heavy flul scores a
threst on a-17=20, This enlancement does not affect prercing or
alushing weapons: :

Casier Level: 10thy Prerequisites: Craft Magic Arms and
Armaor, feeapin of impact; Market Price: 41 bonus,

Gond

e e T
 1mpact and sccliing special Abilities

mand Fire creatures; cast divination spells at +1 caster level.
Spell-Like Abilities: Gond upses these abilities as a 22nd-level
caster, except for creation spells and divination spells, which he uscs
as a 23rd-level caster. The save DCs are 31 + spell level. Awimate
rope, augury, Made darvier, burning bands, clatrandience/clairvey
anee, deathmvatch, detect serying, detect secrer deoors, detect thoughts,
discerm location, divination, carthguake, clemental swarm (as an
carth or fire spell only)), famtastic machine, find the path, fire seeds,
fire shicld, fire storm, forcecage, foresight, preater faminstic
machine, greater serying, beat metal, beroes’ feast, incendiary clond,
iram body, keew edge, legend lore, magic stone, magic sweapon, magor
crealion, minor creation; produce [lame, reped metal or stome, resst
efemsents (a5 a cold or fire spell only) rusting
graip, soften earth and stome, spike ifomes, staius,
stare shape, stoweskin, lme stop, trawnmnde
metal to wocd, true secing, wall of five, wail

of iron, wall of stone, wood shape,
Bard Spells Known (3/6/5/%/2; base DC

19 +spell levelk O—fTare, light, mage band,
mending, vead magic, resistamce; 1st—
alarm, ¢rase, greaie, magic weapa;
?11;1—-."6-‘.-:'!.7}:‘, locate |1.’{l.f'c'q;'!, p_‘.d‘m’ﬂ:{mir;,
shaiter;

Ird—clairandience clairve)
ance, greaier magic weapon, haste, senlpt
soseereds dth—break enchantment, [en
mund's secure shelier. /
Spells/Day: 6/7/6/6/4; base DO = 17 :
+ spell level.

Wizard Spells/Day: 4/8/8/6/6/6/7, !
ey base DC = 2F + spell level.
1 Possessions: Gond carries Craft-
masier, a +4 warhammer with the H
impact, returning, seeking, and
throwing specinl abilities:
Caster Lewvel: 25th; FFeight: B 1h.

OTHER D1vINE POWERS

As an intermedinte deity, Gond auto-

matically receives a die result of 20 on

any check. He treats a 1 on a saving

throw or attack roll normally and not

a5 an automatic failure, He 15 immortal

Senses;: Gond can see, hear, touch, and ‘
smell at a distance of twelve miles. As a stan-

dard action, he can pereeive anything within twelve 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 block the sensing power of

deities of his rank or lower at up to two remote locarions at once

for up to 12 hours.

Seeking: Only ranged weapons can have the seeking ability, The =
weapon veers toward the target, negating any miss chances that (I
would apply because of voncealment. (The wielder still has to-aim .

1

the weapon at the target. Arrows mistakenly shet into an empry
space, for example, do not veer and hit invisible enemics, even if
they are nearby.) - L

Caser Level: 1%th; Prevequisites: Craft Magic Arme and
Armor, frue seeing Market Price: +1 bonus,
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Portfolio Sense: Gond senses any cruftwork or act of construction
the instapt it happens and retains the sensation for twelve tendays
after the event occurs. He i8 similarly aware of the destruction of
any constructed object.

Auntomatic Actions: Gond can use any Craft skill Lwhcther or not
he has ranks m it] or Knowledge (arcana), Knowledge [architecture
and engineering ), or Knowledge (religion), as a free action if the DC
for the task is 25 or lower. He can perform up ta ten such free
actions each pound.

Create Magic Items: Gond can ¢reate any kind of magic iten that
does not involve only natural, unmogificd components, as long as
the inem’s market price does not exceed' 200,000 gp. (Tn other words,
he could create a suit of magic armor or a stall from a piece of
worked wood, but not a pear! of porwer or a staff made from a piece
of unworked wood.)

Avartars

Morrals outside his temples rarely see Gond's avatars, he much
prefers to manifest in a lesser manner. His avatar sometimes appears
ns a short, slight man with straw-hlond hair, at others rimes as a
burly, red-faced smith, and at yet others a gnoine Regardles of form,
the avatar's shavp, dark eves stare out of a lorge-scarred Face with an
alert, inguiring expression. He wears 1 scorched smith's smock over
nondescript leathers. Ar will, the avatar can summeon into being
around himsell plate armor made of glass with the strength of steel.
This armor havers over his body at a close distance, piece by piece,
rather than actually encasing his form. He has a mighty hammer
that he uses for smithy work and as & weapon when necessary.

P Avatar of Gond: As Gond except divine rank 6, AC 79 (rouch 40,
flat-footed $9); Atk «FB+73/+48/+43 melee (1d8+14/18-20/X3, +4
impact returning seeking throiving qarbamimer), or +66/+61/456/+51
ranged (1d8¢11/18-20/x3, +4 jmpact resurning secking throwing

awarbammer), or spell +53 melee touch or +61 ranged touch; 5Q_°

Divine aura (600 fr, DC 21), DR 41/+4, S8R 38; SV Fort +4§, Rel
+53, Will 47, Craft (armorsmithing) +84, Craft (blacksmithing)
+84, Craft (weaponsmithing] +86: all other skill modifiers reduced
by 6; Sptl! Mastery (arcane lock, disintegrate, fabricate, gnards and
ﬂmrd: miinar création, miner globe of mwdnerﬁbn’l.lj magic missile,
permanency, pelymarph any obfect prismatic 'w;:!f shrink ttem, stone
shape; symbol, transmute md to rock, wish)

Satiene Diviwe Abilities: Alter Size, Create Object (up to 300 1h,
total weight or 60 cu. ft. of volume), Divine Earth Mastery (sense
6 feet), Divine Fire Mastery (sense 6 feet), Extra Domain (Fire),
Extra Domain (Metal ), Extra Domam (Planming ), Master Crafter.

Spedl-Like Abilities: Caster level 16th, or 17¢h for creation spells
and divination spells; saving throw DC 27 + spell level,

Helm

The Watcher, :be-{’fgia'ﬂm e
Intermediate Deity

Symbol: Staring cye with bluc pupil onan
upright war gauntler

Home Plane: House of the Triad

Alignment; Lawful neutral

Portfolio: Guardians, protectors, protection

Worshipers: Explorers, fighters, guards, mercenar-

s, palading

Cleric Alignments: LE 1.G [N

Domains: Law, Planning; Protection,
Strength

Favored Weapon: “Ever Warchful” i_hasl:n.rd sworid)

Helm (befm) 15 the ultimate guardian, the ever-vigilant sentry who
allows nothing to compromise his ducy. Often seen as cold and emo-
tionless, he appears as a giant man in full plate armor. In truth,
Helm is simply a stern disciplinarian dedicated to his appointed task.
Hy is fond of children and more rolerant of their minor infrictions
than of anyone else’s. Many believe that Helm would give his own
life to guard something entrusted to him. He is silent on the matrer.

The church of Helm was once seen as a bastion of stability and”
safety in the oft-dangerous North Its members were highly respect-
ed for their pledge to defend civilization against the dangers of the
wild and the monsters of the depths However, during the past four-
teen years it has shrunk gready in numbers and influgnce. Helm
served his duty Faichfully and faultlessly duripg the Time of Trou-
biles, but he played a role in confining the other deities to Faerin, The
deith and destruction that resulted from the Avatar Crisis earned the
Vigilant One and his followers a great deal of enmity from members
af other faiths, particularly those of Mystra, Bane, and Torm. In the
South, Helm's role during the Time of Troubles was not viewed as
unfavorably as it was im the North, but recent events have further
sullied the name of the deity and his clergy. Word has begun to trick-
le back to Faerin of the church’s activities in far-off Maztica: the
birutal and unflinching subjugation of the native populace and the
rape of the verdant land’s riches. The church is only just starting to
recover, thanks in large part to the need for skilled guardidns to
defend against the waxing power of evil,

Clerics of Helm pray for thewr spells in the morning prompely
after rising or just before retiring for the evening: Their one holy
day is the: Ceremony of Honer to Helm, which takes place an
Shieldmeet. The most hely major Helmite ceremonies are the Con-
secration of o Pestulant, which confirms o secker as one of the
clergy, and the Consecration of a Glymtul, which dedicates an spe-
cial item to Helm's service (glymsre/ is an ancient word for “favered
thing”). Other ceremonivs of note are the Purification and the Holy
Vigil The Purification is a renewal of faith undergone by beings
returning to the Fajth or atoning for a shortcoming in vigilance,
ioyalty, or worship, The Holy Vigil marks the ascension of a cleric
to & higher rank. It is a nightlong ceremony that tests the willpow-
er of+the candidate, whoseweapon is enspelled to fevitase by a tenior
cleric throngh ritual magic; the candidare’s concentration heeps it
hovering. Clerics of Helm neyver command undead, although evil
clerics may rebuke wndead. They most commonly multiclass as
fighters or paladins.

History/Relationships: [elm always borne a heavy load, symbol-
ized by his emnipresent suit of -armor. As the eternal sentry, he
knows that the end of the world will inevitably come on his watch,
Nevertheless, e serves without complaint, willing to make any sae-
rifice to protect his charge. Thus, Helm is implacably opposed to the
machinations of Bane, Cyrit, and Shar, whose insidious plots evernal-

ly threaten Faeriin, He also fights the unbridled fury and destruc-

‘.- 1 \ tive impulses of Garagos and Talos at every turn, Helm is not

\ amuosed by Mask's thievery or his jests, viewing the Lord of

Shadows as simply another threat to be defeated. Of the good:
| aligned deities, only Torm truly understands Helm's unbend-
ing commitment to his charge. Relations between the Loyal
Fury and the Vigilant One are strong, enough so that the
two churches have grudgingly begun to heal the rift between
them, at the command of their respective deities,

Dogma: Never betray your trust. Be vigilant. Stand, wait,
and watch carcfully. Be fair-and diligent in the conduct of
II'I| your orders. Pratect the weak, poor, injured, and young, and da

not sacrifice them for others or yoursell, Anticipate attacks
and be ready. Know your focs. Care For your wegpons so they
y may perform their doties when called upon. Careful plan-
ning atways defeats rushed actions in the end. Always obey
orders, providing those arders follow the dictates of Helm,



Demonstrate excellence and purity of loyalty in your role as a

guardian and protecror, !
i Clergy and Temples: Helmite clergy believe they can win back the
- rightful powtr of Helm only through demonstrating excellence of
5 vigilance and purity of loyalty. In their roles as guardians and pro-

tectors, they have set about trirmng bodyguards everywhere and
spread the word that only Helm-tested worshipers of the Vigilant
One are truly reliable. The church of Torm greets such claims
caolly, though, ensuring that true rapprochement between the faiths
will be long in coming.

Temples of Helm are always
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Helms, an assembly of the elder members of the faith Chief among
its duties 15 to be ever vigilant against the taint of corruption spread-
iHg in its own ranks, 4 practice that has proved effective in rooting
eut insidions threats to the fath,

Many Helmite abheys maintain powerful church armies or spon-
sor orders of guardians. The Companions of the One True Vision s
an order of crusading Helinite clerics and fighters, whose members
were known for unswervingly loyalty, Their shock troops followed
orders to engage the most difficult objectives without breaking and
held the most trying positions against overwhelming odds. Recent-
ly, however, members of this arder,

impeosing edifices buile solely for
defense. Many are fortified abbeys
located near dangerous and evil
areas, where they form a line of
defense against the encreachment of
powerful enemies. Major cities usial-
Iy have a temple or shrine to Helm,
for his clerics make excellent guards
or leaders of guards. Wherever they
are located, Helm's Faithful watch
their houses of worship with unceas-
mng vigilance. Frequent guards are
spectators, a race of smaller behold-
erkin, which infuriates the church of
Bune and its allied beholders. At the
heart of the endless barracks,
armories, and tramning chapels s the
central altar, which 15 always 1 mas-
sive suit of Full plate mail. Al such
suits of armer are holy relics of the
faith, having ence been worn by one
of Helm's most esteemed champi-
ons, All who seek sanctuary are wel-
come within a temple of Helm, but
if they are accused of a crime, they
must willingly submit to the local
laws of the land and its justice, if
lawfully executed. Despite its risks,
many accept this condition, for
Helm's followers always ensuré that
the accused receives a fair trial,
Clerics of Helm wear spotless,
shiming, full plate armor (often with
the everdraght property) and open-
faced helms, often ropped with
plumes, They may drape this armor
with red cloaks and tabards of steely gray, and soch garments—or
the armor itself—may be adorned with the Unsleeping Eye in the
center of both back and breast. In southern regions, Helmite clergy
aften wear fine full plate set with gems and worked with gold fili-
gres, accentuating great golden eyes set in the centers of both breast-
plate and back. In areas where heavily armored clerics are frowned
on, the armor 15 reduced to a set of heavy shoulder plates, but the
helm always remains.

The church of Helm is organized into a strict military hierarchy,
and every member of the faith can easily decermine his or her rank
relative to the others. In centuries past all members of the faich wlti-
mately réported to a single Supreme Watcher, but there has been no
poutiff of the Faith since the Year of the Warching Helm (992 DR),
It is whispered, always out of range of known Helmites, that the taint
of corruption had spread among the seniormost clergy of the Warch-
er in that era, ind that the deity himself came to smite those whe
would betray their sacred trust. In the centuries since that purging of
the Farth, the church of Helm has been ruled by the Council of

many of whom served in the
Helmite actions in Maztica, have
taken a beating in popular reputa-
tion. Other orders include & small
fellowship of battlefield healers
known as the Watchers Over the
Fallen, a group of dedicated body-
guards called the Everwatch Knights
whom Helmite temples hire our to
generate tevenue, and an order of
palading called the Vigilant Eyes of
the Deity.

Helm

Fighter 20/Ranger 10/Cleric 10
Medium-Size Outsider (Lawful)
Divine Rank: 11

Hit Dice: 20d8+140 {outsader) phus

204104140 (Ftr) plus 10d10+70

(Rgr) plus 1048+ 70 (Clr ) (Y60 hp

Initiative: 11 (+7 Dex, +4

Improved Initintive)

Speed: 60 [t

AC: 68 (+1 Dex, +11 divine, +24 nat-

ural, +13 armar [+ 5 everbright full

plare], +% deflection)

Attacks: | £ boly keen lanrful bas-

tard sword +T1/+66/+61/+T6 melee;

or spell +66 melee touch or +78
ranged touch.

Damage: + 4 baly koen lawwful bas-

fard sivard 1d10+28/15-20; or hy

spell

Face/Reach: 7 [t by T {c/F fr

Special Attacks: Domain powers,
salient divine abilities, spell-like abilities, rurn undead 12/day.

Special Qualities: Divine aura (4,100 ft, DC 30, divine immuni-
tics, DR 46/+4, favored encmics (shapechangers +3, outsiders
[devils] +2, aberrations +1), fire resistance 31, godly realm (10
miles Quter Plane, 1,100 It. Material Planc), plame shift at will,
remote communication 11 miles, spontaneous casting of divine
spells SR 43, dedeport withont error at will, understand, speak,
and read all languages and speak dircetly to all beings within 11
miles.

Saves: Fort +70, Rel +50, Will +58. 2

Abilities; Str 40, Dex 24, Con 24, Int 24, Wis 40, Cha 29.

Skills®; Appraise +41, Balance +36, Climb <64, Concentration +¥3,
Craft (weaponsmithing) +50, Diplomacy +50, Gather
Information +43, Handle Animal +63, Heal 460, Hide <23,
Inrimidage +43, Jump +64, Knowledge (nature) +37, Knowledge
(religion]) +36, Listen +104, Move Silently +36, Ride (horse) 447,
Search +77, Sense Motive +449, Spelleraft +40, Spot +104, Swim
+34, Wilderness Lore +45 *Always receives a 20 on checks,

'%
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Feats; Alertness, Blind-Fight, Cleave, Combat Casting, Combar
Refleyes, Craft Magic Arms and Armor, Craft Wondrous [tem,

Deflece Arrows, Dodge, Endurance, Fxoric Weapon Proficiency -

(bastard sword), Expertise, Extend Spell, Great Cleave,
Improved Critical (bastard sword), Improved Disarm, Improved
Initiative, Improved Trip, Improved Unarmed Strike, Inscribe
Rune, Maximize Spell, Mobility, Power Attack, Run, Skill
Focus (Listen), Skill Focus (Spor), Spring Artack, Stunning
Fist, Sundar, Track, Weapon Focus (bastard sword), Weapon
Specialization (bastard sword), Whirlwind Attack

Divine Immunities: Ability damage, tibility deain, acid, cold, death
effects, disease, disintegration, clectricity, energy dram, mind-nffect-
ing effects, paralysis, poison, sféep, stunning, transmutation, impris-
owmieni, banisbment,

Salient Divine Abilities: Alter Size, Annihilating Strike (Fort save
DC 31 + damage dealt, or destroy uwp to 11,000 cubic feet of non-
living matter ), Area Divine Shield (up to eleven 1C-foot squares, or
a sphere or hemisphere with a radius of up to 11 feet), Avatar (up
to 100, Battlesense, Clearsight 11 fr,, Divine Blast (12/day, up to 11
miles, 204172 points of damage), Divine Shield (10/day, stops 110
points of damage), Divine Skill Focus (Listen), Divine Skill Focus
(Spot, Fxtra Domain (Pla.nmng}. Indomitable Strength, Trresistible
Blows (bastard sword, Fort save DC 28], Power of Truth (up to 11
creatures at once and per day, Will save DC 30),

Domain Powers: Cast law spells at +1 caster level; 11/day protee-

tive ward (rouched subject gains +10 resistance bonus on next saving
throw, maximum duration 1 hour), 11/day fear of strength (+10
enhancement benus te Str for 1 round).

Spell-Like Abilities: Helm uses thesc abilities as a 21st-level
caster, except For law spells, which he uses a5 a 22nd-level caster. The
save DCs are 30 + spell level Antomagic field, angury, Bighy's
clesched fist, Bighy's erushing hand, Bighy's grasping “hand, buils
serempth, calm emations, clairandicnce/clairigyance, deathwareh,
detect sorying, dictmm, discérn location, dispel chavs, endure elements,
Erealer scrying, beroes” feast, bold monster, magic cirele against chaos,
magic vesiment, mind dlank, order’s wrath, prismalic iphere, profee-
tion from chaos, protection from elements, repulsion, righteows might,
sanctuary, shictdof law, shield otber, .fpt._!.f immanity, spell resistance,
statug, stoweskin, semmen monster IX (25 law spell only), tiwe stop,

Cleric Spells/Day: 6/9/9/8/7/6; base DC = 25 + spell level

Ranger Spells/Day: §/7; base DC = 27 + spell level.

Possessions: Helm carries Fver W aichful, a +4 bastard sword
with the holy, keen, and lawful speeial abilitics and «F everdright
Fu)l plate. i

OTHER DIVINE POWERS
As an intermediate deicy, Helm automatically receives a die resule
of 20 on any check. He treats a1 on a saving throw or attack raoll
normally and not as an automatic failure. He is immortal.

Everbritghf special abiliry

Everbright: This quality can be applied only to metal armor.
The armor is ns bright and shiny as polished silver. The armor
néver tarnishes and 45 immune to acid and rust muclrs. The

_wearer gains acid resistance §.
+ Caster Level: 13thy Prevequisites: Craft Magic Arms and
Armor, spellcaster 12th.)ePel; Market Price: +1 bonus.

e

r
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‘serves a defensive purpose, such as a + 2 defending longsword, as long

Senses: Helm can see, hear, touch, and smell at a distance of
eleven males, As o standard sction, he can perceive anything withi
eleven miles of his worshipers, holy sites, objects, or any i
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 hlock
sensing power of deities of his rank or lower at op to W0 remott
locations at once for 11 hours.

Portfolio Sense: Helm senses any theft the instant it happ-:m
retains the sensation for eleven rendays after the event occurs, Hr
is likewise aware of anyone in immediate need of pratection.

Automatic Actions: Helm can use Listen, Spot, or Scarch a5 a fret
actian if the DC for the task is 25 or lower. He can perform up to
ten such free actions each round. .

Create Magic Items: Helm can ereate any kind of magic item that

as the item’s market price does not exceed 200,000 gp.

Avatars

Since the Time of Troubles, Helm has been increasingly reluctant tol
appear in Faerun i avatar form. He typically does so only when i,
senjor priest or témple is direcely threatened,and calls upon hin.
Helm's avatar always appears ds a giant human male in full plate
armar, his face concealed by his helm. His height varies from oné
appearance to the next,

P Avatar of Helm: 5Z Large; AC 77 (touch 24, flat-footed 545
Atk +64/4+59/+74/+49 melee (2d6:28/17-20, Large ++ boly heen
dawful bastard sword), or spell +59 melee touch or +51 ranged
touch; Face/Reach ¥ fr. X § {10 fr; Hide +13; Listen 492, Spor
+92; all other skill modifiers reduced by 6.

Sualienr Divine Abilitier: Alter Size, Divine Shicld (10/day, stops
FO points of damage) Divine Skill Focus (Listen), Divine Skill
Tocus (Spot), [rresistible Blows (bastard sword, Fort save DC 22)
Power of Truth (up to § creatures/day, Will save DC 24),

Spell-Like Abilities: Caster level 15th, or 16th for law spells
saving throw DC 24 + spell level. Without the Extra Domain salient
ability, Helm's avatar loses access to the Planning domain, the Fxtend:
Spell feat, and the spell-like abilities angary, clafrandience tlairva:
ance, déathweatcl, defect seryimg, discern localion, grealer Serying
beroes® feast, status, time stop.

Ilmater

The Crying Gody, the Broken God
Intermediate Deity

Symbol: Fair'of white hands bound at the wrist with
a red cord

Home Plane: House of the Triad

Alignment: Lawful good

Portfolio: Endurance, suffering, martyrdom, perseverance

Worshipers: The lame, the oppressed, the poor, mnni&
palading, serfs, slaves

Cleric Alignments: LG, LN, NG

Domains: Good, Healing, Law, Strength, Suffering

Favored Weapon: An open hand (unarmed strike)

Gentle and good-spiriced, Ihmatér (Ml-may-ter) is a quiet, even-tem-
pered deity whe willingly shoulders the burdens and tears of a long
suffering world. Although he is slow to anger, the wrath of the
Broken Deity is terrible in the face of extreme cruelty or atrocities
He takes great care to reassure and protect children and young crea-
tures, und he takes exceptional offense at those who would harm
them, The Crying God appears as a man whose body has been badly
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mutilated by pumishment on the rack, crisscrossed with marks of
torture and having broken and ravaged joints. He is short, burly,
balding, and wears only a breechcloth, but his kind, homely face 15
warm and comforting.

Misunderstood by moat, pitied and even scorned by 2 voczl minor-
ity, the church of Tlmater yet has one of the largest and most Faith-
ful Fellowings in Faerin. In a cruel world, the suffering, the sick,
and the poor have come to rely only on the Crying God's followers
to provide succor to all. The church of Ilmater is widely loved by
commen folk in sertled lands everywhere, and its clergy can count
on generous support in their lifelong mission of healing, Those wha
cannot comprehend why anyone would willingly submir to the tor-
meits and croelties that Hmater's farthful scem to welcome misun-
derstand the church. Ameng those who hate weakness, the church of
the Crying God is seen as weak and foolhardy—cruel ryrants and
powerful villains alike dangerously underestimate its members.
Clerics of Ilmater pray for spells in the morning, although they
still have to ritually pray to Ilmater at least six times a day. They
haye no annual holy days, but occasionally a cleric calls for a Plea of
Rest, This allows him or her & tenday of respite fromp Ilmater’s dic-
tates, to prevent emotional exhaustion or allow the cleric to do
something Mmater would normally frown upon. This custom is an
established tradition that some leaders of the faith rely upon, send-
ing their best Fighting clergy our to do things that
the church cannot otherwise accomplish (covertly 93
removing a tyrant rather than confronting him
openly, for example) The most important ritual is
the Turning: It is the duty of every cleric of Tlmater
to convinee the dying to turn to Ilmater for comfort,
teceiving the blessing of the Broken God before they
expure. (This deathbed prayer does not change the person’s 4
patron deity to Ilmater. | As the veneration of Tlmater /3
grows, even in death, his healing power becomes /)
greater, Many clerics learn the Brew Potion Feat so
thit they can help those beyond their immediate ©
reach, One group of Ilmatari monks, the Broken Ones, acts as
defenders of the faithful and the church’s temples, as well as agents
of punishment for those who cruelly harm others. These monks can
multiclass freely as arcane devotees, clerics, divine champions, divine
disciples, divine seekers, or hierophantss

History/Relationships: Ilmater 15 an older deity who has long
been associnted with Tyr (his superior) and Torm, whe together are
Known as the Triad, The Triad work together closely, for in union
they are stronger than as individuals. Tmarer is also allied with
Lathinder. He opposes deities who enjoy destruction and causing
pain and hardship for others, particularly Loviatar and Talona,
whose notures are diametrically opposed to his own. Other foes
include Bane, Garagos, Malar, Shar, and Talos.

Dogma: Help all who hurt, no matter who they are. The eruly haly
tike on the suffering of others. If you suffer in his name, Ilmater is
there to suppare you. Stick to your cause if it is right, whatever the
pain or peril. There is no shame in a meaningful death, Stand up to
all tyranes, and allow o injustice to go unchallenged. Emphasize the
spiritual nature of life over the existence of the material body.
Clergy and Temples: Ilmatari share what they have with those in
neeid and always take time to counsel those who are upsce and care
for the injured. Tlmatari speak for the oppressed, guide the lost, feed
the hungry, shelter the homeless, and gather herbs and make medi-
cines at 4ll times for disasters to come. They bury the dead, treat the
diseased, dnd give food, drink, and firewood to the poor. They sec life
as sacred and suffering as hely, but they do not stand in the wayiof
athers' desires or condemn them For cheir chosen path. When war is
expected and time permits, clérics of Tlmater gather in strength
with litters, shovels, tents, splints, bandages by the cartload, and
wagons of medicines and healing potions to tend those whe will scon
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suffer. They also tour the wealthier cities and settlements of Faerin
soliciting money to support the church,

Temples of Timater are typically located in the countryside along
mijor trade routes, serving as waystations for weary travelers. Most
are named for an Ilmatari saint, of which there are many. Most are
manors of a sort, with protective walls around at least a chapel,
chapter house, stable, and garden. Many hive Facilities dedicated to
the care of the sick and injured. Others contain libraries, monks’
quarters scparate from the chapter house, or barracks for an affili-
ared knightly order.

Tmatari wear a solid gray tunie, tabard, and trousers, or gray
robes, They wear skullcaps in gray (most clergy members) or red
(senior clerwcs), Novices who have not yet been adorned wear no
skullcaps. The symbol of Tlmater is worn as a pin-over the heart or
on a chain around the neck and serves as a holy symbol. Some of the
older members of the faith have a gray teardrop tattoced to one side
of their right or left eye.

The Adorned, a& the clerics and monks of Ilmater are known, are
organized in an informal hierarchy centered on the leader of a large
temple, abbey, or monastery to whom the Hmatari of the region
report. Abbeys and monasteries are usually tied to specific temples,
often adding a second tier in the informal hierarchy. There is no one
pontiff of the faith or governing body, although the senior clergy
come together for informal conclaves on oceasion. Although most
maonks dwell separate from the church in monasterics or abbeys,
b+, some reside in Ilmarari temples as teachers or defenders.
‘Imater's church has several affiliated knighely
| orders of paladins and wartiors, including the Com-
panions of the Noble Hearr, the Holy Warriors of
Suffering, the Order of the Golden Cup, and the
Order of the Lambent Rose. Monastic orders are
\ also numerous, and include the Disciples of St Sol-
 lars the Twice- Martyred, whose most famous
Fnc:hty, the Monastery of the Yellow Rose, is located in Damara,
high up i the Earthspurs near the Glacier of the Whire Worm.
(Monks of this monastery specialize in genealogical studies.) Other
Ilmatari monastic orders include the Followers of the Unhindered [
Path, the Disciples of St. Morgan the Taciturn, and the Sisters of St. { N
Jasper of the Rocks. Most Ilmatari monasteries traditionally arc
named after flowers that symbolize something of significance to the
order, though this is not mandated,
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iIlmater

Monk 20/Paladin 20

Medium-Size Outsider (Good, Lawful)

Divine Rank: 13

Hit Dice; 20084140 (outsider) plus 20d10+140 (Mnk) plus
204104140 (Pal) (940 hp)

Initiative: +1%, always first (+17 Dex, +4 Improved Initiative;
Supreme Initiative)

Speed: 90 ft.

AC: 92 (+15 Dex, +13 divine, +26 natural, +2 deflection, +4 monk
honus, +1F Wis) .

Attacks™ Unarmed strike +7H+66/+61/+56 melee; or spell <61
melee touch or +68 ranged touch. *Because of the Divine Monk
silient ability, [lmater's unarmed strike functions as a +T keen
lawful vorpal weapon.

Damage: Unarmed strike 2d12+13/18-20; or by spell.

Facc/Reach: 7 ft. by 5 {t/7 fu

Special Attacks: Domain powcrs, flurry of blows, ki strike +3, quiv-
ering palm (Fort DC 37}, salient divine abilities, smite evil
(3/day, +9 on artack and +60 on damage for one weapon
attack), spell-like abilities stunning attack (20/day, Fare DC 37),
turn undead 16/day (effective cleric level L8th),
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Special Qualities ~hwndant step, aura of courage (+8 morale bonus
an sayes agninst fear effects for all allies within 100 fr.), detect
evil, diamond body, divine anra (L300 fr, DC 31), divine grace,
divine health, divine immunities, DR 48/+% (20/41); empty
body (20 rounds/day ), evasion, fast movement, fire resistance
33, godly realm (10 miles Outer Plane, 1,360 fr. Material
Plane ), improved evasion, ay an baswds (180 hp), leap of the
clouds, plame shifi ar will, purity of body, remote communica-
tion 13 miles, remove diseaie 6/tenday, slow fall (any distance),
SR 45, still mind, feleport swithout errer at will, timeless body,
tongue of the sun and moon, undegstand, speak, and read all
languages and speak directly to all beings within 13 miles,
wholeness of body (40 hp)

Saves Fort 477, Ref +60, Will +60.

Abilities: Str 26, Dex 40, Con 24, Int 24, Wis 40, Cha 29.

Skills*: Balance +66, Climb +7%, Concentration +83,
Diplomacy +85, Disguise <28, Escape Artist +62,
Handle Animal +67, Heal +91, Hide +67, Jump +59,
Knowledge (arcana) +54, Knowledge (religion) +83,
Listen +62, Move Silently +672, Ride (horse) <34, |
Scry +27, Spellcraft +46, Spot «+9, Bwim +F5,
Tumble +66. *Always receives a 20 on checks.

Feats: Blind-Fight, Cleave, Combat Reflexes,
Deflect Arrows, Dodge, Endurance, Expertise,
Fxtra Turning, Great Cleave, Improved Critical
(unarmed strike], Improved Disarm, Improved
Initiative, Improved Trip, Improved Unarmed
Strike, Mohiliry, Power Attack, Run, Spring Attack,
Stunning Fist, Sunder, Weapon Focus (unarmed
strike ), Whirlwind Artack. -

Divine Immunities: Ability damzge, ability drain,
acid, cold, death effects, disease, disintegration, elec-
tricity, energy drain, mind-affecring effects,
piralysis, poison, sléep, stunmng, transmota-
tion, imprisomment, bancslhment.

Salient Divine Abilities; Alter Reality
(save DC 47 for duplicated spells, temporary
nonmagical objects last 13 days, temporary
magic items or creatures last 13 hours)
Alter Size, Avatar (up to 10, Bartlesense,
Clearsight 13 [t, Divine Blast
(12/day, up to 13 miles, 22417
points of damagel, Divine Celer-
ity 13 minutes, Divine Dodge
(miss chance 63%), Divine Monk,
Divine Paladin, Divine Shicld (10/day,
stops 130 points of damage), Divine
Weapon Focus (unarmed serike), Extra Domain
(Law), Extra Domain (Strength) Gift of Lafe,
Supreme Initmtive.

Domain Powers: Cast good spells ar +1 caster level; cast healing
spells at +1 caster level; cast law spells at +1 coster level; 13/day feat
of strength (+13 enhancement bonus to Str for 1 roundl; 13/day
pain touch (subject touched suffers a —2 enhancement penalty on
Strength and Dexterity for 1 minute).

Spell-Like Abilities: [Imarcer uses these abilities as a 23rd-level
caster, except for good spells, healing spells, and law spells, which he
uses as a 24th-level caster. The save DCs are 32 + spell level Ald,
hane, bestow curse, Bighy's clenched fist, Bighy's erushing  hamwd,
Bighy's grasping band, blade barvier, bulls strength, calm emotions,
cure eritical sonnds, cure light wennds, core moderate wounds, cure
seviois wonnds, dictwm, dispel chaos, dispel evil, endurance, endure
elements, enervation, eyebite (Sicken), feellemind, barm, beal, heal-
ing cirele, bold manster, bely aura, boly mmité, holy word, borrid wilt-
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ing; magic cirele againit chaos, magic circle against evil, magic vest-
ment, mass heal, ovder's wrath, prosection from chaos, protection from
evily vegenerate, vighteons might, shield of law, spell immunity, stones
skis, sumsmon monster X (as good or law spell only), symedol (pain],
ire vesurrection.

Paladin Bpells/Day: 7/7/7/6; base DC = 2F + spell level.

OTHER DIvine POWERS

As an intermediate deity, Ilmater automatically receives a die result
of 20 on any check. He treats 2 1 on o saving throw or attack roll
normally and pot as an automatic failure. He is immortal.

Sensex: [lmarer can see, hear, touch, and spell atr g distance of
thirteen miles. As @ standard action, he can perceive anything within
thirteen miles of his worshipers, holy sites; objects, or any location

e where ane of his titles or name wasspoken mn the last hour. He can

extend (her 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 13
hours.

Portfolio Sense; [lmater senses any suffering
the instane it happens and.retains the sensation
far thirteen tendays after the event occurs, He
i5 likewise aware of anyone who sacrifices his
ar her life on behalf of another.

Automatic Actions: Ilmater can use Bal-
ance or Heal asa free action if the DC for
the task is 25 or lower. He ean perferm up

to ten such free nctions cach round.

Create Magic Items: Ilmater can create
any kind of magic item that heals or otherwise

reduces soffering, or any magic item that is

good or lawful in nature, as long as the item's
market price does not exceed 200,000 gp.

Avarars

Hmater’s typical avatar appears as a man
with broken joints and 2 variety of wounds
He drags himself around in obvious pain
wsing his smashed hands and
. ravaged limbs, despite the
agony that such activity
causes, The avatar is short,
burly, and wears only a breecheloth,
His head 15 balding, and e has a
homely, kindly face. His hairy body is
crisscrossed with scars, open cuts, burns, and
other marks of rorture.
 Avatar of [lmater: As [mater except divine
rank 6; AC 67 (touch 46, flat-footed TO); Atk +64<F9/+54/+49
melee (2d12413/18-20; unarmed strike), or spell +74 melee touch
or +61 ranged touch; SQ Divine aura (600 [t, DC 25), DR 41/+4,
fire réesistance 24, SR 38; SV Forr 48, Ref +53, Will +73; allskill
modifiers reduced by 7,

Salient Divine Abilities: Battlesense, Clearsight 13 fr, Divine
Monk, Divine Paladin, Divine Shield (10/day, stops 60 points of
damage}, Divine Weapon Focus (unarmed strike), Extra Domain
(Law), Extra Domain (Strength}) -

Speli-Like Abilities; Caster level 16th, or 17th for good spells,
bealing spells, or law spells; saving throw DC 25 + spell fevel.




kelemvor

Lord of the Dead, Fudse of the Damned
Greater Deity

Symbol: *

Home Plane:
Alignment:
Portfolio:
Waorshipers:

Uprighe skeleral arm holding the golden
scales of justice

The Fugue Plane

Lawful neutral

Death, the dead

The dying, Familics of the dying, grave-
diggers, hunters of the undead, morticians,
MoUrners

LE, 1G, LN

Fate, Law, Protection, Repose®, Travel
“Fatal Touch” (bastard sword)

*See the Appendix.

Cleric Alignments;
Domains:
Favored Weapon:

Kelemvor [kedl-em-var) is the Tatest in a long line of Faerinian deities
to command the forces of death and oversee the fate of the dead
Death has been the greatest constant throughout human history, but
the way humans have viewed this unavoidable Foree has changed con-
& suerably as different deities arose to oversee it. During the reign of
@ the mscrutable Jergal, death and the afterlife held a great
- deal of mystery for the common person. Most feared g
what they did not know or understand. When Myrkul /
took the ofice of Lord of the Dead after Jergal tired of
it, humanity’s worst fears were given form. Evil
culeists reminded the living of the dead's power and -~
itfluence, which extended far heyond the grave In
those days the lines between dead and undead becare
blurred, and commoners knew that to be taken into Myrkul's embrace
was nio protection from being raised by some demented necromancer.
Things got worse when Myrkul was destroved during the Time of
Troubles and Cyric assumed the role, as the notoricusly petty and
flawed Black Sun seemed to offer not even the pale assurances of his
farebears. Kelemvor, who assumed the mantle ten years after the
Godswar, has taken a decidedly different approach. -
Kelemvor wrges his clerics to act as stewards of the afterlife and
to teach the people of Facrdn that death is a natural part of life
There is nothing to be feared in the transition, for only the truly
- wicked, the Faithless, or the False must fear the world beyond the
Fugue Plane. Kelemvor views all undead as abominations, ordering
his servants to destroy them at every turn. Kelemvor is a taciturn
deity, and unril recently was not completely sure of himself or his
role. He has placed such uncertainties behind him, however, and
approaches his duty as judge of the afterlife earnestly, tempering his
strong setise of justice with kindness und forthrightness. He is not,
however, particularly clever; and prefers to solve problems with
direct action that sometimes leads to unintended resules.
Kelemvor's clerics make every attempt to mimster to the
common people, to demystify the process of death and help the
bereaved cope in times of loss. Most folk welcome the appearance of
clerics of Kelemvor, thankful for their light touch and calming
demeanoes—a welcome change from the days when unsettling cler-
ics of Myrkul demanded funerary fees that scemed all too close to
extortion, Children (perticularly those growing up near evil king-
Jdoms ) hold militant clerics and paladins of Kelemvor in awe as
undesd Bunters, and communities beset by the attentions of necro-
mancers or tomb robbers often come to his clergy for aid.
- Clerics of Kelemyor pray for spells at sundown. Most holy cere-
monies involve blessing a soul for the reansition into the afrerlife. T
present at the moment of death, a cleric of Kelemvor performs the
: asmple ritual alerting Kelemvor to the arrival of this new
wanderer on the Final Road. When an entire battlefield or plague-ray-
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aged community requires last rites, Kelemvorite devotees perform the
Lament for the Fallen, This ceremony, similar to the Passing, features
low, droning chants and rhythmic beating of ash staffs upon the apen
ground. At a private ceremony known as the Daeum, clerics of
Kelemvor celebrate their deity's soothing doctrine and fund church
activities with the goods of those who have died withour heirs, Both
Shieldmeet and the Feast of the Moon are of special spiritual signifi-
cance to Kelemvor's adherents, when cleries recount the Deeds of the
Dead that they never he forgotten, Rarely, powerful clerics use these
days {0 cast frue reswrrection, returning to life heroes of the distant
past who are needed in the present day. Kelemvor's clerics sometimes
multiclass as necromancers, rangers, or doemguides {see Chapter 4),
using their knowledge to hunt down and destroy undead. Clerics of
Kelemvor never rebuke or command undead,

History/Relationships: If not for the Time of Troubles, the mortal
warrior known as Kelemvor Lyonshane likely would have died on
some battlefield, alone and unmourned. He was the victim of a bewil-
dering ancestral curse that forced him to assume the form of a vio-
lent magical panther whenever he performed a rare act of kindness.
However, he fell in with a band of adventurers thar included Cyric
of Zhentil Keep and a young arcane spellcaster called Midnight. By
the end of the Godswar, all three had become deitics, through cun-

ning plms amid betrayal or purest happenstance.
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As deities, the three former companions still retain
_ what might be called  relationship. Cyric despises
both Kelemvor and Midnight (who became Mystra ),
bluming them for his frequent sethacks. Cyrie plots
endlessly to regain dominion over death, a portfolio
y, he held briefly, and instructs his mortal followers

to oppose those of Kelemver by disturhing the

fication, and supporting all kinds of necromantic activity. As mor-
tals, Mystra and Kclemvor were lovers, though it rcmains
uncertain if their relationship survived the events of the past four-
teen years. Mystra aids Kelemvor from time to time, but the
demands of her station prevent frequent contact. Kelemvor hates
Velshiaroon for his support of necromancy and Talona for her poi-
sons and diseases, which send many souls to the Fugue Flane prema-
turely. Kelemvor spends & great deal of time in the company of
Jergal, with whom he lives in the Crystal Spire of the Fugue Plane
and from whom he learns the responsibilities and requirements of
his station. The Forgotten One's stark pragmatism and almost chill-
ing lack of pity disturb Kelemvor, however, and chough he respects
Jergal, it is a stretch to sy that he trusts the elder deity,

Dogma: Recognize that death is part of life: It is not an ending
but a bégmning, not a pumishment but o necessity, Death is an order-
ly process without deceit, concealment, and randemness. Help others
die with dignity at their appointed time and no sooner. Speak against
those that would artificially prolong their life beyond natural limits,
such as the undead. Do honer to the dead, for their strivings m life
brought Fuertin to where it is now. Forgetting them 15 to forger
where we are now, and why. Let no human in all Faerin die & nat-
ural death without one of Kelemvor's elerics at her side.

Clergy and Temples: Clerics of Kelemvor perform funerals, sertle
the affairs of the dead, and often are called upon by local lords ar
magistrates to oversee the execution of last wills and testaments.
They preach to the masses the doctrine of a peaceful afrerlife jour-
ney, and ensure that the bodies of the dead are buried safely and
according to religious tradition, They mark sites ravaged by discase
with plague warnings, and attempt to cure disease wherever they
encounter it. Clerics of Kelemvor consider all undead abominations,
and do whatever they ean to pur them to erernal rest. They contend
that those who create undead are fit only for swift and uter destruc-
tion (a0 important difference berween the Kelemvarite chergy and
that of Jergal, who hold thar certain undead have their uses)

rest of the dead, mutilating corpses to prevent identi-
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Kelemvarite clergy sometimes declare crusades against the undead
ar aguingt creatures deemed to have caused too much untimely
death. Occasionally, chis leads them to employ adventurers to solve
problems with which they cannot contend alone.

Members of the clergy tend to be taciturn, even morose at times
Muany came to the church after losing loved ones to undead mcur-
sions, or even after dying themsclves and being so profoundly
touched by the experience thar they enrolled in the clergy shortly
after returning to life. Many of the older members of the clergy
ance worshiped Myrkul, and even fourteen years after thar deity’s
destruction, some have difficulty
coming to grips with the doctrinal
differences between the two faiths.

Many of Kelemvor’s temples used
to be temples of Myrkul, and hence
have less inviting or soothing archi-
tectural than their high clerics might
prefer. Bone-and-skull motifs pre-
dominate; and some of the larger
temples even Ffeature now-sealed
chambers once used for revivifica-
tion or darker rites.

kelemvor

Fighter 20/Cleric 20/Rogue
§/Divine Champion T

Medium-Size Outsider (Lawful)

Divine Rank: 16

Hit Dice: 20d10+200 (Ftr) plos
20d8+200 (Clr) plus §d6+50
(Rog) plus Fd10+50 (Chm)
(940 hp)

Initiative: +13 (+9 Dex, +4
Improved Initiative)

Bpeed: 40 fr.

AC 74 (+9 Dex, +16 divine, +29 nat-
ural; 410 deflection)

Attacks®; + 4 ghotf fonch boly keen
undead bane bastard sword
+TT 4+ T70+63[+60 melee; or spell
+06 melee touch or +60 ranged
touch *Always receives a 20 on
attack rolls; roll dic to check for

,critical hit.

Damage®: +4 ghost foneh boly keen
wndead bane bastard sword
1d10+44/15-20; or by spell
"Always docs maximum damage (bastard sword 54}

Pace(Reach: T fr. by ¥ 117 fr.

Special Attacks; Domain powers, salient divine abilitics, smite mfy-
del (1/day, +10 bonus on artack and +F bonus on damage for
one weapon attack), sneak attack +3d6, spell-like abilities, turn
undead 17/day.

Special Qualities: Divine aura (16 miles, DC 36, divine immuni-
ties, divine wrath (1/day, +3 on attacks, damage, and saves for
10 rounds, DR §/=); DR $1/+4, evasion, Fire resistance 36,
godly realm (100 miles Duter Plane, 1,600 ft. Material Plane),
day an bands (15 hpl, plane shift at will, remote communication
16 miles, sacred defense +2, spontaneous casting of divine spells,
SR 48, ren'fpr:rr.r swithont ervor at will, traps, uncanny dodge (Dex
bonus to AC, cannot be flanked), understand, speak; and read all
languages and speak directly toall beings within 16 miles.

Saves”; Fort +73, Ref +46, Will +49. *Always receivesa 20 on saves

Abilities: Str 40, Dex 28, Con 31, Int 24, Wis 34, Cha 3L
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Kelemuor

Skills": Appraise +34, Climb <34, Concentration +44, Craft
(weaponsmithing) +46, Diplomacy +38, Disguise +37, Escape
Artist +36, Handle Animal +59, Heal +50, Intimidate +37,
Jump 54, Knowledge (arcana) +15, Knowledge (history] +24,
‘Knowledge (nature} +27, Knowledge (planes) +24, Knowledge
(religion) +26, Listen +34, Ride (horse) #62, Scry +31, Search
+32, Sense Motive +39, Spetleraft +31, Spot +38, Swim +41.
*Always recerves a 10 on checks.
Feats: Blind-Fight, Cleave, Combat Casting, Combat Reflexes,
Divine Vengeance, Dodge, Empower Spell, Empower Turning,
Exotic Weapon Proficiency (bas
tard sword), Fxpertise, Extend
Spell, Extra Torning, Grear
Cleave, Heighten Turning,
Improved Bull Rush, Tmproved
Critical (bastard sword), Improved
Disarm, Improved [nitiative,
Improved Trip, Mobility,
Mounted Combat, Persistent Spell,
Power Attack, Quicken Turning,
Ride-By Attack; Spirited Charge,
Spring Ateack, Trample, Weapon
Focus (bastard sword), Weapon
Specmlization (hastard sword),
Whirlwind Attack.

Divine Immunities: Ability
damage, ability drain, acid, cold,
death effects, disease, disintegra-
tion, clectricity, cnergy drain,
mind-affecting effects, paralysis,
poison, sleep, stunning, transmuta-
tion, Tsprisonpient, banishoient,

Salient Divine Abilities: Alter
Reality (save DC 46 for duplicared
spells, temporary nonmagical ohjects
lagt 16 days, temporiry magic items
or creatures last 16 hours) Alwer
Size, Annmihilating Strike (Fort save
DC 36 + damage dealt, or destroy
up to 16,000 cubic feet of nonliv-
ing matter], Avarar (up to 20}
Banestrike (undead), Battlesense,
Contrel Creatures [up to 16
undedd/day, Will save DC 36},
Divine Blast (13/day, up to 16
miles, 26d12 points of damage),
Divine Shield (13/day, stops 160
points of damage), Divine Spellcasting, Divine Weapan Focus (bas-
tard sword}, Divine Weapon Specialization (bastard sword), Extra
Damain (Protection)y, Extra Domain (Travel), Gift of Life, Know
Death, Life and Death, Mass Life and Death (no two targets can be
more than 16 miles apart), Speak with Creature (undead), Undead
Mastery (up to 16 undead creatures at oncel, Undead Qualities.

Domain Powers: Cast law spells at +1 caster level; 16/day protec-
tive ward (tonched subject gains +20 resistance bonus on next saving
throw, maximum duration 1 hour); 16/day death farech (if subject
touched does not have at.least 120 hp, it dies); 20 rounds/day free-
domi of movement. .

Spell-Like Abilities: Kelemvor uses these abilities as a 26th-level
caster, except for law spells, which he uses as a 27th-level caster. The
save DCs are 36 = spell level. Antimagic field, astral profection,
augury, bestowe curse, calm émofions; death ward, deatbuwaichy
desiruction, dictam, dimension door, dispel chaos, expeditious retrea,
Sind the patly fly, Foreright, geasiquest, gentle repose, hold monsrer,
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locate object, magic circle against chaos, mark of justice; mind blank,
erder’s wrath, phase door, primatic sphere, profection from chaas, pro-
Section from: elements, repnliion, sanctwary, shield of lew, shield
arber, slay Jibing, speak with dead, spell immunity, spell vesistance,
sfatis, sumemon monster FX (as law spell only, surelife, telepors with-
it errur, frue sevike, undearh to deéath, vision, wail of the banshee.
Cleric Spells/Day (Levels 0-12) 6/9/9/9/9/8/7/7/7/6/2/2/2; base
DC = 2% + spell level, .

Possessions: Kelemvor carries Fatad Tonch, o + T bastard sword
with the ghost touch, hely, and undead bane special abilities.

Caster Level: 15thy Heighe: 10 1b.

OTHER Di1vINE POWERS

As a greater deity, Kelemvor automatically receives the best possi-
hle result on any die roll he makes (including attack rolls, damage,
rolls, and saves). He is immortal.

Benses: Kelemvor can sce, hear, rouch, and smell ar a discance of
sixteen miles. As a standard action, he can perceive anything within
sivteers miles of his worshipers, holy sites, objects, gr any location
where one of his titles or name was spoken i the last hour, He can
v 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
locations at once for up to 16 hours.

Portfolio Bense: Kelemvor senses any death sixteen tendays
before it happens and retains the sensation for sixteen terdays
b after the event occurs. !
 Antomatic Actions: Kelemvor can use Knowledge (ircana),
Knowledge (history), Knowledge (nature), Knowledge
{planes], or Knowledge (religion] as a free action if the DC 8
for the task is 30 or lower. He also can usc any death effect
spell or spell from the Repose domain spell list (but nor |
death-relared salient abilities) as a free action. He can per- |
form up to twenty such free actions each round.
Creatc Magic Items: Kelemvor can create any magic |\t
weapor or armer, any item that produces a death cffect, any

reproduces the effects of a spell found on the Repose domain list,

Avatars -

Kelemvor's avatars reflect the deity's attachment to his oriyginal
mortal form. Tanned and weathered from travel, these square-jawed
avatars wander the Material Plane quietly, often venturing to the
sites of recent hattles to ensure that the spirits of the dead pass.on
a5 they should to the afterlife. Over the past three years, Kelemvor
has become less interested m manifesting in Facrin. Instead, he
“senids hus avatars on recovery missions to restue souls wrongfully
condemned to the Lower Planes. i
P Avatar of Kelemvar: As Kelemvor except divine rank §, AC 78
(souch 37, Flat-footed 58) Atk 167/+62/+57/+72 melee (1410+36/
L1120, + 4 ghast touch boly kéew undead bawe bastard smoerd), or spell
+58 meles touch or-+¥2 ranged touch; SO Divine aura (800 f1,
DC 28], DR 43/+4, fire resistance 28, SR 40; SV Fort +45, Ref +38,
Will +41; all skill modifiers reduced by 8

Salient Diviwe Abilities: Banestrike (undead), Control Creatures
(o to 8 undead/day, Will save DC 28), Divine Shield (13/day, stops
‘Bﬂ-puintﬁ of damage), Divine Weapon Focus (bastard sword), Divine
Weapon Specialization (bastard sword), Extra Domain (Protection),
Extra Domain (Travel), Gift of Life, Know Death, Life and Death.
Spell-Like Abilities: Caster level 18th, or 19th for law spells;
saving throw DC 18 + spell level .
Spells: As Kelemvor, except save DCs against the avatar's cleric
spells are 22 + spell level. The avatar has no spell slots above 9th
level available.

item that controls or protects against undead, and any item that &
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Kossuth

The Lovd of Flames, the Firelord
Greater Deity

Symbol: A twining red flame

Home Plane: FElemental Plane of Fire

Alignment: Neutral

Portfolie: Elemental fire, purification through fire
Worshipers: Druids, elemental archons, Fire creatures,

Thayans

CN, LE, LG, LN, N, NE, NG
Destruction, Fire, Renewal, Suffering
Tendril of flame (spiked chain)

Cleric Alignments:
Domains:
Favored Weapon:

Patron tp creatures of elemental fire and those -entranced by the
intricaté dance and destructive powers of Flame, Kossuth (koh-spatl)
holds little affection for his followers on Toril, He does, however,
reward them frequently, and his cult continues to spread at what
some might term an alarming rate. A distant and alien entity, Kos-
suth seems to have some sort of plan for his mortal followers and
rapidly growing church, but none except pechaps his highest clerics
have any insight inte what that plan may be. To devotees, Kossuth
is the cleansing flame; the spark of mnovation, the tempering force
of reason, and the heart of all passion. They rank fire ns the most
important of the clements, and sometimes po to dangerous
and damaging’lengths to prove its supremacy. Kossuch is uso-
2y, a1y depicted as a huge pillar of flame boiling skyward.
Throughout Faertn, remples of the Firelord actively
recruit from the ranks of the poor and the disaffected,

g1 self-deninl. New recroits adopt a repressive, asceric Tifescyle
- in hopes that, through recruiting other Followers; they will
/ advance to a higher level (“terrace™) of the organization,
Fach new terrace offers more benefits than the one before,
" cnticing members of the lower ranks to greater and greater acts
of religious devotion to advance to the next rank. As the stakes
become richer, the associated risks become greater, and the Faith-
ful often immolate themselves in a display of fire’s awesome power.
Such a death holds little fear for the dedicared Follower, however,
who believes that thost who dic by flame in Kossurh's service will
serve him us honored warriors in the hereafter.

Skeprical outsiders view Kossuth's church as & mysterions, highly
complex organization that shuns critics but welcomes newcomers
with a little too much enthusiasm. They cynically note the high
death rate of young aspirants, suggesting thatr those in the upper
echelons purposely send their inferiors on suicide mussions to
increase their own share of the spoils. The poor and desperate, who
fill most af the lower ranks, angrily deny such accusations: For
them, the Kossuthan church offers advancement through hardship
that can lead to vase wealth and prestige.

Clerics of Kessuth choose suwirise or highsun as their prayer time.
Their liturgy holds that the sacred flame originates in the south, 5o
they conduct all prayers and holy services facing that direction. The
congregation and clerics of ench temple consider the birth date of
their high cleric a special holiday, lighting tremendous bonfires and
making great sacrifices on such occasions. When a cleric gains a level
or is promoted within the church hierarchy, he or she must endure
tf® Oath of Firewalking, a secret ceremony in which the cleric walks
upon a bed of burning ¢oals. Clerics often multiclass as monk of the
order appropriate to their alignment (see below). Some clerics mul-
ticlass #s wizards or sorcerers, focusing on fire magic. A rare few
become elemental archons (see Chapter 4),

History/Relationshipe: A supremely powerful clemental being
known as Kossuth has lorded over fire'since the earliest moments of

offering a regimented program of progression through
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the multiverse, though whether or not the contemporary Kossuth is travels, Below the Eternal Flame are various terraces holding dom-
the same, primordial being or one 1 a long line of similarly named inance over the ranks below. Adherents on the lowest terraces deny
successors 15 @ matter of much conjecture. The Lord of Flames themselves all worldly goods and pleasures; donating to the higher
rarcly intervenes in affairs of the morral world, spending most of terraces all but the minimum needed to remain alive. (Tn the case of
his time embroiled 10 the mtrigues of the Inner Planes In =170 DR, adventuring clerics, this minimum includes armar, weapans, and
powerful Raumatharan wizards managed to summon Kessuth from magic items,) As i cleric advances througli the terraces, more and
his elemiental home and instructed him to destroy a besieging army more rights and pleasures are: granted to him, but enly through
from hated Narfell. This he did, but he soon turned dgainst the wiz- great hardship and difficult—often fatal—tests of faith.
ards, incinerating their city for their arrogance. The restilting con- Kaosauth's adherents tend to be fanatical schemers whe wish to
flagration consumed much of the northern coast of the Alamber “clganse” the world and rebuild it according to the Firelord’s dictates,

Sea, and the fires of Kossuth's anger burned strong for more than a Highly motivated and casily manipulated, clerics of the lower terraces
decade after his withdrawal from Toril'He appearsta tend o “burn out” quickly (often literally) in their ¢fforts to ndvance
have paid lirtle arrention to the world since, J to the next terrace. Senior clerics yse their underlings as
though s futhfol in Thay credit lim with pawns; frequently sending them on missions for
meervening in the disastrous Salamander . which they are not properly tramed or cquipped,
War of 1377 DR and preventing thar so that only those of the highest skill and
from becoming an even greater debacle. ambition will advance. All clerics of Kos
Kossuth's name is not among the deitiss suth share a fiery temper; They are quick
spotted in Fagrun during the Time of ta tuke offénse and use violence to
Troubles, which suggests either that he enforce the rigidity of their chosen
somehow escaped Ao’s wrath or lifestyle. The primary goal of all ¢ler-
simply kept quict as the world fell ics 15 to acquire land, wealth, nfluence,
apart around him. and power, and few church activities
Kossuth's doctrine of elemental™ involve anything that does not direct-
supremacy virteally ensures conflict ly contribute to one of these goals,
with the other elemental lords, and . The church hoasts no fewer than three
the Lord of Flames harbors cspecial orders of fighting monks, cach corre-
hatred for Istishia, whom he views as sponding to a different lawful alignment-
pathetic and weak. In response, the the Disciples of the Phoenix [(good),
King of the Water FElementals o8 * Brothers and Sisters of the Pure Flame (neu-
mnstructs his followers to wark against tral) and the Disciples of the Salamander
the plans of Kossuth at every turn fevil) The Keossuthan chorch has held a place
Open warfare between the two clergies is of impartince i Thay for generations, in
rampant, The Firclord interacts very part because it is onc of the fow agencics by
firtle with the other deities of Faeritn, Moradin and which nen-Mulan Thayans can raise their sta-
Flandal Steclskin honor him for the heat of the tion in life.
forge, but he barely responds. The return of Bane Temples to Kessuth follow a ziggurar type of
pleases Kossuth, howevery the two deities scem to architecture that mirrors the structure of the
agree on the impertance of a strong religions hier- church at large. Often carved from lava, these
archy and have a common mtolerince for the imposing edifices feature constantly burming bre-
ephemeral and unpredictable nature of chaos, ziers and bonfires, with several dozen adherents
Dogmua: Those {it to succeed will do so. Kossuth's tasked with keeping the holy flame alive, The largest
faith is innately superior to all other Taiths, particularly Facrunian temple of Kossuth is the Flaming Brazier, in
that of Istishia. Fire and purity are the same. Smoke is Bezantur,
produced by air in its jealousy. The reward of successful ] j
ambition s power. Reaching a higher state is inevitably v
accomplished by difficulty and personal pain of some sort. Korsuth KOSSUTI_]
Kossuth sends his pure fire to cleanse us all and temper our souls Fighter 20/Wizard 20
so thar we can achwve a pure state. Expect to be tested, and rise to Gargantuan Outsider (Fire)
the challenge, no.matter what difficulty and pain it brings. These Divine Rank: 17
above you have proven their worth and deserve vour service. Guide Hit Dice: 2048+ 240 (outsider) plus 20d10+240 (Ftr) plus
others to Kossuth's pure light so that he may reforge all life into 20d4+240 (Wiz) (1,160 hp)
irs essential Form. Initiarive: +19 (+1§ Dex, +4 Improved Iniriative)
Clergy and Temples: Clerics of Kossuth divide themselves into Speed: 120 fr.
two factions, the Tendrils and che Burning Braziers, The Tendrils A 77 (+15 Dex, —4 size, +17 divine, +30 natural, +9 deflection)
make up the bulk of the arder and hold most of the ecclesiastical Attacks® +4 bridliant emergy (Taming durst tendvil of flame

power. They see to the-affairs of the temple, officiate at haly days +73/+68/+63/+F8 melec; or spell +6F melee touch or +68 ranged

and ceremonies, and preach to local Kossuthan communities. The touch *Always receives a 20 on attack rolls; roll die to check

Braziers represent the adventoring and missionary arm of the for eritical hit.

church, rraveling the wilderness to bring new lands into Kossuth's Damage*®: +4 brilliant energy fr'dmmx Buyst tendril of flame

scalding, purifying light. 2d4+18 plus 1d6 fire/19-20 plus 1d10 fire; or by spell "Always
Both factions subscribe to a strict hierarchy. A temple’s high does maximum damage (tendril of flame 26 points plus 6 fl.rn'L

cleric, called an Eternal Flame, represents the highest possible reli- Face/Reach:; 20 Tt. by 20 ft./20 It

gious authority. All are subservient to the local Eternal Flame; Bra- Special Attacks: Domain powers, salient divine abilities, spell-like

ziers tend to Follow the lead of the nearest such leader during their ahilities.

36
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Specinl Qualities: Divine avra (17 miles, DC 36), divine immuni-
ties, DR §2/+4, familiar (fire snakes), fire subtype, godly realm
(100 miles Outer Plane, 1,700 fr. Material Planc], plawe shifr at
will, remdte communication 17 miles, spell resistance 49, fele-
port withower error at will, understand, speak, and read all lan-
puages and speak directly to all beings within 17) miles.

Saves”™: Fort +61, Rel +64, Will +76. "Always recéives a 20 on saves.

Abilities: Str 34, Dex 40, Con 37, Int 30, Wiz 24, Cha 29.

8kills”: Alchemy +73, Balance +77, Bluff +31, Climb +72,
Concentration £92, Diplomacy +¥3, Gather Information +30,
Handle Animal +69, Hide +20, Intimidate +51, Intuit Direction
+47, Jump +74, Knowledge (arcana) +73, Knowledge (history)
+§1, Knowledge (nature) +70, Knowledge (planes) +73,
Enowledge (religion)-+66, Listen +47, Move Silently +42, Ride
{(horse] + 79, Scry +70, Sense Motive +46, Spellcraft +6%, Spot
+47, Tumble +59, Wilderness Lore +47. "Always receives a 20
on checks.

Feats: Blind-Fight, Cleave, Combat Casting, Cambat Reflexes, Craft
Magic Arms and Armor, Craft Staff, Craft Wondrous Ttem,
Dodge, Empower Spell, Entarge Spell, Exotic Weppon
Proficiency (spiked chain), Expertise, Extend Spell, Greatr Cleave,
Heighten Spell, lmproved Bull Rush, Improved Critical (tendril
of flame), Improved Disarm, Improved Initiative, Improved
Trip, Maximize Spefl, Mobility, Persistent Spell, Power Attack,
Quicken Spell, Scribe Scroll, Silent Spell, Spell Penetration,
Spring Attack, Stll Spell, Sunder, Twin Spell, Weapon Finesse
{tendril of flame), Weapon Focus (tendril of flame), Weapon
Specialization (tendril of flame), Whirlwind Arrack.

Divine Immanities: Ability damage, ability drain, acid, cold, death
effects, disease, dismtegration, electricity, energy drain, fire, mind-
affecting effects, paralysis, poison, sfeep, stunning, transmutation,
imprisanment, banishmend,

Salient Divine Abilities: Alter Form, Alter Size, Call Creatures (up
to 17 crestures with the fire subtype serving simultaneously, each
with up to 17 HD)), Control Creatures (up to 17 creatures with the
fire subtype/day, Will save DC 34, Divine Blast (12/day, up to 17
miles, 26d12 points of damage), Divine Celerity 17 minutes; Divine
Fire Mastery {sense 171 ft.), Divine Recall (great conflagrations},
Divine Shield (15/day, scops 170 points of damage), Divine Spell:
casting, Divine Storm (170 ft, Fort save 34), Divine Weapon Focus
(tendril of flame), Divine Weapon Specializarion (tendril of flame),
Energy Burst (Fire, 178 points of fire damage, 1701, radius, save
DC 40}, Energy Sterm (fire, 17 fire and 17 holy damage per round),
Extra Domain (Suffering), Extra Energy Immunity (fire), Possess
Martal (Will DC 34, up to 20 mortals at ance], Shapechange, Shift
Form, Sunder and Disjoin (save DC 28), True Shapechange.

Shift Form: This power allows Kossuth to shift between his
humanod and his pillar of flame forms

Domain Powers: 17 day smite {+4 on attack and +17 on damage
for one weapon artack); 17/day turn or destroy water creatures, of
rebuke or command fire creatures; 17/day regain 1d8 + 9 hp if
brought below O hp (but not to —10 hp or below), 17/day pain touch
(subject toached suffers a =2 enhancement penalty on Strength and
Dexterity for 1 minute).

Spell-Like Abilities: Kossuth uses these abilities as a 27th-level
caster. The save DCs are 36 + spell level Aromement, bane, bestor
(cnrse, burming hands, charm person, circle of dowm, contagion, disin:
regrate, tarthynake, elemental swarm (as a fire spell only),
endurance, emervation, eyebite (sicken onlyl, feeblemind, fire seeds,
Jfire shield, fire storm, freedom, greater restoration, barm, beroes
Jrast, borrid wilting, insplosion, incendiary clond, inflicr critical
awannds, inflict light wonnds, lesser vestoration, pobymarph-any shyect,
pradm.'; flame, réincarnate, remeve disease, resist elements (as cold
or fire spell only), shatter, symbol (pain only), wall of fire.

Wizard Spells/Day (Levels 1-10% 4/7/7/6/6/6/6/5/5/5/2; base DC
= 22 + spell level.

" Possessions: Kossuth uses a tendril of flame from his own body as
2 weapon. It functions a5 a +4 spiked chain with the brilliant energy
and flaming burst specinl abilities.

Caster Level: 25th; HFeighs: 17 1h.

OTHER DivINE POWERS

As a greater deity, Kossuth automatically receives the best possihle
result on any die roll he makes (including attack rolls, damage, rolls,
and saves). He is immortal.

Senses: Kossuth can see, hear, touch, and smell at a distance of sev-
enteen miles. As a standard action, he can perceive anything within
seventeen miles of his worshupers, 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 Iocations 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 17 hours.

Portfolio Sense: Kossuth senses any fire seventeen tendays before
it happens and retains the sensation for seventeen tendays after the
cVent alcurs.

Automatic Actions: Kossuth can use Knowledge (arcana), Knowl-
edge (history ), Knowledge (natore), Knowledge (plines), or Knowl-
edge (religion) as a free action if the DC for the task 15 30 or lower.
He can perform up to twenty such free actions each round.

Create Magic Iteths; Kossuth can create any magic item that pro-
duces firc, such as a wand of fireball, or specifically pmtcr:ts aginst
it, such as a ring of magor fire resistance.

Lathander

The Morninglord

Greater Deity

Symbol: Sunrise made of rose, red, and yellow gems

Home Plane: House of Nature

Alignment: Neurral good

Portfolio: Athletics, birth; ereativity, dawn, renewal,
self-perfection, spring, vitality, youth

Worshipers: Aristocrats, artists, athletes, merchants,
monks (Sun Soul), the young

Cleric Alignments:  CG, LG, NG

Domains: Good, Nobility, Protection, Renewal,
Serength, Sun

Favored Weapon: “Dawnspeaker” (light or heavy mace)

Whenever humans embark on a new journey, enter a contracr, or
start a political or romantic relationship, chances are good that they
whisper a prayer to Lathander (lah-tban-der |, deity of dawn, renew-
al, and virality. Though he is among the oldest of the Faerinian pan-
theon, the Morninglord nonctheless retains the cheery optimism of
youth that makes him the perfect symbol of beginnings. Ever will-
ing to pass over the defears of roday to focus on the vicrories of
tomarrow, Lathander preaches a doctrine of proactive good works
and constant reevaluation of society's traditions and mores. He also
urges the destruction of undead, which he views as a vile corruption
that mocks creation and true life.

Critics suggest that Lathander’s aggressive altroism often gets in
the way of his good sense. His vanity and enthusissm cause him to
discount the, consequences of his actions: He simply hopes for the
best and attacks a problem head on, regardless of the ramifications.
Never was this character flaw so clearly illuminated than during the
Dawn Cataclysm, a catastrophe second only to the Time of Troubles,
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in which Lathander attempted to reshape the entire pantheon in his
own image and thereby triggered a major divine struggle. His ulti-
mate failure resulted in the destruction of several deities and pow-
erful outsiders, led to the collapse of a half-dozen theocracies, and
presaged the fall of Myth Drannor.

Despite the Failures of the distant past, Lathander’s Faith remains
extremely popular and powerful today, especially among ideéalistic
voung nnbles (though seldom their parents). They claim to be per-
sonally tasked by the Morninglord to see to the affairs of their
lessers, as l:hou.gh their fortuitous aceident of noble birth granted
them a writ to serve as Lathander’s mortal LEpresentatives. For
many young aristocrats, o foray into Lathanderism represents a lase
act of rebellion before accepting the responsibilities of the nobality,
Those of tiuer heart, however, remain in the church and often end
up making 2 profound difference i thewr community. Commoners
appreciate such treatment, making the Morninglord popular among
all social classes.

Cleries of Lathander pray at dawn. Muost holy services take place
Jjust as the lighe of the sun breaks the horizon, with secondary gath-
erings occurring at highsun and sunset. Ceremonies are joyful but
dignified and feature singing, of ferings, and ritual drinking of well
water touched by the light of dawn. On Midsummer morming and
on the mornings of the vernal and autumnal equinoxes, Lath-
anderian clerics perform the Song of the Dawn, a popular and
comples musical ceremony that AtTracts eVen NONWOr- seg@
shipers to the Morninglord's cathedrals, Lawful clerics f
often multiclass as paladins. ¥

History/Relationships:  Lathander’s  friendly [,
demeanor mokes him almest s popular among other ==
deities as he is among the mortals of Teril The deities, | &~
however, ténd to have longer memories than their fol- el
lowers; many appreciate Lathander’s calls to action and (\*
altruistic rants but oy to keep him from doing too much
damage to the status quo. He gets on well with other ideal- 5
istic deities such as Eldath and Lliira, or with those, such as
Lurue and Siamorphe, who prefer to focus on the pleasurable and
good things i life. The Merninglord's command over creativity
hrings him into friendly eontace with Oghma, Milil, and Gond, and
his unflinching hatred of the undead has made him a fast ally of

Kelemvor. Chauntea seems to appreciate his exuberance more than.

any other member of the Faerlnian pantheon, perhaps because it
brightens her ancient soul She and Lathander belicve that their
fates are intertwined, and while their romance has faded and flared
intermittently over the centuries, they always seem to return to
eagch other.

Lathander somewhat naively holds evil deities such as Bane,
Cyric, Loviatar, and Talos personally responsible For the majority of
Toril's ills. He particularly dislikes Shar, whom he views as an cter-
pally corrupting force, the foul cancer at the heart of every shad-
owy intrigue agamnst him and his church. Lathander believes that
the Dawn Cataclysm occurred because spies of the Lady of Loss
seereely corrupred his efforts, and he 15 hatching plans to ensure that
does ot happen again.

Helm harbors ill feelings toward the Morninglord chat date back
to the Dawn Cataclysm, when Lathander indirectly caused the
destruction of Helm's lover Muordane, a lesser deity of reason and
pragmatism. No doubt the Vigilant One would be chagrined to learn
that Lathander has, since the Time of Troubles, been working on
some of the incantations and machinations that brought about that
catastrophe so long ago. Oghma, Chauntea, and Lliira know of Lath-
ander’s plans, but so far, each has remained silent. With the return
of Bane, many progressive deitics believe that direct action must be
taken to destroy evil once and for all, and that no unintended con-
sequences of Lathander’s plans could be as threatening to the world
as simply standing by and doing nothing. .

Dogma: Strive always to aid, to foster new hope, new ideas, and
new prosperity for all humankind and its allies. It 15 a siered duty to
foster new growth, nurture growing things, and work for rebirth
and renewal. Perfect yourself, and be fertile in mind and body.
Wherever you go, plant seeds of hope, new ideas, and plans for a rosy
future in the minds of all. Watch each suntise. Consider the conse-
quences of your actions so thut your léast effort may bring the
greatest and best reward. Avoid negativity, for from death comes'
life, and there is always another morning to turn a sethack into a
success. Place more importance in acrivities that help others than in
strict adherence to rules, rituals, and the dictates of your seniars.

Clergy and Temples: Clerics of Lathander tend to be cbullient
utopists, “morning people” in every sense of the phrase. They
encourage social, cultural, and political progress as agents of per-
sonal liberty, artistic expression, and racial harmony. Larhander’s
clerics sponsor athleric and artistic competitions to showcase the tal-
ents of the community, and they often finance the recovery of last
treasures or important symbols to give the people hope and encour-
age further good works. The tenets of Lathanderism urge respect
toward one’s fellows and the natural world and intelerance for evil
or those who unwittingly aid evil through stothful inaction, Militant |
Followers stand at the vanguard of efforts to clear civilized lands of
harmful beasts or purge the taint of the undead from the world.
Powerful members of the church protect their communi-
ties from malign extraplanar interests by ncf.mg as exor-
s, cists or Fiendslayers. The church recognizes no central
W authority; the head of each temple 15 afforded simalar
i rcsp-:ct by f‘nllaw:rs c\rcryu.hcrc Clerics refer to one

The ostentatious cathedrals of Lathander, with
their abundant statuary and gaudy stained-glass win-
/ dows, reflect the order’s great wealth. All remples
# include 4 mass hall thar faces eastward, allowing the con
= pregation to watch the first rays of the rsing sun. In
crowded or walled cities, temples are built for height, with cer-
emonies held on the third or even fourth floor of the structure
When such construction is impossible, & complex series of mirrors
channels the sun's rays. Bathanderian architecture is dominated by
elaborate fountains that often spill into shallow moats of holy water
winding throughour the remple complex.

Within the last year, Lathander's most trusted servants have
received word of their deity’s seerer plan. Dawnbringers refer to a
mysterious event known as the Deliverance, which will have impor-
rant consequences for the world, especially for those who are anti-
thetical to Lathanderian beliefs. No mortals know the details of the
Deliverance, but the prospect of the Morninglord taking a more
active role i the affairs of Toril Fills his already excitable wor-
shipers with an almost unsettling glee, They have initiated an
aggressive proselytizing effort to encourage others to join their
church before it is too late.

Lathander

Fighter 20/Cleric 20/Divine Champion ¥

Medium-Size Outsider (Good)

Divine Rank: 17

Hit Dice: 20d8+180 {outsider) plus 20d10+180 (Ftr) plus
20d8+180 (Clr) plus $d8+45 (Chm) (115 hp)

Initintive: +13 (+¥ Dex, +4 Improved Initiative)

Speed: 40 fr.

AC: 79 (+9 Dex; +17 divine, +30 natural, +13 deflection)

Attacks®; + S disruption ghost fouch holy beayy mace

+77)4T2+67/+62 melee; or spell +71 melee touch or +69 ranged-

touth *Always receives a 20 on attack rolls; rell die to check
for critical hit.
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Damage®: +5 disruption ghost tanch boly heavy mace 1d8:123/19-20; or
by spell *Always does maximum damage (héavy mace 31 poines).

Face/Reach: § (t. by ¥ ft./7 fr.

Specinl Attacks: Domain powers, salient divine abilities, smite infi-
del (1/day, +13 on attack and +7 on damage for one weapon
attack)y, spell-like abilities; turn undead 20/day.

Bpecial Qualities: Divine aura (17 miles, DC 40}, divine immunities,
divine wrath (1/day, +3 on attacks, damage, and saves for 13
rounds, DR §/=), DR 52/+4, fast healing 37, fire resistance 37,
godly realm (100 miles Outer Plane, 1,700 ft. Materinl Plang), Jay
o Bands (18 hp), plane shift at will, remote communication 17
miles, sacred defense +2, spell
resistance 49, spontancous casting
of divine spells, seleporr awithons
error at will, understand, speak,
and read all languages and speak

3 directly to all beings within 17 -

= miles |

Saves”: Fort +60, Ref +60, Will +64. -
*Always receives a 20 on saves.

& Abilities: Str 33, Dex 28, Con 18,
Int 26, Wis 37, Cha 36,

Bkills" Appraise +36, Balance +48, |
BlufT +§3, Chib +60,
Concentration +81, Diplomacy
+104, Gather Iitfformation +53,
Handle Animal +54, Heal +98,
Hide #37, [ntumidate +32, fump &
+4%, Knowledge (arcana) +48, P
Knowledge (history) +48,
Knowledge (nobility and royal-
ty) +4B, Knowledge (planes] +48,
Kriowledge (religion} +61, Listen
163, Mave Silently <35,

Perform +42, Ride (horse) +71,
Sery <48, Search 57, Sense
Mative +59, Spelleralt +48, Spot
+73, Swim +71, Tumble +36.

~ “Alvays receives a 20 on checks.

Feats: Blind-Fight, Cleave, Combat
Casting, Combat Reflexes, Craft
Rod, Craft Wondrous Ttem,
Dodge, Empower Spell, Expertise,
Hxrend Spell, Extrn Turning,
Great Cleave, Heighten Spell,
Improved Bull Rush, Impraved
Critical (heavy mace], Improved
Disirm, Improved Initiative,
Smproved Trip, Maximize Spell, .
Mobiliry, Mounted Combat, Persistent Spell, Power Attack,
Quicken Spell, Ride-By Attack, Silent Spell, Spell Penetration,
Spirired Charge, Spring Attack, Trample, Twin Spell, Weapon
Focus (theavy mace), Weapon Specialization (heavy mace),
Whirlwind Attack.
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- Divine Immunities: Nutiry bamage, dolity iirdin, acid, cold, death

effects, disease, disintegration, clectricity, energy drain, mind-affece-

ing effects, paralysis, poison, rleep, stunning, transmutation, smpris-
sitment, hawishment. ’

Salient Diyine Abilities: Alter Form, Alter Reality (save DC 50

for duplicated spells, temporary nonmagical objects last 17 days,

- temporary magic items or creatures last 17 hours), Aleer Size

Avatar (up to 20), Banestrike (undead), Call Creatures (up to 17

devas serving simultancously, each with up to 17 HDJ, Divine Blast

{16/day, up to 17 miles, 30d12 points of damage), Divine Fast Heal-
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ing.-Divine Inspiration (hope, up to 17 creatures/day), Divine Radi-
ance (170-foor radius, 8d6 or 8d1l2 points of damage against
undead), Divine Shield (12/day, stops 170 points of damage ), Divine
Spelleasting, Extra Domain (Good), Extra Domain (Frotection),
Extra Domain (Strength), Gift of Lafe, Life and Death, Mass Life
and Death (no two targets can be more than 17 miles apart), Power
of Natore (17-mile radius, duration concentration + up to 17 min-
utes), Rejuvenation (returns in 10d10-17 days if killed in his own
reialm or 10410-34 days if killed in his own realm that 15 a divine-
Iy maorphic Outer Plane), Sunder and Disjoin (save DC 32, Undead
Mastery (up ro 17 undead creatures at once),

Domain Powers: Cast good spells
at +1 caster levely 17/day iwspire
alfies (+1 morale bonus on saves,
attacks, ability checks, skill checks,
and weapon damage for 13 roundsj;
17/day protective ward (touched sub-
ject gains +20 resistance bonus on
next saving throw, maximum dura-
tion 1 hour); 17/day regain 1d8 + 13
hp if brought below © hp (but notto
=10 hp or below); 17/day feat of
strength (+20 enhancement bowus
to Str for 1 round} 17/day greater
turning.

Spell-Like Abilities: Lathander
uses these abilities as a 27th-level
caster, except for good spells, which
he uses as a 28th-level caster. The
save DCs are 40 4+ spell level, Afid,
anvintagic ficld, atomement, Bighy's
elenched fise, Bighy's erushing band,
Righy's grasping band, blade harrier,
ndls  stremgth,  charm  person,
démand, discern fies, dispel evid,
divime favor, endure elements (a5
cold or fire.spell only) emdure vle
ments, emthrall, fire seeds, fire
rhield, Flame  strike,  freedom,
gt'as;?q-nm‘, greater command, greafer
restoration, beat mietal, beroes feast,
baly aura, boly smite, boly word,
lesser  restoration, magic cirele
against evil, magic vestmens, mind
blauk, polymorph any object, prismat-
ic spheve, profection from clements,
profection from evid, reincarnaie,
remove diséase, repuision, righteons
might, samciuary, searing light, shield
ather, spedl immunily, spedl resistance, stomeskin, storm of vemgeance,
seesmmvan mionster I (as good spell only), sumbeans, suwburst

Cleric Spells/Day (Levels 0-13) 6/10/9/9/9/9/777/7/7/2/2/2/2;
base DG = 25 + spell level.

Possessions: Lathander carries Dawnspeaker, a +F beavy mace
with the disruption, ghost touch, and holy special abilities,

Caster Level: 25thy Weighe: 12 1h,

OTHER DIvINE POWERS

As a greater deiry, Lathander automartically receives the best possi-
ble result on any die roll he makes (including attack rolls, damage,
rolls, and saves) He is immortal,

Benses: Lathander can see, hear, touch, and smell at a distance of
seventeen miles. As a standard action, he ¢an perceive unything
within seventeen miles of his worshipers, holy sites, objects, or any

oy
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location where one of his titles or name was spaken in the last hour.
He can extend his senses to up to twenty locations at once. He can
black the sensing power of deitics of his rank or lower at up to two
remote locations at once for up to 17 hours.

Portfolia Sense: Lathander senses any birth seventeen tendays
before it happens and retains the sensation fer seventeen tendays
after the event occurs He is similarly aware of cverything that hap-
pens wilthin an hour of each dawn, (This awareness is extended to the
period withins3 hours of each dawn in the spring, when Lathander’s
power waxes strong .

Automatic Actions: Lathander can use Knowledge (arcanal,
Knewledge (history), Knowledge (nobility and royalty), Knowl-
edge (planes), Knowledge (religion) as a free action if the DG for
the task is 30 or lower. He can perform up to 20 such frec actions
each round,

Create Magic Items: Lathander can create any kind of item that
canfers magical healing, such as a staff of bealing.

Avatars

Lathander's ayatars appear as young, gold-skinned, athletic human
men ready with a calm smile and pleasant demeanor. They wear the
richest of robes, splendid crowns, and dawn-colored robes when on
missions of diplomacy and beautiful but nonetheless effective flured
sliver and gold armor when conducting violent business. Very rarely,
Lathander eschews his lavored human form for his favorite non-
human form, that of the sunpeacock, a light-colored bird with an
enormois decorated tail numerous in the southlands. Whatever the
form, Lachander sends an avatar to the Prime to teach important
lessons, reveal divine truth, and, on rare occasions, personally resur-
rect-a stalwart Friend of the Church,

“® Avatar of Lathander: As Lathander except divine rank 8; AC
61 (rouch 40, flat-foored §2); Atk +68/+63/+F8/+53 melee (1d8+23/
19-20, + T dasraption ghost touch holy btavy mace), or spell +62 melee *
touch or +60 ranged touchy SQ. Divine ‘aura (800 ft, DC 31},
DR 43/+4, fire resistance 28, SR 40, SV Fort +51, Ref +71, Will +77;
all skill modifiers reduced by 9.

Salient Divine Abilities: Alter Size, Call Creatures {up to B devas
serving simultancously, each with up to 8 HD), Divine Inspiration
(hope, up to 8 creatures/day), Divine Radiance (80-foot radius),
Divine Shield (12/day, stops B0 points of damage], Extra Domain
(Geod), Extra Domain (Protection], Extra Domain {Strength), Gll"t
of Life, Life and Death.

Spelt-Like Afbilitier: Caster level 18th, or 19th for good spells;
saying throw DC 31 + spell level.

Spelisr As Lathander, excepr save DCs against the avatar's cleric
spells are 23 + spell level. The avatar has no spell slots above 9th
level available

Lolth

Queen of Spiders, Queen of the Demanzeed Pits
Intermediate Deity
Symbol: Black spider with female drow head hanging

from a spider web

Home Plane: Demonweb Pirs

Alignment: Chaotic evil

Portfolio: Assassing, chaos, darkness, drow, evil, spiders

Worshipers: Drow and depraved elves, sentient spiders

Cleric Alignmentst CE, CN, NE

Domains: Chaog, Drow, Fvil, Darkness, Destruction,
Spider, Trickery

Favored Weapon: A spider (dagger)

Cruel and eapricious, Lalth (Jea/th) embodics the absolute evil of the
drow, She is malicious in her dealings with others and coldly ¥icious
in a fight, coveting the power of deities worshiped by the surface
races, Some believe her to be insane, because the Queen of Spiders
pits her own worshipers against one another in an endless struggle
for “station.” She can be kind and aids those she fancies, but she
thrives on death, destruction, and torture—including those of her
own worshipers who have displeased her. Although she can appear in|
the form of & giant black widow spider with crimson eyes; Lolth's
troe form is that of a human-sized, exquisitely beautiful female
drow.

The Queen of Spiders is the subject of rerrifying legend among
mest surface dwellers and seen as virtually synonymous with the
greatly feared drow. Few elves are even willing to discuss their deep-
dwelling kin, ler alone the dark deity who is blamed in [arge part for
their depravity. Only the drow clerics of Eilistraee ave even willing
to speak of Lolth, and their fury ar her enslavement of their kin
exceeds event that of the other elven suhraces In the Underdark, her
chureh is a well-known cvil, hated by dwarves, svirfneblin, and other
races for the cruclty of her cleries. Dark elves who venerate other
evil deities, as-well as all male drow whe pay her homage, revile the
church of the Spider Queen for its power—thapgh they would seize
such power for themselves il they could.

Clerics of Lolth pray for spells afrer waking from trance or
before retiring te trance. They are always female. Lolth requires
regular homage from her clerics submission in prayer, plus offer-
ings. Lolth's aid requires sacrifices, traditionally the blood of drow
faithful or caprured foes, spilled with a spider-shaped knife whose
eight descending legs are blades, Ceremonies sacrificing surface elves
are performed monthly during nights of the full moon as deliberate
affronts to Schanine, Lolth's hated rival. Rituals customarily take
place among women only, in 4 secred room or area, but those requir-
ing extraordinary power or a public display may be celebrared in the
open and in mixed company. The most powerful ceremonies defy
deseription and are seldom seen by nondrow,

Rirunls 8 Lolth invelve the burning of precious oils and incense,
live offerings, and riches of all sorts, particularly gemé, These are cus-
tomarily placed in 2 bowl-shaped depression in a black alear or 2 burn-
ing brazicr, from which black-and-red flames leap to consume the
offerings. If the deity is angered, or impostors are present, the flames
mity. wlso arc to consume other vafuables, such as magic items, jewel-
ry, and clothing. Large, important riruals cnstomarily vuse eight bra-
ziers, to provide additional flame and to represent Lolth’s eight legs

Lolth allows herself to be contacred dircetly (such as with a com-
mune spell) only when it pleases her to do so. Otherwise, the call
reaches her servant yochlols (amorphious demons able to take the
form of an ¢l or spiderl When Lolth is displensed, she sends a
yochlol or a myrlochar (a spider demon of lesser rank) to attack the
cleric, Loleh's clevies sometimes multicliss 48 arachnes (see Chapter
), fighters, or sorcerers,

History/Relationships: Lolth was once Araushnee, the consort of
Corellon Larethian, patron of artisans, the deity of elven destiny,
and—later, by Corellon’s decree—the keeper of those clves who
shared her darkly bemutiful fearures. The Weaver of Destiny bore
her lover two children, Eilistrace and Vhaeraun, beFore she betrayed
him and tried to mvade Arvander, along with Ghaunadaur, Malar,
and many other fell deities. For her crimes, Araushnee was banished
to the Abyss in the form of a spider demton, where she took the
name Lolth. As the original patron of the dark elves, the Queen of
Spiders established hersell a3 the unchallenged ruler of the drow
pantheon. Lalth finds it convenient ta ally herself on aceasion with
Loviatar and Malar, and, since the Time of Troubles, to masquerade
as Moander, an ancient deity of rot, corruprion, and decay. Lalth's
foes include the Seldarine (the clven pantheon], Ghaunadaur, Eilis
trace, nondrow Underdark deities, and Gruumsh.
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Dogma: Fear is as strong as steel, while love and respect are soft
and useless, Convert or destray nonbeliever drow, Weed out the weak
and the rebellious. Destroy impugners of the Faith, Sacrifice males,
slaves, and those of other races who ignore the commands of Lolth
or her clerics Raise children to praise and fear Lolth; ecach family
should produce at least one cleric to serve her. Questioning Lolth's
motives or wisdom 15 a sin, as 15 giding nondrow against the drow, or
ignering Lolth’s commands for the sake of a lover. Revere arachnids
of all kinds; those who kill or mistreat a spider must die.

Clergy and Temples; Clerics of Lolth are the rulers, palice forces,
Judges, juries; and executioners of drow society, They wield power in
keeping with the croel and capricious nature of Lolth herself, and
manipulate (often by brute foree) therr fellow drow to behave as
their deity. The ultimate aim of every cleric is to achieve and keep
the favor of Lolth. They believe that the spirits of those whe die in
her favor go to the Demonweb Pits, where they become yochlol and
ather servant creatures, while those in Lolth’s disfavor pass into tor-
ment on another plane somewhere. (Accursed souls may someday
return to Faerin as snakes or spiders; drow beliefs on such matters
aften change with time and location.) Although shg often rewards
treachery and cruelty, Lolth does not look kindly on
those who let personal grudges and vengeance bring defeat
or shame to their House, clan, city, or band.

Draw noble Houses have their own private temples, and /
every drow city ruled by the church of Lolth has ar least /|
one large, open public gathering area for large rituals,
¢alls to war, and the like. Most cities also have a
grand temple to the Spider Cueen, vsed for
traiming clerics. In every temple, despite large
differences in ‘size, opulence, and impartance, .
certain constants apply. Inner chambers are for the wor- |
ship and business of Lolth, including miost spellcasting, =
These chambers are always shrouded in darkness, except .
for the radiance involved in spelleasting and rituals.
Antechambers are set aswde lor war councils and most busi- ™

temples have guardin creatures, often hadden and occasionally
magical in nature, which usually include spiders of all sorts. Stat-
uettes of the Spider Queen, usually worked of black stone, are pres-
ent in all temple chambers, Marble~ and obsidian are favored
materials for statuary and temple furniture, There are always large
braziers, ornately carved with spider shapes, and at least one altar
of black stone. :

When participating in rituals, clerics of Lolth work unclad or
wear black robes trimmed with dark red and purple (lesser or novi-
tiate clerics instead wear dark purple or red trimmed wich black ). In
same cities, they wear ornate helms carved to resemble writhing spi-
ders, while in others heads are always left uncovered. Jewelry con-
sists of spider medallions and similar pieces, all made of platinum.

Most campaign worlds have their own pantheons, and rarely does
the same deity ever appear in more thin one world setting, One of
the few exceptions to this rule is Lolth, who appears in borh the
core D& pantheon and the Faerinian pantheon in the Forgotten
Realms Canspaign Setring. Though her history differs between the
Jtwo settings, she remiains very much the same deity.

When such a-situation occurs, the deity’s statistics may vary
shightly from ofie setting to another. For example, Lolth has six
domains in Forgotten Realms and only four in the core D&D
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Clerics prefer to display either a platinum disk at least 3 inches in
diameter with Lolth's holy symbol embossed in black enamel or a
platinum representation of it, on'a platinum or mithral chain.

Chaotic in the extreme, the church of Lolth has lictle formal
hierarchy outside that imposed by its most powerful members and
shaped by the will of Lolth. In drow cities ruled by clerics of the
Spider Queen, such as fabled Menzoberranzan, the seniormost clergy
also lead the most powerful drow noble Houses and rule through a
noble council led by a single Matran Mather. In other cities, there
may not be a single ruling council er a single ruling cleric. In most
cases, the hierarchy of the church is inextricably linked with the
theocracy of the associated city.

Lolth

Cleric 20/Fighter 10/Wizard 10

Medium-Size Qutsider (Chaotic, Evil)

Divine Rank: 17

Hit Dice: 20d8+120 (putsider) plus 20d8+120 (Clr) plus 10d4++60
Frr) plus 10d4+60 (Clr) (820 hp)

Initintive: +¥

Bpeed: 60 ft., climb 30 It

' AC: 73 (+9 Dex, +17 divine, +28 natural, +11 deflection )

w o Attacks: Bite +65 melee, or +.5 chaotic ghost fowch wmbaly

. apider +671462/+77/+32 melee; or + T chaatic ghost

toiech wnboly whip +70/+65/+60/+7F ranged; or

gpell +67 melee touch or +64 ranged touch.

Damage: Bite 1d6+12 plus poison/19-20, or

+F chaotie ghost touch unboly spider

4 1d4+:12/19-20; ar + Febaotic ghayt fauch

| nabody whip 1d247; or by spell.

Face/Reach: 7 fT. by ¥ ft./5 fr.

Special Attacks: Domain powers, rebuke undead 14/day,

F A salient divine abilities, spell-like abilities.

'l Special Qualities: Divine aura (1,500 fr, DC 36), divine

immunities, DR T0/+4, drow traits, farmliar (spiders), fire

resistance 37, godly realm (10 miles Outer Flane, 1,500 ft.
Material Planc), plase shifr at will, remore communication 17
miles, spontancous casting of divine spells, SR 47, selepart wath-
gut error at will, understand, speak, and read all languages and
speak directly to all beings within 17 miles.

Saves: Fart +73, Ref +78, Will +62.

Abilities: Str 24, Dex 29, Can 22, Int 41, Wis 41, Cha 32

Bkills™; Alchemy +69, Appraise +50, Balance +28, Bluff +83, Climb
+43, Concentration +684, Craft (weaving) +93, Diplomacy +54,
Disguise +77, Escape Artist +72, Gather [nformation +49, Hide
+81, Intimidate +¥5, Jump +39, Knowledge (arcana} +23,
Knowledge (history) +66, Knowledge (planes) +66, Knowledge
(religion) <89, Listen +70, Move Silently +61, Scry +83, Search

pantheon. Therefore, though in both versions she has the same
number of salient divine ability slots available, the Forgotten
Realms Lolth must use three of those for extra domains, where-
as the core D&D version devotes only one to an extra domain,
The domain powers corresponding to Lelth's additional
domains may also result in slight slterations to her statistics.
Faor example, the Drow domain grants the Forgotten Realms
Lolch the Lightning Reflexes feat, which increases her Reflex
saving throw. y - L
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+7%, Sense Motiwve +68, Spelleraft +93, Spot +77, Swim +47,
Tumble +54. *Always receives a 20 on checks.

Fears: Blind-Fight, Brew Porion, Combar Reflexes, Crafr Magic
Arms and Armor, Craft Wand, Craft Wondrous Item, Divine
Might, Dodge, Empower Spell, Exotic Weapon Proficiency,
Expertise, Exténd Spell, Greater Spell Penetration, Improved
Critical (bite), Lightning Reflexes, Maximize Spell, Mobility,
Power Attack, Cuicken Spell, Reach Spell, Scribe Seroll, Spell
Mastery, Spell Penetration, Spring Attack, Superior Expertise,
Weapon Finesse (hite], Weapon Focus (bite), Weapon Focus
(whip), Weapon Specialization (bitg), Weapon Specialization
(whip), Whirlwind Attack: '

Drow Traits: +2 racial bonus on
Will saves apamst enchantment
spells or effects, darkvision, entitled
to a4 Search check when within ¥
feet of 4 secret or concealed doar as
though actively looking for ir, +2
bonus on Will saves aganst spells
or spell-like abilities, light blindness
(blinded for 1 round by abrupt
exposure to bright light, —1 penalty
on all attack rolls, saves, and checks
while aperating in bright Light L.

Divine Immunities; Ability
dumage, ability dram, acid, cold,
death cffects, disease, disintegra-
tion, electricity, energy drain, mind-
affecting effects, paralysis, poison,
slegp, stunning, transmutition,
mmprisonment, banishment,

Salienc Divine Abilicies: Alter
Form, Alter Reality (save DC 46
for duplicated spells, temporary
nonmagical objects last 17 days,
temporary magic téms of creatures
last 1Y hours), Alter Sive, Arcane
Mastery, Avatar (up to 10), Call
Creatures (up to 13 vermin serving
simultaneously, each with up to 17
HD}, Control Creatures (up to 1F
drow/day, Will DC 36}, Divine
Blast (14/day, up to 15 mules, 26412
paints of damage), Divine Shield
(9/day, stops 150 points of damage),
Fxtra Domain (Chaos), Extra Domain (Darkness), Extre Domain
(Evil}, Grow Creature (pp to 15 vermin/day), Hand of Death (Fort
DC 44), Mass Divine Blast (up te 75 targets, no two of which can
be more than 1F miles apart, or a cone up to 1,500 ft. long, or a
burst or spread wich a radius of up to 750 ft. and & height of up ro
150 fr.} Shift Form, Speak with Creature (vermin), Spontaneous
Wizard Spells.

Shift Farm: This power allows Lolth to shift between her drow
and spider form.

Poison: Creatures Lolth bites while in her spider form take 3d6
points of temporary Serengeh damage unless they make a DC 41
Fart save After 1 minute, creatures must make an additional DC
41 Fort save or take an additional 3dé points of temporary
Strength damage.

Webs: In her spider form, Liolth can produce webs eight times per
day, She can cast the web as a net or create sheets of webbing up to
60 Feer square, like & manstrous spider (see the Manszer Maneual),
Lolth's webs have an Escape Artist DC of 47,4 break DC of 73, and
33 hit points per T-foot section.

Lolth

42

Furthermore, Lolth's webs are toxic. Creatures touching a web
(except Lolth or spiders) take 1d6 points of temporary Strength
demage unless they make unless they make Fort saves (DC 41) Afrer
1 minute, poisoned creatures must make additional Fort saves (DC
41) or take an additional 146 pointa of temporary Strength damage,

Domain Powers: Cast chaotic spells at +1 cster level; cast evil spells
at +1 caster level; 15/day smite =4 on attack and <20 on damage For
one weapon attackl 15/ day rebuke or command plant creatures

Spell-Like Abilities: Lolth wvses these abilities as a 2fth-level
caster, except for chaotic spells and evil spells, which she uses as a
26th-level caster. The save DCs are 38 + spell level. fmimate obpects,
armor of davkness, Mackiight, blasphemy, blindness/ideafness, change
self, chaos bamgpmer, cirele of doom,
claivaudienceclairvorance, cloak of
chass, cloak of dark praver, confusion,
contfagicn, create sndead, creepiug
.rﬂ'!ll:'.lm, davkhart, desecvate, discern
fies, disintegrate, dizpel good, dispel
lage, earthqnake, False vision, gale,
glant wermin, greater dispelling,
greater plawar-ally, barm, implosios,
inflict critical gwonnds, infiict fght
wetinds, insect plagme, invisibility,
magee civele sgainsy good, magi
circle against o, misfead, wight-
weare, mopdcrection, aﬁ;‘cariqx it
phantom steed (vermin), pelymorph
any ohect, power word, blind, perver
word, kill, prafeciion from good, pFe
tection from laty, proimg eyes, scréem
shatier, ipider climb, ipider. curse,
spider ibapes, sp:'rf:‘rﬁ-rm. stome ipi-
ders, mwggestion, sumdon nansier L
(as chaos or evil spell only ), sumemon
swarm, tiamse  stop, smbad)
unboly Blight, word of chavs,

As a drow, Lolth aleo has the abil-
ity to use dawmcimg lghts, darkeess,
and faerie fire cach 1/day, caster
level 60th.

Cleric Spells/Day: 6/10/10/10/9/9/
B/8/7/7; buse IDC = 2F 4 spell level.

Wizard Spells/Day: 4/8/8/7/6/5,
base DC = 2F + spell level

Possessions: Lolth uses live spiders

; as weapons. Fach functions as a +F
dagger with the chaotic, ghost touch, and unholy special abilities,

Caster Level: 25th; Weighe: 1/10th 1b.

Lolth also carries a +5 whip with the chaotic, ghost touch, and
unholy special abilities,

Custer Leved: 29tk Weighe: 2 1h

AR,

OT1HER DIVINE POWERS

As an intermediate deity, Lolth automatically receives a die result
of 20 on any check. Bhe treats & 1 on a saving throw or attack roll
normally and not as an automatic Failare, She is immaortal

Senses: Lolth can see (using normal vision or darkvision}, hear,
touch, and smell at a distance of fifteen miles. Lolth's vision pene
trates even magical darkness. Asa standard action, she can perceive
anytlng within Fifteen miles of her worshipers, holy sites, olyects,
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 two remote locations at once for op to 17 hours,
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FPortfolio Sense: Lolth senses anything that affects drow welfare
the instant it happens and retains the sensation for fifteen tendays
aftér the event occurs She is similarly aware whenever drow make
wir or commit violence against cach other.

Automatic Actions: Lolth can use Knowledge (aréanal, Knowl-
edge (history), Knowledge (religion), or Knowledge (the planes) asa
free action if the DC for the task is 25 or lower. She can also use her
Hide skill as a free action. She can perform up to ten such free
actions each round.

Create Magic Items: Lolth can create light or medinm armor,
simple or martial weapons, items that creatc darkness, such as a jerolf
of darkness or 8 wand of déeper darkness, divination items, such asa
wrystal balf, and items that disguise the user, such as a baf of disguise,
as leng as the item’s marker price does not exceed 200,000 gp.

Avatars

Lolth often sends her avatars to check up on her clerics or intimi-
date her foes.
P Avatar of Lolth: As Lolth except divine rank J; AC 57 (touch
37, Aat-foated 48% Atk +57 melee (1d6+12 plns poison/1%-20, bire ],
s or +FP+T4 490444 melee (Ld4+12/19-20, +F chaoric ghest towch
- nhaly J"ﬂ}'d'ff), or +62/+FT+52/+47 ranged (1d1+7, +5 chaotic ghost
| el maholy wbip), or spell +74 melee tooch or +56 ranged touch;
i 50 Divine aura (700 ft., DC 28), DR 42/+#, fire resistance 27,
SR 39; SV Fort +72, Ref +82, Will +74; all skill modifiers 3§
reduced by 8. "
Paison: As Lolth, except the save DC i5 33.
Hebs: As Lolth, except the webs have an Escape
Artist DC of 39, a hreak DC of 45, and 25 hit points per
Foot section. The web's poison save DC is 33.
Salient Divine Abilicier- Alter Farm, Alter Size, Call §
Creatures (up to 8 vermin serving simultaneously, each ™|
with up to 8 HD), Divine Shield (9/day, stops 8D points of }
damage), Extra Domain (Chaos), Extra Domain (Dark- 4
nessl, Extra Domain (Evil), Hand of Death (Fort DC 38),
Shift Form.
Speli-Like Abilities: Caster level 17th, or 18th for chaos
or ¢vil spells; saving throw DIC 28 « spell level

malar

The Brastlord, the Black-Bilooded Pard
Lesser Deity

Symbol: Bestial claw with brown fur and curving
bloody talons

Home Plane: Fury’s Heart

Alignment: Chaotic Evil

Partfalio: Bloodlust, evil lyeanthropes, hunters,
marauding beasts and monsters, stalking

= Hunters, evil ly¢anthropes, sentient carni-
vores, rangers, druids
CE, CN, NE
Animal, Chaos, Evil, Moon, Strength
A beast's claw (claw bracer)

Worshipers:

Cleric Alignments:
Domains;
Favored Weapon:

Malar (abiare) is a primordial, savage deity who revels in the
hunt and ‘the blood of the kill. Appearing as a sleek and supple cat-
like beast with blood-spattered ebony fur, Malar delights in instill-
ing fear in his victims, For he can literally sméll and raste the
essences of their terror. The Beastlord is known by many names in
‘many lands, including the Stalker along the shores of the Vilhon
Heach, the Render across the Endless Tee and the Great Glacier, the
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Blug Bear among the Uthgarde, and Herne among the orcs of the
High Forest. .

“In civilized settings, the church of Malar is widely loathed, for its
members—ofren evil lycanthropes—are some of the most danger-
ous threats to the safety of the local populace. Along the frontier
and in wilderness settings, however, those who must hunt for food
reluctantly pay homage to the Beastlord, even as they fear his cru-
elty. Dutsiders sometimes differentiate between “Hunts,” as Malar-
ite bands are knawn, that operare openly and those rhat stalk the
night. Some realms, such as Cormyr, legally recognize the former as
having dominion over hunting while considering the latter to be
little more than dangerous predators to be driven off or slain.

Clerics of Malar pray for spells at night, preferably under a full
moon. They also offer prayers to the Beastlord-before the chase,
during pursuit, and while drinking a toast over the slain quarey
{sometimes with its blood] The droning Bloodsong is intoned over
the bodies of all creatures slain during a hunt, and specific ritual
prayers and chants accompany feasting on any prey. Two great
rituals are the Feast of the Stags and the High Hunt In the
former, clerics and worshipers of Malar hunt plenty of game
hefore Highharvestide and then invite all (especially those not of
the faith) to join them at a feast, where they pledge to hunt in the
coming winter to provide for the needy. (This is one of the few
things the church does that pleases the commen folk.) During the
. High Hunt, held each season, worshipers adorned in kill
s trophies hunt a humanoid, who can win his or her life
f and a bosn by escaping or surviving & day and & night,

Malar’s clerics often multicldss as harbarians,
e rangers, or druids, Many are evil lycanthropes such
/s werewolves,

History/Relationships: - Malar is an ancient deity

the land. He has always hated the Fair Folk and main-
tains a long-standing alliance with Lolth against the Sel-
Lz durine, Over the centuries, he has tried to vsurp power from
other deities with varying degrees of success: He is one of the
&n Deities of Fury, along with Talos (his superior), Auril, and

&= Umberlee, and he is allied with dark deities such as Barie and

' Loviatar. The Beastlord fights against the deities of peace, civiliza-

tion, and nature, but harbors a particulsr loathing for Nobanion
since that deity defeared him in a fierce conflict, known as the Roar
of Shadows, during the Time of Troubles.

Dogma; Survival of the fittest and the winnowing of the weak are
Malar's legacy. A brutal, bloody death or kill has great meaning, The
crux of life is the challenge between the hunter and the prey, the
determination of wha lives or dies, View every important rask as a
hunt. Remam ever alert and alive. Walk the wilderness without trep-
idation, and show wo fear in the hunt. Savagery and strong emotions
defeat reason and careful thought in all things Taste the blood of
those you slay, and never kill from a distance, Work against those
who cut back the forest and who kill beasts solely because they are
dangerous, Slay not the young, the pregnant, or deepspawn so that
prey will remain plentiful

Clergy and Temples: Clerics of Malar indulge i hunting as often
15 possible. They drive the hent to make it as dangerous as possible
to prey and predator alike, and try to ensure that its bloody finale
takes place in a settled arca. Common folk do not appreciate having
desperate wolves, displacer beasrs, and the like chased through town,
and they tend to hate and fear Malar's faith—which is the whole
ides. Malarite clergy also preach the joy and bounty of the hunt and
work to thwart the expansion of civilization to preserve as much
wilderness as possible. To this end, they stage raids and acts of van-
dalism that are popular with outlaws and bored young nobles. Malar-
ites oppose druidic circles dedicated to Eldath, Miclikki, Silvanus,
and similar deities and their allies, such as the Harpers Such groups

” who dates back to the days when the first beasts stalked
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promote and maintain natural balance, which Malarites see as inter-
fering with the rightful triumph of the strong over the weak.

Temples of Malar are rare, as most Hunts eschew formal build-
ings for shadowed wilderness glades. Unlike most druidic éircles,
those of Malar’s worship consist of inwardly curving, fang-shaped
stones arranged in a ring, In more civilized settings, where the activ-
ities of Malarites are viewed with loathing, the sacred area may be
hidden within extensive limestone caverns accessible via a sinkhole
ahove the center of the stone circle. The twisting subterranean pas-
sages serve as hunting grounds through which ruthless Malarites
stilk sentient prey (particularly humanoids) captured from the sup-
rounding region,

Ceremonial headgenr 15 made from the pelr and head of the most
umpressive beast the clerie has killed with bare hands (usually a bear
or great cat, but sometimes an owlbear, displacer beast, or a stranger
creature ) Malarites carry hunting horns at their beles and are never
without several daggers sheathed in boots and belts,
strapped to either forearm, or hidden in a sheath at
the nape of the neck under the hair or in an armpit.
Weadland garb of red or brown is the favared dress
for hunts, often concealed by day under a woodcloak
of mottled black, gray, and green. Clerics looking to
make an impression may also wear necklaces of
ammal bones, fangs, and claws and a variety of pelts,

The church of Malar 15 loosely bound arfd withour
a central hierarchy. It 15 erganized around the con-
cept of the Hunt and consists of local, independent
cells. This makes it all the mére difficult to counter or
remove, for a5 soon a5 one den of Malarites is con-
tained, another arises, Huntmasters
are the informal religious leaders of
the church and may he clerics,
druids, rangers, or shapechanging
predators. They decide the locale,
time, and prey of the ceremonial
hunts of the faithful. The office of
Huntmaster 15 won by challenge—a
fight to the death if the mcumbent
does not resign.

Mmalar

Ranger 20/Druid 10/Barbarian 10
Medium-Size Qutsider (Chaotic,
,Exil)

Divine Rank: 10

Hit Dice; 20d8+140 (outsider) plus 20d1C+140
(Rgr) plus 20d4+70 (Drd) plus 10d12+70 (Bbn)

(980 hp)

Initiative: +18, alwavs first (+14 Dex, +4 Improved Initiative,
Supreme Initiative)

Speed: 70 fi,

AC: 66 (+14 Dex, +10 diving, +23 natural, +9 deflection)

Astacke + 5 keew qnboly bite +71 melec and two <7 keen wnboly
efaws +69 melee (beast form only), or + 1 keen unholy Inngspear
+70/+65 /460457 melee (humanoid form only), or +¥ keen
unholy dagger +68/+63/+58/453 melee and « 5 keen unholy dag-
ger +68 melee (humanoid form only); or spell +6F melee touch
or +64 ranged touch *Always receives a 20 on attack rolls; rall
die to check far critical hit

Damage: ¥ keen nunboly bite 2d6+20/18-20 and two +F keew sinboly
edaws 1d8+12/18-20 (beast form only), or +F keew wmboly dong-
spear 1d8+27/19-20/%3 (humanoid Form only), or +5 keen
wacholy dagger 104:20/17-20 and = 5 keen unboly dagger
1d4:12/17-20 (humanoid form enly}; or hy spell

Malar
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Pace/Reach: 7 ft. by 7 fr/¥ fr.

Special Attacks: Domain powers, salient divine abilities, spell-like
ahilities.

Special Qpalities: Animal companion (up to a total of 10 HD),
divine aura (1,000 ft, DC 29), divine immunities, DR 47/+4,
fast movement, favored enemics (animals +7, elves +4, beasts
+3, giants +2, dragons +17, fire resistance 30, godly realm (1
mile Outer Plane, 1,00Q ft. Material Plane), low-light vision,
nature sense, plane shif av will, rage 3/day, remote communica-
tion 10 miles, resist nature’s lure, spontanecus casting of divine
spells, SR 42, relepors swithont error at will, trackless step, undes-
stand, speak, and read all lingusges and speak directly to all
beings within 10 miles, venom immunity, wild shape (Small,
Medinm-size, or Large animal 4/day ), woodland stride.

Saves; Fort +49, Rell +56, Will +49.

Abilities: Str 40, Dex 38, Con 24, Int 24, Wis 27, Cha 29.

Skills: Animal Empathy +52, Climh +88, Concentration +57, Craft

(trapmaking) +¥1; Handle Animal +63, Heal +37, Hide +57,

[ntuit Direction +60, Jump +88, Knowledge (nature) +57,

Knowledge (religion) +40, Listen +82, Move Silently

+34, Rude (horse +28, Search +50, Spelleraft +51,
Spot +§2, Swim +78, Wilderness, Lore +80.
Feats: Alertness, Blind-Fight, Cleave, Combat
Casting, Combat Reflexes, Dodge, Expertise,
Great Cleave, Improved Bull Rush, Impraved
Critical (bite), Improved Critical (claw),
Improved Initiarive, Mobility,
Multiattack, Power Attiack, Run,
Spring Attack, Track, Weapon Focius
(e |, Weapon Focus (claw),
Whirlwind Attack.

Divine Immunities: Ability
damage, ability drain, acid,
cold, death effects, disease, dis
mregration, electricity, energy

drain, mind-affecting effects,
paralysis, poison, slegp, stunning,
transmutation,  impriforment,

Banisbment.

Salient Divine Abilities: Alter
Form, Alter Stze, Avatar (up to
5, Bartlesense, Contrel Crea:
tures (up to 16 lycanthropes

day, Will DC 29} Divine

Ranger, Divine Shield (10/day,

stops 100 pomts of damage),
Extra Domain (Chaos), Extra
Dormain (Strength), Shift Form, Supreme Initiative, Wound Enemy.

Shift Form: This power allows Malar to shift between his beast
and his humanoud foris (see Avatars, below, for descriptions ),

Domain Powers: 10/day use animal friendsbip; cast chaotic spells
at +1 caster level; cast evil spells at +1 caster level; 1%/day turn or
destroy lycanthropes; 10/day feat of strength (10 enbancement
bonus to Str fer 1 round).

Spell-Like Abilities: Malar uses these abilities as a 20th-level
caster, except for chaotic spells and evil spells, which he uses as a
2st-level caster. The save DCs are 29 + spell level, Awimal shapes,
animate objects, antilife shell, Bighy's clenched fist, Bighy's crushing
band, Bighy's grasping band, blasphemy, bull's strength, calm animals,
ehags hammer, cloak of chaes, commune with sature; eveate undead,
creeping doam, degecrate, dispel good, dispel law, dominate anintal,

emulion, endure elements, faerie fire, bold animal, insanity, magie

cirele agatnst good, magic cirele against law, magic vestment, moon
blade, mown patl, mosnbeam, mosnfive, permancal image, profection



Srom good, protection [rem law, repel vermin, vighteous might,

shapechange, sharter, spedl tmmunity, staneskin, siommon monster IX

{as chaos or evil spell anly ), umboly aura, nnboly blight, word of chass,

Rage: The Tollowing changes arc in effect as long as Malar rages:
AC 64 hp 1,100, Atk +73 melee (2d6+22/18-20, +7 keew unboly
Bife, beast form only) and +71 melec (1d8+13/18=20, 2 +F keen
unholy elows, beast form only), or +7TL46T7/+62/+57 melee
(1d8-30/19-20/x3, +7 deen unboly longspear, humanowd farm only’,
or + 70465/ +60/4FF melee (1d4+22/17-20, <5 keew dnboly dagger,
humanoid form only ) and <70 melee (1d4+13/17-20, + Sheen unboly
dagger, humanoid form only); or spell +67 melec touch or +64
ranged rouch; BV Forr 451, Will +51; Str 39, Com 28; Climb 490,
Concentration +37, Jump +90, Swim +80. His rage lasts for 12
tounds. At the end of the rage, Malar is fatigued for the duration of
that encounter.

Druid Spells/Day: 6/6/6/5/4 3, base DC = 17 + spell level

Ranger Spells/Day: 5/5/5/4; base DC =17 + spell level.

Possessions: In his beast form, Malar carries no equipment. In his
humanoid form, he carrics & + 5 lomgspear with the keen and unholy
special abilities.

Caster Level: 25th; #eighs: 9 1b,

In his lumanoid form, Malar also carries two +§ daggers, both
with the keen and unhaly special abilicies,

Caster Ledel: 25thy WFeight: 1 1h,

OTHER Drvine POWERS

As a lesser deity, Malar may take 10.on any check. Malar trears a 1
on an attack roll or saving throw normally and not as an autemat-
ic failure. He 13 immortal, .

Senser: Malar can see (using normal vision or low-light vision,
hear, touch, and smell at a distance of ten miles, As a standard action,
he ¢an perceive anything within ten miles of his worshipers, holy
sites, objects, or any lecation where once of his titles or name was
spoken in the last hour. He can extend his senses to up 1o five loca-
tipns at once. He can block the sensing power of deitics of his rank
‘or lewer at up to twe remote locations at once for up ro 10 hours,

Portfolio Sense: Malar senses any hust, as long as the event
nuestion affects ar least five hundred creatures, He is similarly aware
when an evil Iycanthrope assumes its bestinl form if the event is of
similar scope (& lycanthrope terrorizing a town, for example)

Automatic Actions: Malar can use Hide, Knowledge (narure),
Listen, Search, Spot, or Wilderness Lore as a free action if the DC
for the task is 20 or lower. Malar cannot do anything as & free
acticn if the task would be a move action or part of 4 move action.
He can perform up to five such free acrions each round.

Create Magic Items: Malar can create any kind of magie item
made ar léast in pare from natural objects, as.well as any item that
might aud in a hont, as long as the item’s market price does not
exceed 30,000 gp.

Avatrars .

Maler fuvors two forms when he stalks the Realms. In either case,
he uses the same seatistics, with specific attacks as noted above. As
the Beast, he appears as a man-high, catlike beast, sleek and supple
In its movements. His ebony fur is matted with blood, and his talons
and fangs endlessly drip blood, The Beast canngt speak.

As ths Master of the Hunt, also known as the Wild Huntsr,
Malar apjiears as & black-furred, 12-foor-tall humanoid with red eves
abiove a wuffling, flesh-draped hele rather than & nose and mouth,
ind ' large rack of antlers. Malar can speak in this form and can
cause uis antlers to melt away and reappear at will, allowing him to
avaid damage to his rack and preventing opponents from cnsnaring
his antlers. The Master of the Hunt is typically accempanied by a
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pack of twenty-one fiendish wolves (fiendish winter wolves in paldr
regions) of the largest. possible sire.

¥ Avatar of Malar: As Malar except divine rank §; AC 76 (touch
38, flat-footed T67% Atk +66 melee (2d6-20/18-20, +1 keew snboly
bite, beast Form only) and +64 melee (1d8+12/18-20, 7 + 5 keen unboly
clawsy beast form  only), or +65+604F5/+70 melee
(15IE+'Z".","1'|'—1.G|."¥13, +1 keen snboly fem,;rpear, humancid form only),
or +63/4+FB/F3/+48 melee (1d4420/17-20, +5 keew umboly dagger,
humanoid form enly jand +63 (1d412/17-20, + 5 keen unboly dagger,
humanoid form only), or spell +60 melee touch or +59 ranged touch;
S0 Divine aura (50 [t, DC 24, DR 40/+4, fire resistance 27, SR 37;
SV Forr «44; Ref +51, Will +44; all skill medifiers reduced by 5.

Rage: The following changes are in effect as long as Malar’s
avatar rages: AC 4 (touch 36, Mlar-footed 5§45 hp L100; Atk +68
melee (2d6422/18-20, 5 keen unbndy bite, beast form only) and
+66 melee (1d8+13/168-20, 2 +J keew amboly elaws, beast form
only) or +67/+62+57+57 melee (1d8:30/19-20/%3, +5 keen
auboly longspear, humanoid form only), or +65/+60/+57/+50 melec
(1d4+22/17-20, +5 keew umboly dagger, humanoid form enly) and
+65 melee (1d4+13/17-20, 4 F kvew unboly dagger, humaneid form
only), ar spell +62 melee touch, or +59 ranged touch; SV Fort +446,
Will +46; Str 39, Con 28; Climb +8%, Concentration #52, Juinp
+85, Swim + 75, His rage lasts for 12 rounds. At the end of the rage,
Malar is fatigued For the durdarion of that encounter.

Salient Divine Abilities: Alter Size, Battlesense, Control Crea-
tures (up to 16 lycanthropes/day, Will DC 29), Divine Ranger,
Divine Shicld (10/ddy, stops 100 points of damage), Wound Enemy.

Spelt-Like Abilities: Caster level 17th, or 16th for evil spells
saving throw DC 24 + spell level. Without the Extra Domain salient
ability, Malar's avatar loses access to rthe Chaos and Strength
dmnn.m:-, the feat of Strength domain power, and the spell-like ahil-
ities awimate objects, Bighy's clenched [fist, Bighy's crushing band,
Bighy's grasping band, hull's strengeh, chaos bammer, cloak of chaos,
dispel law, cndure elements, magic circle against faw, magic ves-
ment, profection from latw, righteous might, shatter, spell immimity,
stonesking swmmion monster LX (as chaotic spell snds), word of chass,

Mask

Master of Al Thieves, Lord of Sbad'm:

Lesser Deity

Symbol: Black velvet mask tinged with ved

Home Plane: Plane of Shadow

Aligoment: Neutrul evil

Portfolio: Shadows, thievery, thieves

Waorshipers: Assassins, bepgars, criminals, rogues, shades,
shadowdancers

Cleric Alignments: CF, LE, NE

Diomains: Darkness, Evil, Luck, Trickery

Favored Weapon: “Stealthwhisper” (longsword)

Mask (sask) is sclf-possessed, confident, and fond of intricate plots,
though his schemies are glways getting him in trouble. The Lord of
Shadows is wary but cool, never losing his cemper, and he always
seems to be holding back & mocking comment. Mask’s gver-changing
appearance serves him well: His true form is unknown.

The church of Mask is widely feared, not so much for its supposed
cruelty as its penchant for thicvery and stalking the shadows. Most
oursiders view it as little more than an organized guild of rogues
cleaked in the vencer of religion—a surprisingly accurate depiction.
In political circles, the Lord of Shadows’ reputation for intrigue
lingess on, and astute observers have noted that his church often
acts a8 a netwark of spies for hire as well.
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Clerics of Mask pray ar night in darkness or shadows, At least once a
month, egch major temple performs the Ritual of the Unseen Presence
to acknowledge Mask's constant scrutiny of all deeds, no matter how
well hidden. This involves hymns; chanted verse, and offerings of
wealth. Lay warshipers and Maskarran also participate in daily
Sunset Prayers, in which they kneel, worship before the central altar,
and proffer coin. In recognition of the wry humar of Mask, who so
often makes the high low and the low high, junior clergy give money
to senior clemgy, and the highest-ranking cleric gwcﬁ com to the
lowest-ranking. Clerics tend to multiclass as assassins, bards, divine
seckers, guild thieves, rogues, shadow qdepts, or shadowdancers.

History/Relationships: Mask's penchant for intrigues and larceny
has cost him not only potenoal allies but, of late, a great deal of power
as well: During the Time of Troubles, the Lord of Shadows assumed
the guise of Gedsbawe, the sword the mortal Cyric wielded to slay
Bhaal, Lord of Murder. After the Avatar Crisis, he betrayed Lewa to
Cyric, enabling the Dark Sun to seize the portfolio of illusion. Mask’s
multilayered plots ultimately resulted in his reading of the Cyrin-
ishad, a mistake that nearly destroved him, cost him much of his
divine power, and allowed Cyric to seize the portfolio of intrigue, To
make matters worse, the Lord of Shadows earned the enmity of Kezef
the Chans Heund, a powerful c:traplanar entity. Mask finally got
Kezef off his trail after acquiring Houndsbane, 2 powerful magic
sword crafted by the Lady of Mysteries, Should Mask ever lose that
weapon, however, Kezef will renew his pursuic immediately.

Mask has made overtures to Bane since his return regarding a
possible alliance, but the Black Lord is well aware of the true
nature of the Master of All Thieves. Mask hates Cyric for steal-
ing pare of his portfolioand endlessly schemes to regain that
which he considers rightfully his. Ironically, Shar, who
wishes to steal the portfolio of shadows from him, is now
watching him. By nature, Mask 15 opposed to Waukeen and
Helm, although deities such as Deneir, Oghma, Torm, Tyr,
and Seline work to thwart his plots as well,

Dogma: All that oceurs within shadows 15 in the purview of
Mask. Ownership is nine-tenths of what is right, and ewnership
is defined as possessions The world belongs to the quick, the
smooth-rongucd, and the light-fingered. Stealth and wariness are
virtues, as are glibness and the skill to say one thing and mean

another, twisting a situation to your advanta.g¢ Wealth rightfully.

belongs to those who can acquire it. Strive to end cach day with more
wealth than you began it, but steal what is most vital, not every-
thing at hand. Honesty is for foals, but apparent honesty is valuable,
Make every truth seem plausible, and never lie when you can tell the
tryth but leave a mistaken impression. Subtlety s cverything,
Mamipulation is better than force, especinlly when you can make
people think they have done something on their own iditiative.
Never do the obvioos except to conceal something else. Trust in the
shadows, for the bright way makes you an easy target,

Clergy and Temples: The church of Mask is second only ro the
church of Waukeen in wealth. Members of the clergy can call on
untold wealth stolen in the past and hidden away in secret places.
Maskarran do not hoard and gloat over their takings like dwarves
croon over gold; they actively use it to buy agents, bribe officials,
sway agreeménts, and manipulate folk. Clerics wark behind the
scenes to achieve mysterious ends. This may take several attempts,
perfectly acceptahble as long as it docs not become too obvious who
is behind them, It is to the advantage of such scasoned conspirators
that many gullible folk think Mask is dead and his worship reduced
to scattered cults

From day to day, Maskarran typically tend to their plots and pro-
vide support to and collect tithes from individual thieves and
thieves’ guilds. Each temple has its own policy about reporting unaf-
filinted thieves: Some provide aid bur covertly inform the local
guild, others refuse aid and inform, and still others help whoever

pays the proper tithe and inform no one. Maskarran strive to keep
hidden, sometimes holding services in underground shrines beneath
local thieves' guilds. In arcas with a single strong guild, the remple
is usually connecred to the guild hall via underground tunnels or
sewers. In large cities with competing guilds, the temple 5 recog:
nized as neotral ground by all sides. The central Altar of the Masked
Deity is always 2 massive stone block with a mask of black velvet,
fur, or silk floating above it or a wall mosaic inlaid with precious’
gemstroncs behind i

Ceremonial Maskarran dress consists of tunics and trousers in 4
colorful motley. The tunics sport ballooned sleeves and cuffs and
bright embroidery to display wealth. The entire outfit s covered
with a full-length, hooded gray cloak that can be drawn shut to hide
‘the colors beneath. A black cloth mask s worn henearh the hoad
In areas where Muask's worship has fallen on particularly hard
times, only the gray cloak and mask are worn as a symbal of his
favor, Inside the temple, the masks are of black gauze and do not
conceal the identity of the wearer; in publie, such masks arc usual-
Iy heavy, black wool or double-thick sitk and cover most of the Faee
(and beard, if necessary.)

Historically, the church of Mask has consisted of a looscly linked
web of independent operators, individual temples, and regional
organizations. While that structure has not fundamentally changed,
recent reverses suffered by the faith have prompted leading clergy
to work towsrd greater cooperation within the church as a
whole: As a result, many seerets are bemng passed along to
where they can best be used to the church’s advantage. This
has, at least for the mament, stemmed che Faith’s loss of infly-
ence to the church of Cyric.

Mmask

Rogue 20/Shadowdancer 10/Assassinl0

Medium-8ize Outsider (Evil)

Divine Bank: 10

Hit Dice: 20485140 {outsider) plus 194104133 (Rog) plus

10d6+70 (Brd) plus 10d6+70 (Asn) (820 hp)

Initiative: +24, always first (+20 Dex, +4 Improved Initiative,

Supreme Imitiative)

Speed: 60 ft.

AC: 72 (+20 Dex, +10 divine, +23 natural, +2 deflection)

Attacks: + 4 froit keen spoed fomprward +37/+5 7452+ 47/+42 meles
and +# frost keew spoed Jongrivord +57/+77/+52 melee; or spell
+§7 melee touch or +70 ranged touch.

Damage: + 4 frost keen speed lomgaword 1d8+11 plus 1d6
cold/15-20und +4 frost keem ipeed longrword 1d8+7 phus 1d6
cold/15-20; or by spell

Pace/Reack: ¥ ft. by T ft./7 fe.

Special Attacks: Deach artack (DC 39), domain powers, salient
divine abilities, sneak atrack +18dé, spell-like abilities,

Special Qualities: Crippling strike, darkvision 60 ft, defensive roll,
divine aura (1,000 fr, DC 29}, divine immunities, DR 45/+4,
eviision, Fire resistance 30, godly realm (1 mile Outer Plane,
1,000 fr. Material Plane), hide in plain sight, improved evasion,
oppartunist, plane thifs at will, remote communication 10 miles,
shadew illusion, shadow jump (160 Ft./day), slippery mind, SR
42, summon shadow (up to 3, 6 HD each), releport uithout ervor
at will, traps, uncanny. dodge (Dex bonus to AC, cannot be
flanked, +4 against traps), understand, speak, and read all lun-
guages and speak directly toall beings within 10 miles.

Baves: Fort +49, Ref +67, Will +49.

Abilities: Str 24, Dex G, Con 24, Int 29, Wis 24, Cha 29,

Skille: Appraise +42, Balance +77, Bluff +42, Climb +37, Craft (trap-
making) +46, Decipher Seript +57, Diplomacy +42, Disable
Device +3%, Disguise +62, Escape Artist +68, Forpery +49, Gather




Information +59, Hide +73, Innuendo +51, Intimidate +43, Intuit
Direction +47, Jump +64, Knowledge (religion) +38, Listen +49,
Move Silently +63, Open Lock +47, Perform +42, Pick Pocket
++4, Read Lips +59, Search +32, Sense Motive +57, Spot +49,
Swim +37, Tumble +77, Us¢ Magic Device +72, Use Rope +73.
Featw Alertness, Ambidextericy, Blind-Fight, Combat Casting,
Combat Reflexcs, Deflect Arrows, Dodge, Expertise, Far Shot,
Impraved Critical (longsward), Improved Initiative, Improved
Two-Weapan Fighting, Improved Unarmed Strike, Mobility,
Point Blank Shot, Precise Shot, Qunck Draw, Rapid Shot, Run,
Snatch Arvows, Spring Attack, Two-Weapon Fighting,
Whirlwind Attack.

Divine Immunities: Ability damage, ability drain, acid, cold, death
effects, disease, disintegration, electricity, energy drain, mind-affect-
ing effects, paralysis, peison, sleep,
stunning, transmutation, fwprison-
weent, Banisbment.

Salient Divine Abilities; Alter
Form, Alter Size, Avatar (up to ¥, Bat-
tiesense, Divine Blast (12/day, up to 10
miles, 19d12), Divine Dodge (miss
chance 60%7, Divine Rogue, Divine
Shield (10/day, stops 100 points of
damuge), Divine Sneak Attack, Extra
Domam (Evil), Power of Luck (up to 10
erearures/day, +10 luck bonus or —10 lock
penalty |, Supreme Inititive.

Domain Powers; Cast evil spells at +1 caster
level; 10/day reroll a die roll once after it is made.
Spell-Like Abilities: Mask uses these abilities as a
20ehelevel caster, excepr for evil spells,
which he uses as o 21st-level caster, The
sive DCs are 29 + spell level, Aid, armor of
darknvis, blackiight, blaspbemy, blindmessy
deafwess, break enchantment, change self, confu-
sy, create endesd, darkboly, desecrate, dispel
Lod, eniropic shield, false vision, freedom of muve
nitnt, boky asera; invisibility, magic eivele againgt good,
mivacle, mislead, nightmare, nondelvction, ohscuring
miEs, pod) -'rfc,rlpflj any ohfect, prwer soord, Blind,
peeer twird, kill, proection from elemiénts, progeciion
Srom good, prying eyes, fereen, spell turning, summon monsier
£ (as evil spell only), time stop, unboly aura, unboly blight,
Assassin Spells/Day: §/4/4/3; base DC = 19 + spell level.
Possessions: Musk carries Steaithwbisper and Shadowblade,
two +# famgswords with the frost, keen, and speed special abilities.
Caster Level: 25thy Weight: 4 1b.

Ilusiration by Brem

OTHER DI1viINe POWERS

As a lesser deity, Mask may take 10 on any check. Mask treats a 1
on an attack roll or saving throw normally and not as an auromar-
i failure, He i immortal.-

Senses: Mask can se¢ (with normal vision or darkvision), hear,
touch, and smell at a distance of ten miles, As a standard action, he
can perceive anything within ten miles of his worshipers, holy sites,
abjects, or any location where one of his titles or name was spoken
in the 1ait hour. He can extend his senses to up to five locations at
once. He ¢an block the sensing power of deities of his rank or lower
at up to two remote locations at once for up to 10 hours.

Portfolio SBense: Mask senzes any theft or assassination, 48 long as
the event in question afTects at least Five hundred people. He is sim-
milarly aware of ¢landestine goings-on that take place in shadows if
the event is of similar scope.

Mask
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Automatic Actions: Mask can use any Rogue class skill as a free
action whether or not.he has ranks in it, as long as the DC for the
task 13 20 or lower. Mask cannet do anything as a free action if the
task wounld be a move action or part of a move action. He can per-
form up to five such free actions each round.

Create Magic Items: Mask can create any kind of magic itemn that
facilitates deception or theft, such as a bas of disguise or a chinme of
opening, 2z well as any magic item tied to the shadows, as long as the
irem’s market price dogs not exceed 30,000 gp.

Avatars

The typical avatar of Mask appears as a slightly builr human male
clad in soft gray leather armor, wearing a black mask tinged with
red and a black cloak. Though some sages
believe cthat to be his true or chosen
form, he may also appear as a soft-
spoken human female with glowing
pale skin, white starry lights for eves,
and floor-length, dark hair. In this
form, Mask walks harefoot and-is
always shrouded in shadowlike gloom,
In public, Mask’s form is ever-chang-
ing—human, halfling, or dwarf; male
or female; with any age, build, and
strength. Many legends among planar
travelers and priests. of Mask alike
speak about suspected encounters with
the deity. People are never quite sure iff
the pérson they met was Mask—or really
Burlstone Ironfist the dwarf, as he claumed.
Whatever his form, Mask’s tread and move-
ments make no sound and leave no trail
Previous to the whole Cyrinishad debacle,
one of Mask's avatar “forms was the rose-red
sword Godsbane carried by Cyric, but this avatar
was destroyed when Cyric broke the sword. Mask
has shown no sign of using a similar form since,
Mask 15 said to have matchless grace and dexreriey. He
can easily pluck thrown weapons out of the amr, vault
across chasms to plunge through small windows or to
entch hald of tiny ledges, and perform various intri-
cate tasks in midair while falling or tumbling, The
Lord of Shadows is wary, even paranoid (always
- spying en faithful and foes alike), and never
seems to lose his temper. He always speaks
calmly and even sardonically, as if mocking
humor always lurks behind every phrase.

® Avatar of Mask: As Mask except divine rank 7, Init +24; AC
62 (touch 44, flat-footed 62} Atk +05/+6F/+60/+57/+50 melee
(1d8+11/17-20, 4 frost keew speed fomgrword) and +65/+65/+60
melee (1dB+7/L5-20, +# frost keen ipeed lomgsword), or spell +52
meles touch or +65 ranged touch; SQ Divine aura (S0 fr, DC 24),
DR #0/+4, fire resistance 27, SR 37; 8V Fart +44, Ref £37, Will +44
all skill modifiers reduced by .

Salient Devine Abilities: Alter Form, Alter Size, Divine Rogue,
Divine Shield (10/day, stops FO points of damage), Divine Sneak
Artack, Power of Luck (up to ¥ creatures/day, +7 luck bonts or —F
luck penalty L

Spedi-Like Akilities: Caster level 15th; saving throw DC 24 +
spell level. Without the Extra Domain salient abilicy, Mask's avatar
loses access to the Evil domain, the associated domain power, and
the spell-like abilities blaspbemy, create undead, desccrate, dispel
good, magic circele against good, profection from good, sumimon moniter
FX (a5 evil spell only), unboly aura, unboly blight.

|
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mielikki

Our Lady of the Forest, the Forest Queen

Intermediate Deity

8ymbaol: Gold-horned, blue-eved unicorn's head fating
left

Home Plane: House of Nature

Alignment: Neutral good

Portfolio: Autumn, dryads, forest creatures, forests,
rangers ' .

Worshipers; Druids, fey creatures, foresters, rangers

Cleric Alignments:  CG, LG, NG

Domains: Animal, Good, Plant, Travel

Favored Weapon: “The Hornblade® (scimitar)

Michikki (my-fee-kec) is a good-humored deity who is quick to smile
and confident in her actions. She is fiercely loyul to and protective
of those she calls fricnds but considers carefully beforé including
someone among them. While she knows death is part of the cycle of
life, she is not as hard-hearted as Silvanus and often intervenes to
cure the injuries of a creature beciuse she finds them hard to hear.
Mielikki appears as a robust, russet-hared, brown-eyed
woman of shapely form and lithe grace, garbed in
Teather armor of muted green and hrown.

The church of Miclikki i8 well-regarded in wilder-
ness areas, where rangers are often the only shield
against the dangers of the frontier. Correctly or not, most
see its clergy as far more willing to seck an equitable bal-
ance between settlement and preserving nature than the
faithful of Silvanus or the elves who have long
stulked the forests. Moreover, her church is seen as a
necessary counter to the bestial savagery of the Beast-
lord’s followers.

Clerics, druids, and spellcasting rangers of Mielikki pray
for spells in the morning or evening but are required to
observe both. They listen to and understand the whispers of
the woods after a period of meditation and extended introspection.
Once a month, each cleric or druid js required to perform the Song
of Trees, a ritudl that calls forth a dryad or treant, and then serve
the creature by performing small tasks for a day. The church's maost
holy rituals, called the Four Feasts, take place on the equinoxes and
solstices. They celebrate the sensnal side of existence and involve
singing praises to the Lady i forest depths wherever possible, Cele-
brations on Greengrass and Midsummer night are similar to the
Four Feasts, but they also include planting rites and the Wild Ride,
where herds of unicorns gather and allow the Faithful to ride them
bareback through the forest. On years when Shieldmeet follows Mid-
summer, the Ride contirues for that day and night if desired. Almost
all clerics of Mielikki multiclass as rangers or [to a lesser exrent)
druids, Her druids may use armor and weapons allowed to rangers
and not be in violation of rheir sacred oaths.

History/Relationships: Mielikki is the daughter of Silvanus and
sister of Eldath. Gwaeron Windstrom and Shiallia serve her, and
Lurue the Unicorn is her mount when she rides into battle. Mielikki
is friendly with Shaundakul and Lathander and opposes evil-aligned
deities, particularly Malar, Talos, Talena,

Dogma: Intelligent beings can live in harmony with the wild
without requiring the destruction of one in the name of the other.
Embrace the wild and fear it not, because the wild ways are the good
ways. Keep the Balance and learn the hidden ways of life, but stress
the positive and outreaching nature of the wild. Do not allow trees
to be needlessly felled or the Forest burned. Live in the forest and be
a part of the forest, but do not dwell in endless battle against the
forest. Protect forest life, defend every tree, plant anew where death

48

fells:a tree, and restore the natural harmony that fire-users and
woodcatters often disrupt. Live as one with the woods; teach others
to do so, and punish and curtail those that hunt for sport or prac-
tice cruelties on wild creatures.

Clergy and Temples: Clerics and druids of Miclikki are oriented
toward protecting nature [especinlly forestsT from the forees of evil
and ignorance, They often wander among small communities nestled
at the edges of Forests both great and small, encouraging the inhabi-'
tants to care for and respect the trees and the life benearh their leafy
boughs, They try to prevent further encroachment by civilization on
the. remaining great forests by teaching carcful forest husbandry.
When called upon, they defend the trees with force of arms if neces-
sary. Rangers of the faith protecr and suppart rthe clergies of Eldath
and Silvanus, and they aid the Harpers in defending, renewing, and
even extending farests and forest life. They oppose those who deal in
fire magic (notably the Red Wizards) and encourage both city- and
Farm-dwelling folk to view woodlands as pleasant refuges For renewal
and enjoying natural beauty, not deadly wilds to be feared and foughr.

The members of Mielikki's church are widespread and rarely col-

et into large groups for any length of rime. There are few temples
to the Forest Queen; most worship takes place in glades or at small
shrines. Temples alwiys include a small stand of trees if not actual-
ly constructed m a grove. Most have at least one oak, which
serves as both altar and the home of a dryad. Small farest
creatures are always welcome within such houses of
i worship, and many reside therein year-round.
1 Mielikkion ceremonial garh consists of trousers,
O\ brown hoots, a short cape (woven by dryads from
spider silk and tinted with natural dyes), and a
tabard that s long-slecyved in winter and sleeveless
in sunimer. Capes cover armor (typically chain-
minil) in times of war. Colors vary with the seasons,
cach season having -a basc colar and an accent
Winter is white with green accents, spring green
with yellow accents, summer yellow with red accents,
and fall red with white accents. The unicorn's head of Mie-
likki, carved of ivory er bone or stitched in silver thread, is always
worn over the heart.

Much like the Harpers, the church of Mielikki has no formal
hicrarchy bur is instead led by the most senior clergy of the faith.
Elder clerics, druids, and rangers gather about them a nerwork of
allied individuals who share information and come together to
achieve the church's ends. In recent years, the church has organized
into three branches; the Heartwoods (dryads and treants), Arms of
the Farest (clerics and druids), and Needles (rangers) Mielikki has
dictated this to ensure the continued vitality of the faith and pre-
serve the ancient ways of the forest.

- - -

mielikki

Ranger 20/Druid 20

Medium-Size Outsider (Good)

Divine Rank: 13

Hit Dice: 20d8+140 (outsider) plus 204104140 (Rgr ) plus
2048+140 (Drd) (940 hp)

Initiative: +19, always first (+15 Dex, +4 Improved Initiative,
Supreme Initative)

Speed: 60 ft. .

AC: 73 (+15 Dex, #13 divine, +26 natural, +% deflection )

Attacks: +75 defending bely been mighty cleaving scimitar
+63(+58/+53/+48 melee and + 5 defending boly keen MI&IJU
cleaving scimitar +63/+58 melee, or + 4 speed mighty compasite
longhow (48 Str bonus) with +5 arrew: <79+ T3+ 74/+69/+64
ranged; or spell +61 melee touch or +68 ranged touch.

Damage: +J defending boly keen mighty cleaving scimitar
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1d64 131720 and « ¥ defending baly keenw mighty cleaving scim-
itar 1d6+9/15-20; or + 4 speed mighty composite longhow (+8 Str
 bonus) with + F arreses 1dB+18/%3; or by spell.

Face/Reach: 7 It. by ¥ /¥ ft.

fpecial Attacks: Domain powers, salient divine abilities, spell-like
abilities.

Special Qualities: A thousand faces, animal companion (up o 20
HB, divine aura (1,300 ft, DC 32}, divine immunities, DR
#8/<4, Favored enemues (undead +7, shapechangers +4, dragons
3, ginnts +2, beases +1}, fire resiseance 33, godly realm (10
miles Quter Plane, 1,300 Ft. Material Planel nature sénse, plane
shifr at will, remote communi-
cation 13 miles, resist nature’s
luse, spontancous casting of
divine spells, SR 45, felepors
withouf.error at will, timeless
body, trackless step, understand,
speak, and read all languages
and speak directly to all beings
within (divine rank) miles,
veltom immunity, seild shape
[Tiny, Small, Medium-size,
Large, Huoge, or dire animal
Tiday, clemental 3/day ), wood
land stride.

Saves; Fart +52, Ref 460, Will +60.
Abilities; Str 26, Dex 40, Con 24,
Int 24, Wis 40, Cha 2%,

Skills®: Animal Empathy +67,
Climb +77, Concentration +64,
Craft (bowmaking ) +66,
Diplomacy +3%, Handle Animal
+BY, Heal +72; Hide +672, Tnruit
Direction +74, Jump +57,
Knowledge (nature) 183,
Knowledge (religion’ +41, Ride
{horse) +70, Search +54, Spot
462, Swim +67, Use Rope 4672,
Wilderness Lare +114. *Always
receives a 20 on checks.

Feats: Blind-Fight, Combat

Casting, Combat Reflexes, Craft
Magic Arms and Armor, Craft
Waondroos Item, Create Portal,
Deodge, Expertise, Far Shot, Ln-
proved Critical (seimitar), Improved Initiative, Improved Two-
Weapan Fighting, Inscribe Rune, Mobility, Point Blank Shot,
Shot On The Run, Spring Attack, Track, Weapon Focus (com-
posite longhow |, Wedpon Focus (scimitar), Whirlwind Attack.
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Divige Immunities: Ability damage, ability drain, acid, cold, death
effects, disease, disintegration, electricity, energy drain, mind-affect-
mg effects, paralysis, poison, sleep, stunning, transmutation, impris-
omwaont, banishnient,

Balient Divine Abilities: Alter Size, Avatar (up to 100, Call Crea-
tures (up to 13 unicorns serving simultaneously, each with up to 13
HD) Command Plants 13-mile radius, Divine Archery 130 ft,
Bivine Blast (12/day, up to 13 miles, 22412 points of damage),
Divine Ranger, Divine Shield (10/day, stops 130 points of damage),
Divine 8kifl Focus (Wilderness Lore), Fxera Domain (Travel), Grow
Crenture (animals, up to 13 creatures day), Mind of the Beast
{amiken [up to 13 creatures/day ], or slwmber [Fort DC 32]), Power
of Nature (13-mile radius, duration concentration + up to 13 min
utes | Bpeak with Creature (animals), Stride (up to 13 creatures/day ),
Euprt-mc Inirative.

Mielikki
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Domuin Powess. 13/day use animad friendship; cast good spells ax
<]l caster level, 15/day rebuke or command plant creatures; 13
rounds/day freedom of moucment.

Spell-Like Abilities: Miclikki uses these abilities as a 23rd-level caster, 'l
except Tor good spells, which she uses s & 24th-level caseer, The save
DCs are 32 + spell level. Aid, animal shapes, antilife bell, astral gro-

Jgectivn, barkifin, blade barrier, calm animals, changestalf, command

plants, consmune with wafure, comtval planis, creeping doom, dimension

door, dispel evil, dominate animal, entangle, expeditions retreat, find

the Pd‘ﬂ:l, ff_, hold annmal, #:rﬁ';'.' Y o fmfﬁ _:m:'re-, IM.'L" 'ﬁwu'(f, Iocate

olyect, magic cirele against evil, phase door, plant growth, profection !
[rom cvil, repel vernein, repel svved,
shambler, thapechange, sumwion
manster IX (as good spell only), sefe-
pavt seithous evvor, wall of thorns,

Druid Spells/Day: 6/9/9/9/8/8/7/
T/6/6; base DC = 27 + spell level.

Ranger Spells/Day: 7/7/7/6; base
DC = 27 4+ spell level,

Possessions: Miclikki carries two
seimitars, both called Horieblades.
Fach i5a + 5 seimitar with the defend-
ing. holy, keen, and mighty cleaving
special abilities

Caster Level: 25th; Weight: 4 1b,

Mielikki also carries Harfsong, a
+ I mighty composite, longhowe (48 Str
bonus) with the speed special ability,

Caster Level: 23th; AFeight: 3 |b.

OTHER DIVINE
POWERS

As an intermediate deity, Ehlonna
automatically receives a die resule of
20 on any check. She trears a 1 on a
saving throw or attack roll normal-
ly and not as an avtomatic failure.
She is immortal.

Senses: Miclikki can sce, hear,
touch, and smell at a distance of thir-
teen miles As a standard action, she
can perceve anything within thirteen
miles of her worshipers, holy sites,

oljects, 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 two remote Jocations at once L
for up to 13 hours.

Portfolio Sense: Mielikki senses uny event that occurs within a
forest on Facriin the instant it happens and retans the sensation for
thirteen tendays after the event occurs. She 15 likewise aware of any
act that despoils or threatens to despoil a forest.

Automatic Actions: Miclikki can use Anmimal Empathy, Hide,
Knowledge {nature ), Listen, Search, Spot, or Wilderness Lore as a
free action if the DC for the sk is 2F or lower. Miclikki cannot
do anything as a free action if the task would be 1 move action or
part of a move action. She can perform up to ten such frec'actions
cach round.

Create Magic Items: Miclikki can create any Kind of magic item
made at least in part from natural objects, as well as any arms and
armor, as long as the item's market price does not exceed
200,000 gp.

_l.j__
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Avatars

Mielikks always walks on air. Her soundless feet never quite touch the
ground, so they leave no tracks. She prefers to appear as the Supreme
Ranger—a tall, shapely, robust woman who moves with n lithe grace,
clad in the leather armor used by many rangers. Her garb is muted
green and brown in hue, her russet hair hangs free about her shonl-
ders and down her back, and her eyes are large, deep brown pools
Mielikki can also choose to appear as the Forest Queen, a young
maiden with leaves and golden moss for hair. In this form, she walks
the air garbed in sheer robes of grecn and yellow and is surrounded
by summer songbirds. Mielikk’s voice i5 a low, rich purr in whatever
Form she takes. In earlier times, she occasionally appeared with the
antlers of a stag growing from her Forehead, or slowly grew them as
mortals watched. (Since Beshaba began to use the black antlers as her
symbol, however, Miclikki all but ceased this practice.) The Lady of
the Forest sometimes rides Laroe (or her avatar) into battle.

P Avatar of Miclikki: As Miclikki except divine rank 6, AC £9
{touch 40, flatfooted 4475 Atk + 56457/ 446441 melee (1d6413/17-20,
+F defending boly keen mighty cleaving seimitar) and +56/+51 melee
(1d6+9/15-20, +J defending holy keen mighty cleaving scimitar), or
FTLRTUAT+6LTT ranged (1dB+18/%3, +# spred mighty composite
domgdom [+8 Str bonus] with +5 arrowes), or spell +74 melee rouch or
+61 ranged touch; SQ Divine aura (600 fr, DC 27), DR 41/+4, fire
resistance 26, SR 38; SV Fort +45%, Ref +53, Will +53; Wilderness
Lare +100; all other skill medificrs reduced by 7.

Salient Divine Abilities: Alter Size, Call Creatures (up to § uni-
corns serving simultaneously, each with up to 6 HD), Command
Plants 6-mile radios, Divine Archery 60 [, Divine Shield
{10/day, stops 60 points of damage), Divine Skill Focus
(Wilderness Lore), Extra Domain (Travel), Speak with
Creature {animals)

Speh’-:'_.-'.t-é- Abilitiesr Caster level 16th, or 17th
for good spells; saving throw DC 25 + spell level,

Mgs'h'a

The Lady of Myseries, the Mather of Al M'a'g'r'r

Greater Deity

Symbol: Circle of seven blue-white stars with red
mist flowing from the center

Home Plane: Dweomerheart

Alignment: Neutral good

Portfolio: Magic, spells, the Weave

Worshipers: Elves, half-clves, incantatrixes, mystic wan-
derers, sorcerers, spelldancers, spellfire chan-
nelers, wizards

Cleric Alignmentss CG, LE, LG, LN, NG

Domains: Goad, Illusion, Knowledge, Magic, Rung,
Spell

Favored Weapon: Seven whirling stars (shuriken)

Mystra (misstrah) provides for and tends to the Weave, of which she
15 effectively the embodiment. The Weave 1s the conduit that enables
mortal spellcasters and magical crafters to safely access the raw force
that is magic. Mystra is also the deity of the possibilities thar magic
can bring about, making her one of the most peowerful beings
mvolved with Toril Although she lavors the ethos of good, she has
learned that as deity of magie, she muse preserve the Balance, While
she can prevent the creation of new spells and magic items that her
philosophy opposes, she rarely exercises this ability unless they
threaten the Weave or magic in general. Mystra appears as a beauti-
ful human woman with dark, flowing hair and radiant skin,

The church of Mystra 15 very powerful across Facrin and
includés many adherents among the populace. Were more Wizards
and sorcerers devout worshipers of the Lady of Mysteries, the faith
would undoubtedly be the most powerful in all Faerin. Mystra's fol-
lowers have lost a great deal of influence since the Time of Trou-
bles, when magic ran amek and caused greaf destruction. The deity's
actions over the past decade have only driven more worshipers, par-
ticularly evil wizards and sorcerers, into the arms of Shar, 4

Clerics of Mystra pick one time of day or night to consistently pray
for spells They celebrate the 17ch day of Marpenoth, the anniversary
of the ascension of the current Mystra from her mortal form, but
otherwise have few calendar-related rituals, focosing more on a per-
sonal style of worship. For some devout arcane gpellcasters, this never ]
goes beyond a whispered prayver of thanks with each spell they cast, cou- l

|
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pled with some thought as to the moral consequences of its use. T
ceremonies of great personal significance are Starflight and Magefire
The former centers on a /7y spell that permits flight for as long as the
stars are visible i the sky. It is often used as an initiation when an indi-
vidual joins the church of Mystra or a celebration when two worshipers
are wed. During Magelire, great magical power surges through one’s
body, blazing in flickering blue fire as ir spills forth in cleansing and
renewal. The Hymn to the Lady s a solemmn rityal performed mostly
at funerals. While the living clergy intone a plainsong dirge, visions
arise of dead mages and Mystran clerics; Mystra of ten inserts her own
guiding scenes Mystra's clerics usually multiclass as arcane devotees,
dweomerkeepers (see Chapter &), sorcerers, or wizards.
History/Relationships: Mystra is the third deity to hold the posi
tion of Lady of Mysteries and Mother of All Magic since the rise
of Netheril, The first was Mystryl, who died suving the
S, Weave from the arrogance of the Netherese archwizard
Karsus. The second Lady of Mysteries was the {irst to
create the Chosen of Mystra, including Elminster,
Khelben, and the Seven Sisters. She died at the hands |
{\ of Helm during the Time of Troubles while trying
o return to the planes. Ar the cnd of the Avatar
 Crisis; a mortal wizard named Midnight assumed the
¥ name of her predecessor upon ascension to divinity.
Like Cyric-und Kelemvar, it took the mew Mystri
& some time to grow into her role as a deity. For a decade,
=" she bartled her old enemy Cyric on many occasions, and for
4 time, withheld the usc of magic from deitics and mortals alike,
However, since then she seems to have learned her role as guardian
of the Balance and impartial arbiter of the Weave.
Mystra’s customary advisor is Azuth, although the Lord of Spells
15 less close than he was with the previous Lady of Mysteries. Savrs
and Velsharoon, who thus indirectly report o Mystra as well, serve
Azuth. The Mother of Al Mapgic maintains close alliances with
deities of knowledge, such as Oghma, Deneir, and Milil, as well as
the deities of magic in other pantheons, including Corellon Larethi
an, Isis, and Thoth. Although she still hates Cyric with a passion and
views the return of Bane with burgeoning hatred, Mystra’s chief
antagonist is Shar, Shar secretly created the Shadow Weave long aga
in response to Seline's creation of Mystryl and the Weave (to which
Shar inadvertently contributed as well), Mystra sees Shar's actions
s a direct threat to her own portfolio and a grave danger to the
integrity of the Weave, and her ties with Seltne are strong and
growing. [t is Mystra's aim to eventually subsume the Shadow
Weave into her own portfolio, even if that means sacrificing her last
remaining vestiges of humanity and inherent gooduess and absorl-
ing more of the darkness that is Shar. |
Dogma: Love magic for itself. Do not treat it just as a weapan
to reshape the world to your will, True wisdom is knowing when net
to use magic. Strive to use magic less as your powers develop, for
often the threat or promise of ity use outstrips its actual perform:
ance. Magic is Are, the Gift of the Lady, and those who wield ir are
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privileged w0 the extreme. Conduct yourself humbly, net proudly,
while being mindful of this. Use the Art defrly and efficiently, not
garelessly and recklessly. Seek always to learn and create new magic.
Clergy and Temples: Mystran clergy work hard to preserve all
magicil lore so that magic can flourish in the future regardless of
what befalls the thinking races of Faerin or the powers of the
planes. They maintain secret libraries, private safeholds, well-guard-
el rescarch laboratories, and small, hidden stashes, Mystrans also
search out beings skilled in spell use and keep watch on the power
and behavior of individuals likely to become magic-wiclders of
mportance. The clergy actively seck out sources of old magie,
often From tombs, dangerous ruins—even liches. They tonsider
it more crucial to know the precise location of artifaces and |
items of magical power than to possess them, bur wherever
possible, they work to wrest control of such things from
the aggressively evil, the irresponsible, and the
upsound of mind. While some of Mystra’s clerics
follow the reachings of the older, lawful neutral
mearpnation of the deity, most have changed
alignment in accordance with her current
mearnation or have left the faith, All clefgy of
Mpystra are expected to devise their own new
magi¢ (whether 1t be spells or items) upon gain:
mg sufficient experience. In this way, magical
study remains o growing, vibrant thing, and
magic is not merely seen as a handy tool for
rulers and engineers to tame Faerun, but
remains a thing of wonder.

Temples of Mystra can be almost any size
and style of structure; some shrines are nat-
ural caves or groteocs All are living works
of art—aor rather, Art—rased with magic
and enwrapped in countless spells. Most
are filled with magic items, many of
which are of an ecsoteric rather than
practical nature. Most include an open
central courtyard in which daily gervie-
gs are held and from which one can see
the stars ar mght or o magical represen-
tation of them. Lesser rooms house
libraries of magical lore or serve as work,
shops and laboratories for experinientation
in the Art. Sites dedicared to the deity are
erthariced by the Weave to aupment spell-
easting power. Any spell cast within by
her clerics can benefit from one metam-
agic fear withour needing to take up a
higher-level spell slot; the benefit

ends if the recipient leaves the
lecation of the temple.
The ceremomial garb of Mys-
tran clerics consists of simple blue robes,
sometimes trimmed with white, accented by a cloak of deep blue in
talder clirrates. Some form of blue headgear is required, though this
may range from a plam skulleap for the scholarly orders of ithe
Sword Coast North to wide, ornate hats and helms in southern lands
Mystra’s symbol was a blue-white star before the Time of Trou-
bles, but both old and new symbols are still in use. Mystran clerics
are very talerant of the older worship of Mystra, as they feel thar
progress comes only by learning about the past. They let established
symbols of the old faith stand, but when creating new symbols, they
always use the new sipl of their deity.

All wiclders of magic and scekers after arcane lore of any race are
welcome in the service of Mystra. The hicrarchy of the Mystran
fuith is wide and varied, separating into orders concentrating on one

| —e—de——
Major Derries or FAErRUN
——

Mysira

form of magical encrgy. Relations between the various orders and
subgroups of the fuith are very good. Both divine and arcane spell-
casters fill its ranks without regard to experience level or origin. The
general rule of the Mystran faith s that talent and ability outweigh
social rank or legendary feats.

The church alse sponsors a knightly society of palading, a smail
arder of rangers, and on assembly of bards. The Knyghts of the Mystic
Fire often accompany members of the clergy on'quests o locate lost
hoards of ancient magic. These puladins also Form the cadre of lead-

ers for small groups of armed forces who guard Mystra's larger
temples and warkshops. The rangers, known as the Order of the
Shooting Star, serve as Jong-range scouts and spies for the
church. They also deal with magical threats against the natu-
ral arder of things, such as unloosed fiends and creatures born
of irresponsible arcane experumentation. Bards of the Children
of the Starry Quill often work as informartion gatherers and
rumormongers for the church or spend time in librarics
uncarthing magical knowledge and preserving it for posterity. ’
Some members of the Starry Quill are Harpers

r'
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Mystra

Wizard 20/Loremaster 10/Archmage §/Cleric 20 |
Medium-Size Outsider (Good)
Divine Rank: 15
J Hit Dice: 20d4+140 (Fer) plus 104470 }
B | (Lor) plus §d4+37 (Acm) plus 2048+140
3 (Clr) (685 hp)
Initiative: +9 .
Speed: 60 ft. E
AC: 78 (+9 Dex, =18 divine, +31 natural, !
+10 deflection) H
Attacks® +F distance keen rofurning
shock speli staving Shieriken +56 ranged,
ar spell +53 melee touch or +57 ranged
touch "Always receives a 20 on attack rolls;
roll die to check tor critical hit,
Damage®™ +F distance keen refurning shock spell
storisg shuriken 13 plus 1d6 electricity/19-20; or
by spell *Always does maximum damage (shuriken
13 points plus 6 points electriaity |
Face/Reach: 5 {t. by 5 [t/ It
! Special Attacks: Arcane fire (600 ft,

/ EV)‘N]E' Fda + 1ddfspell level), domnin powers, -
¢y salient divine abilities, spell-like abilities, \
turn undead 13/day. {

Special Qualities: Applicable knowledge, arcine
reach, bonus languages (2), divine aura (18
. miles, DC 38), divine immunities, DR
¥3/+4, familiar (cats), fwe resist-
ance 78, godly realm (100 miles
Outer Plane, 1,800 fr. Material Flanc), greater lore, instant
mastery (Forgery), lore +7L, lore of true stamina, mastery of cotiy-
terspelling, mastery of clements, mastery of shaping, more new-
found arcana, newfound areann, plane rhift at will, remote cont- !
munication 18 miles, spontaneous casting of divine spells, SR 70, '
selepart withont error at will, true love, understand, speak, and read

all kanguages and speak directly to all beings within 18 milés, ;

Saves" Fort +49, Ref +70, Will +62. *Always receives a 20 on saves.

Abilities: Str 24, Dex 28, Con 24, Tnt 47, Wis 40, Cha 30,

Skills*; Alchemy +78, Appraise +58, Conesntration +87, Craft (book-
binding | +80, Ceafr (calligraphy) +72, Craft (gemcutting)+72,
Craflt (metalworking) +64, Craft (stone carving) +64, Craft (wood-
carving) +64, Diplomacy +74, Disable Device +36, Forgery +39,
Heal +6%, Knowledge (arcana) +9%, Knowledge (geography) +49,
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Knowledge (history ) +69, Knowledge (nature ) +69, Knowledge
(nohiljry and royalty ) +69, Knowledge (planes) <69, Knowledge
(religion ) +7%, Listén +34, Ride (horse) +28, Scry +93, Search +36,
Spelleraft +97, Spot +34. *Always receives a 20 on checks

Feats; Brew Potion, Combar Casting, Craft Magic Arms and
Armor, Cralt Rod, Craft Staff, Create Portal, Cralt Wondrous
Ttem, Craft Wand, Empower Spell, Enlarge Spell, Extend Spell,
Foriiq Ring, Heighren Spell, Inscribe Rune, Maximize Spell,
Persistent 8pell, Quicken Spell, Seribe Scrall, Silent Spell, Skill
Focus (Knowledge [arcana]), Skill Focus (Spelleraft), Spell
Focus (Divinatien), Spell Focus (Eyocation), Spell Mastery,
Spell Penetration, Spelleasting Prodigy.

Divine Immunities: Ability damage, ability drain, acid, cold, death
effects, disease, disintegration, electricity, energy drain, mind-affect-
ing effects, paralysis, poison, rieep, stunning, transmuestion, pris-
onment, bawishment,

Balient Divine Abilities: Alter Reality (save DC 48 for duplicated
spells, temporary nenmagical objects last 18 days, temporary magic
items or creatures last 18 hours’, Alter Size, Arcane Mustery, Auto-
matic Metamagic (Still Spell); Avatar (up to 20), Glearsight I8 e,
Craft Artifact, Create Greater Object (up to 180 Ib total weight or
360 cubic feet of volume), Create Object {up to Y0 1b rotal weight
ar 180 cubic feer of volume), Deny Weavet, Divine Blast (13/day,
up to 18 miles, 28412 points of damage), Divine Crzation (up to
1,800 1b total weight or 360 cubic feet of volume), Divine Shield
(10/day, stops 180 points of damage), Divine Spellcasting, Txtra
Domain (Good), Extra Domain (Tllusion), Extre Domain (Rune],
Increased Energy Resistance (fire), Increased Spell Resistance,
Iustant Counterspell, Know Secrers (Will DG 38), See Magic, Spon-
taneous Wizard Spells. tUnique ability, described below.

Domain Powers: Cast good spells at +1 caster level; cast illusion
spells ar +1 caster level; cast divination spells at +1 caster level; use
spell completion or spell trigger devices as Wizas,

Spell-Like Abilitiess Mystra uses these abilities as ¢ 28th-level
caster, except for divination spells, good spells, and illusion spells,
which she uses as a 29th-level caster. The save DCs are 38 + spell
level. Aid, antimagic [ield, anyspell, blade barrier, break enchane-
miend, clairandience Clairvavance, derect secred deory, detear thoughrs,
diseern location, dispel evil, dispel magie, :!up}acrmem! divination,
Drawmiy's indlant summeni, erase, explosive runes, find the path,
[forezight, glvph of warding, greater anyipedl, greater glyph of ward:
img, baly aura, boly smite, boly word, identify, imbue with spell abif-
ity, legend lare, lesser plawar binding, {imited swish, mage armor,
magic cirele against evil; minor image, mislyad, Mordenkatnen's dis-
guaction, Nystals undetoctable aura, persistent image, phantamal
kitler, project image, protection [from euil, protection from speils,
Rary’s mimenronic enliancer, screen, secrel page, stlence, silent image,
spedl wesistance, spell turming, swumsnron wanster X (as good spell
only )l symebal, teleportation civele, frue seeing, weird.

Clecie Spells/Day (Levels 0-17% 6/10/10/10/9/9/8/8/7/7/3/3/2
2/2/%2; hase DC = 27 + spell level, ar 29 + spell Icvcl for divination
spells and evocation spells,

Wizard Spells/Day (Levels 0-17) 4/10/10/8/8/8/2/5/6/6/3/3/3/
3/2/2/2/2; base DC = 30 + spell level, ar 32 + spell level for divina-
tion spells and evocation spells.

tDeny Weave (unique salient divine ability): Mystra has the
power to deny any ercature, mortal or divine, the ability to access
the Weave. Should she choose to do so, an affected creature cannot
employ any spell ar spell-like ability For as long as Mystra chosses
to block his or her access to the Weaye. This ability has no effect on
a creature's ability to access the Shadow Weave,

Possessions: Mystra carvies + 7 shurikens with the distance, keen,
returning, shock, and spell storing special abilities.

Casrer Level: 25thy Feighe: 1/10ch 1h

OTHER DIvINE POWERS

Ag a greater deity, Mystra automatically receives the best paﬂihlg‘i
result on any die roll she makes (including attack rolls, damage,
rolls, and saves), She is immortal. ] !

Senses: Mystra can see, hear, touch, and smell at a distance af
cighteen miles. As a standard action, she can perceive in)'thm;
within eighteen miles of her worshipers, holy sites, objects, or any’
location wherc onc of her titles or name was spuken 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 to two
remote locations at ence for up to 18 hours

Portfolio Bense; Mystrat senses working of the Art that draws ot
the Weave (that is, any spell, spell-like ability, or magic item func.
tion that dees not draw on the Shadow Weave) cighteen tendays
before it happens and reraing the sensation for eighteen tendays
after the event occurs. She s likewise aware of the creation of any
new spell or magic itom.

Automatic Actions: Mystra can use Alchemy, Craft (bookhind-
mgg), Craft (calligraphy ), Craft (gemcutting), Craft (metalworking)
Craft (stone carving), Crafr (woodcarving), Knowledge (arcanal,
Scry, or Spellcraft as a free action if the DC for the task s 30 or
lower, 8he can perform up to twenty such Frec actions each round

Create Magic Items: Mystra can creare any kind of magic ireny

Avatars :

Mystra was formerly scen by most mortals only asa prismatic-hued will
o' wigp. The new incarnation of Mystra (Midnight) prefers to appearss
a beauniful human female with dark, flowing hair and radiant skin, Sa!r
wears simple, but elegant, darkly colored robes of the finest heavy silk
and a jeweled bodice-clasp that appears to be a web. This clasp symbol-
izes the magical Weave over which Mystra is sovereign.

P Avatar of Mystra: As Mystra except divine rank % AC 60 (touch
38, flar-footed §1% Atk +47 ranged (13/19-20,+ F distance keen return-
ing strock spedl storimg shuriken ), or spell +44 melee touch or +46 ranged
touck; 8Q Divine aura (900 ft, DC 20, DR 44/+4, fire resistance 49, St
4L, BV Fort +40, Ref +41, Will +¥3; all skill modifiers reduced by %.

Salient Divine Abilities: Alter Reality (save DC 39 for duplicated
spells, temporary nonmagical objects last 9 days, temporary magic
items or creatures last 9 hours), Arcane Mastery, Deny Weavet,
Divine Shield (10/day, stops 90 points of damage), Divine Spellense
ing, Extra Domain (Good), Extra Domain (Hiusion), Fxtra Domain
(Rune}, Instant Counterspell, See Magic, Spontancous Wizard Spells

Spell-Like Abilities: Caster level 19ﬂ1, ar 20th for divination
spells, good spelis, and illusion spells; saving throw DC 29 + spell level

Oghma

The Lord of Knswivdge, Binder of #hat is Knm

Greater Deity

Symbol: Blank scroll

Home Plane; House of Knowledge

Alignment: Neurral

Portfolio: Bards, inspiration, invention, knowledge
Worshipers: Arrists; bards, cartographers, inventors, lore-

masters, sages, scholars, scribes, wizards
Cleric Alignments:  Any
Domains: Charm, Knowledge, Luck, Travel, Trickery
Favored Weapon:  “Mortal Strike” (longsword)
Followers of Oghma (geg-mah) tell an interesting tale regarding the
earliest days of existence. Not long after Shar and Seline created
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myg spirit, 4 traveler ventured to the world frem a dis-
tant realm. He came upon o chaotic landscape of indistinet,
shapeless coricepts yearning to be given solidity. To each of |/
these concepts he gave o name that would define it inthe o
ggons to come. Such was the power of these names that |
the concepts transcended their ¢lusive existence, bound to
physical form in the matermal world. Thus, did Oghma,
the Binder of What is Known, give order to chaos and
elaim an honored place among Taril's oldest deites.
Oghma's dominion over the realm of ideas continues to this
ay, The Lord of Knowledge sits in judgment of all ideas, deciding
whether they will be allowed to spread, or whether they will dic
with their originator, In this regard, the Binder exercises a great
deal of caution, for the experience of countless ages weighs heavy
on his heart. He prefers a decerine of ideclogical conservitism,
hoping that no new thought disrupts the delicate balance he has
nurtured since the beginning of time, Despite this, Oghma exudes
an ourwardly cheerful demeanor; wsing his good looks, skillful
debate; and peerless charm to sway even the most ardent opponents
1o his way of thinking. Radical deities suth as Lathander and Lliira,
who frequently oppose Oghma’s rigid adherence to the status quo,
view his orations a2 hidebound and manipulative. Nonetheless, all
but the most vile and loveless appreciate the fine lilt of his voice
and his delicate, skillful performance on the yarting (2 type of
guitar ) Oghma's legendary musical skill and geniality define
mottal impressions of the deity. e is the patron of bards, and most
consitfer him the source of creative inspiration and the protector of
accumulated knowledge. Served by sages, wizards, bards, and any
who base their hives on the exchange of knowlsdge or song, Oghma
15 honored by members of every race, social class, and crecd.

Clerics of Oghma pray for spells m the morning. Every day, they
perform two rituals known as the Cornerstones of the Day. The
tirst, the Binding, is a morning ceremony of writing mystic symbols
during silent prayer. The second, known as the Covenant, is an
evening ritual sharing works of wisdom, song, and new knowledge.
Clertes celebrate Midsummer and Shicldmeet

us holy days, since these occasions tradition-
ally mark new sgreements or pacts, when
many written contracts, deeds, and
bands are drawn up. When a child fol-
lower of Oghma achieves s or her
twelfth year (or equivalent for nonhu-
man worshipers), loeal clerics per-
fm a Fl'il'.'l.tlf c-:rcmm'l:r kl'lD\I'l]
g8 the Naming. They reveal to the
youth his or ber “True WName," a
secret signifier that represents that
bemyp's trie essence. One's True Name
i vsed only in personal prayer to the
Lord of Knowledge and should not be
shared with anyone. Oghmanytes believe
that knowing one's-True Name gives
power over that person, and hence do
not mention it even fo their closest
friends or relatives. Oghma's clerics
atten multiclass as bards and sometimes
28 witards or loremasters.
History/Relationships: Most Oghmanyte
myths dite to the earliest centurics of
human existence. Some claim that Oghma
pifted the world with written language, others
that the Binder is responsible for all concepts,
While such theological pedantry incires endless
debate among the scholarly classes of Faertun, nearly

Taril and pave birth to Chauntea, the world’s animat- W“—
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= —'w everyone agrees that Oghma is ancient and has been

/ widely worshiped sinee before the dawn of history.

7 Together, Oghma, Denier, Milil, and Gond are known as the

I Deities of Knowledge and Invention. The Binder has a some-

/ what patronizing relationship with Deneir and Milil, whom he
treats as his servants in the preservation and promulgation of

.. knowledge. He apprecintes Gond's enthusiasm and creativi-
Y ty but frowns at the Wonderhringer’s constant desire to
push technology forther and furcher, putting innovation

f

==l ahead of intrespection. Oghma dislikes Mask, Cyric, and

Bane, viewing them as the most credible threats to his
beloved halahce,

Dogma: Knowledge, particularly the raw knowledge of ideas, is
supreme. An idea has no weight, hut it can moave mountains. The
greatest gift of humankind, an ided outweighs anything made by
mortal hands, Knowledge is power and must be vsed with care, but
hiding it away from others 15 never a good thing. Stifle no new
ideas, no matter how false and crazed they seem; rather, let them
be heard and considered. Never slay a singer, nor stand by as others
do se. Spread knowledge wherever it is prudent to do so. Curb and
deny falsehoods, rumor, and deceitful rales whenever you encounter
them, Write or copy lore of great value at least once a year and give
it awny. Sponsor and teach bards, scribes, and record keepers Spread
truth and knowledge so that all Folk know more. Never deliver a
message falsely er incompletely. Teach reading and writing to those
who ask (if your time permits), and charge no fee for the teaching.

Clergy and Temples: Clérics of Oghmia are known as Namers
The church welcomes members of all races and philosophies, pro-
vided prospective clerics swear to the doctrine of the Binder of
What is Known and dedicute themselves to acquiring, administer
ing, and protecting knowledge. Members of the church might
remamn cloistered in remples (usually academics or sages more at
home among stacks of books and scrolls thin among their fellows)
or travel the land, recording their experiences and ‘periodically
reporting to the temples they encounter bn their travels. Wayfar-
ing clerics and bards within the church tend to be adventuresome
and curious, bon vivants who occasionally come into ideological
conflict with their academic counterparts, The two branches need
each other, however, nnd such reprobation seldom escalates beyond
mild disapproval.

Far more common in cities than the wilderness, temples of
Oghma resemble libraries filled with acolytes huddled over desks
covered in books, maps, and scrolls, Many support themselves by
selling writing implements, serviees, or maps, often to adventurers.
Most temples include extensive binderies to aid clostered clerics in
producing religious traces and volumes that will Form the

basis of Future temple libraries.

The church is currently experiencing serious factional
disagreement along hierarchical lines, Before the Time of
Troublés, adherents sware by the word of the Grand
Patriarch Cullen Kordamant of Procampur, & pontiff
recognized as the terrestrial Voice of Oghma.

Kordamant vanished from his home
amid the chaos of 1378 DR, however,
and since then most temples of Oghma
have aligned themselves with one of twa
factions, The Orthodox Churgh of Oghma,
based in Procampur, holds that Kordamiant has
ascended to a semidivine state and serves
Oghma on the planes. Until the Binder tells his
followers otherwise, they belicve that
no new Veice should be named
Sembia’s powerful and deeply conser
vative Oghmanyte Church claims
that the Binder himself recently
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declared their high cleric Undryl Yannathar to be Great Patriarch,
a contenpion the Orthodox Church imtensely refute. The factions
refuse to find common ground and press temples throughout
Faeriin to declare themselves for one side or the other.

oghma

Bard 20/Wizard 20/Cleric §

Medium-Size Dursider

Divine Rank: 16

Hit Diee: 2048+140 (outsider | plus 2Qd6+140 (Brd) plus
20d4+140 (Wiz) plus TdB+35 (Clr ) {BF T hp)

Initiative: +13 (+9 Dex, +4 Improved Initiative)

Speed: 60 ft.

AC: 79 (+9 Dex, +16 divine, +29 natural, +15 deflection)

Attncks®s « 7 dancing defending longsword +TT/vTYHETI+6D meleg;
or spell <67 melee touch or +68 ranged touch *"Always receives
a 20 on artack rolls: roll dic ro check for eritical hie.

Damage* + 7 dancing defending longsword 1d8+17/19-20; or by
spell *Always does maximum damage (Jongsword 27 paints),

Face/Reach: T fr. by § fo/5 ft. '

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities, turn undead 18/day.

Special Qualities: Bardic knowledge +37 (never fails), 20/day
bardic music (Counteérsong, fascinate, inspire competence,
INspire courage, inspire greatness, sugeession) range 16 miles,
divine aura (16 miles, DC 41, divine immunities, DR §1/+4,
Familiar (owls), fire resistince 36, godly realm (100 miles
Outer Flane, 1,600 fr. Material Plane), plame rbift at will,
rémote commumeation 16 miles, spontancous casting, of divine
spells, SR 48, releport seithout error at will, understand, speak,
and read all languages and speak directly to all he:ngﬁ within
16 miles.

Saves™: Fort +57, Ref +79, Will +379. *Always receives 4 20 on
SAVES.

Abilities: Str 26, Dex 28, Con 24, Int 40, Wis 29, Cha 40.

Skills"; Alchemy +47, Appraise +74, Balance +48, Bluff +71,
Coneentration +91, Decipher Script +54, Diplomacy +46,
Disguise +36, Fscape Artist +30, Gather lnfm'mntmn +¥1, Hide
+30, Intimidate 3%, Knowledge (arcana) +99 Knowledge
(architecture and engineering) +99, Knowledge (geography)
+99, Knowledge (history) +9%, Knowledge (local) +99,
Knowledge (nature) +29, Knowledge (nobility and royalty ) +99,
Knowledge (planes) +99, Knowledge {religion) +%9, Listen +45,

, Perform +74, Read Lips +74, Scry +99, Sense Motive 168,
Spelleraft +99. *Always receives a 20 on'checks.
Feats: Brew Potion, Cleave, Combat Casting, Combat Reflexes,

Craft Wand, Dodge, Empower Spell, Expertise, Extend Spell,
Improved Critical (longsword), Improved Disarm; Tmproved
Initiative, Improved Trip, Improved Unarmed Strike,
Maximize Spell, Maohility, Persistent Spell, Power Atrack,
Quicken Spell, Scribe Scroll, Spell Penctration, Spring
Artack, Still Spell, Twin JErr.tLII Weapon Focus (lmsi,-Twnnii
Whirlwind Attack.

Divine Immunities: Ability damage, alality dram, acud, cold,
death cffects, disease, disinregrntiom eleetricity, energy drain, mind-
affecting effects, paralysis, poison, sleep, stunning, transmutation,
imprisement, banishwent.

Salient Divine Abilities: Alrer Form, Alter Renlity (save DO 71
for duplicated spells, temporary nonmagical olyjects lase 16 days,
temporary magic items or creatures last 16 hours), Alrer Size,
Avatar (up to 20} Clearsight 16 ft, Divine Bard, Divine Blast
(18/day, up to 16 miles, 31d12 points of damage), Divine Glibness
(a5 meass swggestion cast by a 26th-level sorcerer, up to 26 creatures,
1o two of which arc mor¢ than 160 Feet apart, Will DC 41 Divine
Inspiration (any, up to 14 creatures/day) Divine Recall {inven-
tions), Divine Recall (performances), Divine Shield (10/day, stops
160 points of damage), Divine Spellcasting, Divine Weapon Focus
(longsword }, Extra Domain (Luck), Extra Domain (Trickery ), Irre-
sistible Performance (16/day, Will DC 41, up to 16 ereatures within
a radivs of 160 Fr.), Know Secrots (Will DC 410, Shapechange, True
Knowledge, True Shapechange.

Domain Powers: 14/day increase Cha by +4 for 1 minute; cast
divination spells at +1 caster level; 16/day reroll 4 dic roll once
after it is made; § rounds/day freedom of movesment.

Spell-Like Abilities; Oghma uses these abilities us 4 16th-level
caster, except for divination spells, which he uses as a 27th-level
caster. The save DCs are 41 + spell level, Aid, astral profection,
break enchaniment, calm emotions, .change selff, charm monster,
charwe persom, clairasdience/clairveyance, confusion, demand,
detect secret doars, detect thonghts, dimension door, discern locution,
divination, dominate monster, enotion, extropic shield, expeditions
refreal, false visiom, find the path, Iy, foresight, fréedom of meve-
ment, geassquest, boly aura, insanity, iwvisibility, legend lore, locate
obect, miracle, mislead, nondelection, phase door, polymorph anmy
abject, pr-w‘ﬂ:fl:ﬂw' From elements, screen, Spell turwing, suggestion, tele-
port without ervoy, fime stop, frue jeeing.

Cleric Spells/Day: 7/7/7/4; basc DC = 21 + spell level.

Bard Spells Known (Levels O-17; 4/8/8/8/7/7/7/4/3/3/3/3/2/2/2
2; base DC = 27 + spell level) O-dancing lights, daze, defect magic,
ghost sonnd, mage band, vead magic; 1st—charm person, expeditions
retreat, identily, mEessage, smseen servant; Ind—biur, detect
thosghts, emthrall, bypuatic pattern, tomgues; 3rd—elairandience,

e e R e e

the end of creation

Oghma's battles against the now-decea Leira, Guardian of
Liars, are legendary. For centuries, Leirn attempted to send dan-

gerous, revolutionary ideas’to her followers but was stymied by

Oghma ut every turn. Oghma ensored that these concepts
remained limited to the members of Leira's small cult, prevent-
ing her perverted ideology from making a menningful impaet

«upon the inhabitants of Faertn. The Lady ol the Mists swore

reveénge and uccrctly ‘ast a great spell upon Faerin to subtly
manipulate the concept of truth, The spell wove tidbits of a stag-
gering multiversal axiom mto the written work of the past, pres-
i
r
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ent, and future. Sometimes words, joxtapositions of letters, or
even whole sentences, these snippets convey little by themselves.
When combined into a single text, however, they reveal what
seems absolute truth bur is in foct a greav and rerrible e, a work
of unsurpassed subterfuge that, when read, will result in a day in
which nothing eanl be created On that day, the artist will searc
blankly at his canvas, the philosopher will stand mute before her
students, and the Binder of What is Known, cut of T from I:h:.' cre-
ative energy that gives him fi urrn and parpose, will fade forever
From existence. -
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chimrvgyance, greater wiagic weapon, baste, lesser geas, serying #h—
diomissal, hold monster, improved invisibility, legend lore, locate
sreatire; Sth—dream, greater dispelling, mivage arcana, persistent
imiage, sumnton monster F; 6th—geasquelt, permandut image, plame
abifs, veil.

Wizard Spells/Day (Levels O-17): 4/8/8/8/7/7/7/7/6/6/3/3/
UYL base DO = 27 + spell level.

Posscssions; Oghma carries Mortal Sivike, a .5 Jongsword with
dancing and defending special abilities.

Caster Level: 15th; Height: 4 1b.

OTHER DIVINE POWERS

“As o greater deity, Oghma automatically receives the bést possible
result on any dic roll he makes (including ateack rolls, damage,
rolls, and saves). He is immortal.

Benses: Oglima can see, hear, touch, and smell at a distance of six-
teen miles. As a standard action, he can perceive anything within
sixteen mules of his worshipers, holy sites, objects, or any location
where ane of his titles or name was spoken in the lagt 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 locations at ence for up to 16 hours.

Partfolio Sense: Oghma senses any idea or form of ‘creative
expression sixteen tendays before it happens and retains the sensa-
tion for sixteen tendiys after the event occurs.

Automatic Actions: Oghma can use any of his Knowledge skills
48 &t free action if the DC For the task is 30 or lower. He can per-
Form up to twenty such free actions each round.

Create Magic Items: Oghma cun create any kind of magic item.

Avatars

Oghma's avatars wear elaborately decorated armor that seems
‘miore i place & a costume in a grand play than on the battleficld,
They carry perfectly tuned yartings of white snowwood, which
‘they manipulate with peerless accuracy, picking and strumming
the greatest ballads known to Faeriin for any who will stop to
listen. Such agents rarely enter battle—the avatars of the Binder
‘of What is Known are fierce in battle-but they much prefer quiet
conversations with travelers, sages, and scholars, When Oghma
kiows a particular avatar will be used for fighting, he prefers
form it in the shape of a gigantic, elderly man with long white hair
and a flowing beard.

#Avatar of Oghma: As Oghma except divine rank 8 AC 63
(touch 42, flat-footed F4); Atk +65/+60/+55450 melee
(1d8:17/19-20, +5 duncing defending longrword), or spell 459
mielée touch or +60 ranged touch; SO _20/day bardic music (coun-
tersony, fascinate, inspire competence, inspirc courage, inspire
greatness, suggestion) range B miles; divine aura (800 fr., DC 33}
DR 43/+4, fire resistance 28, SR 40; SV Fort +49, Ref 471, Will
#§1; all skill modifiers reduced by 8.

Salient Divine Abslities: Alter Reality (save DC 43 far dupli-
cated spells, temporary nenmagical objects last 8 days, temporary
magic items or creatures last B hours), Alter Size, Divine Bard,
Divine Inspiration (any. vp to 8 ercaturcs/day), Divine Shield
(10/day, stops 80 ponts of damage), Divine Spellcasting, Fxtra
Domain (Luck), Extra Domain (Trickery), Irresistible Perfor-
‘mance (8/day, Will DT 33, up to B crearures within a radius of 80
fit), Know Seerets (Will DC 33,

Speli-Like Abilities: Castcr level 1Bth, or 19th for divination
spells; saving throw DC 33 + spell level.
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seltine

Our Lady of Sitver, the Moonmaiden

Intermediate Deity

Symbol: Pair of female eves surrounded by seven sil-
Ver stiars

Home Plane: Gates of the Moon

Alignment; Chaotic good

Portfolio: Good and neutral lycanthropes, moon, navi-
gation, questers, stars, wanderers

Worshipers: * Female spellcasters, good and neutral lycan-
thropes, navigators, monks (Sun Soul), sailors

Cleric Alignments:  CG, CN, NG

Domains:’ Chaos, Good, Moon, Protection, Travel

Favored Weapon: “The Rod of Four Moons™ (heavy mace)

Seliine (seh-foom-ay) represents the mysterious power of the
moon, the celestial force that influences the tides, changes lycan-
thropes, orders reproductive cycles, and pulls at the edges of
sanity. An incalculably ancient deity, Seline approaches existence
with the placid calm of dappled moonlight. Like the moon itsclf,
the quietly mystical Lady of Silver has many faces. At times, she
seems distant, cloaked in the sadness of past defeats and tragedies.
At others, she dances joyfully, her lithe Form glowing with majes-
+ic radiance. A chaotic being well accostomed to change, Scline
can be counted on ‘for ar least one constant—her ceaseless war
against her archnemesis Shar. Together the two created Toril and
infused ir with life, and ever since, they have battled over the Fare
of their ereation,

Many of Faertin's residents live according to the dictates of the

might sky, and hence Seline boasts a highly diverse body of wor-
shipers. Seafarers turn to the star-speckled canopy above their noc-
turnal voyages to navigate the seawnys, often offering prayers to
the Moonmaiden to protect them from Umberlee's attentions.
Nonevil lycanthropes honor Seline as the master of their fate, as
do astrologers and fartune tellers, albeit for different reasons. The
common folk know servants of Seline as mysterious agents of
good, enemies of evil wereheasts and undead, and ciaretakers of
lunatics and the infirm. Though few understand the intricacies of
her ancient religion, most good-hearted Faertnians respect her
clergy and pay homage to her when the moon is full

Cleries of Seline pray for their spells at night, always facing in
the direction of the moon when visible. Women heavily outnumber
men, and many of the church’s rituals honor the woman's role as a
teacher and role modél in the home and in society at large. Seline’s
doctrine suggests that the moon exerts a subtle influence upon the
natural cycles of a woman’s body. A female cleric of Selime helieves
she is closest to her deity during the full moon, and during that
peried, she conducts morning ceremonics to epen herself to special
visions, insights, and intuitions. Milk, as a symbel of motherhood
and the sustaining power of the feminine, plays an impartant role
in most Selinite ceremonies. All clerics observe two annual holi-
days, the Cenjuring of the Second Moon and the Mystery of the
Night. The Conjuring of the Eecuud Moon, held every Shieldmeet,
is a coordinated chant at every Facrinian temple of Seldne. This
confluence of devotional energy summons the Bhards, a cadre of
blue-haired female planetars, to do the bidding of Seline's terres
erial clergy for a single night—usually bateling the forees of Shar.
On the following dawn, the Shards elevate one mortal cleric to
their order. The Mystery of the Night must be performed once
every year by each cleric of Seldne. During the ritual, clerics fly
high into the air to commune with the Moonmaiden while in a deep
trance. Seline’s clerics often multicluss as bards, silverstirs (see
Chapter 4}, or sarcerers
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History/Relationships: According to the oldest myths, Lord Aocre-
ated the pniverse that now holds the world of Toril. Through this act

of creation, protoplasmic raw existence took the form of twin deities,

one representing light and one representing darkness. These deities,
B¢lime and Shar, birched the heavenly bodies, in the process creating
Chauntea a5 the animating spirit of the world of Toril. Chauntea
begged the sisters to griant her world warmth and light that life might
flourish upon it. Seliine relented, ipniting the sun with elemental fire.
Shar, who treasured the primordial darkness and resented Chauntea's
concept of life, lashed out at her sister, initiating @ conflict that has
endured to the present day. Enraged, the Lady of Lass snuffed out the
lights of Seline, greatly weakening her in magical barele. Finally, the
Moonmaiden tore a picce of her magical essence from herself and
flung it ar Shar. When the blast hit the Dark Deity, it ripped away
some of her essence as well. From the meld of light and dark energies
came Mystryl, @ being of pure magic who went on to shepherd the
Weave blankering all Toril. Mystryl more closely dentified with
Scline, granting the Moonmaiden a powerful ally—it terrible cost.
Belime's magical onslaught cast Shar into the darkness for centuries
and allowed warmth and light to grace Toril, but the assault wounded
her to the core. Since then her power has waxed and waned with the
passing of epachs; while Shar, ever waiting tostrike from the shadows,
retains much of her ancient strength:

Selune's power seems to be on the rise, Prior to the Time of Troubles,
her potency had ebbed to the point that she was a servitor to
Sune Firchair. In the last decade, however, she has once again
branched out on her own, forging new alliances i her
eternal bartle against her dark sister. Amang her strongest
allies in this cuuse s Mystra (the secand deity to follow her
ancient, long-dead friend as protector of the Weave, espe-
cially since Shar created the mysterious Shadow
Weave, a force antithetical to Mystran doctrine. Llira and
Filistrace share Seline’s love of moonlit frolics. She respeets %
Lathander’s passion and hopes that by working together the two
tan cast destroving light upon Shar's ever-present darkness. Seline
strupgrles with Umberlee over the fate of ships at ses, and with Mask
over the evil he commits.in the moonlight's dark shadows.

Dogma: Let all on whom Seline's light falls be welcome if they
desire. As the silver moon waxes and wanes, so too does life, Trust in
Seline's radiance, and know that all love alive under her lighe shall
know her blessing. Turn to the moon, and she will be your true guide.
Promote acceptance and tolerance. See all other beings a5 equals, Aid
fellow Selinites s if they were your dearest friends.

Clergy and Temples: The Moonmaiden’s clergy believe chat “any-
where the full moon shines 1s the place for Seline.” Her worshipers
tend to be patient, accepting all with an understanding ear and a
healing hand. Sclane's lessons of compassion and guidance through
observation of the heavens résonate strongest with sailors, nonevil
Iveanthropes, and especially female spellcasters. Her church possess-
g5 a very chaotic hicrarchy, which occasionally shifts with the phase
of the moon or other less predicrable heavenly phenomena. Cleries
of Seline value self-reliance, humility, and practical application of
common sense far more than rigid adherence to stodgy ceremonies.
Cleries frequently arm themselves with a special knd of mace
known as the Moon's Hand, which replaces the standard head of the
wetpon with a representation of the moon (those of different tem-
ples prefer different phases), Moon’s Hands come in heavy and light
varicties, and are in all other ways identical to maces.

The appearances of Seline's temples vary as much as her cleries,
From small shrines in the wilderness to huge open-air or skylit build-
ings the size of great mansions, Reflecting ponds, small gurdens, and
feminine symbology dominate Sclimite architecture,

Trinerant clerics wander Faertin in search of potential worshipers,
always keeping an eye out for those afflicted by lycanthropy or mad-
ness. Those with the capability to heal sufferers do sey others accom-
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pany them to the nearest remple of Scliine, where they are cared for
by senior clerics. Wanderers of the church also subtly spread’an ide
ology of female empowerment entwined with Selinite homilies
which is growing popular among alewives, laumdresses, senmstresses,
and servants. Those clerics who remain bound to temples (usually but!
not always due to age) dispense healing, card coin for the church hy\
telling fortunes from star charts, and minister to residents of the.
sanitariums and asylums that frequently abut Selinire temples. Bntﬁ‘
types of clerics unite when evil lycanthropes threaten the communy
ty, doing cverything within their power to root out the magical
affliction and cure or destroy it.

A

seliine -

Wizard 20/Cleric 20/Bard 9

Medium-Size Outsider (Chaotic, Good)

Divine Rank: 17

Hit Dice: 20d8+140 (outsider) plus 20044140 (Wiz) plus 20d8+140
(Clr) plus 9d6+63 (Bed) (937 hp)

Initiative: +8

Speed: 60 ft.

AG: 77 (+8 Dex, <17 diving, +28 natural, +14 deflection) }

Attacks: 5 defending disvuption boly beavy mace +77/4T2467/+62
melee; or spell +67 melee touch or +68 ranged touch.

Damage: +5 defending disruption holy beavy mace
1d8+15/19-20; or hy spell.

& Face/Reach: T ft. by § ft./§ ft.

- Special Artacks: Domain powers, salicnt divine abilities,
spell-like abilitios, turn undead 21/day.
Special Qualities: Bardic knowledge +11, bardic music
(countersong, fascinare, iNspire competince, inspire
cuurag-:! 2/day, divine aura (1,500 ft, DC 39} divine
immunities, DR FO/+4, familiar (owls), fire resistance 37,
godly realm (10 miles Quter Flane; 1,500 't. Material

Flane), plane shift at will, remote communication 15 miles),

spontandous casting of divine spells, SR 47, sefeport withont

error at will, understand, speak, and read all langbages and
speak diréctly to all béings withim 15 miles.

Baves: Fort +78, Ref +§9, Will +65.

Abilities: Str 27, Dex 27, Con 24, Int 35, Wis 38, Cha 38,

Bkills* Alchemy +50, Balance +48, Bluff +40, Concentration +94,
Decipher Seript 437, Diplomacy +107, Escape Artist +46,
Gather Information +72, Handle Amimal 472, Heal 475, Hide
+34, Intimidate +39, Intuit Direction +72, Jump +24,
Knowledge (arcana) +36, Knowledge {(geography) +50,
Knowledge thistory) +80, Knowledge (nature] +70, Knowledge
(nobility and royalty) +40, Knowledge (planes) +80, Knowledge
(religion) +90, Listen +39, Move Silently +66, Perform +37,
Ride (horse) +19, Sery 99, Search 470, Sense Morive +72,
Spelleraft <99, Tumble +31, Wilderness Lore +45. *Always
receives a 20 on checks,

Feats: Blind-Fight, Combar Reflexes, Craft Rod, Craft Wand, Graft
Wondrous Item, Deflect Arrows, Divine Might, Dodge, Fschew
Materials, Expertise, Forge Ring, Greater Spell Penetration,
Improved Critical (composite longbow), Improved Critical
(longsword), Improved Disartn, Improved Initiative, Improved
Trip, Improved Unarmed Attack, Martial Weapon Froficiency
(composite longbow |, Martial Weapon Proficicney (composite
shortbow), Martial Weapon Proficiency (longbow)), Martial
Weapon Proficiency (longsword), Martial Weapon Proficiency
(rapier), Mobility, Point Blink 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, Track, Weapon Focus
(longsward |, Weapon Focus (composite langbow], Weapon
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Specialization (longsword), Weapon Specialization {composite
longbow), Whirlwind Attack.

Divine Immunities: Ability damage, ability drain, acid, cold, death
eflecrs, disease, disintegration, electricity, energy drain, mind-affect-
ing cffects, paralysis, poison, sleep, stunning, transmutation, impris-
onment, banishment.

Salient Divine Abilities: Altcr Form, Alter Reality (save DC 49
for duplicated spells, remporary nonmagical ohjects last 15 days,
tempotary magic items or creatures last 15 hours), Alter Size, Anni-
hilating Strike (Fort save DC 3% + damage dealt, or destroy up to
15,000 cubic feet of nonliving matter), Aréa Divine Shield {(up to 15
10-foot squarcs, or a sphere or hemisphere with a radius of up to 17
feet), Avatar (up o 10), Divine Blast (17/day; up to 15 niles, 29d12
pomnts of damage), Divine Inspiration
(frenzy, Will DC 39, up to 1¥ crea-
turesiday ), Divine Shield (10/day, stops
170 poines of damage ), Divine Spelleast-
gy Divine Weapon Focus (heavy mace),
Extra Domain (Protection), Extra
Domam (Travel), Lay Corse (Will DC
3%, up to 17 creatures/day), Lay Quest
{up to 17 creatures/day), Mass Divine
Bilast (up to 77 targets, no two of which
gan he more than 17 miles apart, or a
tore up to LYOO ft, long, or a burst or
spread with a radivs of up to 750 fr. and
i hewht of up to 150 It Possess Mortal
{Will DC 39, up to 10 mortals at oncel,
Shapechange

Domain Powers: Cast chaotic spells at
+1 cnster level; east good spells at +1
caster level; 17/day turn or destroy
Iycanthropes; 17/day protective ward 0
(touched subject gains +20 resistance
banus on next saving throw, maximum
duration 1 hour; 20 rounds/day frecdom
of movement.

Spell-Like Abilities: Selime uses these
abilitics as 4 2¥th-level caster, .except for
chaotic spells and good spells, which she uses

a5 a 26th-level caster. The save DCs are 37 +

spell level. Aid, amimal shapes, awimate ohpecis,
antimagic [ield, astral progection, ‘blade barrier, chaos
bammer, cloak of chaos; dimension door, dispel evil, dispel Lan, enso-
liow, expeditions retreat, faerie five, find the path, [ly, boly aura,
boly smire, boly word, insamily, focate object, magic circle against
eoil, magic civele against law, mind blank, moon blade, maon path,
morbeant, moanfire, permanent image, phase door, prismatic sphere,
protection from elements, profection from evil, protection from law,
tepilsion, Samciuary, shatter, shield other, spell immunity, spell
reiistance, summon monster FX (as chaos or good spell), relepore
without error, sword of chaos.

Bard Spells Known (3/7/7/F; base DC = 26 « spell levelk O—danc-
ing lights, daze, detect magie, mage band, mending, read magic;
Ist—bypuotism, mage armor, protection from evil; silewt image
nd—duwdFs stremgeh, Focate obpect, silence, Tasha's bideous langhter;
3rd—dispel magic, magic circle against evil, serying,

Cleric Spells/Day (Levels O-14) 6/10/10/9/9/9/8/7/7/7/3/2/2/2/%
base DC = 26 + spell level,

Wizard Spells/Day (Levels 0-12%: 4/7/7/7/7/6/6/6/6/5/ 4 YL
bage DC = 24 + spell level.

Posseasions: Scline carries the Rod of Fowr Moons, & +F beavy
mace with the defending, disruption, und holy special abilities.
Caster Lewel- 25¢h; Weight: 12 1b,
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Seline

OTHER DI1vINE POWERS

As an intermediate deity, Seline automatically receives a dic result
of 20 on any check, She treats a 1 on a saving throw or attack rall
normally and not as an automatic failure. She 15 immortil.

Senses: Scline can see, hear, touch, and smell at 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
cxtend 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 two remote
locations.at buce for up to 15 hours

Portfolio Bense: Scline senses any acr thar rakes place under the
open light of the moon the instant it happens and retains the sen-
sation for fdteen tendays after the
EVENT OCCUTS,

Automatic Actions: Selune can use
Knowledge (arcanaj, Knowledge (geog-
raphy ), Knowledge (history )y, Knowledge
(mature}, Knowledge (nobility-and roy-
alty), Knowledge (planes) or Knowl-
edge (religion) as a free action if the DC
for the task 15 25 or lower. She can’ per-
form up to 10 such free actions each
round.
Create Magic Items: Seline can
create any kind of magic item' that
| bestows healmg, affects shapéchangers,
or allows the use of spells from the
Moon domain spell list, as long as the
item's market price does not exceed
200,000 gp.

S L o

AvQTQrs

The physical appearance of Seliné’s
avatar changes with the phases of the
moon. Sometimes, she takes the form of a
dusky-hued, long-limbed, human woman of
exquisite beauty, with long, white hair Framing a
perfect face marked with stunning, hime-green eves.
At other times, the avatar s o ghostly, lithe; young girl
with dark hair and eyes whe wears diaphanous robes the
color of dappled moenlight. At other times; she 15 matron-
ly and aging gracefully, with ample softness around the edges. Her
appearance grows more radiant or more subdued with the changing of
the moons, though such superficial alterations have no effect upon
her powers. She prefers not to send avatars to Faeriin, knowing that
Shar delights in murdermg her manifestations there, Instead, Seline’s
avatars ply the Outer Planes in search of magical lore and some edge
that will Finally help her destroy the Lady of Loss

P Avatar of Beline: As Sclune cxcept divine rank 7; AC 79 (touch
39, flat-footed T1); Atk +65/«60/+577/+70 melee (1d8+15/19-20, +1
defending disraption boly beavy mace)), or spell +59 melee touch, or
+60 ranged touch; SQ Divineraura (700 fr, DC 31), DR 42/+4, fire
resistance 27, SR 3%, SV Fort <50, Ref +51, Will +57; all skill mad-
if1ers reduced by 8.

Salient Drvize Abslities: Alter Form, Alter B.L'aht} fsave DC 41
for duplicated spells, temporary nonmagical objects last 7 days, tem-
pordary magic items. or creatures last 7 hours), Alter Size, Arca
Divine Shicld (up to 7 10-foot squares, or a sphere or hemisphere
with a radius of up ta 7 feet), Divine Blase {17/day, up to 7 males,
21d12 points of damage), Divine Shield (10/day, stops 70 points. of
damage ), Extra Domain (Protection ), Extra Domain (Travel), Mass
Divine Blast (up to 37 targets, no two of which can be more than 7
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miles apart, or a cone up to 700 ft. long, or a burst or spread with a
radios of up to 350 ft. and a height of up to 70 ft.),

Spell-Like Abilities: Caster level 17th, er 18th for chaotic spells
and good spells; saving throw DC 31 + spell level,

Spedfs: As Seliing, except save PCs against the avatar’s bard and
cleric spells are 24 + spell level, and save DCs against the avatar’s
wigard spells are 22 + spell level, The avatar has no spell slots above
9th level available.

shar

Misivess of the Night, Lady of Lasi, Dark Goddess
Greater Deity

Symbaol Black disk with deep purple
border

Home Plane: Plane of Shadow

Alignment: Neutral evil

Portfolic: Caverns, dark, dungeons, forgerfulness, loss,
night; secrets, the Underdark

Worshipers: Anarchisrs, assassins, avengers, monks (Dark

Moon), nihilists, rogues, shadow adepts,
shadowdancers

CE, LLE, NE

Cavern, Darkness, Evil, Knowledge
*The Disk of Night" (chakram)

Cleric Alignments:
Domains:
Favored Weapon:

After Lord Ao created the universe, the swirling chaos coalesced o
form twin deties; Scline, 2 bemp of lipht and creation, and Shar
(shat), o power of darkness and destruction. Shar's existence, para-
doxically, 15 tied to the shrouded nothingness that existed prior to
Ao's act of creation. Bhar reflects the primal dark, the Flawless void
erased at the beginnimg of time by a distant, unconcerned overdeity.
Her heart longs for 4 return to the calm of nonexistence, and she
schemes from the shadows to tear down establishments, destroy
order, and undermine all creation. Religious art depicts Shar as a
black sphere outlined in magical purple flames or a beautiful human
woman with long, raven-black hair dressed in swirling dark garb. In
thiz guise, her haunting purple eves have coal black pupils that
reflect the primeval void.

Since her carlicst battles with Schine {which continue to this day,
Shar has gained dominien over pain hidden but not forgotten, care-
fully nurtured bitterness, and quiet revenge for old slights. Deeply
twisted, the Lady of Loss favors secrets, underhanded dealings, and
subterfuge. She uses her mortal worshipers us pawns in o perverse
game against everything that has been, is, and will be. Patron of the
Shadow Weave, 2 corrupting magical force based upon nothingness
and mad secrets, the Mistress of the Night belsters her impressive
power with tempeation and guile.

Shar's love of secrecy serves her clergy well, and most residents of
Faertin know very lictle about her mysterious culr. All regard her as
a dark and vengeful deity, but many seek out het servants in times
of grief or bereavement. There i5 a pervasive belief that her clergy
aids those who have been wronged or who have suffered a great loss.
Instead of offering release from the pangs of gricf, though, Shar’s
clerics remforce supplicants' regrets and (éelings of betrayal, turning
their focus to bitrerness and revenge. Good clerics (particularly those
al Mystra, Lathander, and of course, Seliine] warn of the dangers of
sccking such solace, but desperation often gets in the way of better
Jjudgment, and the ranks of Shar’s clergy swell with each passing year.

Clerics of Shar pray for their spells at mght. Because most of her
followers keep their devotion a secret, the religion has but one fixed
holiday. During the Festival of the Moon, Sharrans celebrate the
Rising of the Dark, when the dircctors of local cults outline the dark

plots of the coming year over the quivering body of a live sacrifice.
Onee a tenday, followers must engage in an act of wickédness, ideal-
ly after a nocturnal dancing and feasting ritual known as a Night-
fall. Shar's clerics often multiclass a5 rogues, with her most debased
and accomplished servitors becoming nightcloaks (sec Chapter 41
Thase clerics nssocinted with the Culr of the Dragon often :nulmlal.s-
as wearers of purple (see Chapter 4)

History/Relationships: Shar’s ceaseless hattles against her'
bright sister have caused the creation and destruction of
several deitics throughout history. Though Seline
strikes openly and forcefully agamst her twin at every
opportunity, Shar prefers subversion, using her
mortal worshipers to attack Selgne’s clergy and those
things Scliine holds dear, rather than at che deity her-
self. Btill, she occasionally moves directly against
minor enemies During the Time of Troubles, Shar
killed Thrandul, a lesser deity of caverns, dungeans, and
the Underdark, as an act of pure apportumsm. She contin-
ues to grant spells to clerics in the name of Ibrandul, reveling
m the deceit of the entire affair. Shar may attempt to consume Mask
as well, for she nurses a cold anger for his dominion over shadow,
Shar's love of dark spaces brings her mto frequent conflict with
deities of light and fire, and her desire to dominate the concept of
revenge sets her agninst the ancient, dwindling power Hoar. Her anly
frequent ally is Talona, whe may eventually serve Shar in return for
the Dark Goddess's aid n murdering her hared enemy Loviarar,

Dogma: Reveal secrets only to fellow members of the faithful
Never follew hope or turn to promises of success, Quench the light
af the moon (agents and items of Seldne ) whenever you find it, and
hide from it when you cannot prevail. The dark 18 2 time to act, not
wait. It 15 forbidden to strive to hetter your lot in life or to plan
ahead except when directly overseen by the fmthful of the Dark
Deity. Consorting with the faithful of good deities is a sin except in
business deabmgs or to corrupt them from their beliefs. Obey rank-
ing clergy unless it would result in your own death.

Clergy and Temples: Shar's doctrine of vengeful nihilism appeals
to those who have suffered great loss or betrayal. Her dominance
over darkness and night makes her popular with the blind (especial
ly those accidentally or intentionally blinded due to the actions of
others), nocturnal or subterranean humaneids, and crearures who
shun the light, including many types of goblinoids. All whe faver
the dark or who do their business by night (such as cutthroats and
thieves) curry her favor, as do many whose deranged werld views
might be interpreted as insanity, The insane seem to have a natural
affinity for Shar's teachings, which may be why so many of Seline's
clerics seek outrthe mad and attempt to cure or imprison them.

The church is made up of independent cells that have stroug,
authoritarian rulers. Few adherents know the real names of others
in the local cult, and almost no one knows the name of the leader of
the larger regional organization. In arcas where Shar’s cult is strong,
wars of assassination against Selinites dare common. This keeps the
church fairly small, since many Sharrans die in these atcacks or are
put to death by local magistrates shortly afterward, Temples to Shar
vary in deséription but usually double as a place of business or res
dence. Most feature at least one room bathed in deeper darkness,
which isused in religious ceremonies and ritual killings

Shar's clergy revel in secrets. In civilized lands; they frequently
establish exclusive social clubs or false cults to further corrupt the
foundations of mannered society, Gultists wark to overthrow govs
ernments, promote vengeance, organize cabals, and foment untest
through calumny and sedition. Sharrans belicve that all that matters
1s the freedom to live by one's own dictates) the state exists to limit
freedoms and is hence an inherently immoral institution that should
be erushed. To them everything deserves to perish, and their duty in
life is to encourage the process of destruction. The Dark Moon, an
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elite order of sorcerer-monks, employ the power of the Shadow
Weave to further the Dark Goddess's agenda.

s

shar

Rngue 10/Shadowdancer 10/ Assassin 10/Sorcerer 9/Shadow Adept 10
Medinm-Size Outsider (Evil)
Divine Rank: 18
Hit Dice: 20d48+160 (outsider ) plus 10d6+B0 (Rog| plus 10d6+80
(Shd) plus 10d6+80 (Asn) plus #d4+72 (Sor ) plus 10d4+80 (Sha)
(968 hp)
Initiative: +19, always first 1415 Dex, +4 Improved Initiative,
Supreme Imitiative )
Speed: 60 f. -
AC: 88 (+17 Dex, +18 divine, +31 natoral, +14
; deflection)

© Attacks®; + T keew umboly wounding short sward
+83«BL/+75 /+71 melee and + T deen
unbaly swonwnding short sword +BF[+81
melee; or + 5 returning speed disk of
wight <B4/+84/+79/+74/+69 ranged,;
or spell +70 melee touch or +78
ranged touch “Always receives a
20 on attack rolls; roll dic to
check for critical hit. A,
Damage®: + 7 keen unbody wosnding '
short pword 1d6+12/17-20 and
o5 koo wnboly wonmding short
fword 1d6+8/17-20; or + 5 return-
ing speed disk of night
1id4+12/19-20/x3; ar by spell
*Always does maximum damage
{short swords 18 and 14 points,
chakram 16 pomts)
Face/Reach: T Ft. by ¥ ft/F ft.
Special Attacks: Death attack (DC 70),
domain powers, salient divine abilitics,
sneak attack «15d6 (90 points), spell-
like abilities.
Special Qpalities: Darkvision, defensive
roll, divine aura (18 miles, DC 42}, divine
mmmunities, DR §3/+4, evasion, familiar
(bats, fire resistance 38, godly realm (100
miles Quter Plane, 1,800 ft. Material
Plane), greater shield of shadows (19
rounds), hide in plain sight, impreved
evasion, low-light vision, plame shift at
will, remore communication 18 miles,
shadow companion (up to 3, 6 HD cach)
shadow defense +3, shadow double (1/day,
19 rounds ), shadow illusion 1/day, shadow jump (160 fr.); shad-
oW walk Liday, slippery mind, spell power +3, SR §0, summen
shadow, sfedeport withois error at will, traps, uncanny dodge
(Dex bonus to AC, cannot be flanked, +4 against traps), under-
stand, speak, and read all languages and speak directly toall
beings within 18 mules.
Suves®: Fore +62, Ref +69, Will 461 *Always receives a 20 on saves.
Abilities: Str 25, Dex 41, Con 26, Int 34, Wis 24, Cha 38,
‘Bhills*; Appraise +41, Balance +82, Bluff +104, Climb +49,
Concentration +#8, Decipher Seripr +41, Diplomacy +97,
Disable Device +41, Disguise +104, Escape Artist +80, Forgery
i3, Gather Informartion +68, Heal +44, Hide +10F, Innuendo
wi 6, Intimidate +76;, [ntuit Direction +38, Jump ++0,
Knowledze (arcana) +92, Knowledge (history] +66, Knowledge
{nature) +73, Knowledge (planes) +73, Knowledge (religion)

(] | ——lp——
Major DErriEs oF FAERDN
il

Shar

+%3, Listen +79, Move Silently +77, Perform <37, Profession
(herbalist) +40, Scry +78, Search +61, Sense Motive +59,
Spelleraft +95, Spot +48, Tumble 58, Use Rope +40. *Always
receives 2 20 on checks.

PFeats: Ambidextenity, Blind-Fight, Combar Casting, Combar
Reflexes; Delay Spell, Dodge, Empower Spell, Exotic Weapon
Proficiency (disk of night’y Fxpertise, Extend Spell, Insidious
Magic, Improved Critical (disk of might ), Improved Initmtive,
Improved Two-Weapon Fighring, Mobility, Persistent Spell,
Point Blank Shot, Precise Shot, Quick Draw, Quicken Spell,
Permicious Magic, Shot On The Run, Shadow Weave Magic, Spell
Penetratiom, Still Spell, Tenacious Magic, Two-Weapon Fighting,
Weapon Finesse (short sword), Weapon Focus (disk of mght),

Divine Immunities: Ability damage, ability dran,
acid, cold, death effects, disease, disintegration, electrici-
ty, energy drain, mind-affecting effects; paralysis,
poison, sleep, stunning, transmutation, imprises-
wiend, Ranisbment.

Salient Divine Abilities: Alter Form, Alter
Reality (save DC 72 for duplicared spcHs,
temporary nonmagical objects last 18 days,
temporary magic items or ereatures last 18

hours), Alter Size, Annihilating Strike

(Fort DC 38 + damage dealt, or destroy
up to 18,000 cubic feet of nonliving
matter’), Automatic Metamagic (silent
sorcerer spells ), Automatic Metamag-
ic (twin sorcerer spells), Avatar (up
to 20} Call Creatures (up to 18 1
creatures with the Shadow Weave bl
Magic feat, each with up to 18 HD), N
Deny Shadow Weavet, Divine Blast :
(17/day, up to 1B miles, 32d12
points of “damage), Divine Shield
(11/day, stops 180 points of damage), :
Divine Storm (180 Fr, Fort DC 42),
Divine Weapon Focus (short sword),

Extra Domain (Cavern), Hand of Death

{Fort DC 72}, Know Death, Know Secrets
{Will DC 42}, Lay Curse (Will DC 42, up to

18 crearures/day ), Mass Divine Blast (up to

90 targets, no two of which can be more

than 18 miles apart, or a cone up to
1,800 ft. long, er a burst or spread with
a radius of up to 00 ft. and a height of
yp to 180 fr.), Possess Mortal (Will DC 42, up
to 20 mortals at once), Shipechange, Supreme

Initintive, True Shapechange. TUnique ability,
described below.

Domain Powers: Stonccunning, cast evil spells at <1 caster level;
cast divination spells at +1 caster level.

Spell-Like Abilities: Shar uses these abilities as a 28th-level caster,
except for divination spells and evil spells, which she vses-asa 29ch-
level caster; and evocation spells and transmutation spells (except
spells from those two schools with the darkness deseriptor), which
she uses as a 2Tth-level caster. The save DCs are 42 +spell level, or
43 1 spell level for enchantment spells, illusion spells, and necro-
mancy spells” Avmor of darvkness, blacklight, blasphemy, blind-
nessideafness, claivandience/clairvgyance, create undead, darkbolt,
darkness, desecrate, detect secret doors, detect theughts, discern foca-
tion, ditpel good, divimation, earthguake, find rthe path, foresight,
saprisonment, legend lore, Leomund's secure shelter, magic circle
against good, mamw of stowe, meld into stone, nightmare, ohsciring mist,
passwall, power word, blind, power word, kill, protection from good,
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prying eyes, simmon monster IX (as evil spell only), true secing,
snboly ayra, nuboly Slight. "Because she created the Shadow Weave,
Shar reaps both the benefits and the penaltics of the Shadow Weave
Magic feat for her spell-like abilities as well as her spells.

Assassin Spells Known: 7/5/5/4 base DC = 22 4 spell level, or
23 + spell level for enchantment spells, illusion spells, and necro-
mancy apells; effective caster level 9 for evocation spells and
transmutation spells (except spells from those two schools with the
darkness descriptor).

Sorcerer Spells Known (6/10/10/9/9/9/9/8/8/6; base DC = 24 +
spell level, or 23 + spell level for enchantment spells, illusion spells,
and necromancy spells; effecrive caster level 18 for evocation spells
and transmutation spells (except spells from these two schools with
the darkness descriptort O—daze, detect magic, detect poison, ghost
sound, prestidigitation; ray of frest, vead magic, resistamce, silent
portal; 1st—cause fear, change self, charme pevson, chill touch, black:
light; Ind—ddur, misdivection, claws of darknvess, shadoe mask,
shadew spray; 3rd—bold person, mafor image, iuggestion, vampiric
towech; dth—emervation, fear, improved imuisibility, phantasmal
killer; Sth—deminate pirses, nightmare, seeming, Grimwald's gray-
mantle; 6th—mislead, permanent :m.agr, programmed image; Tth—
Singer of death, shadow waik, vision; Sth—demand, mass chara,
grmpathy; Sth—awail of the banshee, weird.

Deny Shadow Weave (unique salient divine ability) Shar has the
power to deny any creature, mortal or divine, the ability to access the

Shadow Weave Should she choase to do s, an affected creature cannot -

employ any spell or spelilike ability granted through the Shadow
Weaye for as long as Shar chobses to bleck his or her access to it. This
ability has na effect on a creaturs’s ability to access the Weave,

Possessions: Shar carrics disks of the might, + 5 chakrams with the
returning and speed special abilities,

Caster Level: 25th; Weight: 2 1b.

Shar alse carries two « 5 shart rwerds with the keen,-unholy, and
wounding special abilities,

Caster Level: 2th; Weghi: 3 1b.

" OTHER DIVINE POWERS
As u greater delty, Shar avtomarically receives the best possible

result on any die roll she makes (including attack rolls, damage,.

rolls, and saves) She is immortal.

Benses: Shar can se¢ (wsing normal vision, low-light vision, or
darkvision), hear, touch, and smell at a distanice of eighreen miles, As
a stanidard action, she can perceive anything within eighreen miles
of, her worshipers, holy sites, objects, or any location where one of
her titles or name Was spoken in the last hour. She ean extend her
senses to up to twenty locations at once. She can block the sensing
power of deities of her rank or lower ut up to two remote locations
at once for up to 18 hours.

Portfolio Sense: Shar senses any act of treachery or nihilism that
takes place under cover of darkness eighteen tendays before it happens
and retains the sensation for eighteen tendays after the event occurs.

Automatic Actions; Shar can use Knowledge (drcana), Knowledge
(history), Knowledge (nature), Knowledge (planes), or Knowledge
(religion] as a free action if the DC for the task is 30 or lower. She
can perform up to twenty such free actions cach round.

Create Magic Items: Shar can create any kind of magic item that
obscures the truth, such as an amefes of wowdetection, or that creates
magical darkness.

Avatars

Shar’s avatars come in two forms; the Nightsinger and the Dark
Dancer. The Nightsinger stands a bit more than 10 feet tall and
wears voluminous robes to mask her feminine figure. She wears a

60

mask of Feathers that trail from her Face into the dork recesses of
her cowled cloak. She does not speak; instead, she sings her words in |
a woice filled with sorrow and loss. The Dark Dancer, by contrasy,
wears few clothes. She has a daneer’s figure, and her costume shows
of f her jet black skin, which s marked by ficlds of starlight. The 7
foot-tall woman dances ailurmgiv, using 2" mix of crotic gyration
and suggestive stares to convinte others to serve her. ;

Shar rarcly manifests on Facrin, but when she does, it is a cans
for great celebration among her cults, who fere her wich dark
dances, [easts, and erotic exultation.

D Avatar of Shar: SZ Large; AC 69 (rouch 47, flat-footed 69}
Atk +75/+70/+67/+60 melee (1d8+12/17-20, Medmm -size +.fm
anboly seonnding short rword) and +75/+70 mielee fldl.hﬂflx—-_ .
Medinm-size +5 keen unboly wonnding short swerd), of
+Th[+T74/+69/+64/+79 ranged (1d6+12/19-20/x3, Mediwm-size 41
refurning speed chakram), or spell +60 melee touch or +68 rangad
touch; Face/Reach § it % ¥ ft./10 Ity Hide +92, all other skill mod
ifiers reduced by 9. .

Salient Divine Abilities: Alter Form, Alter Reality (save DO 431
for duplicated spells, temporary nonmagical objects lasc ? days, e
porary magic items or créatures last 9 hours), Alter Size,
Shadow Weavet, Divine Blast (17/day, up to 9 miles, 23d12 points
damage), Divine Shield (11/day, stops 90 points of damage), Di
Weapon Focus (short sword), Extra Domain (Cavern), Hand of Death
(Fart DC 43}, Know Secrets (Will DC 33), Mass Divine Blast (up ta
4% targets, no two of which cn be more than 9 miles apart, or a cone
up to 900 fr. long, or a burst or spread with a radius of up to 470
and a height of up to 90 ft.). TUmque ahlity, described above,

Speii-Like Abilities: Caster level 19th, or 20th for divi
spells and evil spells, or 27th for evocation spells and transm
spells (except spells from theose two schools with the darkes
descriptor; saving throw DC 33 « spell level, or 34 + spell level fa
enchantment spells, illusion spells, and necromancy spells,

shaundakul

Rider of the Winds, the Helping Hand

Lesser Deity

Symbol: A wind-walking bearded man in traveler’s
cape and boots

Home Plane: Gates of the Moon

Alignment: Chaotic neutral

Partfolio: Travel, exploration, porfals, miners, cara-

' vans

Worshipers: Explorers, caravaneers, rangers, porfad-walke
ers, half-elves

Cleric Alignments: CE, CG, CN

Domains: Air, Chaos, Portal, Frotection; Trade, Travel

Favored Weapon: “Sword of Shadows” {greatsword)

Shaundakul (shaswn-da-kul) is a lonely deity of few words who lets his
deeds speak For him, He is kind but stern, with a rugged sense of humar
that sometimes comes to the fore. His faith is on the upswing in part
because of his willingness to personally recruit worshipers while man-
ifesting in the world in physical form. Clad in his dark, swirling cloak,
leather armor, and hoots that never quite touch the ground, the Rider
of the Winds cuts @ regal figure with his massive greatsword ever at
the ready. Tall and handsome, Shaundakul walks in silence but is sur-
rounded by the ever-present iu:c:::'ng whistle of the wind,

After falling inta ebscurity in the wake of the fall of Myth
Drannor, the church of Shaundakul has been greatly revitalized
since the Time of Troubles The decade-long absence of Waukeen
and near collapse of her church in the wake of the Avatar Crisis




caused many merchants, particularly caravaneers, to turn to Shaun-
dakul for a rime. Although many merchants haye since returned to
the church of the Waukeen, others, particularly those mfected with
winderlust, have stayed faithful, and the church has continued to
grow. Today, the church of Shaundakul areracts many brave adven-
turers and daring explorers to its ranks, and word of their latest
exploits 15 eagerly awaited in the cities in which they are based.

Clerics of Shaundakul pray for their spells.in the morning right after
the wind shifts from the changing temperature, Their holy day s the
Windride, which is celebrated on the 15th day of Tarsakl On this day,
Shaundakul causes all his clerics to assume gaseons form ot dawn, if they
canviot wind sealk on their own, so that they are carried with the wind,
They return to normal (and ave lowered safely to the ground) ar dusk,
wsually in some place they have never been before, Shaundakul's clergy
memmbers have a few simple ceremonies they practice when appropriate.
They are to ureer a simple prayer every time the wind changes sigmfi-
cantly, Whenever they discover previously uncharted territory (such is
an undiscovered valley, lake, or island’, they are to ercate a small throne
of racks marked with Shaundakuls symbaol near the location where they
first made the discovery. If capable, they are to create a shrine to Shaun-
dukul using some shape. Shaundakul’s cletics commonly multiclass as
rangers or windwalkers (see Chaprer 4}

History/Relationships Shaundakul 15 an old deity, once an inter-
dates the ereation of Beshaba and Tymora from Tyche.
Shaundakul’s church collapsed and his Followers dwin- (
dled in the aftermath of the fall of Myth Drannor, T4
anid he dwindled in status to the rank of demipower. | /
Beshaba later wsed his pame to promote dlscard [ ,f

|
a5 the Treacherous Lurker in the SBands. Since the
Time of Troubles, Shaundakul has risen back ro the
level of lesser power and allied himself with deities such
a5 Akadi, Miclikki and her allies, Seline, Tymori, and
the more darmg members of the Seldarine. He ap[ms
word of hidden places. He batrles with Beshaba For the suffering she
has inflicted in his name.

Dogma: Spread the teachings of the Helping Hand b} example.
Work to promote him among tradersy especially trailblazers who
seek out new lands and new opportunitics. Unearth and resanctify
wherever it blows. Aid these in need, and teust.in the Helping Hand,
Seek out the riches of the earth and sea. Journey to distant horizons,
Be the first to sce the rising sun, the mountain peaks, the lush val-
leys. Lier your footsteps fall where none have tread.

Clergy and Temples: Members of the clergy are expected to live
and mining expeditions. Many serve as guides for adventuring com-
panies or as explorers. A very few are Harpers All seek to visit the
scattered shrines of Shaundakul (particularly the great one in Myth
Drannot) as frequently as possible and to construct new ones when
they acquire sufficient resources. Ever since Shaundakul added per-
ulentifying partafs that would be useful for trade and exploration.

Shaundakul prefers to be venerated at shrines, most of which are
uninhabited and in remote places. Typically, a shrine to Shaundakul
1 i stong dais built atop o high place, crowned with a stone seat or
throne, #nd accompanied by one or more stane pillars pierced with
throughout the Moonsea and the Stonelands, some of them over a

thowsand years old. Shaundakul is not commonly worshiped mtl:un
cities and he has few formal temples as & result. Because the clergy
members love to wander, his few temples constantly have new cler-
165 arrive as others keave.

mediate deity popular in the Moonsea, whose divine status pre-
ameng the nomads of Anauroch, who now curse h!m

Shar because he dislikes seercts and enjoys spreading the

ancient shrines of Shaundakul. Ride the wind, and let it take you
off the land and work as guides and protecrors of travelers, caravans,
fals to his portfolio, his clerics have been tasked with locating and
holes through which the wind whistles. Many such shrines exist
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Shaundakul’s clerics wear a dark swirling cloak over garb appro-
priate for the rrail, and faver dark colors and silver in general,
Many wear their holy symbol on the back of their gauntlet (usually
leather ar chain maill

Shaundakul's church is logsely organized, and its branches are
largely independent. There is little in the way of formal hicrarchy,
although those who served the Rider of the Winds prior to the
Godswar held positions of great respect in the church, Since the
Time of Troubles, seyveral military orders have been founded in the
name of Shaundakul. The Fellowship of the Next Mouantain 15 an
order of rangers and clerics who typically work alone, blazing trails
m the uncharted wilderness areas of the Sword Coast North and
Moonsea North. The Knights of the Shadow Sword are an elite
order of fighters and rangers based in Shaundakul’s Throne and
dedicated to cleansing Myth Drannor of the evil that haunts its
streees and ruins, Initially, they are fortifying the ancient Myth
Drannan temple as a base of operations and sending out scouts to
recontnoiter the ruined city, The Riders of the West Wind are an
order of clerics and a few rangers who hire themselves out asa mer-
cenary company to guard caravans heading thmudh uncharted
wilderness to distant lands. .

N shaundakul

S . Ranger 20/Wizard 10/Cleric 10

) @ Medium-Size Outsider (Chaotic)

Divine Rank: 6 °

\ Hit Dice: 20d8+240 (outsider) plus 20d10+240 (Rgr} plus
. 10d4+120 (Wiz) plu.l; 10d8+120 (Clr ) (1,200 hp)

0 Initiative: +11 (47

L5

Dex, +4 Improved Initative)

. AC: 72(+7
| " deflection)
Artacks: + Febaotic icy burse keen greatswird P s

};" +HAT+6245 7452 melee; or spell +61 melee touch |

T or+s3 rangud touch

Damage: + S chaotic fey burst keew greatyword 246427 plus 1d6
cold/15-20 plus 1410 cold; ar by spell.

Face/Reach: 5 fr. by 7 fr./7 ft.

Special Attacks: Domain powers, salient dwmc abilities, spell-like
ahilities, rurn undead 13/day.

Special Qpalities: Divine aura (600 ft, DC 26}, divine immunities,
DR 41/+4, familiar (hawks), Favored enemies (outsiders
[demons| +9, outsiders [yugoloths] +4, outsiders [devils] +3, aber-
rations +2, undead +1), fire resistance 26, godly realm (1 mile
Ourer Plane, 600 ft. Material Plane), plane shift at will, remote
communication 6 miles, spontaneous casting of divine spells, SR
38, relepors withont ervar at will, understand, speak, and read all
languages and speak directly to all beings within 6 miles.

Saves: Fart +50, Ref +45, Will +45, &

Abilities: Str 40, Dey 24, Con 34, Int 24, Wis 24, Cha 30.

Skills: Animal Empathy +39, Climb +41, Concentration +81, e
Handle Animal +47, Heal +71, Hide <36, Intuit Direction +44, '
Jump +41, Knowledge (arcana)+33, Knowledge (geography)
+39, Knowledge (local) +39, Knowledge (nature) +44,

Knowledge (religion | +42, Listen +36, Move Silently ¢33,
Profession (caravancer) +572, Ride (horse) +48, Scry, +33, Search
+33, Spelleraft +43, Spot +44, Bwim +42, Use Rope +44, *
Wilderness Lare ++4.

Peats: Cleave, Craft Magic Arms and Armor, Craft Wondrous

Item, Create Portal, Dodge, Fxpertise, Far Shot, Great Cleave,
Improved Critical (greatsword), Improved Initiative, Mobility,
Paint Blank Shot, Power Attack, Precise Shot, Rapid Shot, Scribe
Scroll, Shot On The Run, Spell Penctration, Spring Attack,

Sunder, Track, Weapon Focus (greatsword ], Whirlwind Attack.

Dex, +6 divine, +1% natural, +10 -




Divine Immunities: Ability damage, ability drain, acid, cold,
death effpces, disease, disintégration, electricity, energy drain, mund-
:LIT:cting cffects, paralysis, poison, sfeep, stunning, transmutation,
;m‘.pr:m#mt'ur .bﬂh'l'jaml‘.'ﬂf

Salient Divine Abilities: Alter Size, Avatar (up to ‘.i‘J, Divane Air
Mastery [sense range 60 ft.), Divine Shicld (1%/day, stops 60 points
of damage), Extra Demain (Air), Extra Domain (Chaos), Fxtra
Domain (Trade), Stride (up to 6 creaturcs/day ),

Domain Powers: 13/day turn or destroy carth ereatures, or
rebuke or command air creatures; cast chaotic spells at +1 caster
level;, detect an active or inactive pgriad as if it were a normal
secret door (DC 20); 6/day prutLLtnl: ward (touched 5ub_1:1.r. £ains
+10 resistance bonus on next saving throw, miximum dura-

. tion 1 hour’; 6/day use detect thonghis for 10 minutes (one
t ' target per wse); 10 rounds/day freedom of
MGTENEENT.

Spell-Like Abilities: Shaun-
daknl uses these abilities as a
16th-lével caster, except for
chaotic spells, which he uses as
a 17th-level easter. The save DCs
are 26 + spell level. Air walk, ana-
fyze partal, apinsate ehfects, antimagic
field, astral projection, banishment,
chain lightning, chaos bammer, cloak
of chass, control weather, control winds,
dimension door, dimensional anchor, dis
ctrn location, dispel lase, eagle's splendor,
clemental pwarm (asair spell only ), ethe-
realness, expeditions refreat, fabricate,
find the path, fly, gaseans form, gate,
gembomb, locate object, magic circle against
law, maze, message, mind blank, Mor-
denkaines’s magnificent mansion, obicuring
mist, phase door, prismatic sphere, proteition
Srom elements, protection from law, repulsion,
sanctuary, sending, shattery shield other, spell
smmnity, spell resistance, summon monster I,
summon monster [X (as chaotic spell only),
telepord weithout errar, irue seeing, whivinvind,
awind wall, word of chaes.

Cleric Spells/Day: 6/7/7/6/5/4, hase DC =17 4
spell tevel.

Ranger Spells/Day: 7/5/5/4; base DC = 17 +
spell level

Wizard Spells/Day: 4/6/6/5/4/3; base DC ~ 17 +
spell level,

Possessions; Shaundakul carries Sword of Shadows, a
+ T greatsmord with the chuotic, icy burst, and keen special abilities,
Caster Level: 23thy HFeighs: 15 1b.
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OTHER DIVINE POWERS

As a lesser deity, Shaundakul may take 10 on any check. Shaun-
dakul treats a 1 on an artack roll or saving throw nornmlly and not
as an automaric failore. He is immortal,

Senses: Shaundakul dan see, hear, touch, and smell at a distance
of six miles. As a standard acrion, he can perceive anything within
six 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 deitics of his rank or lower at up to two remote locations
at once for up vo 6 hours,

Shaundakul
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Portfolio Sense: Shaundakul cin sense any new discovery by an
explorer, as long as the event in question affects at lease five hun-
dred people. He is likewise aware of any use of a persad and the pas-
sage of every caravan or traveler in the Realms, as long as the
event 15 of similar scope.

Automatic Actions: Shaundakul can use Handle Animal, Knowledge
(arcana), Knewledge (geography), Knowledge (local) Kmowledge
(nature), Knowledge (religion}, or Wilderness Lore as a free action if
the DC far the task is 20 or lower, Shaundakul cannor do anyrhing as
a free action if the task would be a move action or part of a niove
aceion. He can perferm up to Five such free actions cach round.

Create Magic Items: Shaundakul can.creatg any kind of magic

item that aids in exploration, movement, transloca-

" tion, ar defense, as long as the item’s market price
does not exceed 30,000 gp.

Avatars

Shaundakul’s avatar appears as a tall,
handsome nian with white hair and a
regal manner. He is clad in 2 dark,
swirling cloak that is always whipped
as iF by swirling winds and that blurs
the outlines of his figure, Usually only
his head and arms and his massive
greatsword can be clearly seen, He
is plainly dressed in the leather
armor favored by most rangers.
His booted fect never quite
touch the ground, so he walks m
silence but For the keening whistle
of winds that is always with him,
Shaundakul may appear in answer
to a priest’s ery for divine ad
from a threatened altar, or the
dying or sacrificial plea of a faithful
warshiper who his perfermed heroic
and spectacular feats. He has been
known o appear to lost or injured
worshipers at their campfires by
night and even in extraordinary cir
cumstances to stand and fight when
wolves, ores, or worse menace a worshiper
who has called on him.
@ Avatur of Shaundakul: As Shaundakul
except divine rank 3; AC +6 (touch 30, far
footed ' 39% Atk +64/+59/+54/+442 melee
(246+27/15 20, + S chactic icy burst keen greatsword),
or spell +78 melee touch or +50 ranged touch; 5Q Divine aura (30
fr, DC 23), DR 38/+4, fire resistance 23, SR 37; SV Fort +47, Ref
+42, Will +472; all skill modifiers reduced by 3
Salient Divine Abilities: Alver Size, Divine Air Mastery (sense
tange 30 fr.), Divine Shield (15/day, stops 30 points of damage},
Stride (up to 3 creatures/day L
Spell-Like Abilities: Caster level 13th; saving throw DC 135 +
spell level, Without the Extra Domain salient ability, Shaundakul's
avatar lases access to the Air, Chaos, and Trade domain, their asso-
ciated domain powers, and the spell-like abilities arr walk, animate
oifects; chain lightning, chaos bammer, cloak of chaos, control eath-
er, comivol winds, discern location, dispel law, eagle's splendor, ele-
mental swarm (as air spell only}, fadvicate, gaseons form, gembomé,
magic cirele against law, message, nind blawk, Maordenkainen's
magnificent mansion, obscuring miss, profection from faw, se.udmg.
rhatter, sumgen mionster IX (a5 chaotic spell only), true secing,
wwhirdsvind, wind wall, word of chass.
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silvanus

Cak Fatber, the Foreir Fatber, Trevfachor
Greater Deiry
Symbol:

Home Plane:
Alignment:
Portfolio:
Woarshipers:

Cleric Alignments;
Domains:

Green living oak leaf

House of, Nature

Neutral .

Wild nature, druids

Druids, woodsmen, wood elves
CN, LN, N, NE, NG

Animal, Plant, Protection, Renewal,
Water :
Favored Weapon: “The Great Mallet of Silvanus” (maul)
Although wisc and beneficent, the paternalistic Silvanus (sihl-vama-
us) can be emotionally distant when it comes ro the necessity of
having a balance in nature and wrathful toward those who threaten
wild places, He appears as an old, bearded, meredibly wise human
mitle face floating in midair among trees or sproyting (rom the
trunk of an especially old and large specimen:

The church of Silvanus s spread everywhere across Faerun and is
far seronger than many might think. Nevertheless, most outsiders
view the church of Chaunte, as patrons of agriculture, as being
favorably inclined toward the expansion of civilization, while the
church of Silvanus is the implacable foe of those who would settle
new linds. Neither impression is correct, yet the churchi of the Qak
Father is often perceived as hetle different from those faiths that
venerate the Deities of Fury,

Clerics and druids of Silvanus prepare spells at sundown or in
moonlight. Holy days are Greengrass, Midsummer night, Highhar-
vestide, and the Night the Forest Walks. This lasc holiday cakes
place when the deity grows restless. He then causes trees to move,
streams to change course, caves to open or close, forest creatures to
stir, and forést magic to strengthen, His clerics always turn undend
ruther than rebuking them, \
Many rituals of worship to the
deity take place in a crown stand of
tall, ancient trees on a hilltop. The
deity must always be worshiped by
sacrifice, but never by blood sacri-
fice. Instead, something made from
material taken from a wood must be
ceremonixlly broken and buried—
not burned. For example, a cart,
wagon, or chair fashioned from the
wood of felled trees could become a
sacrifice to Silvanus. The simplest
prayer to Silvanus is the Call of
Ouk, Ash, and Thern, wherem a
cleric gathers leaves of the three
named sorts of trees, floats them on 2%
water, and entreats Silvanus to hear |
4 prayer. ‘For deeper concerns (a
conversation with a servant of the
deity, or the receipt of godly favors
or magical powers) a Vigil is often
employed: The worshiper anoints his
or her own body with a powder of |
crushed adorns and mistletoe leaves 30
mived with rainwater or spring
water and lies down on,-or in con-
tact with, a growing tree for mast of
a night. Some part of the bare flesh
of the faithful must touch green,
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growing moss, so maoss-covered giant trees are most favored for
/ use in Vigils. '

The two most powerful and haly rituals of Silvanites
are the Song of the Trees and the Dryvad Dance. The
former is a haunting repetitive chant that draws wood-
" land creatures to gather and be healed. The latter isa wild
“  revitalizing ritual of piping and dancing thar calls dryads
@i, out of the woods towander, even far from their trees,
[ to mate with humans. Sadly, it scems the most often per-
formed ceremony in the Silvanite canon is the Thorn-
call, a ritual magic that raises thick walls of deadly
tearing thorns out of the forest soil. These barriers are per-
manent and as labyrinthine as the presiding cleric desires, but
they can only be called up when # servant of Silvanus (a worshiper

oF 4 servitor creature, such as a stag) has been slain or shed much

blood in the vicinity. The Thorneall ritual is used to keep out those
who would burn or despoil the forest in such a way s to upset the
Balance. Many of his clerics multiclass as druids, forest masters (see
Chapter 4), hicrophants, or rangers.

History/Relationships: Like Oghma, Silvanus is an old deiy
with many ties to other planes. He is closely allied with Chauntea,
and 15 served directly and indirectly by Eldath, Miclikki, Gwaeron
Windstrom, Lurue, and Shiallia. He is birterly opposed to the
activities of Malur and his church, as the Beastlord is consumed
with bloodlust and his Fellowers would hunt every creature in exis-
tence to extinerion if given leave. Likewise, ulthough Silvanus rec-
ognizes the role thit both disease and natural acts of destruction
play in the Balance, the Ouak Facher hates both Talos and Talona,
for both care nothing for the natural order and seek only to
indulge their most destructive impulses,

Dogma: Silvanus sees and balances all, meting out wild water and
drought, fire and ice, life and death. Hold your distance and take in
the total situation, rather than lacching on to the, popular ides of
what is best. All is in a cycle, deftly and beautifully balanced. It is
the duty of the devour to see this cyele and the sacred Balance as
clearly as possible, Make others sec
the Balance and wark against those
that would disturb it. Watch, antic-
ipate, and quietly manipulate,
Resort to viclence and open con-
frontation only when pressured by
time or hostile action. Fight
against the felling of Torests,
banish discase wherever you find it,
defend the trees, and plant new
flora wherever possible, Seek out,
serve, and hefriend the dryads and
[earn thew names. Kill only when
needful, destroy fire and its
employers, and beware ores and
others who bring axes into the
forest.

Clergy and Temples: The
church of Silvanus endlessly
strives to preserve the sacred Bal-
ance, despite popularion pressures
that lead to too-heayy hunting or
farming, Members of the clergy
work to redirect development and
control  populations  through
covert sponsorship -of brigands,
breeding and selective placing of
predators, and other means: It is
essential that such work be as
secretive as possible, so that most

Siloamus
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folk view the sorvants of Silvanus as essentially benign lovers of
trees. Wildlife breeding, nursing sick animals, and replanting trees
and wild shrubs are all work that should be done as publicly as pos-
sible to support this perception—and as necessary work to redress
the slipping Balance, of course. Silvanite clergy make a lifelong
study the intricate workings of the life-cycles of all living creatures
in Faeriin and learn to take the long-term view so that the mani-
fold implications of every action and combination of actions can be
seen clearly well invo the future. By planning For the lang term, Sil-
vanite clergy hope never to take a serious misstep and worsen any
shift of the Balance, Superior patiepce, natural knowledge, and
anticipation are the hallmarks of a worehy servant of Silvanus,
They are also the qualities that make any Silvanite cleric a deadly
foe. A Silvanire should never be surprised at an unexpected turn of
events and always be three or four steps ahead of an opponent, pre-
pared For victories well beyond the battles that an cnemy can see,

Silvanus's church largely eschews formal temples and favers
small communities over large cities, although clusters of his cler-
s work iy large cities to create gardenlike walled arcas of wild
forest within the city limits. Most of the faithful worship the Oak
Father amidst stands of forest giants, particularly ancient oak
trees, or within rings of standing stones ser deep within the great
forests of Fuerdn.

The ceremoninl dress for hoth clerics and druids of Silvanus is 2
suit of armor made of averlapping leaves. For clerics, the leaves are
made of metal plates and the suit funetions as a set of scale mail.
For druids, the leaves are made of green-tinted leather and the suir
functions as leather armor. Rither set is worn with green breeches
and shirt. The outfit 15 topped with a large helm with oak leaf-
shaped wings. The church of Silvanus consists of a central hierarchy
dominated by druids, but many members, pereicularly clerics and
rangers, stand outside the formal higrarchy. The structure of the
church is patrerned afrer the circles of the ancient drpids A high-
ranking drind, called an archdruid, leads most Circles and members
are all considered an ‘imitiates of varying level. Each archdruid in
turn reports to the grand drid of the region, and all the grand
druids in turn report to the great druid of the faith. The last isa dif-
Ficule office that 15 never held by any one individual for more than
@ few years. Former officeholders are considered elders of the faith.

#

sitlvanus

Druid 20/Ranger 10/Barbarian 10

Medium-Size Outsider

Divine Rank: 18

Hit Dice: 20d8+140 (putsider) plus 2048140 (Drd) plus 10d4+70
(Rgr) plus 10412470 (Bbn) (960 hp)

Initiative: +14 (+10 Dex, +4 Improved Initiative)

Speed: 70 fr.

AC: 78 (+10 Dex, #18 divine, +31 natural, +% deflection)

Attacks™ +F ewergy aura impact mighty cleaving manl
FT9/+ T4 +69{+64 melee, or spell +73 melee touch or +68 ranged
touch *Always receives @ 20 on attack rolls; roll die to check
for critical hit.

Damage® + Fenergy aura impact mighty cleaving maul 1d10+27
plus 1d6 acid, cold, electeicity, fire, or sonic/18-20/x3; ar by
spell *Always does maximum damage (maol 37 points plus 6
points acid, cold, electricity, fire, ar sonic).

FacefReach: T fr. by T fr./F fr.

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities.

Special Qualities: A thousand faces, animal companion (up to 20
HDY, divine aura (18 miles, DC 37), divine immunities, DR
¥3/+4, fast movement, favored enemies (aberrations +3, undead
+2, shapechangers +17, fire resistance 38, godly realm (100 |

miles Outer Plane, 1,800 fr. Material Plane), nature sense,

plane shift at will, rage 3/day, remote communication 18 miles,
resist nature's lure, spontancous casting of divine spells, SR 70,
tedeport meithent ervor-at will, timeless body, erackless step,
suncanny dodge (Dex bonus to AC) understand, speak, and read
all languages and speak directly to all belngs within 18 miles,
venom immunity, wild thape (Fine, Diminutive, Tiny, Small,
Medium-size, Large, Huge, Gargantuan, Colossal, or dire animal !
¥/day, clemental 3/day), woodland stride.

Baves™ Fort +3 7, Rel +60, Will +65. *Always receives a 20 on saves

Abilities: Str 40, Dex 30, Con 27, Int 24, Wis 40, Cha 29,

Skills*: Alchemy +37, Animal Empathy +70, Climb +62,
Concentration +68, Diplomaey +70, Handle Animal +79, Heal
+80, Hide +5L, Intimidate +49, Intuit Direction +87, fump +62,
Knowledge (nature] +100, Knowledge (religion) +47, Mave
Silently +51, Profession (herbalism | +76, Ride (horse) +57, Sery
+48, Search +48, Spellcraft +48, Spot +62, Swim +85, Usc Rope
+71, Wilderness Lore +101. "Always receives a 20 on checks

Feats: Blind-Fight, Brew Potion, Combat Casting, Combat Rellexes,
Craft Magic Arms and Armor, Crafr Staff, Craft Wondrous
Item, Dodge, Experctise, Far Shot, Improved Critical (maul),
Improved Imitiative, Mohbility, Point Blank Shot, Precise Shot,
Rapid Shot, Spell Penerration, Spring Atrack, Track, Weapon
Focus (maunl), Whirlwind Attack.

Divine Immunities; Ability damagg, ability drain, acid, cold, death
effects, disease, disintegration, electricity, energy drain, mind-affect:
ing effects; paralysis, poison, sleep, stunning, transmutation, fnpre-
cument, Banigbuent.

Salient Divine Abilities: Alter Form, Alter Size, Avatar (up to
20, Gall Creatures (up to 18 treints serving simultancously, each
with up to 18 HD), Command Plants 18-mileé radins, Divine Blast
{12/day, up to 18 miles, 27d12 points of damage), Divine Druid,
Divine Shield (10/day, stops 180 points of damage) Divine Skill
Focus (Knowledge [pature]) Divine Skill Focus [Wilderness Lore)
Divine Spelleasting, Extra Domain (Renewal), Extra Domain
(Water ), Gift of Life, Grow Creature (plants, up to 18/day}, Irre-
sistible Blows (maul, Fore DC 35% Know Death, Life and Death,
Mind of the Beast (swaken [up to 18 creaturesidayl or slumeber:
[Fore DC 371% Power of Nature (18-mile radivs, duration coneen-
tration + up to 18 minutes), Shapechange, Speak with Creature
(plants), True Shapechange.

Domain Powers: 18/day use animal fricudsbip; 18/day rebuke or
command plant creatures; 18/day protective ward (touched subgect
gains +18 resistance honus on next saving throw, mayimum dura-
tion 1 hour); 18/day regain 1d8 + 9 hp il broaght below C hp (bot
not to —10 hp or below ) 18/day turn or destroy fire creatures, or
rebuke or command witter ¢reatures.

Spell-Like Abilities: Silvanus vses these abilities as a 28th-level
caster. The save DCs are 37 3 spell level. deid fog, anbnal shapes,
antilife shell; antimagic field, atonement, barkikin, calm animals,
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mpact sp ecial Ability
Impact: Any biudgeoning weapon enhanced by ghis ability
has its threat range doubled. For example, @ quarterstaff thus
enhanced seotes @ threat o a 19-20, dnd a heavy flail scores @
Jthreat ona 17-20. Thiﬁaﬂimcemnl does not affect prercing
or slashing weapon
Caster Levels iﬂﬂr, Prervquisitess Craft Mugic Arms and
Armor, sweapon of bmpact; Market Price: +1 bonus.
T
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changestaff, charm person, command plants, commuine with satuve,
cone of cold, contval plawts, conirol water, creeping doom, dominale
animal, elemental vwarm (as water spell onlyl, ewtangle, fog clowd,
Jreedam, greater vestoration, bévoes' frast, bold amimal, borrid wwile-
ing, ice storm, lesser restoration, mind Slank, ebscuring mist, plant
groteh, polymorph any obfect, prirmatic sphere, protection from ele-
mients, reincarnate, remeve disease, répel vernmin, repel wood, repud-
siown, sawctuary, shambler, shapechange, shicld ather, spell immunity,
speld resistance, wail of thorms, water breathing.

Rage: The following changes are m effect as long as Silvanus
rages: AC 76; hp 1,140; Atk +81/476/+71/+66 melee (1d10+30 plus
1d6 acid, cold, electricity, fire, or sonic/18-20/x3, +5 easrgy aura
impact mighty eleaving manl; damage 40 points plus 6 points acid,
cold, electricity, fire, or sonic) or spell+7F melee touch or +68
ranged touch; SV Fort +60, Will +67; Str +4, Con 30, Climb +64,
Concentration +71, Tump +6 4, Swim +87. His rage lasts for the dura-
tion of the encounter afterward.

Druid Spells/Day (Levels 0-14%
LAY base DC = 27 + spell level.

Ranger Spells/Day: /7, base DC = 27 + spell leve].

Possessions: Silvanus carries the Greddr Maller of Silvanus, a +5
mad with the energy aura, impact, and mighty cleaving special abilitics.

Caiter Level: T7thy #Heeght: 17 b

61919/9/8/8]7/7/616/3/

OTHER DiviNeE POWERS

As a greater deity, Silvanus auromatically receives the hest possible
result on any die roll he makes (including attack rolls, damage, rolls,
and saves . He 8 immortal,

Senses: Silvinus can see, hear, touch, and smell at i distance of
cighteen miles. As a standard action, he can perceive anything
within eighteen miles of his worshipers; holy sites, ohjects, or any
location where onc 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 locations at once for up to 18 hours,

Portfolio Sense: Silvanus senses any disruption of the natural
order cighteen tendays before it happens and rerains the sensation
far eighteen tendays after the event occurs, He 15 likewise aware of
the actions and experiences of every druid in the Realms and every
creature affiliated with a druidic Circle dedicated in his name,

Automatic Actions: Silvanus can use Alchemy (herbalism-related
aspects only), Animal Empathy, Handle  Animal, Knowledge
(nature ), Profession (herbalism ), or Wilderness Lore as a free action
if the DC far the rask is 30 or lower. Silvanus cannot do anything

= =

Energy Aura special abiliry
. Energy Aura: Any Mweapon enhanced by this special ability
mu;r add an addirional amount of damage from an element of
the wielder's choice (1eid, cold, electri icity, fire, or soric), exact-

* Iy as described under the flaming special property, including
bestowing an additional 146 points of damage of the appropri-
ate elemental subtype on’ 4 sormal hit. Determining the
wehipon's elemental zura 15 3 free action that may be taken no
more than once per round (thus, you can't change the subtype
berween greacks in che same round). Bows, crosshows, and slings
with this ability bestbw the energy upon their ammunition.

Caster Level: 15th; Prevequisites: Craft Magie Arms and
Armor, blinduessideafness, chill metal, flame blade, lightaing
bolt, Melf's acid arrow; Market Price; +3 banus.

L1

——

~

as a free action if the task would be a move action or part of a move
action. He can perform up to twenty such free actions each round.

Create Magic Items: Silvanus can create any kind of magic
item made whelly from plant or animal marter and any item
usable by druids.

Avatars

Avatars of Silvanus sppear i either old or young forms. The Old
Father is an old, bearded, incredibly wise human male face floatng
in mudair among, the trees, or sometimes sprouting from the trunk
of an especially old and large tree. Has flesh is as brown, gray, and
fissured as old wood. The Young Strider is a long-limbed voung man
wearing scale armor with scales in the shape of oak leaves. Avatars
of Silvanus appear most of ten when a sacred grove is threatened or
a cirele of druids is attacked during worship. The deity and his
avatars especially hate Fire and those who use it carclessly or with
deliberare intent to destroy.

® Avatar of Silvanus: As Silvanus except divine rank % AC 60
(touch 38, flat-footed 60); Atk +70/+65/+60/+5F5 melee (1d10+27/
18-20/%3, +1 ewergy anra impact mighty cleasving mand), or spell
+64 melee touch or +59 ranged touch; SG Divine aura (?00 fr, DC
18}, DR 44/+4, fire resistance 2%, SR 41; SV Fort +48, Ref +71, Will
+76; Knowledge (narure) +91, Wilderness Lore +64, all other skill
modifiérs reduced by 9.

Salient Divine Abilittes: Alter Size, Call Creatures (up to 9 tre-
ants serving simulraneously, each with up to 9 HD), Command
Flants 9-mile radius, Divine Druid, Divine Shicld (1C/day, stops 90
paints of damage)l, Extra Domain (Remewall, Extra Domain
(Water), Grow Creature (plants, up to %/day), Mind of the Beast
{awaken [up to 9 creatures/dayl, or slwamber [Fort DC 28]), Power
of Wature (¥-mile radius, duration concentration + up to ¥ m_ulutaai-.
Speak with Creature (plants).

Rage: The Following changes are in effect as long s Silvanus’s
avatir ragess AC 78 (touch 36, flat-footed FB);, hp 1,140, Atk
+TY 6T +62/+5 T melee (1d10+30/18-20/<3, +5 ewérgy anra impace
mighty cleaving mand), or spell +66 melee touch, or +F9 ranged
touch; SV Fort +F1, Will +58; Str 44, Con 30, Climb +F7F, Concen-
tration +62, Jump +57, Swim +78, His rage lasts for the duration of
the encounter afterward.

Spell-Like Abiliies: Caster level 19thy saving throw DC 28 +
spell level.

Spedls: As Silvanus, except save DCs ngainst the avatar’s druid and

ranger spells are 27 + spell level. The avatar has no spell slots-above
9th level available.

sune

Firebatr, Lady Firehair
Greater Deity

Symbol: Face of a red-haired, ivary-skinned besutiful
woman

Home Plane: Brighrwater

Alignment: Chaotic good

Portfalio: Beauty, love, passion

Worshipers: Lovers, artists, half-¢lves, adv:nturers

Cleric Alignmenes: O, CN, LG (paladins only), NG

Domains: Chaos, Charm, Good, Protection

Favored Weapon: A silken sash (whip)

Fairest of the deitics, Sune (seo-nce) is benevelent and sometimes
whimsical. She always appears as o rediantly beautiful red-haired
woman of incredible charms. She alternates between deep passions
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and casval [Tirtations and has been romaitically tied to many of the
other Fagrinian deities Sune enjoys attention and sincere flattery,
and avoids anyone who is horrific or boorish. Lady Firchair loves
and protects her followers, who in turn manifest and protect the
beauty of the warld,

Aside From those who despise lnvn and beauty as a manifestation
of weakness, the church of Sune is widely loved throughout Fagran
and has many adherents to its teachings. However, as most Sunites
are seen as flighty, vain, and superficial bur basically harmless, the
church of Sune has less nfluence than its prominence might other:
wise suggest. Sunites have an intense rivaley with the followers of
Hanali Celanil, the elven deity of beauty.

Sunc's clerics pray in the morning after & refreshing scented bath
(or after at lenst washing their hands). Greengrass and Midsummer
Niglit are both Sunite holy days, celebrated with a great deal of out-
door frolicking and with night-long (lirtatious chases throogh
forests and parks. Individual remples celebrate numerous local holy
days as well. Ar least once 1 month; the church of Sune holds a
Grand Rewvel, a large party with dancing, poetry recitation, and
heartrendingly beautiful or soulfully rousmg music to which ont-
siders are invited with the mtent to attract converts. A Feast of
Love is o mere intimate, quict affair, apenonly to the faithful, who
Tie on-couches and mndulge in Hgl:leurﬁ, appetizers, and sweet pastries
while lone dancers perform. These dances are interspersed
with readings of romantic verse, prose, and songs of love. |
sung by skilled minstrels, Such rituals always break up ¢ F
into private gathérings, though bards are always on
hand to relate tales of courtly love or mysteries of %
Faertin for those who do not feel like socializing &
more privately, Sunites also of fer personal prayers to e
Sune by standing in a pool or bath and looking into a
mirror lit only by natural Light or candles. Bune sends
guidance to them by visions visible in the mirror, often |
by altering the reflection of the worshiper m some way.
The influx of adventurers into Sunc’s clergy in recont years
has reduced the huge fermer gender disparity in the church so
that now females only outnumber males Four to one. Sunite clerics
rend to multiclass as bards, heartwarders (see Chaprer 4), or rogues.

History/Relationships: Sune shares the witers of the Evergold,
a sacred pool, with Hanali Celanil, the clven deity of beauty, and
Sharess, the lusty feline remptress whom she rescued from Shar's
shadow during the Time of Troubles. Sune is also allied with simi-
lnrly minded deities such as Seline, Milil, and Lathander. Sune is
served by Lliira and was once served by Seline, but the Moon-
maiden has now once again gone her own way. Sune's natore makes
it difficult for any being to be angry with her for long, and so she
has no true ¢nemies, although she dislikes Auvril, Malar, Talos;
Umberlee, Talona, and Tempus, for they are often responsible for
the destruction of beautiful things. Tempus finds her dislike not
worth reciprocating, since he vonsiders her airrelevant, flighty, and
not worth the conflict. Sune earned the enmity of Shar during the
Time of Troubles, for the Nightmaiden did not appreciare being
denied her conquest of Sharess, and so the Lady Firehair now qui-
etly supports Mystra in her brewing battle with the Mistress of
the Night.

Dogma: Beauty is more than skin deep. It issues from the core
of one’s being and reveals one's true Face to the world, fair or foul.
Believe in romance, as true love will win over all. Follow your
heart o your true destination. Love none more than yourself
except Sune, and lose yourself in love of the Lady Firehair, Per-
form a loving act cach day, and seck to awaken love in others,
Respond to love at least once i a day, Encourage beauty wherev:
er you find it. Acquire beautiful items of all sorts, and encourage,
sponsor, and protect those who create them. Keep your own body
as comely as possible and as attractively displayed as situations

warrant. Let hairstyle and elothing best suit your personal appear-
ance, striving to stir and delight athers who look upon vou. Mare-
over, hide not away, but always scek to present yourself to those
arotind you in a pleasing variery of garbs and activities so 15 to
move them with love and desire. Love those who respond to your
appearance, and let warm friendship and admiration ﬂnwer where
love cannot or dares not.
Clergy and Temples: Sunites are aesthetes and hedamsts, who'
actively seek out pleasure and beauty in all things. The pursuit of aes
thetic enjoyment is their [ife. Sunite clergy buy beautiful items of art;
sculpture, and handiwork whenever they find it, sponsoring good
artists where necessary and overpaying for such items so'as to drive
prices up, ereate more demand, and so inereéasg the supply of things
of beauty, This is to be done as often as funds afford and subtlecy per-
‘mits, and in disguise if need be. Whenever Sunite clergy must per-
form dirty tasks, the use of disguise is encouraged to protect the body
as well as to conceal identity. The devout cleric always hires or sup-
ports adventurers and others to destroy beings who vandalize beauti:
ful creations. All clergy of Sune also strive to create beauty in a
personal way, preferably as a creator of static fine art [blown-glass
arndments, paintings, or (apestries are all fashionable), but as a
dancer if one fails at all else. When one of them gains expertisc in
crafting things of beauty, she or he 15 obliged to pass on such
learning by traming others and turning away no one who
"=y shows genuine promise, Any money made through such
4. training should be given to the church to Further the
',a growth ef béauty and love everywhere,
Although Sunite clergy can rebuff unwanted
advances, they generally strive to build friendships
ind romantic feelings between themselves and
% others and in general wherever they go so that love
J/ may prosper everywhere in Faerin. As the lonely are
J  in most need of such things (and the mest likely to
¢ join in love of the Lady Firchaw), they are sought out by
diligent clgrgy for friendship. Everyone, no matter how
homely or disparate in faich from the path of the Lady, should
be assisted by gifts and advice to make themselves‘as beautiful as
possible. Sune’s clerics sponsor artisans, build friendships and
romances with themselves and umong others, and destroy those who
vandalize things of beauty. Sune has seen the benefits of Tymora's
parronage of adventurers and wishes to tap into this source of wor-
shipers, so the church supports gallant knights and explorers who
are willing to search for lost jewels and priceless works of art or who
are on missions to rescue their true loves.
Sunite temples are either stunningly beautiful edifices of fan-
tastic design *or ‘classically elegant structures strategically
enhanced by sculptured landscaping constructed with numerowd
picturesque paths and promenades and surprising and enchanting
nooks in which to share moments of love, beauty, and p'assisn..'
Many Sunite remples sport formal gardens with gorgeous flower
beds, trellises and bowers of well-trained wvines, and carefully
pruned trees and topiaries. Fine sculptures and sumptuous foun-
tains that play with soft, magical lighting provide focal points in
most Sunite temple gardens.
Sunites are not bashful about their bodies. The standard cereme
nial garb of Sunite clerics is monastic robes for men and habits Tor
women, both cut to show off the figure of the wearer and dyed ¢
deep crimson. Hair 15 normally worn long and allewed to Fall free
during ritvals At other times, clerics bind their tresses back with
crimson searves and wear clothing appropriate to the situation but
always flattering to the form. While red hair is considered touched
by the deity, all shades of hair and skin are weleome, proyided they
are unmarred and lovely.
The Sunite church's organization 15 loose and informal, and i
leadership changes regularly with the whims of 165 clecgy. The most
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attractive and charismatic Sunite clergy are usaally the lugh clerics.
Little is thoughr of a cleric dropping everything and going bound-

g of [ into the wild, particularly if the goal is some beautiful object

or some beautiful individual, and such behavior ereates little scandal
mn the church.

sune

Barcerer 20/Bard 10/Cleric 10

Medium-Size Qutsider (Chaotic, Good)

Divine Rank: 16

Hit Dice: 20484140 (outsider) plus 20444140 {Sar ) plus 10d6+70
(Brd) plus 10d8+70 (Clr) (R00 hp)

Initiative: +13 (+9 Dex, +4 Improved Initative)

Speed: 60 It

AC: B4 (+2 Dex, +16 divine, +29 natural, +20 deflection))

Attacks® +V ahaotic defending keen shock sash
+T0/+65/+60/45F ranged; or spell +63 melee touch
or +6% ranged touch *Always receives a 20 on
attack rolls; roll die to check for critical hit.

Damage”: +F chastic defending heen shock
sash 1d2+3 plus 1d6 electricity/18-20;
ar by spell *Always does maximum
damage (sash 7 points plus 6 electricity ).

Face/Reach: ¥ fr. by 7 fo/f ft.

Special Attacks: Domain powers, salient
divine abulities, spell-like abilitics, turn
undead 23/day,

Special Qualities: Bardic knowledge +17,
hardic music (countersong, fascinale,
inspire competence, inspire courage,
MSpIre greatness, swggestion) 10/day,
divine aura (16 miles, DC 46, divine
immunities, DR §1/+4, familiar (cats),
fast healing 36, fire resistance 36, godly
realm (100 miles Outer Plane, 1,600 ft.
Muaterinl Plane), plawe shifr av will, remote
communication 16 miles, spentancous cast-
ing of divine spells, SR 68, relepors withont
errer at will, understand, speak, and-cead
all languages and speak direcely to all
beings within 16 miles.

Saves™: Fore 57, Ref 457, Will +60, *Always
receives a 20 on saves §

Abilitics; Str 24, Dex 28, Con 27, Int 24, Wis £
37, Cha 70.

Bkills®; Alchemy +29, Appraise =41, Bluff +89, Concentration
+86, Craft (panting) +46, Craft (sculprure) +46, Diplomacy +111,
Gather Information +546, Heal +73, Innuendo +37, Intinidate
+42, Intuit Direction +51, Knowledge (arcana) +66, Knowledge
(religion) +44, Listen +30, Perform +79, Profession (herbalism)
+§1, Scry +86, Sense Motive +81, Spellcraft +86, Spot +29.
*Always receives a-20 on checks,

Feats: Brew Potion, Combat Casting, Combat Keflexes, Craft
Rod, Crafr Staff, Craft Wand, Dedge, Exotic Weapon
Proficiency (silken sash), Expertise, Forge Ring, Greater Spell
Focus (Enchantment), Improved Critical (silken sash),
Improved Inmtintive, Maximize Spell, Mobility, Quicken
Spell, Silent Spell, Spell Foeus (Enchantment, Spell
Penerration, Still Spell.

Divine Immunities: Ahility damage, abiliey drain, acid, cold, death
effects, disease, disintegration, electricity, energy drain, mind-affect-
ing effects, paralysis, poison, sleep, stunning, transmurtation, impris-
onmend, banisbment,

Salient Divine Abilities: Alter Form, Alter Reality (save DC 74
for duplicared spells; temporary nonmagical ohjects last 16 days,
temporary magic items or creatures last 16 hours], Alter Size,
Avatar (up to 20), Call Creatures (up to 16 fey serving simultane-
ously, each with up to 16 HD)), Divine Blast (28/day, up to 16 miles,
34d12 points of damage), Divine Blessing (Charisma, up to 16 crea-
tures/day ), Divine Fast Healing, Divine Inspiration (lave and
desire, Will DC 46, up to 16 creatures/day ), Divine Shield (10/day,
stops 160 points of damagel, Divine Spell Focus (Enchantment),
Divine Spelleasting, Divine Splendor 160 ft., Energy Storm (fire,
16 points of fire and 16 points of holy damage/round), Extra
Domain (Chaos), Gift of Life, lncreased Spell Resistance, Instant
Counterspell, Rejuvenation (returns in 10d10-16 days if killed in a
realm or 10d10-32 days if killed in her own realm thart is a divine
ly motphic Quter Plane ), Shapechange, Wave of Chaos (160-
ft. radins, Will DC 447,

Domain Powers: Cast chaotic spells at +1 caster
level; 16/day inerease Cha by +4 for 1 minute; cast
good spells at +1 caster level, 16/day protecrive
 ward (touched subject gains +10 resistance
—== | banus on next saving throw, maximum dura-
tion 1 hour .
[ Spell-Like Abilities: Sune uses these abilitics
| as 2 26th-level caster, except for chaotic spells
| and good spells, which he uses as a 27ch-level
caster. The save DCs are 46 + spell level, i,
animiate objects, anfimagic field, blads barvier,
calms emations, chaos bammer, chavne monster,
| charm person, cloak of chass, domand, dispel
evil, ditpel law, dominate miowster, emotion,
geasguest, boly awra, boly smite, boly word,
insanity, magic circle against evil, magic
K | circle agatnst latw, mind blank, prismatic
| sphere, protection from elements, protéction
W from cuil, protéction from law, repalsion,
o tamctuary, shatter, shield other, speli
mmmanily, Spell resistamce, suggestion,
sunswivn wenster [X (as chaos or good
spell only’), seord of chaos.

Bard Spells Known (3/8/8/7/F; base DO = 32
i W spetl level, or 48 + spell level For enchant-
|7/ ment spellsy O—fiare, mage band, speniciose,
(' prestidigitation, read magic, resistamce; lst—

erase, expeditions retreat, featber fall, ventril-
ogutim; Ind—eaf's grace, ghitterdust, hbold
periom, wwhispering wind; 3rd—confusion,
gaieons form, mapor mage, vemove cursey dth—dismissal,

legend fore.

Cleric Spells/Day: 6/8/8/7/7/7; base DC = 24 4 spell level, or 40 4
spell level for enchantment spells.

Sorcerer Spells Known (Levels 0-20; 6/11/11/11/11/10/10/10/18/H
4/4/4/3/3/3/3/2/2YY2; base DC= 31 4 spell level, ar 48 + spell level for
enchantment spellst O—dawcing lights, daze, detect magic, detect poison,
disrupt nndead, ghost sound, light, mending, ray of fros; 1st—compre-
hond lamgudges, endure elements, byprotism, shicld, sleep; Ind—alter
self, detect thenghts, misdirection, see invisibility, Tasha's bideons langh-
very 3rd—cluirandience tlwirverance, dispel magic, bold person, tongues;
dth—confusion, lesser geas, minor globe of inviinerability, vaimbow par.
tern; Sth—dominate perion, fevblemind, bold monsier, mind fog; Gth—
disintegrate, greafer dispelling, masr suggertion; Teh—banisbment, spell
tiirning, vamish; Bth—bmding, mass.charm, sympathy; Pth—foresight,
rime stap, wish.

Possessions: Sune wears a silken sash that functions as a +F sehip
with the chaotic, defending, keen, and shock special abilities,

Caster Level: 25chy Weighe: 2 [b.
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As a greater deity, Sune automatically receives the best possible
result on any die roll she makes (including attack rolls, damage,
rolls, and saves). She is immortal.

Senses: Sunc can see, hear, touch, and smell at a distance of six-
teen miles. As a standard action, she can perceive anything within
sixteen miles of her worshipers, holy sites, objects, or any location
where ene ofiher 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 to two
remote locations at once for up to 16 hours.

Portfolio Sense: Sune senses the creation or destruction of any
beautiful creature or object sixteen tendays before it happens and
retaing the sensation for sixteen tendays after the event occurs.
She is likewise aware of all creatures’ passionate desires or roman-
tic Joves.

Automatic Actions: Sune can use Concentration, Craft (paint-
ing ), Craft (sculpture’, Diplomacy, or Perform as a free action if
the DG for the task is 30 or lower, She can perform up to twenty
such Free actions each round.

Create Magic Items: Sune can create any kind of magic item
that affects appearance or emotion.

Avartars

Sune rarely appéars to mortals, When she is séen, her avatar
appears as a human female of nnearthly beanty clad only in a
dimphanous silken gown, Her impossibly long,
sweeping red hair often assumes the appearance
ol flames. While she always has red hair, other
aspects of her appearance change from time to
time. Sometimes her skin is golden and her eyes
almond-shaped, sometimes she has skin of
mahogany and eyes the color of darkest amber
or honey, sometimes she has reddish skin and promi-
nent checkbones, and ar yet other times her skin is
wory white and her eyés a sky blue or forest green.

? Avatar of Sune; As Sune cxcept divine rank 8; AC 68 (touch
47, flat-footed 9% Atk +6 24 F74+52/+47 rany.d (1d2+5/18-20, + 7
chastic defending keen shock sash), or spell 457 melee touch or +§7
ranged touch; 50 Divine aura (800 fr, DC 38) DR 43/+4, fire
resistance 28, SR 40; SV Fort +47, Ref +49, Will +972; all skill med-
ificrs reduced by &

Salient Divine Abilities: Alter Form, Alter Reality (save DC 48
for duplicated spells, temporary nonmagical objects last 8 days,
temporary magic items or creatures last B hours), Alter Size,
Divine Blast (28/day, up to 8 miles, 30412 points of damage),
Divine Blessing (Charisma, up to 8 ercatures/day ), Divine Inspira-
tion (love and desive, Will DC 38, up to 8 creatures/day), Divine
Shield (10/day, stops 80 points of damage), Divine Spell Focus
(Enchantment), Extra Domain (Chaos), Wave of Chaos (80-ft
radius, Will DC 38),

Speil-Like Abiiiies: Caster level 18th or 19th for chaotic spells
or good spells; saving throw DC 38 + spell level.

Spedls: As Sune, except save DCs aganst the avatar's bard and
sorcerer spells are 30 + spell level and the save DCs against the
avatar’s cleric spells are 22 + spell level. Save DCs for the avatar’s
enchantment spells are 38 + spell level for bard and sorcerer spells
and 30 + spell level for cleric spells. The avatar has no spell slots
above Zth level available.
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Talos

The' Deserayer, the Storm Lard

Greater Deity

Symbel: An explosive lightmig strike

Home Plane: Fury's Heart

Alignment: Chaotic evil 1

Portiolio: Storms, destruction, rebellion, conflagration,
earthquakes, vortices

Waorshipers: These who fear the destructive power of

nature, barbarians, fighters, druids, half-orcs
CE, CN; NE
Chaos, Destruction, Erﬂ Fire, Storm

A hghtning bolt (longspear, shortspear, or
halfspear))

Talos (faahi-ose) is a violent, short-tempered, and angry deity who
exults in chaos and rovels in destruction. Often petty and vengeful,
the Storim Lord is & powerful bully and is eften motivated by rapge
and the desire never to appear weak or compromising inany way to
his followers. Known as Bhaclros among Calishites and Kozah
ameng the Bedine, Talos appears as a one-eyed, broad-shouldered,
and bearded man clad in half plate armor and black leather gloves
His empty eve socket is filled with whirling stars and covered by«
dark patch.

The church of Talos is relatively small for a greater deity and
almost universally despised, for his followers bring nothing hut
destruction and leave only ruin in their wake, They are fanat-
ical in their love of destruction and are unafraid to call starms

upon ships, towns, or cities in the name of

their crazed derty. However, many fear and

propitiate the Storm Lord, ensuring that he
remains ene of the most powerful deities of the
Facrunian pantheon.

Talassans pray for their spells ar different
times of the day over the course of a year, with
the time varying with Talos's whim ‘(he rarely has

them stick withs the same time of day for more than o
tenday ) Cleries of Talos celebrate his annual festivals (Greengrass,
Midsummer, and so on) with preat ceremanies that call down light-
ning and summon storms. Their most sacred ritual s Calling Down
the Thunder, in which they slay an intelligent being by lightning,
The most frequently seen ritual is the Fury, in which a cleric prays,
then makes berserk attacks on people and items in an effort to visic
considerable destruction on a place or encampment within o short
time by hurling spells and burning torches while howling Talos's
name, followed by praying again (if’ the cleric survives). Te is consid-
ered most holy when performed by a lone Talassan cleric, but
against formidable foes, clergy of Talos usually atcack together of
draw off delenders to destroy them singly, Talos's clerics tend to
multiclass as barbarians, sorcerers, stormlords (see Chapter 4), and
wizards. Those working with the Cult of the Dragon sometimes mul-
ticlass as wesrers of purple (see Chapter 4

History/Relationships: Talos was formed from the first battle
between Seline and Shar, He is now the leader of the Deities of
Fury: Auril, himself, Malar, and Umberlee. Although he has no
compunction about wsurping her portfolio; Talos has a close and
cordial relationship wich. Auril. His relationship with Umberlee is
simultaneously flirtatious and filled with rivalry. However, he
only works with the Beastlord grudgingly, and Malar would kill
him if he could. Talos has a history of clevating powerful mortals
to divinity and then forcing them to deplete themselves in his
serviee, the most recent of which was Velsharoon. Velsharoon has
been more successful than most such demipowers elevated by
Talos, in that he still survives and wisely shifred his nominal

Cleric Alignments;
Domains:
PFavared Weapon:
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alliance to Mystra and Azurh, Talos tried to assume dominion
over wild and destructive magic under the alias of Malyk, but he
was forestalled by Mystra and has since moved on to other brazen
attempts to grab power. He hates deiries that promote building,
learning, and nature, and particularly hates those that would dare
to alter the weather. His list of enemies include Chauntea, Eldach,
Lathandsr, Mystra, Sune, Deneir, Gond, Helm, Mielikki, Oghma,
Shiallia, Silvanus, and Tyr.

Dogma: Life is # combination of randﬁm effects and chaos, sn
grab what vou can when you can, becavse Talos may take you to the
afterlife at any moment. Preach the might of Talos, and always
warn others of the forces only he can command—the fury of all
Faertin. Walk unafraid in storms, forest fires, earthquakes, and
other disasters, for the power of Talos protects you. Do so
publicly whenever possible, so that others see that only
Tulos can protect them. Make others fear Tales by
showing the destruction he and his servants can
eause. To avoid tasting his Fury, pray to him ener-
getically and tell all folk that such observane-
es—and only such observances—can protect
them [rom the furies of gales, hailstorms,
winds, floods, droughts, blizvards, hurei-
canes, and other natural dooms, Hurl such
forces at one's Foes if Talos deems a phme or
a- person worth defending, One cannar
afford to ignore Talos, but must bow down
and worship him. Proclaim this message to
all and show everyone the destruction
even the slightest of the servants of Talos
can cause,

Clergy and Temples: Talos always has
toc few worshipers for his liking, so his g
clergy are sent out into the world to -/
spread word of his might and to try to
recruit: others to his worship—either |
our of fear or because such people
enjoy the wiclding of raw power.
As examples to ally the fataliseic
cleries of Talos tend to indulge
in acts of random or spiteful
destruction as they travel and to
make examples of all folk who
stand up to them or try to pre-
vet them from entering 4 com-
munity or passing along & road.
Some clerics pillage, burn, and steal 4
enthusiastically as any brigand, and
hamlets that fight them off tend to be
visited a season or so later by a gathering of
Talassan clerics who try to slaughrer everyone and lay waste to the
place. Thus practice had led to some settlements Fearfully hiring
“ndventuring bands in residence” to ward off 2 similar fate after
one or more citizens have had hostile dealings with any Talassan
clergy. Tatos docs not scem 1o mind clerics who indulge in fulfill-
ing personal desires for wealth, food, luxury items, and wanton
behavior as long as they call up a storm or engage in random, spec-
tacular gots of violence once every tenday or so (tappling towers is
alwuys effective). As a result, same clergy have taken up a life of
brigandry. They pose as lunatics in order to spread the word of
Talos as drdered, and the rest of the time they adopt disguises to
scout out rich prizes.

Most Talassan temples and shrinesare secret because of the rep-
utation of the church. The worship of Tales is outlawed in many
countries. Where there are public témples to Talos, many of them
take the form of castles or walled compounds because they must

often serve as strongholds thar the faithful of Talos can defend
agamst angry folk Such sites seem toalways lie in the path of great
storms, on the fault lines of earthguakes, or i path of lava pour-
ng forth from a velcans, yer Talos ensures they always survive
unscathed.

High clergy of Talos have ceremonial robes of blue-whire
streaked with crimson that seem to crackle with lightning, All other
clergy have formal dress of robes and cloaks of black shot through
with teardrops and jogged lines of pold or silver—garh that has
garned them the unflattering name “doom crows” in the rare times
someone has survived seeing an official ceremony. The robes have

jagged hems and rough, uneven sleeves, A black eye-

patch 15 also worn, even if the clergy member has

goad vision in both eyes. When not performing

. holy ricuals, they tend o dress shabbily and
eclectically.

Rumors tell of a2 mysterions group of
wizards who specialize in exotic cambi- r
nations of elemental magic, known as
the Lerds of the Tempest, that owes Vi
allegiance to Talos. Other whispers «n ! ‘{

| dark places speak of Tilos's sponsarship
of certain necromancers mto lichdom,
and of a cabal of crazed sages and mys-
tics intent on bringing about the end of
the world. Known only as the Circle of
Rust and the Worm, rhese entropists
have sought and obtained the Destroyer
as 4 patron. !
The church of Talos han no central r f
hierarchy, and low-rinking clerics of the |
Storm Lord obey their masters only as
| long as they fear the greater might of
the senior ¢lerics. From timé to time the
| church of Talos is wracked by internal
warfare, such as was the case recently
between the northern-based followers of
Talos and the sonthern-based followsts
of hs alter ¢go, Bhaelros, However, the
Storm Lord generally prefers that his
followers wreak devastation on the
rest of the world, not each other.

Talos :

Y Barbarian 20/Evoker 20 ‘
*" Mediom-Size Outsider (Chaotic, Evil)
Divine Rank: 14 t_- |

Hit Dice: 20d8+200 (outsider) plus 20d12+200 (Bbn) plus
20444200 (Wiz) (1,080 hp)

Initiative: +11 (+7 Dex, +4 Improved Inittive)

Speed: 70 fr.

AC: 71 (+7 Dex, +16 divine, 29 natural, +% deflection )

Attacks® ++ chaatic shocking burst thundering Sghtuing bolt
+81/+76/+ 71166 melee; or =4 chaoric shocking burst thundering
lightning bolt +68(+63/+58/+53 ranged; or spell +76 melee touch
or +63 ranged touch "Always receives a 20 on attdack rolls; roll
dic to check for critical hit.

Damage": ++ chaoric shocking burst thundering lightning bolt
1dB+34 plus 1dé electricity/19-20/x3 plus 2d10 electricity plus
248 sonic; or ++chaeric rhocking burst thusdering Hghening bolt J
1d8+24/19-20/»3 plus Td10 electricity plos LR sonic) of by !
spell *Always docs maximum damage (lightning bolt 42 points
plus 6 electricity meles, 32 points plus 6 electricity ramged )

Face/Reach: 7 It. by 7 ft/F It
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Special Attacks: Domain powers, salicnt divine abilities, spell-like
abilitigs.

Special Qualities: Divine aura (16 miles, DC 37, divine immunities,
DR 67/+7 (4/=), familiar (quasits), fast movement, fire resist-
ance 36, godly realm (100 miles Outer Plane, 1,600 fr. Materil
Plane), plane thift ar will, remote communieation 16 miles), SR
AR, telepors awithout erver at will, understand, speak, and read all
languages and speak directly to all beings within 16 miles.

Saves™: Fort «58, Ref «3%, Will +55, “Always recéives i 20 on
SaVes

Abilities: Str $0, Dex 24, Con 31, Tt 28, Wis 24, Cha 29.

Bkills"; Alchemy +5F, Bluff +48, Climl +69, Concentration +89,
Craft (armorsmithing) +78, Craft (weaponsmithing) +T8,
Diplomacy +28, Handle Animal +68, Heal +24, Intimidate +70,
Intuit Direction +66, Jump +69; Knowledge (arcana) +62,
Knowledge (nature) +67, Knowledge (religion) +62, Listen +66,
Ride (horse) +51, Scryv +68, Spelleraft +69, Swim +69,
Wilderness Lore +64. *Always receivesa 20 an checks

Feats: Blind-Fight, Cleave, Combat Casting, Combat Reflexes,
Craft Magic Arms and Armor, Craft Staff, Create Portal,
Deflect Arrows, Dodge, Fmpower Spell, Expertise, Far Shot,
Great Cleave, Improved Critical (lightning bolt), Improved
nitiztive, Improved Unarmed Strike, Maximize Spell,
Maohility, Point Blank Shot, Power Artack, Scribe Scroll,
Spring Attack, Sunder, Weapon Focus (lightning belt),
Whirlwind Accack.

Divine Immunities: Ability damage, ability drain, acid, cold, death
effects, disease, disintegration, electricity, energy dran, mind-affect-
ing effects, paralysis, poison, sdeep, stunning, transmueation, fuspris-
omme st damislorent,

Salient Divine A.bilit'mg: Alter Size, Annihilating Strike (Fort DC
36 + damage dealt, or destroy up to 16,000 cubic feet of nonliving
mitter ), Avatar (up to 200, Bartlesense, Divine Blast (32 /day, up to
16 miles, 25d12 points of damage), Divine Rage (16/day ), Divine
Shield (13/day, stops 160 paints of damage], Divine Starm (160 ft,
Fart DC 35, Energy Burst (cold, 16d8 points of cold damape, 160-
ft. radivs, save DC 36), Energy Burst (electricity, 16d8 points of
elecericity damage, 160-ft. radius, save DC 36), Energy Burst (fire,
16d8 points of fire damage, 160-ft. radius, save DC 36), Energy
Storm (clectricity, 16 points of clectricity and 16 points of haly
damage per round), Extra Domain {Cl.uos}. Extra Domain (Fire),
Frightful Presence (Will DC 37), Increased Damage Reduction, Irrve-
sistible Blows (lightning bolt, Fort DC-347, Power of Nature (146-
mile radius, duration concentration + up to 16 minutes), Sunder and
Digjoin (save DC 281, Wave of Chaos (160-ft. radius, Will DT 37),
Wound Enemy.

Domain Powers: Cast chaoric spells ar +1 caster level; 16/day
smite (+4 on attack and +16 on damage for one weapon attack ) cast
evil spells ar +1 caster level; 16/day turn or destroy water creatures,
or rebuke or command fire creatures,

Spell-Like Abilities: Talos nses these abilities as a 26th-level
caster, éxcept for chaotic spells and ¢vil spells, which he uses as a
27th-level caster. The save DCs are 35 + spell level. Auimare
obgects, dlasphemy, burning hands, call lightning, chaos hammer,
cirele of doom, cloak of chaes, contagion, contrel weatber, creafe
undead, deiecrate, disintegrare, dispel good, dispel lazwe, eartbquake,
elemental swarm (as five spell only )l entropic shield, fire seeds, fire
thield, fire storm, gust of quind, barm, ice storm, implosion, incen-
diary clowd, inflict critical wounds, infiice light wonnds, magic
circle against good, magic circle against law, produce flame, protec-
tion from goad, protection from law, resist elemests (as cold or fire
spell only), shatter, sleet storm, storm of vengeance, summon mon-
ster I (as air spell only), suwtmson monster JX (as chaos or evil
spell anly’l, awhely awra, wnboly blight, wall of ﬁre- wwlirineind,
?wrsf of ehass.
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Divine Rage: The following changes are in ¢ffect as long a
Talos rages: AC 66; hp 1,380; Atk +86/+Bl/+76/+71 'melee
(1d8+41/19-20 plus 1d6 electricity/>3 plus 2d10 electricity plus
U8 sonic, ++4 chaoric shocking burst thundering lghtning boit), or
+68/+63/+58/+53 ranged (1d8+29/19-20 plus 1d6 electricity/s3
plus 2d10 electricity plus 2d8 sonic, + # chaotic shocking brrse thi:
dering Hpbtuing bolt), SQ Flectricity resistance 15, fire resistance
46, SR §8; 5V Forr +63, Will #60; Str 60, Con 41; Climb + 74, Con-'
centration +74, Jump +74, Swim + 7+ His rage can be used 16 times
per day, it lasts for 1 hour (or until ended), and he is not winded
afterward.

Wizard Spells/Day: 5/8/7/7/7/7/6/6/6/6; base DC = 19 « spell level

Possessions: Talos nses hightning bolts as wegpons, Each functions
as @ ++ figspear with the chaotic, shocking burst, and thundering
special abilities,

Castor Level: 15thy Weighs: 9 b,

OTHER DIVINE POWERS

As a greater deity, Talos automatically receives the best possible
result on any die roll he makes (including attack rolls, damage, rolls,
and saves) He is immortal,

Senses: Talos can see, hear, touch, and :n'n.-ll at a distance of s
teen miles, As a standird action, he cin perceive anything within six
teen miles of his worshipers, holy sites, ohjects, or any location
where one of lus ritles or name was spoken in the lasc 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
lncations at once For up to 16 hours,

Portfolio Sense: Talos senscs any natural destructive force fsuch
as a conflagration, earthquake, storm, vortex, or the like) sixtecs
tendays before it happens and retains the sensation [or sixteen ten:
days after the event occurs, He 13 likewise aware of any rebellion
that provokes violence,

Automatic Actions: Talos can ps¢ Concentration, Inrimidite,
Knowledge (arcana, Spelleraft, or Wilderness Lore as a free action
if' the DC for the task is 30 or lower. Talos cannot do anything &
a free action if the rask would be a move action or part of a move
action. He can perform up to twenty such free actions each round

Create Magic Items: Talos can create any kind of magic item that
has a primary effect [rom the school of Evocation.

Avatars

When an avatar of Talos is scen, which is seldom, he appears as
broad-shouldered, bearded man with a single good eye, A dark patch
covers the orher eye, and some sages say the emprty eye socket is filled
with whirling stars. He dresses in a halfisuit of plate armar (ne helm)
worn over smooth black leather armor and black leather gloves
When he appears as Baelros in Calimshan, he often manifests in the
form of a turbaned genie with dusky skin rising out of a sandstorm.
#® Avarer of Talos: As Tulos éxcept divine rank 8; AC 7F (touch
34, Matfooted 757; Atk +73/+68/+63/+58 melee (1d8+34/19-20
plus 1dé electricity/*3 plos 2410 electricity plus 2d8 sonic, +#
chaotic shocking burst thundering lighteing bolt), or +60/+F5/+50447
fanged (1d8+24/19-20 plus 1d8 electricity/>3 plus 2d10C electrici
ty plus 2d8 sonic, +# chaatic shocking burst thundering lightwing
belt’y, or spell +68 melee touch or <77 ranged touch; SUQ Divine aura
{BOO fr, DC 17), DR 51/+F (4/-) fire resistance 28, SR 40; 8V
Fort +50, Ref +47, Will +47;-all skill modifiers reduced by 8
Saiient Divine Abilities: Alrer Size, Divine Rage (8/day ), Energy
Burst (cold, 848 pomnts of cold thllal..l._, BOft. radius, save DC 28,
Energy Burst (elecericity, 8d8 points of electricity damage, BOnfL
radius, save DC 28], Encrgy Burst {Fire, BB poiits of fire damage,
80-ft. radius, save DC 28), Extra Domain {Chaos), Extra Domuin




(Fire), Frightful Presence (Will DC 27), Increased Damage Reduc-
tion, Power of Nature (8-mile radius, duration concentration + up to
B minutes .

Divine Rage: The following changes are in effect as long as
Talos's avatar rages: AC 50 (touch 29, flat-feoted §O% hp 1,380; Atk
+T8/+73/+68/+63 melee (1d8:41/19-20 plus 1d6 eleetricity/x3 plus
2410 electricity plus 248 sonic, +# chaatic shocking burst Ummdering
fightuing boit), or +60/+3F/+70/+45 ranged (1dB+22/19-20 plus 1d6
electricity/=3 plus 2d10 electricity plus 2d8 sonic, +# ehastic shock-
ing barst thusndering lightming bolts, SQ Electricity resistance 15, fire
resistance 38, SR £0; SV Forr +77, Will +72; Sor 60, Con 41; Climb
+66,.Concentration +86, Jump +66, Swim +66. His rage can be used
8 tumes per day, it lasts for 1 hour (or until ended), and he 15 not
winded afterward.

Spell-Like Abilities: Caster level 18th, or 19th for chaotic spells
and evil spells; saving throw DC 27 + spell level,

TCIM p us i -
Lard of Battles, Foebammer

Greater Deity
Symbol:

A blazing silver sword on a
blood-red shield

Warrior's Rest

Chaotic neurral

War, battle, warriors:
Warriors, fighters, barbarians,
rangers, hall-orcs

CE, CG, CN

Chios, Protection, Strength, War
“Battle Prowess” (battleaxe)

Home Flane:
Alignment:
Portfolio:
Waorshipers:

Symbol by Stepbanic Pui-Mun Lan

Cleric Alignments,
Domains;
Favored Weapon:

From astride his twin steeds—Veiros the white mare and Deiros the
black stallion—Tempus (fems-pus) governs the tide of war and dis-
penses his favors at random, his chaotic nature favoring all sides
equally in time. The deiry of war 1s liable o back one army one day
and another one the next. Soldiers of all alignments pray to lum for
help in coming bateles. Mighty and honerable in battle and a stiong
and robust deity, Tempus answers only to his own warrior's code and
pursues no long-lasting alliances. He is known to love feod, drink,
and the hunt, though he loves battle best. He always appears as a
human giant in battered and bloodied plate armor with his face
hidden by a massive war helm, He bears a great hattle axe or 2 black
sword notched and stained from much use in his gauntleted hands.

The church of Tempuos is perhaps the most widely known in
battle-stricken Faerun: Countless centuries of warfare have unfold-
e on the battiefields of the world, and followers of the Fochammer
have fought ably and honorably for all sides in nearly every soch
conflict. The independence of the Lord of Battles and his followers
has ensured thae his church i widely respected by members of all
faiths, and none doubt that they too might prevail in the next bdttle
if only the Fochammer's fickle nature smiles their way again.
Nearly every combatant has Fought alongside a cleric of Tempus at
some point or the other, and just as many have also fought against
a cleric of Tempus, Only the church of Eldath truly wishes there
were another way,

Tempus's clerics pray for spells just before highsun. The eves
and anniversaries of great battles arc the holy days of the church
of Tempus, and as such v ary from place to place. The Feast of the
Moon, honoring the dead, is the most UM portant fixed date 1 the
religious calendar. Fach temple holds a Feast of Heroes at highsun
and a:Song of the Fallen at sunset, and most also have a Song of
the Sword ceremony after dark for layfolk, It is also expected that

| ——
Major DErT1Es OF FARRTN
e f———

at least once a renday worshipers of Tempus spill a few drops of
blood (preferably thewr own or a worthy foe's) and sing the Song
of the Sword in Tempus's honor. The ritual performed by most of
the faithful 5 o prayer for vahant performance and survival in
the fray ahead, made to the war deity over the weapon the pray-
ing being most often fights with. If o new weapon comes into the
believer’s possession before a battle—particularly in the form of
hard-won hooty—ir is taken as a ‘sign of Tempus's Faver, and this
weapon is the one used m worship. Tempus's clerics usually multi-
class as barbarians, divine champions, or fighters. Most tend to be
batele-minded male humans, although others are also welcome.
History/Relationships: Tempus arose from the first battle between
Seliine and Shar, one of many such war deities to walk the world. In
time, he defeated each and every one of his rivals-in battle, the last
of which was Garagos the Reaver. Some oracles claim thar in years to
come Tempus may Find himsell at war with Anhur as the Faeronian
and Mulhorandi pantheons clash and (inevitably) merge. In recent
years, Tempuos sponsored the divinity of the Red Kmight; 2 rela-

N  tionship akin to that of a fond and protective father toa brilliant

daughter who works hard at the Family business—war. The
, Fochammer is casually friendly with martially inclined
deities such as Nebanion, Gond, Valkur, and Uthgar. He
considers Eldath, hus diametric oppesite, to be naive and
; i weak. However, out of respect for her convictions, he
pumishes those of his faithful who abuse her clergy,
shrines, or temples, feeling that war has little meaning
{ without peace o define and highlighr ir. Sune; who con-
siders him a foe, he regards as wrelevant and flighty and
therefore unworthy of active epposition. Tt 16 unclear why
Tempus tolerates the continued survival of Garagos,
although some sages have speculated that Tempus knows
that a new challenger is inevitable and he prefers to use the
Reaver as # stalking horse to draw out such potential foes
Others claim that Guragos represents that one bit of warfare that
Tempus finds personally distasteful, the savage madness of a battle
rage, and that he deliberately ceded that aspect of the portfolio of
war, though he is still worshiped by many barbarians,

Dogma: Tempus does not win bartles, he helps the déserving
warrior win battles. War is fawr in thar it oppresses and aids all
equally and that in any given battle, a mortal may be slain or
hecome a great leader amang his or her companions, It should not
be feared, but scen as a natural force, a human force, the storm
that civilization brings by its very cxistence. Arm all for whom
bactle is needful, even foes. Retreat from hopeless fights but
never avoud bartle. Slay one foe decisively and halr a battle guick-
ly rather than rely dpon slow attrition or the senseless dragging
on of hostilities. Remember the dead chat fell before yon. Defend
what you believe in, lest it be swept away. Disparage no foe and
respect all; for valor blazes in all regardless of age, sex, or race,
Tempus locks with favor upon those that acquit themselves hon-
erably in battle without resorting to such craven tricks as destroy-
ing homes, family, or livestock whén a foe is away or attacking
from the rear (except when such an attack is launched by & small
band against foes of vastly super ior numbers). Cansider the con-
sequences of the vialence of war, and do not wage war recklessly.
The smooth-tongued and fleet of feet that aveid all strife and
never defend their beliefs wreak more harm than the mmﬂ ener-
getic tyrant, raider, or horde leader,

Clergy and Templew: Clerics of the war deity are charged to keep
warfare a thing of ruoles, respected reputation, and professional
behavior, minimizing uncontrolled bloodshed and working to eradi-
cate leuding that extends beyond a single dispute or set of foes. At
the same time, training and readiness for battle must be promoted
i civilized human holdings are to survive in Faeriin in the face of
monster raids and orc hordes—and the power of Tempus to aid
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those he favors in battle must alse be prometed. Warriors who
employ poison or mint wells, sow fields wich sale, kill noncombat-
ants, indulge in torture or the wanton slaughter of innocent Folk
when they are not at war, or commit similar sins against Mair battle
are to be denied the favor of the dety, their crimes are to be publi-
cized far and wide, and they arc to be made to atonc for their deeds
or perish. War clerics must preserve the names of the honored
battle-fallen, both on grave-
stones and other such !
memorials, in their 28
prayers to Tempus,=
and w an annual chant W
at the March of the Dead,
wherein clerics of the war deity
go through the streets to
call all folk, worshipers and
nonbelievers alike, to the
local Féast of the Moon
hosted by their temple
Clerics are also charged
to collect and venerate the
weapons and armor of famous
and respected warriors, even
if these are broken or have
deteriorared, for they
retain something of the
hatelelust and energy asso- |
ciated with the deeds they
participated in.

Temples of Tempus are
usually what are meore com-
menly thought of as walled nil-
itary compounds than what
most picture as temples
Aside from a central shrine
to honor the fallen deco-
rated with the bartered :
shields and rusted blades
of the dead, mast temples of
Tempus are given over to the necessities
of warfare, including armories, barracks, and
traiming grounds. The wealthiest forcitied abbeys
sometimes contain libraries, but such contain only a history of
warfare and an accounting of the fallen.

When not in battered armor, clerics of Tempus often wear
helms or steel skullcaps, though they are careful never to cover
their Faces, for such close emulation of Tempus is thought to be an
affront vo the Lord of Battles: Some of the fanavical wandering
clerics never remove all their armor at any tume, but in the tem
ples of the big citics clergy are rarcly seen in armor except at cer-
emonies held before armies march or a siege begins. The formal
robes of a cleric of Tempus always sport trim the crimson hue of
fresh blood, but vary in overall color from placd to place and rank
to rank, with darker-colored robes are worn by those of lower
ranks. Most war clerics wear ccremonial garments of brown or
purple. Red or amber 1s worn by senior clergy, and yellow or white
by those of the most exalted rank. Aside From therr trusty bat-
tleaxes, many senior clerics of Tempus also favor spiked gauntlets
as 4 mark of their station,

Given s predilection to support both sides of any fight, the
church of Tempus of necessity lacks any central authority that
might come down in favor of one side ar the other. However, within
a given temple or military erder, there is usually a strict adherence
to military rank and a clear chain of command. The Tempuran
church also has many affiliated orders. Two of note are the Order of
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Tempus

the Broken Blade and the Qrder of the Steel Fang. The former
honers those warriors and clergy who are injured in Témpus's sery-
e and can no longer fight in the front lines. Broken Blades often
serve in support functions at temples and shrines and take a per-
sonal oarh upon joining the erder to defend the holy site where they
reside to the death as a final lime of defensé. The latter group is an
¢lite fighting order within the church whose members are often
assigned to the most hazardous
2 duties. Steel Fang umits are led
r""s by battle-hardened members
of the clergy. Many merce
nary companies and knightly
aghting orders of crusaders
8'avail themselves of a con-
Ltion to the church. One
of the deity seen among
affiliaced mercenaries is a
rusty brown dagger, shown
#ehagonally with its point te
the upper right, dripping
four drops of blood.

TEem P us
Fighter 20/Cleric
10/Barbarian 10
Medium-Size Outsider
(Chaotic)

Divine Rank: 17

Hit Dice: 1048+200

{outsider | plus
20410+200 (Ftr)
plus 1048100 {Clr)
plus 10d12+100
(Bbn) (1,160 hp)
Initiative: +11 (+7

Dex, +4 Improvéd Initiative)

Speed: 70 [

AC: 80 (+1 Dex, +17 divine, +30 natu-

ral, +13 armor [+5 beavy fortification

Jull plate], +9 deflection))

Artacks™ + 3 chaotic keen speed
baftleaxy +B5/+85/+80/+75/+70 melee; or spell
+77 melee rouch or +64 ranged touch *Always receives a

20 on attack rolls; roll die to check for critical hit.

Damage®: + 3 chaotic keen speed battleave 1dB:TU18-20/x3; or by
spell *Always does maximum damage (battleaxe 60 pomts).

Pace[Reach: § fr. by § fof¥ (o

Special Attacks: Domain powers, salient divine abilities, spell-like
abilities, turn undead 12/day.

Bpecial Qualities: Divine aura (17 miles, DC 36, divine immuni-
tics, DR 69/+7, fast movement, fire resistance 37, godly realm
(100 miles Ourer Plane, 1,700 ft. Material Plane), plawe sbify at
will, rage 3/day, remote communication 17 miles, spontaneous
casting of divine spells, SR 49, releparr withons errer at will,
understand, speak, and read all languages and speak directly o
all beings within 17 miles.

Saves®; Fort +79, Ref +74, Will +78. “Always receives a 20 on saves

Abilities: Str 50, Dex 24, Con 31, Int 24, Wis 29, Cha 2%

Bkills™. Climb +97, Concentration +60, Craft (armorsmithing) <87,
Cralt (weaponsmithing) +87, Diplomacy +64, Handle Animal
+9, Heal +60, Intimidate +59, Intuir Direction +49, Jump
+7F, Knowledge (arcana) +47, Knowledge (religion ) +47, Listén
#¥1, Ride (howse) + 71, Sery +47, Spelleraft 457, Spot +28, Swim
+80, Wilderness Lore +F2L *Always receives a 20 on checks.




Peats: Alertness, Blind-Fight, Cleave, Combart Casting, Combat
Reflexes, Craft Magic Arms and Armor, Deflect Arrows,
Dodge, Expertise, Far Shot, Great Cleave, Improved Bull Rush,
Improved Critical (battleaxe), Improved Disarm, Improved
Initiative, Improved Unarmed Strike, Inseribe Rune, Mohility,
Mourited Archery, Mounted Combat, Point Blank Shot, Fower
Atrack, Precise Shot, Rapid Shot, Ride-By Artack, Shot On The
Run, Spirited Charge, Spring Attack, Sunder, Trample,
Weapon Focus (battleaxe), Weapon Specialization (bartleaxe),
Whirlwind Attack.

Divine Immunities: Ability damage, ability drain, acid, cold, death
effecrs, disease, disintegrarion, electricity, energy drain, mind-affect-
ing effects, paralysis, poison, sfeep, stunning, transmutation, impris-
ancment, banishment.

Salient Divine Abilities: Alter Size, Area Divine Shield (up to 17
10-foot squares, or 4 sphere or hemisphere with a radius of up to 17
feet), Avatar (up to 20}, Banestrike (giants), Battlesense, Clearsight
17 fr, Divine Battle Mastery, Divine Blase (12/day, op to 17 miles,
26d12 points of damage), Divine Inspiration (rage, up to 17 ¢rea-
tures/day), Divine Shicld (13/day, stops 170 poings of damage),
Divine Storm {170 ft, Fort DC 36}, Divine Weapon Focus (hattle-
axe), Divine Weapon Mastery, Divine Weapon Specialization
tbattleaxe ), Extra Domain (Strength), Increased Damage Reducrion,
Indomitable Strength, Irresistible Blows (battleaxe, Fort DC 37),
Kaow Death, Mass Divine Blase (up to 87 targers, no two of which
can be more than 17 miles apart, or-a cone up to 1,700 ft. long, or
a burst or spread with a radivs of up to 85 ft. and a height of up to
170 fr.), Sunder and Disjoin (save DC 28), Wave of Chaos (170-ft.
radius, Will DC 36).

Domain Powers: Cast chaotic spells at +1 caster level; 17/day pro-
tective ward (touched subject gaing +10 resistance bonus on next
saving throw, maximum duration 1 hour); 17/day Feat of strength
(#10 enhancement bonus to Str for 1 round)

Spell-Like Abilities: Tempus uses these abilities as a 27th-level
caster, except for chaotic spells, which he uses as a 28th-leve] caster.
The save DCs are 36 + spell level Awinate obpects, antimagic field,
Bighy's elemched fiss, Bighy's erushing band, Bighy's grasping hand,
blade barrier, bulls strength, chaos bammer, cloak of chavs, dispel
law, divire power, endure clements, flome strike, magic cirele
agammit law, ma,gic vestment, nagic weapon, mind blank, pewer
ward, blind, porrer word, kill, poeer wword, stun, Pri:amric sphere,
protection from elements, profection from late, répuision, vightesus
might, sanctuary, shatter, shield other, speil immannity, spell resist-
ance, spiritual weapen, stonesking, swmman manster 1X (as chaotic
spell only ), word of chaes.

Rage: The following changes are in effect as long as Tempus
rages: AC 78; hp 1,280; Atk +87/+87/4+82/+77/+72 melee
(1d8+T7/18-20/%3, + 3 chaotic keen speed battieave; max damage 63
points); SV Fort +61, Will +60; Str 74, Con 3%, Climb +97, Concen-
tration 462, Jump +77, Swim +82. His rage lasts for the duration of
the encounter afterward.

Cleric Spells/Day: 6/8/7/6/6/5; base DC = 19 + spell level
Possessions: ‘Tempus carries Baftle Prowess, a + 3 bartleane with
the chaotie, keon, and speed special abilitics.

Caster Level: 25th; Feighs: 7 b

OTHER DIVINE POWERS

As a grearer deiry, Tempus automatically receives the best possible
result on dny die roll he makes {including attack rolls, damage, rolls,
and saves). He is immortal.

Senses: Tempus can see, hear, touch, and smell at a distance of
seventeen miles. As a standard action, he can perceive anything
within seventeéen miles of his worshipers, holy sites, objects, or any
location where ane of his titlés or name was spoken in the last hour.
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He can extend his senses to up to twenty locations at once. He can
block the sensing power af deitics of his rank or lower at up to two
remote locations at ance for up to 17 hours.

Portfolio Sense: Tempus senses any battle seventeen tendays
before it happens and retains the sensation for seventeen tendays
after the event occurs. He is likewise awarce of any act of vislence in
the Realms and the death of any warrior, whether such passings
eccur in combat or not.

Automatic Actions: Tempus can wse Crafr {armorsmithing)
Craft (weaponsmithing), or Intimidate us 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: Tempus can create any kind of magic item
that deals damage or provides protection.

peiros and veiros
(rempus’s HOrses)

Tempus has two horses, Deiros and Veiros, Deiros is a black stal-
lion and Veiros is a white mare. He is usually seen riding one or
the other, or occasionally both (standing with onc foot on cach
horse’s hack ).

Deiros and Veiros: Male and female advanced dire horses; CR 4
Huge animal; HD 24d8+192; hp 300; Inie +0; Spd 60 fri AC 17
(touch B, Mat-footed 17); Atk +26 melee (1d6+10, 2 hooves ) and +21
melee (1d4+7, bitely Face/Reach 10 fr. by 20 ft./10 ft;; SQ Low-light
vision, scent; AL N; 8V Fort +22, Rel +14, Will «16; Str 30, Dex
11, Con 26, Int 2, Wiz 14, Cha 10. .

Skalls and Feats: Hide -8, Listen +8, Spor +10.

Low-Light Vision: Deiros and Veiros can see twice as far a5 4 human
in starlight, meonlight, torchlight, and similar low-light conditions. ;

Scent (Ex) Deiros and Veiros can detect approaching enemies,
sniff out hidden foes, and track by sense of smell.

Avatars

Tempus appears as 2 12-foot-tall human wearing plate armor that
has been battered and bloadicd by combar. Though his face hidden
by 4 massive war helm, his hooded gaze s a palpable force. He hears
a great bartléaxe {or a black grearsword) notched and stained from
much use in his gauntleted hands. His legs and arms are bare and
crisserossed by bleeding wounds, but this does not affect him as he
rides into battle. He sometimes appears afoot but more often rides
cither & white mare (Veires) or a black stallion (Deiros), or occa-
sionally both, standing with one foot on cach.

¥ Avatar of Tempus: SZ Larpe; AC 61 (touch 27, Nar-footed 617
Atk +75/+75/+70/+65/+60 melee (2d6+43/18-20/x3, Large + 7 chaor-
i keen spevd battleaxe), or spell +67 melee touch or +54 ranged
touch; Face/Reach ¥ ft. » ¥ [t/10 ft; Hide +6, all other skill modi-
fiers reduced by 2.

Salient Divine Abifivies: Alter Size, Battlesense, Divine Battle
Mastery, Divine Inspiration (rage, Will DC 30, up to B creatures/
dayl, Divine Weapon Focus (battleaxe), Divine Weapon Mastery,
Divine Weapon Specialization (battleaxe), Extra Domain
(Strength), Indomitable Strength, Irresistible Blows [Imt]cawe, Fart
DC 28).

Rage: ACT2 (touch 25, flarfoored F9); Atk 477/47 ri T26T/v62
melee (2d6+46/18-20/x3, Large +3 chaotic keen speed Bantleaxely
SV Fort +72, Will +51; Str 74, Con 3F; Climb +88, Concentration
53, Jump +68, Swim +73. His rage lasts for the duration of the
encounter afterward.

Spc‘ﬂ Like Abifities: Caster level 18ch, or 19th for Lhantu spells
saving thraw DC 27 + spell level,

L4
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The True, the True Deity, the Layal Fury

Lesser Deity :

Symbal: Right-hand gauntlet held upright
with palm forward

Home Plane: Heuse of the Triad

Alignment: Lawful good

Portfolio: Duty, loyalty, obedience, palading

Warshipers: Paladins, heroey, good fighters and

warriors, guardiins, knights, loyal

courtiers

Cleric Alignments: LG, LN, NG

Domains: Good, Healing, Law, Protection,
Strength

Favored Weapon: *Duty’s Bond" (greatsword)

Torm (form) the True, patron of palading and unswerving enemy of
corruption and evil, serves the people of Faerin by exemplifying
the chivalric ideal. An ascended hero who lived his mortal life in
service to a just sovercign, Torm eschews the pretense of his fellow
deities, instead adopting & humble position that he exists to serve
the common good and the rule of law as established by honorable
mortal rulers. Though a true deity with awesome power at his dis-
posal, the Loyal Fury s all too Familiar with the Failings of mortal
men, having Fallen vicrim to hubris, gollibility and ignorance when
confined to o mortal shell during the Time of Troubles. During
that seminal event, Torm allowed himself to be controlled by his
own corrupt, oppreseive clerics for o shore time, an occurrence that
gave him perspective on his own flaws and enhanced his sense of
humility. Stern, righteous, and unyiclding in the face of evil,
Torm's spirit lifts when dealing with his friends, the weak, the
defenscless, and the young,

Torm battled Bane in the harbor of the city of Tantras during the
Time of Troubles, destroying the Black Lord in personal combat (he
too died m the conflict, but was later returned to life by Aol As
such, he became a hero to good-hearted people throughout the con-
tinent, a savior ‘who in slaving Bane delivered Faerin from the

machinations of the deity of strife and tyranny. Torm’s destruction.

of Bane broke the back of Zhentil Keep h} t.fﬂdlcﬂtlﬂg that nation's
divine support, allowing the Dalesfolk, for a'short while, to breathe
a sigh of relief. In natiens across the continent, Torm became 2
symbal of heroism and bravery, the ideal knight serving his follow-
ers with a transforming act of self-sacrifice appreciated even by
great Ao himself. This adoration extended to Torm’s church, which
experienced a renaissance and philosophical blooming as its numbers
swelled and new thinkers and adherents joined the congregarion. In
the fourteen years following that time clerics of Torm have enjoyed
popularity unparalleled in Faerdn

Now that Bane has returned, the people look to the Loyal Fury
and his mertal agents for salvation once again. They eagerly hope
that the menace of the Black Hand can be deatr with after another
great battle, that the revived church of Bane can be crushed by an
army of paladins with holy hearts and sanctified swords. Such has
happened within the lifetime of every adule in Fagrdn, and many
expect it to happen again. Torm and his followers take o more real-
istic view, knowing that the current day 15 far different from the
Time of Troubles, when the two deities met as essentially equal mor-
tals. They know that the secrecy of Bane's cult prevents opeén war-
fare, and that the menace of the Black Hand returned will net be
quenched easily or without great loss of life. Both Torm and his holy
warriors know the costs, and both are more than willing to pay them
to deliver the good peaple of Faeriin from a world dominared by the
Lﬂrd of Darkness.
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Clerics of Torm pray for their spells at dawn. On the 13th of
Eleasias, they celebrate a somber ceremony krown %as the
. _' Divine Death to commemaorate Torm’s sacrificial destruction

N of Bage. The 19th of Marpenoth sees @ more jovial ritugl in

\ the form of the True Resurrection, which celebrates the
anniversary of Torm’ return to Toril at the behest of

Ao, Shieldmeet, traditionally a time when Faerdnians

enter new agreements and compacts, 18 a time of great’

religious significance to followers of the deity of duty,
who take their caths very, very seriously. In addition te
I the daily morning prayer, clerics arc cxpected to give
thanks and honor to Torm through quiet prayers at noon,
o dusk, and midnight. Torm’s elerics of ten multiclass s divine
d champions, divine disciples, or paladins,
. History/Relationships: Torm serves Tyr as war leader
§ and champion, as he once did for n mortal monarch in the |
* days immediately following the Fall of Netheril. Scholars

disagree on where Torm’s kingdom was locared, or even what it wis
cilled, but the most belevable theories place it somewhere south of

the Lake of Sream, in the arca now known as the Border Kingdoms.

Whole knightly orders in service to Torm's church seek the location
of this kingdom, which the clerics refer to as the High Seat, or
Chalsemhbyr. They hope that discovering the location mighe give
them more insight into Torm’s life as « mortal, one of the few sub
Jects about which he absolutely refuses to enlighten his followers
Some interpret his reticence as o game, as if Torm keeps Chalsem-
byr's location a secret in order to test his faithful, who routinely go
on quests to locate it Love of the faith holds that he wha discovers
the whereabouts of the Loval Fury's mortal home will be raised up
to the celestial planes as Torm's divine servant.

Prior to the Time of Troubles, Torm served Tyr as a loyal
demipower. After his resurrection at the hands of Ao, the Mained
Deity elevared him to lesser deity status, and greatly enhanced his
duties, granting him control of several armies of celestial warriors
to use in guter planar conflicts. Torm, Tyr, and [lmater work
together frequently, and are known as the Triad. At Tyr's insistence,
Torm has of late befriended the Red Knight in @n attempe to
temper her lust for war with an appreciation for justice. His kinship
for Helm dotes back several centuries, chough the clergies of the
Loyal Fury and the Watcher currently find themselves at odds on
several importanet ideological and pelitical issues. As a pro-active
enemy of evil, Torm finds that his ideals and philosophies often
square with those of Lathander, whom he greatly respects.

After destroying Bane, Torm turned most of his attentions to
Cyric, working with Mystra, Oghma, and Mask in dethroning the
Black Sun fram his pesition as Lord of the Dead. He deeply regrees
not destroying Cyric in that instance, and has vowed to remedy
that regret should the two deities meet again. Torm found the
alliance with Mask distasteful, and hopes to force the Lord of
Shadows to reform himself by thwarting his plans as often as pos-
sible. Since the return of the Black Hand, however, the bulk of
Torm’s ambition and planning has gone toward defeating the dark
intrigues of Bane,

Dogma: Salvation may be found through service. Every failure of
duty diminishes Torm and every success adds to his luster. Strive o
maintain law and order. Obey your masters with alert judgment and
anticipation. Stand ever alert against corruption, Strike quickly and
forcefully against rot in the hearts of mortals, Bring painful, quick
death to traitors. Question unjust laws by suggesting improvement I
or alternatives, not additional laws. Your fourfold duties are to faich,
family, masters, and all good beings of Faerun, i

Clergy and Temples: Clerics and paladins of Torm swear them-
selves to the Penance of Duty, a guide of responsibilities and obli-
gations ourlined by the Loval Fury himself after discovering the
rife corruption within the church during the Time of Troubles To
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repay their persecution of other goodly religions, the clergy must
aid the establishment of other good faiths as part of the Debt of
Persecurion. The Debt of Dereliction states that Torm's agents
must expend‘every resource possible to eliminate cults of Cyric and
Bane, and to work against the insidious Zhentarim, The Debe of
Destruction stipulates that the clergy record the locations of dead
and wild magic areas and do what they can to heal these wounds to
the Weave. Additionally, clerics and paladins of Torm stand vigi-
lant against corruption within goodly organizations, knowing that
what could infect their stalwart order 15 doubly likely to writhe into
the affairs of less watchful
bodies. Many travel the world
righting wrongs and spreading
the good works of Torm.

High Cleric Barriltar Bhan-
draddon serves as Torm’s pon-
tiff in Faerin, ruling from the
mpressive Temple of Torm's
Coming in Tantras. Bhandrad-
don’s reach extends far, and in
the last decade he has sponsored
several continentwide kmghtly
orders, including the prestigious
Order of the Golden Lion,
members of which guard tem-
ples and wander Facrin in serv-
ice-to the Penance of Duty. The
order is currently led by the
affable Tantran paladin lord
Garethian the Infallible (a
humble man whose title is niore
an exercise in ironic self-depre-
cation than braggadocio) Since
Bane's return, many important
leaders.and field agents of the
church have been assassinated,
and many of Torm’s knights
urge more decisive action
against the Black Hand's honor-
less followers, :
Tomples of Torm frequently
double as cieadels. Often con-
structed high on mountains to
offer their residents a clear view
of the surrounding area, such structures feature drilling grounds,
high rowers, austere quarters for resident and visiting knights, and
plainly adorned, simple worship halls; Whire granite walls and star-
ues of lions and armored figures predominate, with badges of knights
who fell in duty lining the high-ceilinged hallways.

In order to gain the power nccessary to dcstm}' Bane’s avatar
during the Time of Troubles, Torm absorbed the souls of all his wor-
shipers in Tantras. The veluntary soul-transference killed the mor-
tals, ending thousands of lives in a matter of moments. As the city
bad been for centores the center of his religion, with members of
the faithful flocking to it since word spread of his arrival carly in
the Avatar Crisis, entire neighborhoods were left barren of life.
Lven though Torm required every ounce of devetional power to
destroy his enemy, he could not bring himself to ask children ro sac-
rifice themselves, especially as he knew many of them couldn't
understand the importance of what was happening. He assured their
faithful parents that the children would be cared For, and to this day
those children, ranging in age from 14 to 28, are known as the Mar-
tyrs’ Progeny, Many have goie on to enter Torm's clergy, and some
have ¢ven cxhibited strange powers related to bravery and strength
in the years since their parents heeded Torm's desperate call.

———
Major Derries or FarrOn
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TOrm

Paladin 20/Fighter 20/Cleric 10
Medium-Size Outsider (Good, Lawful)

Divine Rank: B
Hit Dice: 70410+220 (Pal) plus 20d10+220 (Ftr) plus 10484110
(Clr) (1,030 hp)
Initiative: +11 {+7 Dex, +4 Improved Imitiative)
Speed: 60 fr.
AC: 68 (+1 Dex, +8 divine, +11 natural, +13 armor [+ F stremgrh
. (+4) fudl plate], +15 deflection).

Attacks: + J holy avenger
grealsword +61456/451/+46
melee; or spell +55 melee touch
or #70 ranged touch,

Damage: « 5 boly avenger
greatsword 26425/17-20; or by
spell.

Face/Reach: § ft. by ¥ ft,/7 fr.
Special Attacks Domuiin powers,
salient divine abilities, smite évil -
(3/day, +15 on attack and +60 on
damage for one weapen attack),
spell-like abilities, turn undead
1B/day (effective cleric level 28th)
Special Qualities: Aura of courage
{+8 morale bonus on saves against
fear effects for all allies within
100 ft.), desect evil, divine aura
{800 1, DC 331, divise grace,

DR 43/+#, cmpathic link with

mount, shares spells wirh mount,

Fire resistance 28, godly realm (1

mile Outer Plane, 800 fr.

Material Plane), lay on bands

(300 hp), plane thift at will,

remote commuimication 8 miles,

remove disease 6/tenday, share
spells with mount, spontancous

casting of diyine spells, SR 40,

tefeport svithat error at will,

utderstand, speak, and read all

Ianguages and speak directly to
all berngs within 8 muiles.

Saves Fort +61, Ref +71 Will «53.

Abilities: Str 34, Dex 27, Con 33, Int 24, Wis 28, Cha 40,

Skills: Climb +38, Concentration +72, Diplomacy +48, Handle Animal
+46, Heal +57, Jump +36, Knowledge (arcana) +2F, Knowledge
(relipion ) 27, Listen +34, Ride (dragon)| +38, Ride (horse) £39,
Sery +28, Search +32, Sense Motive +28, Spelleraft +35.

Feats: Blind-Fighr, Cleave, Combat Casting, Combut Reflexes,
Dodge, Empower Spell, Enlarge Spell, Expertise, Extend Spell,
Great Cleave, Improved Crivieal (greatsword), Improved
Disarm, Improved Initiatwve, Leadership, Maximize Spell,
Mohility, Mounted Combat, Persistent Spell, Power Attack,
Quicken Spell, Ride-By Attack, Spell Penetration, Spirited
Charge, Spring Artack, Sunder, Trample, Weapon Focus
(greatsword , Weapon Specuilization (greatsword ),

Whirlwind Attack.

Divine Immunities: Ability damage, ability drain, acid, cold,
death cffects, disease, disintegration, electricity, energy drain,
mind-affecting effects, paralysis, poison, slevp, stunning, transmu-
tation, fmpritomment, anishment,

s

divine health, divine immunitics,
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Salient Divine Abilitiess Alter Form, Alter Reality (save DC 43
for dupligated spells, temporary nonmagical objeers last 8 days, tem-

porary magic items or creatures last 8 hours), Alter Size, Avatar {up:

to 7, Battlesense, Divine Inspiration (courage, up to § creatures/day),
Divine Paladin, Dhivine Shield (14/day, stops BO points of damage),
Extra Domain (Healing), Extra Domain (Strength).

Domain Powers: Cast good spells at +1 caster level; cast healing
spells at +1 caster level; cast law spells at +1 caster level; §/day pro-
tective ward {touched Eﬂbjﬂ.’t gains +10 resistance bonos on next
saving throw, maximum duration 1 hour); 8/day feat of strength
(+10 enhancement bonus to Str for 1 round).

Spell-Like Abilities: Torm uses these ahilities as a 18th-level caster,
cxeept for good spells, healing spells, and law spells, which he uses as a
19th-level caster, The save DCs are 33 + spell level Awd, antimagic

Sield, Bighy's clenched fist, Bighy's crushing band, Bigh's grasping
band, blade barrier, bull's strengeh, calm emotions, cure critical wonnds,
ctire feht soonnds, cure modevate awounds, cure serions wounds, dictum,
dispes chass, dispel euil, endure elements, beal, healing circle, bold mon-
iter, baly aura; holy smite; boly word, magic civele against ehaos, magic
circle against evil, magic westment, wass beal, mind blank, order's
wwrath, prismatic sphere, protection from chaos, pratection from elements,
profection from evil; regenerate, repodion, righteous might, sancinary,
shield of law, shickd otber, speli immunity, spell resistance, stomeskin,
sumimion monsier 12X (a5 good or law spell onlyy, trie resurrection.

Cleric Spells/Day: 6/8/7/6/6/%; base DC = 19 + spell level.

Paladin Spells/Day: 6/5/5/5: base DC = 19 + spell level,

Possessions: Torm carries Dusy's Bond, a +5 boly avenger
greatsword and wears + £ full'plate of sorength (+4),

Caster Level: ATth; Heighi: 15 1h,

OTHER DIVINE POWERS

As o lesser deity, Torm may take 10 on any check: Torm treats a 1
on an attack roll or siving throw normally and not as an automst-
ic Faiture. He s immortal.

Seases: Torm can see, hear, touch, and smell at a distance of cight
miles. As a standard action, he can perceive anything within eight
miles of his worshipers, holy sites, objects, or any location where one
of his titles or n@me 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 8 hours,

Portfolio Bense: Torm senses any act of chivalry (or violation
thereof) thar affects at lease five hundred people (such as a crude
remark made at a tournament that might bring two nations to war),

Automatic Actions: Torm can use Knowledge (arcana) or Knowl-
adge (religion) as a free action if the DC for the task is 20 or lower,
He can perform up to Five such frec actions each round.

Create Magic Items: Torm can create any magical arms and
armor, as well as.any magic item specifically meant for 4 mount
{magical barding, borsesboes of the zephyr, or the like), as long as the
item’s market price does not exceed 30,000 gp.

.l I-",t_ . l. ¥
strength special ability
Brrength: A characrer wearing armor with this special abili-
Ly ga.ms a +2 or ¢4 enhancement honus to Strength.

Caster Leved: 12th; Prevequisites: Craft Magic Arms and
Armer, ball's a‘run,gr&; Market Price: +2, add +8,000 gp; +4, add
+3‘?,0ﬁ0 £
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gold pragon (Torm’s mount)

Torm can ride either a war horse or a dragon into combat, His
favorite mount, however, i1s an ancient gold dragon.

Male Ancient Gold Dragon: CR —; Gargarituan dragon (fire); HD
43d12+387; hp 666; Init +4; Spd 60 ft, swim 60 ft, fTy 250 ft.
{clumsy}; AC 70 (touch 6, flar-footed T0); Atk +60 melee (4d6+21,"
bite} and +¥5 melee (2dB+10, 2 claws) and +5§ melee (2d6+10, 2
wings) and 77 melee (2dB+31, tail slap), or +60 melee (4+da+31,
crush), or +60 melee (206431, tail sweep); Face/Reach 20 fr. x 40
ft./15 fr; SA Breath weapon (60t cone of fire, 20410, save DC
40), breath weapon (60-ft. cone of weakening gas, Str damage 10,
save DC 40), frightful presence, spell-like abilitics, spells; SO Blind-
sight 300 ft, command gold dragons, derecs gems 3/day, dragon
traits, empathic link with Torm, fire subtype, improved evasion,
keen vision, fuck bomws 1/day, share saving throws with Torm,
share spells with Torm, water breathing; AL LG; SV Fort +36, Ref
+23, Will 434 Str 72, Dex 10, Con 29, Inr 28, Wis 29, Cha 28

© Skills and Feats: Bluff +44, Concentration +44, Diplomacy +70,
Escape Artist +37, Hide —12, Intimidate +13, Jump +91, Knowledge
{arcana) +44, Knowledge (architecrure and engineering) - +39,
Knowledge (geography) +39, Knowledge (histary) +39, Knowledge
{local) +39; Knowledge (nature] +39, Knowledge (nobility and roy-
alty) +39, Knowledge (planes) +39, Knowledge (religion) +39,
Listen 144, Sery 444, Search +44, Sense Motive +19, Spelleraft +79,
Spot +44; Cleave, Flyby Attack, Great Cleave, Hover, Improved
Initiative, -Iron Will, Power Attack, Quicken Spell-like Ability,
Snatch, Sunder, Wingover.

Breath Weapon (Su); Torm's dragon can breathe a 60-foot cone
of fire that deals 20410 points of damage to any creature that fails
a Fortitude save. The dragon can also breathe a 60-foot cone of
weakening gas that deals 10 points of temporary Strength damage
to any creatire that fails a Fortitude save, He is immune to his own
breath weapons.

Frightful Presence (Su)} This ability takes effect automatically
when Torm's dragon attacks, charges, or flies overhead. It affecrs
only opponents within 300 feer that have fewer than 43 HID. The
affected creature must make a successful Will save (DC 40) or
become shaken. Success indicates that the target is immune to the
dragon’s frightful presence for one day.

Spell-like Abilities (Sp): 3/day—bless, palymerph self: 1/day—
geasguest, sunburst. These are us the spells cast by a 15th-level sor-
cerer. Base save DO = 19 + spell level

Bpells (8p): Torm’s dragon casts spells as a 17th-level sorcerer.

Detect Gems (Bp): This is a divination effect similar to a derect
magic spell, except that it finds enly gems. The dragen can scan a
60-degree are cach round: for round 1 he knows if therc arc any
gems within the are; 2 rounds of concentrarion reveal the exact
number of gems; and 3 rounds reveal their exact location, type,
and value.

Dragon Traits: Immune to sleep and paralysis effects; darkvision
60 fr low-light visien.

Keen Vision: Torm's dragon sees four times as well as a human in
low-light conditions and twice as well in normal light. It also has
darkvision with a range of 1,000 feet.

Luck Bonus (8p} Tarm’s dragon can touch one gem, usually
embedded in his hide, and enchant it to bring good luck. As long as
he carries the gem, he and every good creature in a 1,000-foot radius
receives a +1 luck bonus on all saving throws and similar dice rolls,
as for a sfome of good luck. If he gives the gem to anather creature,
oitly that bearer gets the bonus. The cnchantment lasts 1d3 hours
plus 30 hours but ends if the gem is destroyed. C

Water Breathing (Ex): Torm's dragon can breathe underwater
indefinitely and can freely use his breath weapon, spells, and orher
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abilities while submerged (the cone of fire becomes a cone of super-
heated steam underwaterl

Sorcerer Spells Known (6/9/8/8/8/8/7/%; base DC = 19 + spell
levels O—delect magic, dirrupt undead, light, mage band, openitlosw,
prestidigitation, ray of frost, read magic, vesistance; lst—charm
person, comprebend langnages, endure elements, magic missile, shield;
Ind—bilur, Sulls strength, car's grace, invisibility, see bwoisibility;
rd—fireball, gaseons form, baste, siowe; Ath—charm menster, locate
wreature, minor creation, polymorph other; Sth—dream, passwall,
permanency, weall of force; Gth—contingency, disimiégrafe, frue
seeang; Tth—delayed bilast firebali, prismatic spray

Avatars

Torm prefers to craft his avatars in his personal image, though he
varies their appearances to match different perieds of his human
existence. Sometimes the avatar is 2 handsome young warrior, filled
with ambition and vigor. At other times, he is aged—a powerful
elder with a face marked by experience. No matter what form they
may take, Torm's avatars possess a strong sense of coyrage and calm,
and they remain steady even in the most challenging circumstances,
When in battle, an avatar of Torm may shift his form to appear as
a gant lion-headed man in golden plate mail (the form in

which Torm slew Bane in the Tantras Harbor
during the Time of Troubles). Torm is served by
- gold and silver dragons, and such majestic ¢rea-
tures Frequently accompany fus avatars when |
they make rare visits to the Prime.

#Avatar of Torm: As Torm except divine
tank 4 AC 60 (touch 30, flat-footed §2), Atk e
W24 T/+42 melee (2d6+27/17-20, +5 holy
avenger greatiwordy or spell +51 melee touch or +46 ranged
touch; S0 Divine aura (40 fr, DC 29), DR 39/+4, fire resistance 24,
SR 36; SV Fort +77, Refl +47, Will +49; all skill modifiers reduced
by 4.

Saltvnt Divine Ahilities: Alter Form, Alter Reality (save DC 39
tor duplicated spells, temporary nonmagical objects last 4 days, tem:-
frorary magic items or creatures last + hours), Alter Size, Divine Pal-
adin, Divine Shicld (14/day, stops 40 points of damage).

Spell-Like Abilities: Caster level 14eh, or 15th for good and law
spells; saving throw DC 29 + spell level. Without the Extra Domain
salient ahility, Torm's avatar loses access to the Healing and
Strength domaing, the eorresponding domain powers, and the spell-
like abilities Highy'ss clenched fist, Bighy's crusbing hand, Bighy's
groiping band, ‘bail's stremgth, cure critical wannds, cure hght
wonnds, cure moderate wonpds, cure sevigns wounds, endure ele-
miteis, beal, healing circle, magic vestnent, mass beal, regeneralte,
vighieous might, stoneskin, frue resurreciion:
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Lady Luck, the Lady WhaSmiles, Our Smiling Lady
Intermediate Deity
Symbol: Silver coin Featuring Tymora's face surrounded

by shamrocks
Home Plane: Brightwater
Alignment: Chaotic good

Partfolio:” Good fortune, sIull victory, adventurers

Warshipers: Rogues, gimblers, adventurers, Harpers, lights
foot halflings

Cleric Alignments: CG, N, NG

Domains: Chaos, Good, Luck, Protection, Travel

Favored Weapon: A spinning cein (shuriken )

——t—
Major Derries oF FAERDN
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Tymora (tie-mere-ah), the friendly, graceful, and kind deicy of good
fortunc, owes her impressive popularity to two factors. Firstly, her
dominance over narrow escapes and lucky discoveries makes her the
patran of choice to Faertun's burgéoning adventurer population,
who propitiate her in hopes of prolonged survival and spectacular
takes, The greatest boon to her church came during the Time of
Troubles, however, when Tymora appeared to followers in Arabel
and set up shop in the temple known as the Lady’s House. As the
entire continent quaked with magic gone wild, Tymora offered all-
roo-ahsent stability and the reassurances that some deity still cared
ahout their human subjects. The ability to actually meet a deity (in
exchange for a reasonable donation to the church, of course) bol-
stered faith in desperate times, and the ranks of her clergy and fol-
lowers swelled accordingly.

Those commoners who fail to take themselves too seriously see
the servants of Tymora as energetic advocates of fun and adventure.
The clerics preach a doctring that urges their followers to take
chances and do something, rather than sitting around and daring
nothing, Accordingly, those who choose Tymora as patron tend to
possess # zest for life and a calm assurance that the Lady Whao
Smiles will ensure they live a long and fruitful life. Halflings con-
sider Tymora to be one of Yondolla's Children, and consider her
widespread worship in human lands as simply the greatest of
Lady Luck’s numerous humorous cons.

Clerics of Tymora, oftéen called luckbringers,
pray for their spells in the morning. The faichful
typically greet cach other by touching holy symi-
bals, often embracing to do se. The clergy offi-
cutlly recognizes no set rituals, with rehgious
observances varying wildly according to the dic-
tates of ench temple, Tymora's clerics most common.

ly multiclass as bards or rogucs, but they have been known to
try almost apy class combination. A rare few become auspicians (see
Chapter 4),

History/Relationships: Prior to the Dawn Caraclysm, a single
deity, Tyche, controlled both good and bad luck. A fickle deity whose
attention just as often brought calamity as calm, Tyche wandered
through her existence controlled only by her whims, seldom con-
cerning hersell with anything or anyone for more than a moment,
As Juck would have it, the amorous deity found herself embrailed in
the war between deities initiated by Lathander, who attempted to
restructure the Faerinian pantheon according to his own sense of
propriety. Decidmg quickly that hér paramour had become alto-
gether too serious, Tyche kissed the Morninglord with misfortunc
and left him to his fate:

During her travels, she came upon a beautiful rose, which she
artempred to pluck from the earth. Curiously; the flower would not
budge, soshe cursed it with bad luck, whereupon its stem biroke and
it fell to the ground. Thinking lirtle of the incident, she placed the
rase in her har and continued her roaming, oblivious to a danger-
ous corruption on her very person. The rose had been an aspect of
Moander, deity of rot und decay. In short order, Moander worked
its corruption mnto Tyche's car, cagerly draining the deity’s lifeforce
and withering her form within, When she finally returned home,
the oblivious Tyche came upen her friends Lathander and Seliine,
as well as Azuth, whe had been warned of Moander’s attack
through consultation with the Pade Tessevact Before the disgusting
creature that had once been Tyche could greet her formér com-
panions, Seline lashed out with & belt of purifying light. Tyche's
form split right down the middle, and from the husk emerged a
completely new deity,

A bright, somewhat smaller version of Tyche arose First, look-
ing upon rhe three deities with a bemused expression of confused
recognition, as if she had known these figures in dreams even if
they had never met. Bold, beautiful Beshaba was second to arise.
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After a brief battle in which the good and evil aspects of the fallen
Tyche ngatly destroyed each other if not for the combined effort
of Azuth, Lathander, and Seltine, Beshaba cursed the four deities,
decrying them as murderers and luckless villains unworthy of both
her presence and her good will. Swearing to bedevil their Followers
with ill fortune for eternity, the Maid of Misfortune left the
assembly in a torrent of acrid smoke and foul language. The new-
born deity, Tymori, simply shrugged, a small frewn her only dis-
play of emotion,

Since that day, Tymora and Beshaba have continued their strug:
gle. For DBeshaba, their battle is one of wholchearted destruction
Tymora, for her part, secks to stave off the Maid of Misfortune’s
depredations, occasionally punishing her crucl ambition with a par-
ticularly choice humiliation.

Thouph it would not be fair to call Tymora cruel, she does

delight in practical jokes, often attempting to bring good humor
to stern deities such as Helm and Tyr through the careful applica-
tion of gentle teasing and playful trickery. Though she inherited
all the good gualities of her progenitor, she also retains much
ol Tyche's tomantic Fickleness—she's seduced dozens of deitics
and countless mortals, seldom staying with 4 single paramour
for more than a year or two. She shares a somewhat
casual, long-running romance with the halfling
deity Brandobaris, whose passion for daring-do and
ribald shenanigans rivals her own.
!' X Deogma: One should be bold, for to be bold is to
i live, A braye heart and a willingness to-take risks
i ' beat our a carefully wrought plan nine times our
U of ten. Place yoursell in the hands af fate -
and trust to yvour own luck. Bear and con-
duct yourselves as your own masters, show-
ing your good or bad fortunc as
confidence in the Lady. Chase your
own unique goals, and the Lady aids
the chase. Without dircction or
l goals, you soon know the embrace
of Beshaba, for those .on no sét
course are at the mercy of misfor-
tune, which has no mercy at all.

Clergy and Temples: Clerics of
Tymora favor gaiety and spon-
taneity, believing that these who
enjoy the greatest fortune are
those who take the greatest risks.
They position their temples as
refucling stops for adventuring
bands, ‘often. offering such sta-
ples as holy water and healing
potions. Some churches take this a
step further, offering excessive secret
aid to the most daring of adventurers in a public relations effort
to “prove” the value of Tymora's doctrine. Clerics hail the mirac-
ulous successes of these heroes upon their return from dangerous
dungeons and haunted tombs, declaring their survival and plunder
the reward of Lady Luck, When such groups are consumed by
wills of living tentacles or walk into a sphere of annibilation set
mto the mouth of gant bas-relief demon faces, Tymoran clerics
are notably silent.

Each Tymoran temple 5 an independent operation with its own
hierarchy and doctrinal interpretation, which usually boils down to
the whims of the high priest or pricstess informed by a baseline col-
lection of beliels and customs. This longstanding tradition has
recently encountered a challenge in the form of Daramos Lauthyr,
high priest of the Lady's House of Arabel, who secks to unite the
chorch under a single pennff—himself. .

W m—— T .
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T&T mora

Rogue 20/Sorcerer 20

Medium-Size Outsider (Chaotic, Good)

Divine Rank: 14

Hit Dice; 20d8+200 (outsider) plus 20d6+200 (Rog) plus 20d4+200

{8or) (960 hp) . "
Initiative: +17, always first (+11 Dex, +4 Improved Initiative,
Supreme Initiative)

Speed: 60 f't.

AC: 77 (+11 Dex, +14 divine, +27 natural, +1¥ deflection)

Artacks: + Fiuck blade longraword +66/+61+56/+F1 melee; or <7

distance speed spinsing coip

+T0/+70/+65/«60/+5T ranged, or 513;:]_1 61

melee touch or +6F ranged touch.

Damage: + ¥ Juck dlude longsrord
TdB+15/17-20; or +F distance spaed spin-

ning coin 13; or by spell.

Face/Reach: T ft. by ¥ fr./7 fr.

Special Attacks: Domain powers, salient
divine abilities, sneak attack +13d6,
spell-like abilities.

Special Qualities: Crippling strike,

defensive roll, divine aura (1,400 fe,
DC 39), divine immunitics, DR 49/+4,

evasion, Familiar (weasels), fire resistance

34, godly realm (10 miles Outer Plane,

1,400 ft. Marerial Plane], improved evasion,

plane shify at will, remote communication 14
miles, slippery mind, SR 46, fedleport withont érvor

at will, traps, uncanny dodge (Dex bonus 1o AC,

* can't be flanked, +4 against traps), understand,
speak, and read all languages and speak directly
to all beings within 14 miles.

Saves: Fort 161, Ref +62, Will +60.

Abilities: Str 24, Dex 33, Con 31, Int 28, Wis
28, Cha 40. ’

Skills®: Alchemy +30, Appraise +61, Balance
+70, Bluff +72, Climb +64, Concentration

+87, Diplomacy +73, Disahle Device +66,

Disguise +72, Escape Artist <68, Gather

Information <72, Heal 446, Hide +67, Innuendo

+70, Intimidate +33, Jump +23, Knowledge

{arcana) +53, Listen +46, Move Silently +68, Open

Lock +47, Pick Pocket +70, Read Lips +%6, Scry

+¥3; Search +37, Sense Motive +41; Spellcraft +73;

Spot +33, Tumble +48, Use Magic Device +52, Use

Rope +34. *Always receives & 20 on checks.

Fears: Blind-Fight, Combat Casting, Combat Reflexes,
Cralt Wand, Craft Wondrous Item, Dodge, Exotic
Weapon Proficiency (spinning coin}, Expertise, Extend Spell,
Improved Critical (langsword), Improved Disarm, Improved
Initiative, Maximize Spell, Mobality, Persistent Spell, Quick
Draw, Silent Spell, Spell Penctration, Spring Attack, Still Spell.

Divine Immunities: Ability damage, ability drain, acid, cold, death
effects, discase, disintegration, electricity, encrgy drain, mind-affect-
g effects, paralysis, powson, fecp, StUnNmnNg, transmutation, dmpri-
anent, banishient. .

Salient Divine Abilicies: Alter Form, Alrer Realicy (save DC 49
for duplicated spells, temporary nonmagical objects last 1% days,
teimporary magic items or creatures last 14 hours), Alter Size, Area
Divine Shield {up to 14 10-foot squares, or a sphere or hemisphere
with a radius of “up to 14 feet), Avatar (up to 10), Divine Celerity
14 minutes, Divine Dodge (miss chance 64%), Divine Rogue, Divine
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Shield (13/day, stops 140 points of damage), Divine Sneak Artack,
Divine Spellcasting, Extra Domam (Protection]), Extra Domain
{Trayel), Free Move, Power of Luck (up to 14 creatures at once and
per day, +1% luck bonus or ~14 luck penalty ), Shapechange, Supreme
Initiative,
~ Domain Powers: Cast chaotic spells at +1 caster level; cast good
spellsat +1 caster level; 14/day reroll a die roll once after it 1s made;
1#/day protective ward (touched subject gains +14 resistance bonus
o next saving throw, maximum duration 1 hour’ 14 rounds/day
[freedem of movement.
Spell-Like Abilities: Tymora vses these abilities as a 24th-level
waster, except for chaotic spells and good spells, which she usesasa
2fthdevel caster. The save DCs are 39 + spell level. Aid, animate
Jubjecty, amtimagic field, astval profection, blade barvier, break
enchantment, chaos bammer, eloak of chaos, dimension door, dispel
evil, dispel law, entropic shield, expeditions retreat, find the path, fiy,
Sreedom of movement, bofy aura, boly mite, bely wword, lncare abjécr,
magic civele against evil, magic cirele against law, mind blank, mir-
acle, mislead, phase door, prismatic sphere, profection from elements,
pratection froms evil, protection from latw, répuision, sanctuary, shat-
der, shield pther, spell Jymmunity, spell resistance, spell turming
atmemean menster 12X (as chaotic or good spell only), refeport withont
ervor, word of chavs.
Sorcerer Spells Known (Levels 0-17; 6/10/10/10/9/9/9/9/8/8/3/3/
LU, base DC = 27 + apell level): O—dancing dights, detect magic,
flare, ghost sonnd, mage band, cpen/close, prestidigitation, read magie,
resiftance; Lst—awimate vope, charm persow, tdewtify, mage armor,
nnseen servant; Ind—>ball's strength, cal's grace, darkuision, invisidi-
ility, vope rrick; 3rd—disped magic, baste, imvisibility spheve, slsw;
sth—dimension door, lacate ereature, minor globe of invuinerability,
salid fog; Sth—clondkill, feeblemind, passwall prying eyes 6th—
contingency, greater dispedlling, true seeimg Tth—forcecage, mass
misibility, spell tuvning; Bth—ivon body, prismatic wall, protection
from spedls; Yth—froedom, time stop, wish,
Possessions: Tymora carries Sitver Tear; a+Filuck blade longrroord.
Caster Leved: 25ty Weight: 6 1h,
Tymara also carries several spinning coins. These function as + 5
sburikgws with the distance and speed special abilities,
Caster Level: 25ty Weight: 1/10th 1b,

OTHER DIviNE POWERS

As an intermediate deity, Tymora automatically receives a die result
of 20 on any check, Bhe treats a 1 on a saving throw or attack roll
normally and not as an avtomatic failure. She is immortal,
Benses; Tymora can sec, 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, objects, or any
Iocation where ane of her titles or name was spoken in the last hour.
She can extend her sensés to up to ten locations at once. She can
hlock the sensing power of deitics of her rank or lower at up to two
reniote lncations at once for op to 14 hours.
- FPortfolio Sense; Fymora senses any act of good fortunc’the
instane it Mappens and retains the sensation for fifteen tendays after
the event oceurs. Such good lortune might range from a halfling
child discovering # bag of gold while digging on a deselate beach to
# hapless adventurer jumping out of the way of a swinging pendu-
‘hm hlade, leaving only a sliver of space between life and death.
Automatic Actions: Tymora can use Knowledge (arcana) as a free
action if the DC for the task is 25 or lower, She can perform up to
 ten such free actions each rotmd.
Create Magic Items: Tymora can create any kind of magic item
‘that confers @ bonus on saving throws, as long as the item’s marker
rice docs not exceed 200,000 gp.
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Avatrars

Before the Time of Troubles, Tymora preferred the shape of o
boyish, crafty-fuced, brunctte, human temboy for her avatars, After
her stay in the Lady's House in Arabel, however, she updated the
look of her avatars to appeal to a greater number of would-be wor-
shipers. Thus, her typical avatar now appears as a regal, lithe human
woman wearing expensive robes. Her long, unbound platinum hair
i5s marked by a modest crown of gold.

Though she in some ways enjoyed her stay in Arabel a few years
ago, Tymora feels that she's had her fill of visiting the Material
Plane, 50 she now spends most of her time getting into trouble in the
Outer Planes.

® Avatar of Tymora: As Tymora cxcept divine rank 73 AC 63
(rouch 43, flar-foored 63) Atk +99/+54/+49/ 444 melee (1d8+17/
17-20, +F duck &lade fomgiword), or +63/+63/+58/+F3/+48 ranged
(13, + ¥ distance Jpeea’,r'uiuling eofit ), or spell £§4 melee rouch or +58
ranged touch; 80 Divine aura (700 ft, DC 32), DR 42/+%, fire resist-
ance 27, SR 39; 8V Fort +74, Ref +55, Will +73; all skill modifiers
reduced by 7.

Salient Divine Abilities: Alter Form; Alter Reality (save DC 42
for dupl:cated 5pells, temperary nm1magu.al ohjects last 7 days, tem-
porary magic items or creatures last 7 hours), Alter Size, Divine
Dodge, Divine Sncak Artack, Divine Spellcasting, Extra Domain
(Protection), Extra Domain (Travel), Power of Luck (up to 7 crea-
—7 luck penalty ),

Spedl-Like Abiliches: Caster level 15th, or 18th for chaotic spells
or good spells; saving throw DC 32 4 spell level.

Tyl

The Even-Handed, the Matmed God, the ';r"mf Gad

Greater Deity

Symbol: Balanced scales resting on a warhammer

Home Plane: House of the Triad

Alignment: Lawful good

Fortfolie: Justice

Worshipers: Paladins, judges, magmrms, lawyers, palice,
: the oppressed

Cleric Alignments LG, LN, NG

Domains:
Favored Weapon:

Good, Knowledge, Law, Rerribution, War
“Tusticar” (longsword)

Before every criminal trial in civilized lands, good-hearted magis-
trates whisper prayers to Tyr (feer) the Even-Handed, asking that
e goide their judpments with temperanee and resolve. A utopian
interloper deity who long ago came ro Toril from a fereign
cosmos, Tyr sees himsell as a father Figure working to craft a per-
fect society among the people of Facrun, whom he views as his
wayward children. The pain of knowing that his mortal charges
cannot hopr: to initiate and protect a flawless, completely just
orderly existence tinges Tyr's philosophy with an undercurrent of
resigned sadness.

Religious iconography deplcrs Tyr as an aging onc-handed war-
rior, often with a bloody bandage covering his wounded eyes. The so-
called Maimed God lest his right hand in battle with the ravenous
entity known as Kezef the Chaos Hound. Tyr's blindness dates to the
Time of Troubles, when Ao himself scoured his eyes for failing to
witness the theft of the Tablets of Fate and for allowing discard
among the gods of Toril. Worshipers have allegarized Tyr's wounds

as emhlematic of the blindness of justice and the price the truly just

must endure on the path to righteousness and stern defense of the
law. Farticularly radical Tyrran sccts advocate self-mutilation

-
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among their adherents, a practice condemned by the large majority
of the Fajthful, who nenetheless ritualistically don gauze eyve cover-
ings and an off-colored glove on their right hands to honor the
Blind Overlord. .

Commoners view Tyr and his clerics as stern arhiters of jusrice,
often missing the paternal philosophical nuances of Tyrran doc-
trine for its more abvious hlack-and-white teachings on the nature
of morality. They tend to view Tyr as something of a divine con-
stant—they know that Tyr expects fairness, good judgment, and
kindness toward the innocent from his followers; and hence afford
Tyr’s clerics a great deal of trust. © | y

Clerws of Tyr pray for spells at datvn. In addition to numerous
minor holidays, Tyr's priesthood follows a strict regimen of month-
Iy high rituals, On the first of each month, Tyrrans celebrate
Secing Justice, at which specially chanted prayers clicit the appear-
ance of a whire-hot war hammer that glows with heat and light.
The thirtecnth day brings celebration of the Maiming; at which the
congregation sings loud, booming hymns as an illusionary gauntlet-
ed hand surrounded by a nimbus of burning blood appiars above
them. A simular ritual ealted The Blinding, which takes place on the
twenty-second day of each month, involves an image of burning,
erying eyes. Tyr's clerics often multiclass as paladins,

History/Relationships: Tyr came to Toril in =247
DR in an event known as the Procession of Justice.
Bursting from a gate near modern-day Alaghdn in
Turmish, he led a force of 200 archons across the
Vilhon Reach in an effort to pacify the remnants of
ancient Jhaamdath, which had fallen o lawlessness
and brigandage following that empire’s destruction at
the hands of its elven enemies. In the ensning batrle,
Tvr's host slew Valigin Thirdborn, o lesser deity of
anarchy whose rise in —269 DR directly coincided with
the ascendance of the bloodthirsty Exarch Thelasand
IV, who spurred the Emperor into greater conflict with
the elves.

Tyr's actions
lasted until -238) atwacted the attention of the previously
obscure Ilmater, who joined forces with Tyr m —243 DR. Years
later, long after the Procession had ended with most of Tyr’s ser-
vants banished or killed and the deity hirsell taking inter¢st in
Toril at large at the expense of his initial, highly targeted cam-
paign, Torm joined up as the Just God's war leader. Together with
Ilmater, the deities became known as the Triad, by which they dre
still referred to this day.

Over the more than 1,600 years singe his arrival, Tyr has
cxpanded his dominance over the whole of Faertin—few are those
wha do not knew his name or the enthusiastic ideals he represents.
His 15 a civilizing voice, urging the construction of moral and legal
codes and the administration of Fair justice for sentient creatures in
every land. In this regard he is both progressive and regressive, rap-
resenting a force for cultursl development in lands with corrupt or
no legal systems and representing a stern defense of the status quo
i nations with well-established codes of law,

Tyr's relatively short tume on Toril has gained him a host of ene-
mies. He fiercely opposes deities dedicated to tyranny, evil, or law-
lesaness, and bears particular ennmuty towsrd Bane, Cyric, Mask,
Talona; and Talos,

Dogma: Reveal the truth, punish the guilty, right the wrong, and
always be true and just in your actions. Uphold the law wherever
you go and punish these whe do wrong under the law. Keep a record
of your own rulings, deeds, and decisions, for through this your
errors can be corrected, your grasp on the laws of all lands will
flotrish, and your ability to wentify lawbreakers will expand. Be
vigilant in your observations and anticipations so you may detect
those who plan injustices before their actions threaten law and

e
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and sacrifices during the Procession (which \../

order. Deliver vengeance to the gmlty for those who cannot do
it theémselves.
Clergy and Temples: The Tyrran faich appeals to those wha seck

to bring order to the thsurder,l}', to punish the wicked, and to ensure
that civilization prospers throupgh a careful, fair system of justice
Theirs is & doctrine af justice through' henevolent Farce and armed
vigilance, a philosophy that makes the faith attractive :Expu[;d_ins
and lawful fighters. Most adherents do not fight in the field, how
ever, instead seeing to important battles in the courts as burcau-
crats, judges, bailiffs, and merchants Tyrrans tend to view all
affairs in clear-cut moral terms, preferring to sce the world ordered
by just laws that provide the greatest benefit to all. They rend
toward intolerance, sometimes violently so, and seldom tolerate
muockery, parody, or the questioning of their faith.
Clerics of Tyr bring law to lawless lands, often serving as judge,
jury, and executioner, Without a civilized legal code with which to
guide their judgments, they often defavlt ta a doctrine roughly
equivalent to “an eye for an eye, a tooth for a tooth” However,
Tyrrans prefer to err an the side of mercy, and frequently coms
mute otherwise harsh sentences for cases in which the offender was
ignarant of any wrongdoing, Such eriminals vsually find their
4 names recorded in the cleric’s Book of Lamgiving
which is then shared with the nearest temples to pre-
vent that perpetrator repeating the offense and get-
ting off lightly. Powerful clerics frequently employ
the mark of fustice spell to add magical coercion
their stern lectures to convicted criminals.
In civilized lands, Tyrrans (inevitably called
“tyrants” by their legion detractors) tend to becote
legal experts, advising rolers, judges, or powerful mer-
chants on the intricacies of the {aw and arguing cases
before magistrates. They view the latter as charity,
donating their (sometimes lavish) “speaking fees" to the
church.
Regardless of their setting, Tyrrans never enforce a law
that cah be shown to be unjust—defined by the church as out
¥ of compliance with the principlés and definitions adhered to by
other laws in the body of legal doctrine of which it is part, This
somerimes forces Tyrrans to support very unfair laws rhar arg,
nonetheless, just. In many such cases, Tyrrans attenipt to change
the laws by working within the system. Those who break even
unfair laws as @ Form of defiznce or political dissent are nonethe
less guilty, in their view, and deserve to be punished to the fullest
extent the law allows.
In some cases, Tyrrans act s agents of vengeance for those who
have been wronged and who cannot afford or are no longer around
to defend themselves. In such cases, when the law 550 broken down
as to become meaningless, clerics of Tyr act openly to defy evil or
carrupt forees, martyring themselves il such becomes necessary.
The well-connected, highly erganized Church of Tyr sponsors an
extensive system of fortified temples throughout Faerdn. Each sub-
scribes to a strict set of internal rules known as the Innnmerable
Edicts, which scems to grow more pedantic and oncrous with each
passing yedf.
Currently, the sprawling Fortress Faithful in Tethyr (5our.h of
Zazesspur)) holds the most influential position in the churchy as
many faithful flocked there during that land's recent civil war, and
have stayed on to ensure stability in the region. The mussive House
of Tyr's Hand in Thesk represents-a more staid, traditionalist sect
of the church, and shelrers the Juse Knights—clerics, fighters, and
palading who have honored the Maimed God in countless battles:
against their aggressive neighbors in Thay. Individual temples of
Tyr offer lodging, fresh mounts, healing, spell mid, weapons, gear,
and holy advice, 2s well as confession of sins, which plays an impor-
tant absolving role in the faith.

8o
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Faladin 20/Cleric 20

Medium-Size Outsider (Good, Lawful)

Divine Rank: 18

Hit Dice: 20d8+140 (outsider | plus 204104140 (Pal) plus
2048+140 (Cle) (940 hp)

Initintive: +11 (+7 Dex, +4 Improved Initiative)

Speed: 60 It

AC: 76 (+7 Dex, +18 divine, +31 natural, +10 deflection ]

Attacks®: + Fvorpal longsword
+76/+71/+66/+61 melee; or spell
+70 melee touch or +65 ranged
touch *Always receives a 20 on
attack rolls; roll die to check for
critical hit.

Damage®: + S uarpal longsavord
148+23/17-20; ar by spell
‘Always does maximum damage
{longsword 31 points)

Face/Reach: ¥ fr. by § ft./7 fr.

Special Attacks: Domain powers,
sabient divine abilitics, smite evil % 9
(3/day, +10 on artack and +60 on
damage for one weapon attack],
spell-like abilitics, turn undead
13/day (effective caster level
i8eh).

Special Qualitiess Aurn of courape
{+8 morale bonus on saves
agamst fear effects For all allies
within 100 ft.}, detect evid,
divine aura (18 miles, DC 38},
divine grace, divine health,
divine immunitics, DR 73/+4,
fire resistance 38, godly realm
(100 miles Quter Plane; 1,800 ft.
Materinl Plane), fay on bands
(200 hp), plane shift at will,
remote communication 18 miles,
remove disease 6/tenday, sponta-
neous casting of divine spells, SR
50, teleport withont error at will,
understand, speaks and read all
languages and speak dectly to
all beings within 18 miles.

Saves™: Fort +77, Ref +77, Will +65.
*Always receives a 10 on saves.

Abilities: Str 34, Dex 24, Con 27, Int 35, Wis 40, Cha 30,

Bkills™ Concentration +88, Diplamacy +97, Gather Information
+7), Handle Animal +71, Heal +98, Intimidate «§7, Intuit
Direction +44, Jump +40, Knowledge {arcana) +73, Knowledge
(history ) =73, Knewledge (local) +36, Knowledge (nohility and
teyalty’ 453, Knowledge (planes) +73, Knowledge (religion)
+93, Listen +66, Profession (Judge] +124, Ride (horse) +72,
Scry #73, Search +71, Sense Motive +21, Spellcraft #23; Spot
=18, Use Rope +32, Wilderness Lore +50. *Always receives a
20 on checks.

Feate Blind-Fight, Cleave, Combat Casting, Combat Reflexes, Craft
Wandrows Irem, Dodge, Empower Spell, Extend Spell, Great
Cleave, Improved Critical (longsword ], Improved Initiative,

Persistent Spell, Power Attack, Ouicken Spell, Silent Spell, Spell

Penetration, Still Spell, Sunder, Track, Twin Spell, Weapon

Focus {longsword ).

Tyr
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Divine Immunities: Ability damage, ability drain, acid, cald, death
effects, disease, disintegration, electricity, encegy drain, mind-affect-
ing effects, paralysis, poison, sleep, stunning, transmutation, impris
enment, banishment,

Balient Divine Abilities: Alrer Reality (save DC 48 for duplicared
spells, temporary nonmagical objects last 18 days, temporary magic
items or creatures last 18 hours), Avarar (up to 207, Battlesense, Call
Creatures (up to 18 lawful celestials serving simultaneously, each
with up to 18 HD), Clearsight 18 ft, Create Greater Object (up to
1,800 1b total weight or 360 cubic feet of volume), Create Object (up
to 900 1b total weight or 180
cubic feer of volume), Divine
Blast (13/day, up to 18 miles,
28d12 points of damagel,
Divine Inspiration (courage,
up to 1B creaturcs/day),
Divine Paladin, Divine Reeall
(law), Divine Shicld (10/day,
stops 180 points: of damage),
Divine Skill Focus [Profession
[judge]), Divine Spellcasting,
Divine Weapon Focus (long-
sword), Divine Weapon Spe
cialization (longsword), Extra
Domain (Retribution), Extra
Domain  (War), Irresistible
Blows (longsword, Fart DC
3%), Know Secrets (Wil DC
38 Lay Quest (vp to 18 crea-
tares/day ), Possess Mortal
(Will DT 38, up to 20 mer-

creatures/day, Will DC 38)

Domain FPowers: Cast good
spells ar +1 caster level; cast
divination spells at +1 caster
level; cast law spelis at +1
caster level

Spell-Like Abilitics: Tyr uscs
these abilities as a 28th-level
caster, except for divination
spells, good spells, and law
spells, which he uses asa 29th
level caster. The save DCs are
38 + spell level fid, High's
clenched fiss, Bighy's crushing
band, Bighy's grasping band,
blade bn‘)“rr!'g-'p', Brells ,'ﬁ'rngf.ﬁ_ calm ewmolions, ['fﬂjjwudﬁ;n{'c{_.";f.:fr';lqu—
ance, detect secret doors, dedect thonghts, dictum, discern location,
dizpel ehasr, .v.-’.r'_;‘;w-,f sl dreivation, divive poger, ewdire elementy,
find the path, flame strike, foresght, bold monster, buly anrva, boly
smtite, holy werd, legend love, magic circle aganst chaos, magic civele
againit ¢uil, magic vestment, magic weapon, erder’y wrath, pewer
word, blind, power word, kill, pewer word, stum, protection from
¢haos, protection from evtl, vighteous might, shield of law, spell immsn-
wily, spiritwal weapon, stoneskin, summen monster FX (a5 good or law
spell ealy), frue seeing. ’

Cleric Spells/Day (Levels 0—15¢ 6/10/10/10/9/9/8/8/7/7/3/3/24/2/2/2;
base DC = 27 + spell level

Paladin Bpells/Day(Levels 1-15% T/7/7/6/4/4/4/3/3/3/3/ 22/,
base DC = 27 + spell level

Possessions: Tyr carries Fusticar, a +F longsward with the vorpal
special abilities,

Caster Level: 25ch; FFeight: 6 1b. .

tals), Power of Truth (up to 18




OTHER DIVINE POWERS

As a greater deity, Tyr automatically receives the best possible
result on any dic roll he mukes (including attack rolls, damage,
rolls, and saves) He is immorral,

Senses: Tyr can sce, hear, touch, and smell at a distance of eight-
een miles. As a4 standard action, he can perceive anything within
cighteen miles of his worshipers, holy sites, objects, or any location
where one of his titles of name was spoken in the last hour. He ean
extend his senses to up to twenty locations at once. He can hlock
the sensing power of deities of his rank or lower at up to two
remote locations at once for up to 18 hours.

Portfolio Sense: Tyr senscs any injustice eighteen tendays before
it happens and retains the sensation for cighteen tendays after the
event occurs.

Auromatic Actions: Tyr can use Knowledge (arcana), Knowledge
(history), Knowledge (local), Knowledge (nobility and royalty),
Knowledge (planes), Knowledge (religion), or Profession (judge) as
a free action if the DC for the task is 3C or lower. He can petform
up to twenty such free actions cach round,

Create Magic Items: Tyr can create any kind of magical arms or
armor or any magic item that confers the alnlity to cut through
illusions er lies.

Avarars

Tyr's typical avatar i$ a Fearless, bearded ‘, .
human male in chainmail armor. He is missing
his right hand, and he may wear a symbolic cloth
i of gauze around his eyes. Tyr's avatar
always wields 4 langsword or warhammer,

and a bright radiant halo marks his forchead,
suggesting to all that they stand before a being
of divine magnificence. His eyes, always visible
even if covered, are bright wpon his First
appearance, but they eventually Fade away
into black vaids bef'ore he departs.

Tyr long ago tired of constant visits to the
Prime. When he attends o lus human follnwc:;s these days, it Is to
preside ar a trial that scems insignificant, but that the Maimed
God knows will have important repercussions should justice not be
served.

@ Avatar of Tyr: As Tyr except divine rank 9; AC 78 (touch 36,
flat-footed F8) Atk +67/+62/+77/+52 melee (1d8+23/17-20, +1
varpal fomgsword), or spell +61 melee touch or +76 ranged touch;
S0 Divine aura (900 ft, DC 29), DR 44/+4, Fire resistance 29, SR
41; 5V Fort +48, Ref +48, Will +76; Profession (judge) +87, all
other skill modifiers reduced by 9.

Saliens Divine Abilities: Bartlesénse, Clearsighe 9 fr, Divine
Blast {13/day, up to 9 miles, 19412 points of damage], Divine
Recall (law), Divine Shield (10/day, stops 180 points of damage),
Divine Weapon Focus (longsword ), Divine Weapon Specialization
(longsword), Extra Domain (Retribution), Extia Domain (War),
Trresistible Blows (longsword, Fort DC 26), Power of Truth (up to
9 creatures/day, Will DC 29).

Spell-Like Abilities: Caster level 19th, or 20th for divinarion
spells, good spells, or law spells; saving throw DC 29 + spell level.

Spells: As Tyr, exceprsave DCs against the avatar’s spellsare 27
+ gpell level.
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umberlee

The Bitch Queen, Susen of the Depths
Intermediate Deiry

Symbol Blug-green wave curling left and right

Home Plane: Fury’s Heare "

Alignment; Chaotic evil

Portfalio: Oceans, currents, waves, sea winds

Worshipers: Sailors, weresharks, sentient sen creatures,

‘ coastal dwellers

Cleric Alignments: CE, CN, NE '

Domains: Chaos, Destruction, Evil, Ocean, Storm,
Water

Favored Weapon: “Drowning Deéath” [trident] or jellyfish
[trident]

Malicious, mean, and cvil, Umberlee (um-ber-fee] is the terror of
sailors and coastal dwellers across the world, She breaks agreements
on & whim and takes great pleasure in watching others die by drown-
ing or in the jaws of sea predators. Vain and desirous of flattery, she
is excessively greedy for power and revels i, exercismg it. Were-
. sharks are her creations, and theirs is one of the few
""_“nﬁ"\“ races that worship her out of admirarion rather
Y than fear. The Bitch Queen is always depicted asa
o @, Female blue-green torso garbed in shells and a
mauve cape made from jellyfish rising out of the
e waves with taloned hands, elbow fins, cyes of pale

b % pearly death, and hair of kelp.

: Like the church of Talos, the church of

Umberlee is almost universally despised and
propitiated only out of fear. Nevertheless,
despite: the promise offered by rhe relatively
weak church of Valkur, nearly every sailor makes
an offering to the Bitch Queen before heading into
her domain and Umberlant clerics can walk unmo-

lested in dockside wards in mest parts. They are &ven welcomed
ahoard most ships, in hopes that their presence will help appease the
Birch Queen.

Umberlant clerics pray for spells at high tide (in the morning
or cvening), making offerings and sclPancinting an the brow,
hands, and feet with sen water, The Drowning is a private ritual,
and enly clergy members may witness it or take part. In the
Drowning, a supplicant lies before an altar and is surrounded by
candles Lit to the deity, each placed with an intoned prayer by a dif-
ferent Umberlant cleric. The attending clergy then withdraw and
release a wave of sea water to flood the room i a huge breaking
wave and then flow away. Supplicants who survive are confirmed
in the service of Umberlee and warned that if they should ever
betray the Queen of the Decps, drowning is the fatc that awaits
them. They were spared during the Drowning and so can be taken
by the Sea Queen at any time to come. (Clergy whom the Sea
Queen feels have failed her go to sleep one night never to awaken,
dying durimg the night of drowning, their lungs mysteriously Flled
with sca water, | The two public rituals of the Umberlant faith are
the First Tide and the Stormcall. The former is celebrated when
the ice breaks up in a harbor and involves a parade through town
with a caged animal, which is then tied to a rock and hurled inte
the sea IF it reaches shore alive, it is treated as a sacred animal for
the rest of its days. Stormcall is a mass prayer to send a storm to
devastate a specific harbor or ship or to turn away an approaching
storm or one that has alecady broken upon the worshipers: Trs par-
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ticipants pray around pools upon which fleat candles on driftwood
planks, and throw sserifices into the pools, ‘A doused candle is a
sure sign of the Bitch Queen’s anger. Umberlee’s ¢lérics tend to
multiclass as druids, Fighters, rogues, divine diseiples, or waveser-
vants, (see Chapter 4)

History/Relationships: Umberlee is one of the ‘Deities of Fury.
She serves Talos, along with Auril and Malar. Tales has been
encroaching upon her portfolio, and since-she lacks the strength to
fight him, Umberlee has been trying ro distract him with romantic
intrigues. She fights Selone and Valkur (to whom sailors pray to
bring them home safely), Chauntea (for her dominion aver land],
and Sumne (whese beauty she envies)

Dogma: The sea is a savage place, and
those that travel it had best be willing to
piy the price of challenging Umberlee’s
domain. All should know the Bitch Queen and
[ear her, for the wind and the wave can reach
everywhere if sufficiently angered. Fair
offermgs bring fair winds to sea trav-
elers, but those that do not pay their
respects will find that the sea is as
cold as Umberlee’s heart. Spread the
word of the might of Umberlee, and
let no service be done in her name with-
out-a price. Make folk Fear the wind and
wave unless a cleric of Umberlee i5
there to protect them. Slay those
who ascribe sea and shore storms
to Talos.

Ciergy and Temples: Umber-
lant clergy are charged to spread
respect for Umberlee by preach-
ing of the doom she has wrought
m the past and the storms to
come i all coastal cities and set-
tlements. Along the way, they seek
to build up favor enough to be
wished ashore by the deity if they are
ever i danger on the seas and to enrich
themsclyes by accepting offcrings, selling the
safety of their own presence on shipboard, or by casting cer-
tain spells: i

Temples of Umberlee are always located along the coast or
underwater. Many e within sea caves, while free-standing struc-
tures are usually are constructed from flotsam, surf-pounded rocks,
and the shells of great sea beasts. Umberlant temples are mainly
vehicles for salors and merchants to make offerings of candles,
{lowers, cundics, or coins to appease the Birch Queen’s wrath.

The ceremonial garb of the Umberlant clerics consists of @ skin-
tight blue or green body stocking worn with a valuminous cape of
blue or green trimmed with white fur {to represent foaming break-
ers) A tall collar, similarly srimmed, rises from the back of the
eape’s neck. A popular badge of rank is the skeletal hand of a drown-
ing victim:

The church of Umberlee 15 disorganized and run differently in
different locales. The only organized hierarchy is that impased bya
particularly favored and pewerful cleric, and such regimes are
[mevitably washed away in time by the ever-fickle Bitch Queen, Cler-
ies of the faith are cven given to ducling cach other to settle disputes
of rank or ability, although such combats are rarely fatal. Instead,
the loser is uvsually thrown aboard the next ship to leave part,
regrdless of the destination,

Mujor DErries oF Fazrix
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Umberlee Feats: Blind-Fight, Brew Potion, Cleave, Combat Casting,

umberlee

Wizard 20/Cleric 10/Fighter 10
Medium-Size Outsider {Chaotic, Evil)
Divine Rank: 12
Hit Dice: 20d8+180 (outsider) plus 20d4-180 (Wiz) plus 1048+ 90
(Clr) plus 10d10+90 (Ftr) (960 hp)
Initiative: +11 (+7 Dex, ++ Improved Initiative)
Speed: 60 ft,, swim 60 ft.
AC: 63 (+7 Dex, +12 divine, +27 natural, +9 deflection)
Attacks: + T frast keew thandering ivident +73[<68/+63/+78 melee;
or spell +67 melee touch or +59 ranged touch.
Damage: +7 frost keen thusdering tridess 1d8+29/18-20 plus 1d8
sonic; or by spell.
Face/Reach: § fr. by § /7 fr.
Special Attacks: Domain powers, rebuke undead 12/day, salient
divine abilities, spell-like abilitics.
Special Qpalities: Divine aura (1,200 fr, DC
31} divine immunities, DR-47/+4,
familiar (octopuses), fire resistance 32, :
5. godly realm (10 miles Outer Planc, -
1,200 fr. Material Plane), plane shift
at will, remote communication 12
miles, spontancous casting of
divine spells, SR 34, releport
seithant error at will, understand,
speak, and read all languages and
speak directly to all beings within
12 miles. ; |
Saves Fort +53, Ref 51, Will +54 {
Abilities: Str 40, Dex 24; Con 29, |
Int 30, Wis 30, Cha 29. 7
Skills®; Alchemy +74, Bluff +77,
Chlimb +57, Concentration +74, Craft
(shipbuilding) +8%, Diplomacy +66,
Handle Animal +54, Intimidate +64,
Intuit Direction +55, Jump +77, Knowledge
(arcana) +6%, Knowledge (nature) +5¥,
Knowledge (religion) +61, Listen +57, Ride
(shark) +%6, Scry +75, Sense Motive +37, Spelleraft
+7F, Spot +47, Swim +90, Use Rope +42 *Alwiys F
receives a 20 on checks. l

Combat Beflexes, Craft Magic Arms and Armor, Craft Staff,
Craft Wondrous Item, Create Portal, Deflect Arrows, Dodge,

Empower Spell, Enlarge Spell, Expertise, Extend Spell, Forge \
Ring, Great Cleave, Improved Critical (trident), Improved

Initiative, Improved Unarmed Strike, Maximize Spell, t.'
Mohility, Power Agtack, Quicken Spell, Scribe Scroll, Spell

Penetration, Spring Attack, Sunder, Weapon Focus (trident),

Weapon Specialization (trident ), Whirlwind Attack.

Divine Immunities: Ability damage, ahility drain, acid, cold, death
effects, disease, disintegration, electricity, energy drain, mind-affect-
ing effects, paralysis, poison, sleep, stunning, transmutation, Empris-
aament, bamishment,

Salient Divine Abilities: Alter Size, Annihilating Strike (Fort DC
32 + damage dealt, or destroy up to 12,000 cubic feet of nénliving
matter), Avatar (up to 10), Call Creatures (op to 12 sharks, each
with up to 12 HD), Divine Blast (12/day, up to 12 miles, 214172
paints of damage], Divine Storm (120 ft, Fort save 31}, Divine
Water Mastery (sense 120 fr.), Energy Borst (cold, 1248 points of
energy type damage, 120 radius, save DC 31}, Energy Storm (cold,
12 points of cold and 12 points of holy damage per round), Fxtra
Domain (Chaos), Extra Domain (Evil), Extra Domain (Storm),
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Irresistible Blows (trident, Fart DC 212), Wave of Chaos (1204t
radius, Will DC 31}, Wound Enemy.

Domiin Powers; Cast chaotic spells at 1 caster level; 12/day
smite (++ on ateack and +10 on damage for one weapon actack ), cast
evil spells at +1 caster level; 12/day turn or destrn}' fire creatures, or
rebuke or command water creatures.

Spell-Like Abilities: Umberlee uses these abilities as a 22th-level
caster, cxcept for chaotic spells and evil spells, which she uses as a
23th-level caster. The save DCs are 31 + spell level. Avid fog, animate
objects, blasphemy, call lightming, chavs hammer, circle of doom, cloak
af chaos, come of cold, contagion, control water, control weeather, create
undead, desecrate, disintgrate, dispel govd, dispel law, eartbynake, ele-
menial swwarm (as water spell only), endure elevrents, entropic shicld,
S cloud, freedom of movement, gust of wind, barm, borrid wilting, ice
storm, implozion, inflict critical qwonnds, inftict light wounds, mael-
stram, magie circle against good, magic cirele against lawp, ohsearing
miit, Otilnke's freezing shpere, proteclion from good, protection from
Lamw, shatter, sleet storm, sonnd burst, storm of vemgeance, summon won-
ster I (asawr spell only)), summon monster [X (25 chaotic or evil spell
only ), wwhaly aura, unboly blight, wall of ice, water bresfbmg, THaker-
spoucd, whiriwind, word of thaas.

Cleric Spells/Day: 6/8/8/6/6/5/; base DC = 20 + spell level

Wizard Spells/Day: 4-""[."‘"1'.‘5|'6,."6; 6/7/5]%; base DO = 20 + spell
lewel.

Possessions: Umberlee carries Drowning Dearh, a + T irident with
the Frost, keen, and thundering special abilities.

Caser Level: 15thy Heighe: 5 1b.

OTHER DIvINE POWERS

As an intermediate deity, Umberlee automatically receives a dic
resule of 20 on any check. She trears a 1 on a saving throw or atrack
roll normally and not as an automatic Failure. She is immortal.

Sengex: Umberlee can see; hear, touch, and smell at a distance of
twelve miles As 2 standard action, she can perceive anything within
twelve miles of her worshipers, holy sites, objects, or any location
where eme of her titles or name was spoken in the list 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 two remote
locations at once for up to 12 hours.

Portfolio Sense: Umberlee senses any powerful current, wave, or
sea wind the instant it happens and retains the sensation for twelve
tendays after the event oeeurs. She is likewise aware of all events
occurrmg on the surface of every body of water of greater than
twelve square miles in surface area.

Automatic Actions: Umberlee can vse Craft (shipmaking ), Intuit
Direction, or Kuowledge (nature) as a frec action if the DC feor the task
is 17 or lower. She can perform up to ten such free actions each round,

Create Magic Items: Umberlee can create any kind of magic item
made from items taken from the sea, intended for shipboard use, or
enabling surface dwellers to dive beneath the waves, as long as the
item's market price docs not exceed 200,000 gp.

Avatars

Umberlee’s avatar rarely appears. When she does; it is as a blue-
groen female with talened hands, elbow fins, eyes of pale pearly
death, and hair of kelp. In this form, rising above the waves, she
aims to impress and usually towers above sailors on the decks of a
doomed ship, She wears giant shell jewelry and a cape made from a
million mauve jellyfish, Her voice hisses and booms like ocean
breakers, and she laughs cruelly as she flings watery death and
destruction on those who view her.

9 Avatar of Umberlee: As Umberlee except divine rank 6; AC 71
(touch 3% flacfooted 44} Atk +67/+62/+57/+52 melee (1dB429/
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18-20 plus 148 sonic, +5 frost keen thundering trideny), or spell 261
melee touch or 73 ranged touch; 5Q Divine aura (600 e, DE 15}
DR 41/+4, fire resistance 26, SR 38; SV Fort +47, Ref +47, Will o4
all a.lull mu&ﬁcrs rndm:cd by 8.

Energy Burst (cold, 6d8 points of energy type :iam:gq, 60 i
saye DC 17), Extra Domain (Chaos), Extra Domain (Evil), Extral
Domain (Storm ),

Speli-Like Abilities: Caster level 16ch, or 17th for chaotic spell
and evil spells; saving throw DC 25 + spell level.

uthoar

Father of the Uthgardt, Battle Father

Lesser Deity

Symbel: That of the individual beast totem spinit
Home Flane: Warrior's Rest

Alignment: Chaotic neutral

Portfolio: Uthgardt barbarian mhe::, physical serength
Worshipers: The Uthgardt tribes, barbarizns

Cleric Alignments:  Varics with heast totem (see below)
Domaing: Animal, Chaos, Retribution, Strength, War
Favored Weapon: Appropriate beast totem spiric (hareleaxe)

Father ef the Uthgardt barbarians of the Savage Frontier, Uthgar
(sehed-gar] is a proud, fierce; and independent warrior. Accarding ra
some legends he is the son of Brorunna (a Netherese warrior hero
whose followers hecame the barbarian tribes of the North), while
others claim he is the divine offspring of mighty Tempus The
Batele Father has few friends and has remained relatively onin
valved in divine politics. Uthgar's full and hearty laugh rings out
whenever he hears a good joke. He enjoys sensual pleasures of the
flesh, even in his divine state, and likes to hunt, eat, drink, and be
merry in his feast halls with the warrior spirits he has called to serve
him. Althnugh he 15 a tireless and methodical t:.’ictu..mn, his battle
strategies are not terribly inspired. He is driven to win in the logg
run, however, especially if the Uthgardt barbarians (his people) are
threatened. Uthgar has many faces, in his guises as the various beast
totems, but in his hall he is always depicted as a tall, burly, bearded,
blond-haired warrior with eves of piercing blue dressed only ina
battle harness, leather breechcloth, and furred boots.

Little known outside the harsh realm of the North, the church of
Uthgar does not cxist per s¢ outside the collected ranks of those wha
venerate the various beast cult shamans. Although generally seen as
savage and frightening by other nhabitants of the Savage Fronticr,
in trurh the character of the church of Uthgar varies greatly from
tribe to tribe. In recent years, Uthgar's people have worked to
remove the stain on their reputation caused by the cruel actions of
the now-defunct Blue Bear Tribe (whose totem was defeated and
absorbed by Malar the Beastlord), and thar fact has increased accept-
ance of Uthgar cutside the barbarian tribes. Religious fervor within
the tribes has increased because several infants in each tribe haye
been born with a beast-toterm birthmark, which has been taken asa
sign of great Favor. These two Factors have caused Uthgar to risc to
the level of a lesser deity.

Clerics of Uthgar pray at dawn or sunset. They are almost exclu:
sively male, and cach worships the beast totem spirit of his rribe
The spring equinox and both solstices are holy days, and all tribes |
converge wpon their ancestral mound (or Beorunna’s Well, the holi
est of the anceseral mounds) during the autumn equinox to perform
ceremonies, make agreements, and commune with ancestral spirits:




S .
Mujor Derries oF FAERDN

———

During the R.I..ml:l:l:m:t, Uthgarde youths desiring to be adults (and
warriors of all ages) participate in the ritual of the Runchune, in

which those involved seek victory over one the tribe’s ritnal ene-

mies—usually orcs. When youths complete a Runchunt suceessfully,
Uthgar's clerics hold o ceremony, known as the Telhut, to imitiate
them into manheod. Uthgardt clerics of Chauntea imtiate Uthgarde
girls into womanhood at this time as well.

Rather than follow the one step rule, clerics of Uthgar (and those
who take him as a patron deity) must abide by the somewhat broad-
er alignment guidelines of the beast totems who mediate between
Uthgar and his people. Any alignment that fits the guideline for a
beast torem is suitable for a cleric of Uthgar of thar torem. The
names and alignment guidelines of the totems are Black Lion (CGYL
Black Raven (CE), Blue Bear (CE), Elk (CN, Gray Wolf (CN), Great
Worm (GG} Griffon (N}, Red Tiger (CN), Sky Pony (CN), Tree
Ghest (NG, and Thunderbeast (CN: Uthgar's clerics often multi-
class a5 barbarians, druids, or rangers.

History/Relationships: Uthgar was once a mortal Northlander
from Ruathym named Uther Gardolfsson, brother to Morgred (the
*Maorgar” of Morgur’s Mound), who gained fame hy invading the
fabled realm of Illusk before moving inta the northern interior,
There, his followers united with Netherese refugees who had revert-
ed to a primitive way of life ro form a dynasty of barbarians, the
Uthgardt. As he lay dying of wounds received in battle with Gurt,
Lord of the Frost Giants, Uthgar was raised up as a demipower by
Tempus, who admired his fighting spirit. Uthgar counts only the
Lord of Battles as an ally. The Father of the Uthgardt dislikes
Helm, Nmater, Torm, and Tyr, for they have stolen away the deve
tion of all but one cleric of the Black Lion tribe; He holds Malar
responsible for the destruction of the Blue Bear tribe (a fragment of
which survives as the new Trec Ghost tribe), amd he hates Auril for
mrning the K1k tribe away from his worship. Other than enmiries
stemming from encroachment upon his fellowers, Uthgar holds
himself aloof, unconcerned with divine politics and struggles.

Dogma: The dogma of the Uthgardt religion varies slightly from
tribe to tribe as each.beast cult emphasizes different “barbarian”
virtues. In general, shamans are charged as follows when they are
initiated into the Uthgardt faith: Strength is everything. Civiliza-
tion 15 weakness. Men should fight, hunt, and raid from the weak to
provide for their wives and families, Family is sacred, and its bonds
are not cast asude Lightly. Arcane magic is effere, self-indolgent, and
ultimately leads to weakness. Reliance upon arcane magic is an evil
and false path that leads to death and ruin, Revere Uthgar, yvour
ancestors, and your tribe’s beast spicit. Study the beast so that you
know its virtues and its weaknesses; claim its virtues as your own and
weed 1ts weaknesses from your spirit. The beéast holds wisdom and
raw power that yeu can make your own, Make the others of your
tribe fear and respect your power and knowledge so they heed the
wise words your ancestors speak through you to them.

Clergy and Temples; The church of Uthgar is divided among the
eleven beast totem spirits that serve Uthgar as intermediaries to the
Uthgardr tribes of the Savage Frontier. Uthgar is not worshiped
directly, but each tribe venerates one of these servant spirits as the
divine embodiment of the spirit of their tribe—the symbol of its vital-
ity, wisdom, mystical ability, endurance, speed, and moral natre
Uthgardt shamans tend to the respective needs of their tribes, teach-
ing tribal histary and customs passed down by heroic tales and lineage
chants in an oral tradition spanning centuries. They provide healing
for their tribes, initiate youths inte manhood after they complete
their tribal quests (often missions agamst a tribe's ritual enemyl and
provide counsel to the tribe’s chieftain and elders. When the tribe
faces & new situation or a quandary, shamans consult with the ances-
tral spirits and totem animal great spirit to find gmdance. All Uth-
gardr shamans believe that personal strength can demonstrate purity
of purpose, and so arguments are of ten settled by a test of strength or
2 bartle ta first blood, to surrender, or to the death-if the matter is
sertous enough. At Runemeet, shamans officiate over the tribal rites
of passage,

Uthgar's Totems
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Uthgar has ncither cemples nor shrines, and his clerics can per- Damage: +7icy burst keen thundering battieaxe 1d8+27 plus 1dé
form necgssary ceremonies in any location, though their tribes’ ances- cold/19-20/3 plos 2410 cold plus 2d8 sonic; or hy spell.

tral mounds are their most holy sites, (Each tribe and 1ts beast totem Face/Reach: ¥ ft. by ¥ fr./T fr.
are tied to a particular ancestral mound. ) These huge carthwork Special Actacks: Domain powers, salicnt divine abilities, spell-like

mounds, of ten shaped Like the totem beasts of the tribes that gather /abilities.

at them, are sacred burial grounds where only the greatest shamans Special Qpalities: Divine aura (600 ft, DC 24), divine immunities,
and chiefs are interred. Most tribes believe their tribal founders are DR 47/+F (4/-), fast healing 26, fast movement, favored ene-
butied in their ancestor mound. Although therc arc many lesser mies (ores +F, giants +4, aberrations +3, beasts +2, magical
burial mounds and shrines revered by smaller clans within the tribes, beasts +11, fire resistance 26, godly realm (1 mile Outer Plane,
it is to the large mounds devoted to ther most ancient and holy 600 fr. Material Planel, plame shift at will, remote communica-
ancestors that the Uthgardr tribes regurn cach fall to spend their tion 6 miles), SR 38, fedepors withont errer at will, uncanny
winters near the protection of thewr antestars. The ancestor mounds dodge (Dex bonus to AG, eannor be flanked, +4 against traps),
are all roughly similar. Two mound rings called cairn rings surround understand, speak, and read all langua;,cs apd speak directly to
a Yarge central altar mound. The ancestor mounds of large tribes may all beings within 6 miles.

alsa be surrounded by smaller, nondescript burial mounds. Usually all Saves: Fort +41, Rel +29, Will +29.
mounds are formed of turf-covered earth. The Uthgarde correctly Abilities: Str 40, Dex 24, Con 37, Int 24, Wis 24, Cha 27.
believe that the spirits of dead ancestors Skills: Animal Empathy +18, Climb +22, Concentration +23, Craft
protect the graves from harm. (weaponsmithing} +26, Handle Animal +26, Heal 427, Hide
For high rituals at the +27, Intimidate +28, Intuit Direction +29, Jump +31,
ancestral mound ar when Knowledge (nature) <33, Knowledge (religion) +34,
honaoring the appointment Listen +34, Move Silently +37, Ride (horse) +47,
of a new chieftain for the Spot +46, Swim +56, Use Rope +56, Wilderness
tribe, clerics of Uthgar Lore «56.
dress i high holy Feats: Blind-Fight, Cleave, Combas
regalia of leather-and- Reflexes, Dodge, Endurance,
fur tunics, breeches, Great Cleave, Improved
breecheloths, and boars Critical (hattleaxe],
covered in intricate, Improved Initiative,
mystic designs and orna- Maobility, Mouted
mentation and thongs Combat, Fower
and fringes to which are

attached beads and holy B Attack;
relics of personil impor- Ride-By
tance (usually revealed Attack, Run,
to them as objects of Spring Artack,
power by spirits in Sunder, Track,
visions . When a shaman Weapon Focus
dies, his relics are buried (battleaxe )

with him in his ancestral /

mound. Rather than a
holy symbol, Uthgarde

Divine Immumnities:
Ability damage, ability

shamans carry a sacred bundle, Ut drain, acid, cold, death effects, dis-
a leather satchel containing spell components, oljects too ' ease, disintegration, clectricity, energy
holy for others to see, and small carved miniature depictions of the drain, mind-affecting of Tects, paralysis, poisom, sdeep, stunning, trasds
shaman's totem animal, all of which have been gamned by the mutation, imprisoement, banishment.
shaman at the request of his ancestral spiris, Balient Divine Abilities: Alter Size, Divine Blessing (Strength, op
There s no churchwide hierarchy among the faithful of Uthgar. to 6 creatures/day), Divine HFast Healing, Divine Rage, Extra
Rather, worshipers of each tribe (totem) revere their religions lead- Demain (Chaos), Extra Domamn (Serength), Increased Dasmage
ers, with the eldest and most charismatic garnering the greatest Reduction, Indomitable Strength.
respect and influence, Many beast totem clerics consider the church Domain Powers: 6/day use awimal friendsbip; cast chaotic spells
of Uthgar to be greatly threatened by the encroachment of foreign at «1 caster level; 6/day strike of vengeance for maximum damage;
deitics and a consensus is emerging among the remaining clerics that 6/day feat of strength (+6 enhancement bonus to Str for 1 round),
the foreign deities must be cast out and their cletics driven of . Bpell-Like Abilities: Uthgar uses these ahilines as a 16th-level
caster, except for chaotic spells, which he uses as a 17th-level caster,
UTh Qr The save DCs are 24 + spell level. Awimal shaper, animate obfects,
anidilife shell, antimagic field, Bighy's clemched fist, Bighy's crushing
Barbarian 20/Ranger 20 bawd, Bighy's grasping band, dlade barrier, bndly strength, calwm ani-
Mediam-Size Qutsider (Chaotic) mials, chaos hammer, cloak of chaos, commune with wature, croeping
Divine Rank: 6 dooans, dispel law, divine prwer, dominate animal, endure elements,
Hit Dice: 204124260 (Bbn) plus 20410+260 (R (960 hp) flame strike, bold animal, magic civele against law, magic vestment,
Initiative: +11 (+7 Dex, +4 Improvéd Initiative) magic wiapon, mind blank, prwer word, blind, posver wword, kill, prver
Speed: 70 fr. weord, ftun, prismatic sphere, protection from elements, protection Srom
AC 70 (+7 Dex, +6 divine, +19 natural, +8 deflection) taw, reped vermin, repulsion, righeons might, saacinary, sbapechange,
Attacks: +.5 icy burst keen thundering battieaxe +77/52447/+42 shaiter, shicld otber, spell immunity, spell vesistance, spiritual weapon,
melee; or spell +71 melee touch or +43 ranged touch stomeskin, sursman monster { X Cas chaotic spell only ), word of ehaos.
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Divine Rage: The following changes are in effect as long as
Uthgar rages: AC 45; hp L160; Atk +62/457/+52/+47 melee
(1d8+35 plus 1d6 cold/19-20/%3 plus 2d10 cold plus 248 sonic, +5
icy burst keen thundering batticaxe), 5Q Fire resistance 36, SR 48;
8V Fort +46, Will #34; Str 50, Con 47, Climb +39, Concentration
+34, Tump +39, Swim +47. His rage can be used 6 times per day, it
lusts for 1 hour (or until ended), and he is not winded afterward.
Banger Spells/Day: 7/5/7/4; base DC =-1T + spell level.
Possessions; Uthgar carrics & +5 battleane with the icy burst,
keen, and thundering special abilities.

Caster Levels 15th; Weight: 5 1h.

OTHER DivinE POWERS

As 3 lesser dety, Uthgar may take 10 on any check. Uthgar treats
. & Lon an attack roll or saving throw normally and not as an auto-
matic failure. He 18 immortal.
Senses: Uthgur cin see, hear, touch, and smell at a distance of six
miles. As a standard action, he can perceive anything within six
miles of his worshipers, holy sites, objects, or any Jocation where
. one of his titles or name was spoken in'the last hour, He can
3 extend his senses to up to five locations at once. He can

, block the sensing power of deitics of his rank or lower

at up to two remote locations at ence for up to

fi hours.
3 Portfolio SBense: Uthgar senses any threat or [
% artack directed at the Uthgardt barbarian tribes, |
15 long as the event in question affects at least
five hundred people. He 15 likewise aware of any
feat of great physical strength if the event is of
similar scope. %
Automatic Actions: Uthgar can use Intimidate
or Wilderness Lore as a free action if the DC for the
task is 20 or lower. Uthgar cannot do anything as a free
action if the task would be a move action or part ol a move
action. He can perform up to Five such free actions each round,
Create Magic Items: Uthgar can create any kind of magic item
that melodes & piece (that is, a horn or bone or skin) taken from
an snimal that serves as one of his beast totems, or any kind of
magic armor or wespon, as longas the #em's market price does not
exceed 30,000 gp.

sky pony (uthgar’s mount)
Uthgar 15 often seen riding his sky pony, a light gray advanced
pegasus.

8ky Pony: Male advanced pegasus; CR 3; Large magical beast, HD
Bd10424; hp 68; Init +2; Spd 60 fr, f]g. 120 ft. {average); AC 14
{touch 11 flat-footed 12); Atk +11 melee (1d6++, 2 hooves)and +6
melee (1d3+2, bitel; Face/Reach § fr. x 10 fe/5 fr; BA Spell-like
abilities; 8Q_Darkvision 60 ft, Iow-light vision, scent; AL N; SV
Fort +9, Ref +8, Will +7; Str 18, Dex 15, Con 16, Int 10, Wis 13,
Cha 13, -

Skills amd Feats: Dlglomac:, +3, Hide -3, Listen +14, Sense
Motive +7, Bpor +14, Wilderness Lore +7; Alertness, Iron Will
Bpell-Like Abilities {Sp]t At will—detect good, detect evil. Both
uft]'oea: abilities work in a 60-yard radius as the spells cast by a Tth-
lerel SOTCErer. -

Low-Light Vision: The sky pony can sec twice as far s a human
i starlight, moonlight, torchlight, and similar low-light conditions,
Scent (Ex). The sky pony can detect approaching enemies, sniff
out hidden foes, and track by sense of smell,

 gp—
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waukeen

Merchant's Friend

Lesser Deity

Symbol: Gold coin with Waukeen's profile facing left
Home Plane: Brighrwater

Alignment: Neutral

Portfolio: Trade, money, wealth

Worshipers; Merchants, traders, the wealthy, rogues

(those who learn the thiefly art in order o
fight thieves)

CN, LN, N, NE, NG

Knowledge, Protection, Travel, Trade
Cloud of ceins (nunchaku)

Cleric Alignments:
Domains:
Favored Weapon:

Vibrant and vivacious, Waukeen (wah-feen) is a relatively young,
hardworking deity who loves wealth nat for itself but for what can
be done and acquired with it. She enjoys bargaining and the hustle
and bustle of the marketplace. She rules over deals done above and
br:lc:-\a the t:LhIc—Icgmmste as well'as black-market commeree.
She is interested in innovation, but can also be stubborn
and persistent, which sometimes gets her into trouble.
The Merchants Friend appears as a slim, beautiful
woman with golden eyes and long, luxuriant hair the
hue of spun gold. Her gowns are woven of gleam-
ing,' gem-studded strips of precious metals and her
gold-soled boots made from links of laced pearls.
N8 Widely admired and envied before- the Time of
A Troubles, the Merchant’s Fricnd's church suffered
" greatly during the Interdeium of Waukeen, 2 span of
(/' several years in which she was missing and presumed
(¥ dead. Although Waukeen has begun revitalizing the
faith of her worshipers, the opinion of the otitside world
may take far fonger to recover, All sorts of rumors about Wau-
keen’s disappearance and return are still being banded about, with
allegations chat she is really dead or that she consorted with Fends
being the most damaging and persistent tales told.

Clerics of Waokeen pray for spﬂ:llsjmt,bnfnrl: sundown and must
initite their prayers by throwing a coin mto a ceremonial bowl or
# body of water. The church celebrates a dozen high festivals spaced
over the course of the vear that honer accounting (Cold Counting
Comfort on Hammer 1), textiles (Great Weave on Alturiak 200,
weilth (High Coin en 30 Ches), generosity {(Spheres on Tarsakh 107,
bensfactors (Sammardach on Mirtul 12} finery (Brightbuckle on
Kythorn 21} deal-making (Sornyn Flamerule 3-¥), bounty (Hul-
dark on Elesias 17), magic (Spryndalstar on Eleint 7), gnards
(Marthoon on Marpenoth 1), craft (Tehennteahan on Ukrar 107,
and the dark side of wealth (a solemn remembrance of the evils of
excess) (Orbar on Nightal 27 Clerics often multiclass as bards,
goldeyes (see Chapter 4), or rogues to enhance thew contacts and
negotiating skills.

History/Relationships: At the time of the Time of Troubles Wau-
keen was a still a relatively young deicy with few enemies other than
Mask, whoge portfolio was naturally opposed to hers. Assuch, it was
quite unexpected chat Waukeen was never seen during the Time of
Troubles and never reclaimed her mantle following its conclusion.
The truth behind her dissppearance is that she conspired with Lliira
to leave her divine mantle behind and escaped to the Astral Flane
with the aid 'of a deity from another world. Once on the Astral
Plane, she mtended to make her way back to her realm via the Abyss
through the purchased aid of the demon lord Graz'zr. Hawever,
Graz’zt betrayed her, making her his prisoner, and it was not antil
she was rescued by daring adventurets in 1371 DR thar she regained
her divinity. Waukeen has since revitalized and reassured her wor-
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shipers of her cxistence and her restored divine power. She s very
closely allied with Lliira (whe held her portfolio in trust while she
was imprisoned), Gond (whose inventions she apprecintes), and
Shaundakul (whose portfolio complements hers). Aside from Mask,
her only true enemy is Graz'zt, against whom she has sworn her
eventual revenge.

Dogma: Mercantile trade is the best road to r.-nnchmmt Increas-
ing the general prosperity buys ever greater civilization and happi-
ness for intelligent folk worldwide, bringing people closer to the
golden age that lies ahead. Destroy no trade goods, raise no restric-
tions to trade, and propagate no maligions rumors thit could harm
someone’s commerce. Challenge and refute unproven rumors
that could negatively impact trade when heard.

Give money freely to beggars and businesses,
for the more coin everyone has; the greater
the urge to spend and trade rather that
hoard. To worship Waukeen is to know'
wealth. To guard your funds is to venerare
her, and to share them well seeds your
future suecess. Call on her in trade, and
she will guide you in wise commerce.
The bold Fmd gold, the careful keep it,

and the rimid yield it up, B 7

Clergy and Temples: Waukeenar
travel the werld aiding merchants or
staff remples in large cities that serve as
moneylending and changing houses, safe
storage warchouses, and (covertly) fences
for stolen goods—all in exchange for fees
Waukeen's clergy members are under orders
to donate 15% of their monetary mcome to the
church, to invest in all enterprises thar have any
reasonable hope of succeeding il they are run by
devout worshipers of the deity, and to consider
other investments if approached by entreprencurs
willing to make substantial offerings to the
deiry, Waukeenar are not ahove mampularing
trade¢ by means of rumors, buy-ups, hired
border hrigands, and the like, but strong
public eriticism of such unsubtle ractics
in the past has led the church to offi-
cially deny undertaking such things
and to order its clerics to do such
wark only with the greatest subtlety,
so,that no one who suspects their hands
at work will be able to prove anything,
Personal enrichment 15 the sign of a wise
cleric, but this must be done through arms-length invest-
ments, not openly unlawful acts,

Temples of the Merchant's Friend arc almost always lecated in
cities where commercee is in its fullest flower. Temples of Waukeen
are built in many architectural scyles, but a preference for ornate
decoration is prevalent no matter whether the biilding is a soaring
cathedral or a classical temple Featuring a large portico and many
columns. Such houses of worship are always constructed with the
finest materils and with no expense spared. Decoration in Wau-
keen's temples covers the floors, walls, coof pillars, and ceiling if
possible. The decorative elements are baroque, intricate, brightly
colored, and feature as much precious metal and as many gem-
stanes as can be firted into the design. However, despite their lavish
adornment, inside and out, typically underneath the gold leaf is an
all but impregnable fortress more secure than a king's treasury.
Such temples provide wealthy merchants who give generous tithes
to the temples sumptuous cleric-guarded accommeodations in town
during their stays. Buch temples can also be rented by the faichial

WFaukeen

for lavish fetes, useful for impressing potential tradmg pirtets
and upstaging rivals.
Wiaukeen's clergy members are among the most lavishly dnﬂ
rivaling those of Sune, Milil, and Lathander in their rich
Waukeenar ritual garb is gandy and ornate, with white silk undee
garments, slashed and fluted sleeves and boots, pincener unl.'
lorgnetres (if the clerics have any weakness of vision), v
useful items dangling from silk ribbons, and tall gilded and gtml‘
covered miters. Tunics, trousers, hose, or tabards may be worn a8
desired (or a5 the season makes practical), but these are always of
the finest, most costly Fabrics and furs, dyed and arranged for the
most vibrant display possible. The entire-ensemble is be covered by
asgilded scarlet cloak heavy with the weijght of thousands of
wheels; plates, clasps, and flourishes of various precious
metals The costume is fimished off with white glovesand s
gilded rod or staff, which is cither magical or ornately:
carved and ser with gems High clergy osually wear corgl
nets with their miters, and outshine many monarchs
with their garh.

The Waukeenar Luath s a2 hierarchical one that
has traditionally been led by a single pontiff,
known by the rank of Holycain. Through the long
years of the Merchant's Friends absence, Holy-
coin Yoice of the Lady Tharundar (Mehm held
Waukeen's church together from Goldspires, the
great abhbey overlooking the Merchant’s Bay of
Athkatla. Now that Waukeen has returned and
the church is well on the road to recovery, the
aged patriareh’s thoughts have turned towsrd
retirement, and many seek the honor of
replacing him when he does decide to step
down, In the true tradition of Waukeen's
faith, such competition involves forging
alliances, cementing trade deals, and
other forms of mercantile activity in
preparation for the day when the
counting of the éoins 15 begun
Chief among the contestants are
five ambitions, beautiful women
of various ages and backgrounds,
the "Five Fuories”: Barasti
Cleeith, Daeres  Ethgil,
Faerthae Garblucth, Halanng
Jashire, and Sariila Tehrentan,
These women are all elerical sis
ters holding the rank of Cwver-
gold who pursue a vicious pame of
quiet in-fighting to become Tharundar’s successor as the
supreme head of the church of Waukeen in Faerin,

i -

waukeen

Rogue 15/Cleric 12/Wizard 13

Medium-Size Outsider

Divine Rank: 7

Hit Dice; 20d8+140 (outsider ) plus 17d6+10F (Rog) plus 124884 '
(Clr) plus 13d8+91 (Wir) (818 hp)

Imitiative: +12 (+8 Dex, +4 Impro\'ud Initintive)

Speed: 60 [t

AC: 77 (48 Dex, +7 divine, +20 natural, +12 deflection)

Attacks: + 5 impact evil outsider bane olowd of coims +61/+ S+ 51446
melee; or spell +54 melee touch or +57 ranged touch.

Damage: + ¥ tmpact evil outsider bane olond of coins
1d6+12/19=2C; or by spell

Face/Reach: T ft. by T ft/f fe
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Special Attacke: Domain powers, salient divine ahilities, sneak
attuck +Bda, spell-like abilities, turn nndead 15/day,

‘Specinl Qpalities: Divine aura (700 ft, DC 29), divine immunities,
DR 427+4; evasion, familiar (cats), fire resistance 27, godly
realm (1 mile Outer Plane, 700 fr. Material Plane), improved
evasion, plane thiftat will, remote communication 7 miles, slip-
pery mind, spontanecous casting of divine spells, SR 39, sefepore
withent erver 4t will, traps, uncanny dodge (Dex bonus to AC,
can't be Manked, +2 against traps), understand, speak, and read
all langunges and speak directly to all beings within 7 miles.
Baves. Fort +46, Ref +47, Will +48,

Abilities: Ser 24, Dex 26, Con 24, Int 40, Wis 29, Cha 34.

Skills, Appraise +71, Balance +17, Bluft +48, Concentration +77,
Craft (locksmithing) +8%, Decipher Script +40, Diplomacy +62,
Disahle Device +40, Disguise +37, Escape Artist +33, Forgery
+40, Gather Information +48, Handle Animal +37, Heal 431,
Hide +28, Innuendo +49, Intimidate +41, Intme Direction +34,
Jump +16, Knowledge (arcana) +5 4, Knowledge (geography)
74, Knowledge (history ) +74, Knowledge (local) +74,
Krowledge (nature] +74, Knowledge (nobility and royalty) +54,
Knowledge (planes) +74, Knowledge (religion) +5 4, Listen +47,
Move Silently +33, Open Lock +29, Pick Pocket +32, Profession
(merchant) +79, Read Lips +40, Ride (horse) +40, Sery +70,
Search +71, Sense Motive +45, Spelleraft +52, Spot +47, Swim

- 432 Tumble +33, Use Rope +33, Wilderness Lore +34.

~ Feats: Alertness, Brew Potion, Combat Casting, Combat Reflexes,
Craft Wand, Craft Wondrous Item, Create Portal, Deflect
Arrows, Dodge, Fxotic Weapon Proficiency (cloud of coins),
B pertise, Improved Critical (cloud of coins), Improved
Imitiative, frnprcvcd Unarmed Strike, Mobilicy, Mpuntcd
Combat, Quicken Spell, Run, Scribe Scroll, Spell Penetration,
Track, Weapan Finesse (tloud of coins), Weapon Facus (cloud
of coins).

Divine Immunities: Ability damage, ability drain, acid, cold, death
 effcets, discase, d,tsmt:grzrmn, electricity, energy drain, mind-affect-
ng effects, paralysis, poison, sfeep, stunning, transmutation, impris-
wmment, banishmesnt,

Balient Divine Abilities: Alter Size, Avatar (up to 7, Clears:ght "
Ity Create Object (up to 370 Ib total-weight or TO cubic feer of
yolume), Divine Shield (10/day, stops 70 points of damage), Extra
' Domain (Knowledge), Know Secrets (Will DC 297, Power of Truth
[up to 7 creatures/day, Will DC 29, Stride (up to 7 creatures/day L.
Domain Powers: Gast divination spr:ll! at +1 caster level; 7/day
|§rﬂc¢hvc ward (touched subject gains <12 resistance bonus on
st saving throw, maximum duration 1 hour’; 7 rounds/day free-
.iw of mivement; T/day use detect thonghes for 12 minutes (one
arget per use).

!pI]I -Like Abilicies: Waukeen uses these abilities as a 17th-Jevel
caster, except for divinacion spells, which she uses as a 18th-level
er. The save DCs are 29 + spell level. Antimagic fieid, astral pro-
iowy clairandiencesclairvayance, detect socree doors, detect
oughes, dimension door, discern lscation, divimation, eagle’s splesdor,
fpeditions retreat, fabricats, find the path, fly, foresight, gewnbonid,
d loe, locate shyeck, message, mind Blawk, Movdenkaines's mag-
! wi mansion, phase door, prismatic spheve, profection from efe-
ments, veprlsion, sanctuary, sending, shield other, spell imniunity,

" Cleric Spells/Day: 6/9/7/7/6/6/4; base DC = 19 + spell level.
Wizard Spells/Day: 4/8/8/8/7/6/5/4; base DC = 25 + spell level.
 Possessions: Waukeen uses a cloud of coins as a weapon. This func-
tioms 8s 4+ 7 munchakn with the impact and evil outsider bane spe-
sl abilities.

'&gr.uwi.- 1thy Weighe: 2 Th.

———
Major Derries oF FArrON
i

OTHER DIVINE POWERS

As a lesser deity, Waukeen may take 10 on any check. Waukeen
treats a 1 on an attack roll er saving throw normally and not as
an automatic failure, She is immortal.

Senses: Waukeen can see, hear, touch, and smell at a distance of
seven miles: As a standard nction, she can perceive anything within
seven 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 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 up to 7 hours.

Portfolio Sense: Waukeen senses any contrict or commercial
transaction that affects ar least five hundred people, as long as the
event in question affects at least five hundred people. She is like-
wise aware of any destruction or theft of a merchant's property 1f
the event 15 of similar scape.

Automatic Actions: Wavkeen can use Appraise, BlufF, Diploma-
cy, Gather Informition, Knew |cdg1: Listen, or Sense Motive asa
free action if the DC for the task is 20 or lower. She can perl'urm
up to five such free actions cach round.

Create Magic Items; Waukeen can create any kind of magic
itern that aids in comfort, defense, the gathering of information,
or the verifying of information, as long as the item’s market price
does not exceed 30,000 gp.

Avatars

Waukeen’s typical avatar appears as a young, beautiful, slim
woman whose hair is long, luxuriant, and the huoe of spun gold. Her
eyes are two golden orbs, She wears a gown made out of of gleam-
ing strips of precious metals studded with o wide variety of pre-
cious stanes, a cloak of linked gold coins, a sash of cloth-of-gold,
and gald-soled boots of linked, laced pearls,

P Avatar of Waskeen: As Waukeen except divine rank 3; AC 49
(touch 33, flat-footed 497 Atk «F7/+52/+47/+42 melee (1d6+12/
19-20, +F impact exil ontsider bane clond of coins), or spell +50
melee touch or +51 ranged touch; SQ Divine aura (30 ft, DC 25,
DR 28/+4, fire resistance 23, SR 37; SV Fort +472, Ref +43, Will
+44; all skill modifiers reduced by 4.

Salient Divine Abilities: Alter Size, Divine Shield (10/day,
stops 30 points of damage), Know Secrets (Will DC 27), Stride (up
to 3 creatures/day .

Spm’f—.’_.iﬁr Abifities: Caster level 13ch; saving throw DC 2F 4
spell level. Without the Extra Domain salient ability, Waukeen's
avatar loscs access to the Knowledge domain and the spell-like abil-
ities clairandience/clatrvovance, detect secred doors, detect thonghts,
divination, foresight, legend lore.

Impd_(:r special ability

mpact: Any bludgeoning weapon enhanced by this ability
has its threat range doubled. For example, a quarterstaff thus
erthanced scores a threat on a 19-20, and a heavy flail scores a
.threat on a 17-20. This enhuncement does not affect piercing
or slashing weapons, -

Caster Level= 10th; Trcrc{uumﬂ. Creaft Magic Arms and
Armor, weapon of impact; Market Price: +1 bonus.
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his chapter.provodes brief descriprions of the dozens
of other deitics in the FORGOTTEN REALMS campaign
setting (aside from the major deities discussed in the
previous chapter ] The deities are arranged alphabetically within
eich pantheon; beginning with the remainder of the Fagrinian pan-
theon and following with the members of the drow pantheon, the
dwarven pantheen, the elven pantheon, the gnome panthean, the
halfling pantheon, the Mulhorand: panthean, and the ore pantheon.

complete Nature Déirrll List

-
%

Following is the complete list of nature deities in the ForaoT-
TEN REALMS campuign setting. Druids and rangers must select
one of these deities as a patron. Druids of a deity whose favored
. weapon is not on the droid weapon list in the Player's Hand:
baok are able to wield that kind of weapon without viclating
their spiritual caths, but they are not automatically proficient
i that weapon's use. Deities noted #s monster deibies are
detailed in the Monster Deities table i the appendix.
Acrdrie Faenya, Anghartadh, Anhm', Auril, Baervan Wild-
wanderer, Chauntea, Decp Sashelas, Eldath, Fenmarel Mes-
taring, Gwaeron Windstrom, Hiastes (monster deity), Tsis,
Lurue, Malar, Miclikki, Nobanion, Osiris, Rillifane Rallathil,
Sebek, Sepoman Earthcaller, Sekolah (monster deiry}, Sheela
Feryroyl, Shiallia, Silvanus, Selonor Thelandira, Stronmaus
(mounster deity); Talona, Talos, Thard Harr, Ubtao, Ulutiy,
Umberlee

-

OTHER DEITIES
| or FQEWH

akadi :

Sueen of Air, the Lady of Air, Lady of the Winds
Greater Facrdnian Deity

Symbol: White cloud on blue background

Home Flane: Elemental Plane of Air

Alignment: Neutral

Portfolio: Elemental air, movement, speed, fying
Ccreatures

Warshipers: Animal breeders, elemental archons (air),

Fangers, rogucs, sailors

N, LN, NE

Air, [lusion, Travel, Trickery
A whirlwind (heavy flail)

Cleric Alignments:
Domains:
Favored Weapon:

Akadi (ah-kab-dee) i8 the elementsl
embodiment of wir. She 15 one of the
four elemental deitics worshiped in
Faerin but, like all except Kossuth
has a very small following, She cares
8\ cnly slightly for her followers, and
then only after she is propitiated
(bribed) by burning precious incens
s that waft to her on the winds
While appeals to Akadi may change or still the winds, provide good
flymg currents, or bring rams, she grants no prayers to raise or quall
harsh storms, For such lies within the purview of Talos and Umberles,
The church of Akadi is organized into small sects that follow 1
particularly charismatie Akadian. All seets follow the Whisper
(working behind the scenes), or the Roar (working openlyt Listen-
ing to the wind, traveling beneath the stars of Faern, pursuing per-
sonal interests of the moment, and speaking to others of the gloties
of Akadi dominate most clerics' lives. Some clerics become almost
obsessively involved in “life experiments” of a practical or csoterl
nature. For mstance, some may become deeply mvolved in breeding
faster and slecker hawks or running hounds, others may decide to see
how orcs adapt to fierce.and freakish windstorms, and ver others
may spend endless hours trying to develap artificial wings for cats
Clerics of Akadi pray for their spells before dawn so as to whisper
them on the morning breeze, The only officml holy day of the church
15 Midsummer. All who are able gather in the Shaar at the ruins of
Blaskaltar, which cantains the site of the first known shrine to Akadi-
in Faerin, now obliterated by the hand of time and seasons of wind
and rain. Here the chant of the heroes of the faith is recited by all

Symbol of Akadi




Symbol by Remick Weodi

Fllusivation by Micbasl Kaluta

of home before freezing them to death. Her

influence by carrying out tasks that others cannot
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present and new names arc added to the roll commemorating those

wha have passed on during the past vear. Akadi’s clerics'often mul-
ticlass as clemental archons (sec Chapter 4), rangers, or rogues.
History/Rélationships: Akadi is one of the four elemental
lords who seem to stand dpart from history, unchanged by
the passage of time, She has ties to other gods coneerned
with the element of air, including Aerdrie Faenya and
Shaundakul, bur no strong relationships. She opposes
obstinate, unmoving Grumbar at every opportunity.
Dogma: Find your own cnlightenment in your mites-
ests, As soon es your interest fails, all chance of finding fur-
ther. spiritual growth has left that activity or place, Move
from activity to activity, From place to place, pursuing o per-
sonal dream or series of interests and growing through the chang-
ing experiences cach new day brings. Worry not if others of
the church de not adhere to this doctring, for all obstacles
wear down over time. Few matters arc so important as to require a
wholesale commitment. Do.not ever ler yourself' be fertered or
imprisoned, for constrained life is lictle better than death,

Aauril

Frostmatdin, Teedaren, the Cold Goddess
Lesser Faertunian Deity

Symbal: A white snowflake on a gray diamond (a
héraldic lozenge} with a white bordr:r
Home Plane; Fury's Henrt
Alignment: Neutral evil
Partfalio: Cold, winter
Worshipers: Druids, elemental archons m
(air ot water], frost e b
gianes, inhabitants / ¥
of cold climates,
FATEErs i 4
Cleric Alignments: CN, LN, NE /
Domains: Air, Evil, ;
3 Storm, Water [
Favored Weapon: *Teemaiden’s !
. Caress" [ice axe] ‘?
(battleaxe) - =

Auril {awerill) is a fickle, vain, evil deity \
with & heart of ice wha is venerated prima- ™ \
rily out of fear. She remains untouched by any \\‘.
hint of true love, noble feeling, or honor. She

enjoys toymg with those who offend her, trapping
them in snow storms and then driving them insane
with tantalizing visions of warmth and the comforts

beauty 15 cold and deadly, the flower of wom-
anhood preserved forever in a slab of arctic
ice—with sepsibilities to match the ice.

The ¢hurch of Awril s very loosely and

are Iargely independent. They seck to make all folk
fear their deity and her clergy (to cut down on the
attacks they face) through the fury of the winter
weather. They also generate personal wealth and

in the woi'st winter weather and by magically protecting those who
iy or ohey from the worst winter conditions, Clérgy members make
offerings to the deity of some of the wealth they amass by scatter-
ing it in falling snow during & storm or throwing it through cracks
i river ice or glacial crevasses during the wmter. In the cold
months, Auril expects each of her clerics to force or persuade some-

Symbal of Auril

ong to pray to her in the approved manner by beseeching Auril for
mercy and praising her for the “cold cleansing” she brings. This
prayer must last for the length of time it takes a picce of icc
larger than the “supplicant’s” hand to melt against his or her
bared Flesh. It must be done out of doors and preferably at
night. During the winter, Aurilian clergy are also expect-
ed toslay at least one creature with cold, This is often
done so a5 to provide worshipers or poteéntial wor:
shipers of the deity with fooil of to slay a personal foe
of the cleric or cleric.
Clerics and druds of Aunil pray for thewr spells at mad-
night or whenever the temperature drops to its lowsst point
during the day, lying out in the snow or the coldest stream avail-
able all night if possible. Midwinter Night is the most holy time
of they year to clergy of Auril It is a nightlong festival of
wce-dancing that is mntended for both enjoyment and recruit-
ment. The Coming and the Last Storm are two enthusiastically cel-
chrated rituals, howling ice storms called up by clergy working as a
group to mark the onset or last gasp of winter. Joining the clergy
requires undergoing a ritunl known as the Embracing, during which
one runs through a blizzard all night long dressed only in boots; a
thin shift, and body paint depicting the symbols of Auril, withour
the protective mantle of any magic. Auril accepts those who do net
frecze to death. Many clerics and druids muleiclass as divine disci-
ples, elemental archons (see Chapter 4], or rangers.
History/Relationships: Auril is one of the Deities of Fury, alang
with Malar, Umberlee, and her superinr, Talos, Lately, Talos eroded
much of her power; in response, she makes winter an increanngly
fierce season in the North. She can eall
on Umberlee with same degree of con-

other, She has begun to siphon power
from the slumbering Ulutiu slowly
enough to keep lim from waking,
~and 1 a Tew years when she has
killed him she plans to continue
granting spells in his name.
Dogma: Caver all the lands with ice.
Quench fire wherever it is found, Let in
the winds and the cold; cur down wind-
breaks and chop hnl:s in walls and
roofs that my breath may come in.
Work darkness ta hide the cursed sun so
’ that the chill the Auril brings may slay,
Take the life of an arctic creature only in great
need, but stay all othersat will. Make all Faerin
.fear the Frostmaiden. Revere the Cold Goddess
and sy her praises into any chill breeze or winter
wind: Do not raise your hand against any other cleric
of Auril,

Beshaba

The Maid of Misfortune, Lady Doom
Intermediate Facranian Deity

Symbol: Black antlers on a red Field

Home Plane: The Barrens of Doom and Despair

Alignment: Chaotic evil

Portfolio: Random mischief, misfortune, bad luck,
accidents

Worshipers: Assassins, anspicians, capricions individuals,

gumblers, rogues, sadists

CE, CN, NE

Chaos, Evil, Fate, Luck; Trickery *
“I1l Fortune® [barbed scourge] (scourge]

Cleric Alignments:
Domains:
Favored Weapon:

fidence. Malar and Auril despise each

- ———
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Beshaba (be-shab-ba) is a deiry who is Feared far |
mote than she is venerated, For she is spiteful; \§
petty, and malicious. The Maid of Misfortune is
given to random behavior and bouts of extreme
jealousy with regards to her sister, demanding equal
veneration (or at least lip service) to that given to W8
Tymora, Although the thought of Beshaba actually

appearing is enough to make most Folk tremble, she is
always invited and welcomed formally in speeches or cere-
monies of formal functions (such as marriages and corona-
tions}, contests of sport or martial prowess, or at the naming of
children. Tf not nvited, she may také offense and wreak endless
misfortune upon those involved.

Beshaba is worshiped largely out of fear, and it is the task
of her clergy to spread that fear by starting talk of Beshaba’s power
and latest wickedness and by instructing all in how to make offer-
mgs to her or in how to join her clergy if they would prefer to he
protected against all misfortune. Along the way, the members of her
clergy take care to indulge their tastes for random ciuelty and
sadism. They enjoy acting mysteriously to manipulate simpler folk
into serving them in matters both great and small, from providing
them with food, luxurious shelter, and companionship to giving
them weapons to wield against their rivals in the church of Beshaba
and against the clergy of all ather faiths.

Clerics of Beshaba pray for therr spells at midnight. Inmediately
before doing so, if at all possible, they must make an offering to the
Lady by setcing fire to brandy, wine, or spirits while urtering the
nime of the goddess and dipping a black antler tine into the mix-
ture. Burning one's fingers slightly in doing so is looked upon
favarably. Devotees of Beshaba observe both Midsumme
and Shicldmeet with wild revels of destruction and ru y
ness, f.'lﬂ:l:'.l‘Wlhi:, they gnore the calendar, holding special
ceremonies upon the deaths of important clergy mem-
bers and when one of their number ascends in rank. The'
former ceremony is known.as the Passing and is a rare
time of dignity and tender piety. The corpse of the
departed is fleated down a river amid floating candles:
in a ceremony that transforms it into an undead crea=
ture and teleports its to a random location in Faerin te
wreak havoe. The ceremony of ascension 18 known as
the Markimg and invelves drum music, dancing over
flames, and cither branding or tattosing. No spell or
potion is permitted to mitigate the pain. Many clerics
multiclass a5 assassins, wuspicians (sce Chaprer 4, or
rogues.

History/Relationships: Beshaba wis formed when
Tyche, the former goddess of luck, split in twain during
the Dawn Cataclysm to form her two “daughters™;
Beshaba and Tymora. It is said that Beshaba got all
the looks and Tymora all the love, as men who have
met the gaze of the Maid of Misfortune and either
been consumed with luse or driven to carry out her
every reckless whim can attest. In women, Besha-
ba’s gaze inspires mani reflective of Lady !
Doom, Beshaba has spurned Talos's récent over-
tures, secing them as an attempt to subsume
her portfolio, She has no real allies, but is wholly
dedicated to the destruction of Lady Luck. She
also enjoys toying with Shaundakul, and masquer-
ades under his name in Anauroch while performing
malicious and mischievous tricks (such as causing
cises to dry out, blinding people, and causing trav- &
elers to get lost)

Dogma: Bad things happen to éveryone, and only by fnllm\‘mg
Beshaba may a person perhaps be spared the worst of her effects.

" Beshaba

Too much good luck is & bad thing, and to even
¥ 1t out; the wise should plan to undermine the
/' fortunatc. Whatever happens; it can only get

worse. Fear the Maid of Misfortune and revere
her. Spread the message across Fuerin to obey
Beshaba and make offerings fo appease her. IF she is
not appeased, all will taste firsthand the curse that is
spreading throughout Faerin: “Beshaba provides!™ (misery
and misfortune). Make others worship Beshaba and then
they will be spared the ill luck she can bring. Never falscly
advise any being in how to worship Beshaba, or pay the price of
being cast out and cursed with misfortusne all their days.

Symbol of Beshaba -
peneir
Lord of Al Glyphs and Tmages, the Scribe of Oghura |
Lesser Faerinian Deity
Symbol: - Lir candle above purple eve with triangular
pupil H
Home Plane House of Knowledge :
Alignment: Neutral good
Partfolio: Glyphs, images, literature, scribes, cartography
Worshipers: » Histarians, loremasters, sages, scholars,
scribes, seekers of enlightenment, students i
Cleric Alignments;  CG, LG, NG
Domains; Good. Knowledge, Protection, Rune .
Favored Weapon: A whirling glyph (dagger) i

. In the realm of the ideal, a single work of writing when redd, will
unlock the secrets of the thultiverse, catapulting its reader to the
heights of godhood, The pursuit of this work, known as the
e Metateyt, consumes the deity Deneir (deh-neer) and his
Followers. It is said that Deneir, a servant of Oghma the
~ Binder, lirst achieved his position ameng the deities by
* glimpsing the mercst portion of this text, and that the
meed to read the entire work gives him purpose. Deneir
believes that the Metateat is reflected in the Prime
= Plane through snippets of every written work evercom-
mitted to paper. A word here, a juxtaposition of letters
there, and (rarely) even entire sentences of particular.
ly enlightened writing echo the ideal work. As patron
to artists, illuminators, cartographers, and scribes, the
Lord of All Glyphs and Images oversees all written
~ creation, desperately hunting his elusive charge. :
Peneir’s church is concerned with the gather
ing and recording of information so that noth-
ing writeen is lost. Most keep a journal of ther
- activities, ncluding, poems, songs, and stories
.they hear on their journeys. Each cleric takes
a vow of charity, agreeing to-write or read
letters and transcribe information (thiss
%ﬂc for free for the poor, at the cost of
aterials plus a silver piece for those able
to afford it, and ac standard scribe's rates
for the well-off). They teach people low
to read and miost learn the Scribe Scrnll
feat in order to be able to make mugical
scrolls,
Glyphseribes, as clerics of Deneir are
known, pray for spells in the mornmg
Glyphscribes rerain a written copy of every
missive they record, and on the 3rd of Ches
each cleric turns over a bundle of the most inter-
esting of such copies to cheir local temple. High clerics pore over
these works, searching for a hint of the Metatext. The most promis-

e
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edge and aid the porsoit of the Metatext. Infor-
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g morsels, often no more than one or two words, are sent
to the Iron Dragon Mountain remple hidden in the Earth-
fust Mountains, there to be added to Librarian Supreme
Haliduth Orspriir's incomplete, living record of that clusive
manuscript. Those glyphscribes who multiclass often do so
as loremiasters, capitalizing on the unusual knowledge
pained while practicing their craft.

History/Relationships: Whereas Oghma represents the
spark of ereativicy, his seribe concerns himself with record-
ing the epiphanies of mankind. Thus the two share a sym-
biotic relationship; the Binder appreciates Denew’s
dedication to truth and study. He knows little of the
obscure Metatext, suspecting that his servant chases shad-
aws of the mind, following the half-imagined ramblings of
4 thousand mad scholars. Deneir displays few of the char-
acteristics associated with madness; his stodgy, studious out-

who hide knowledge, such as Cyric; Shat, and Mask, or those
who destroy it, such as the Deities of Fury, [ill the usually
calm Deneir with rage.

Dogma: Information that is not recorded and saved
for later vse is information thar is lose. Punish thess
who deface or destroy a book i proportion to the
value of the information lost. Literacy is an important
gift from Deneir; spread it wherever you, rravel, that
it miughe cooc the fearts and minds of all in Faerdn,
Fill idle hours with the copying of written work,
for in such a manner do you propagate knowl-

mation should be free to all and all should be able to
read it so that lying tongues cannot distort things out

af proportion.

vldath

Goddesy of Stwging Warers, Mother Guardian of Groves, the Green
Gaddess -

Lewer Faerinian Deity

Symbol: Warterfall plunging into a still pool

Home Plane: House of Nature

Alignment: « Neutral good

Portfolio: Quist places, springs, poals, peace, waterfalls

Worshipers: Druids, pacifists, rangers

 Cleric Alignments:  CG, CN, NG
Domaing: Family, Good, Flant, Protection, Water
Favored Weapon: Net (net or net that does damage as

unarmed strike)

Eldath (e/dath) is the guardian of groves, and her presence s felt
wherever there is calm, She is a pacifist who avoids hostile action, even
if threatened. Although shy, quiet, and enigmanic, Eldath is possessed
of unknown depchs of character and unexpressed resolve that
tunnot be broken. She meets challenges by strategically
withdrawing, a course of action that in time always leads
opposients to overextend into an untenable position in
which théir reinforcements have been converted to her
file Recenely she has been suffering many attacks
fram Malar and his followers, with the People of the
Plick Blood despailing several of her sacred pools.
Eldarhyn are organized in a simple hierarchy where
i dozen or so clerics report to a senior cleric who in turn
reports to g grand cleric responsible for a realm or larger

Symbol of Finder Wyvernspur
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Symbol of Dencir
look on life (not to mention his interest in magical matters) makes
him popular among the deities of magic such as Mystra, Azuth, and
especially Savras Lliira fancies she can scare some fun into Deneir,
and geins endless enjoyment from making him uncomfortable. Those

Symbol of Eldath

region. Most dwell in forest communities with open-air
sacred places of worship, spending their lives rending
unspoiled places to ensure that they survive and even
Flourish in the face of human and other depredations.
They rarely resort to any sort of open confrontation,
instead working subtly. Few Eldathyn live m large set-
tlements, but many dwell in springside cottages within
an easy ride of settlements, Clergy of Eldath are all
taught to swim, and often teach this skill to nonbeliev-
ers in return for small offerings of food and coins.
Miny learn the Brew Potion fear.

Clerics and druids of Eldath pray for their spells
once per day at a time selected after great personal
reflection; The only calendar-related: holy day of the
church is the Greening, a gathering and festival celebrat-

ed at Greengrass. It is preceded by the Firstflow, a festival
held at varying times when the waters break up and begin to flow at
the conclusion of winter. The Chant of the Fastness is performed at
the dedication of new open mir temples or shrines of the poddess,
where the water is blessed and empowered with healing magic for a
few days. Many clerics and druids multiclass as rangers.
History/Relationships: Tldath is a quiet, enigmatic figure
whe is rarely remembered in the pages of Facrimian histo-
ry. She serves Silvanus alongside Miclikki, but finds the
Oakfather's robustness intimidaring, Miclikki and Eldach
consider each other sisters. She also mamtains close rela-
tions with Channtes, Seline, and Lathander, for they
shire common interests, While Eldath opposes all that
Tempus stands for, siic docs not conswicr Aim & person-
al foe. He m turn considers her naive, but respects
her convictions and generally ignores her.

Dogma: Peace can only come from within and

cannot be taught or imposed. Seek stillness and there-

by find peace. Flant trees and green-leafed things and
tend such things when they need it, wherever they may
be. Nurture apnd aid, and do not to restrict or punish. Work
vialence only to defend, and slay no thing of the forest
except to prevent it from slaying themselves or another under their
protection. Swear to take no thinking life except in direst need. Share
with all beings the beneficial things that grow in or come from run-
ning water that #ll may know of and praise Eldath

finder Wyvernspur

The Nameless Bard

Faerinian Demigod

Symbol: White harp on gray circle

Home Plane: Gares of the Maon |

Alignment: Chaotic neotral :

Portfolio: Cycle of life, transformation of art,
sauriils

Woarshipers: Artists, bards, saurials i

Cleric Alignments: CE, €CG, CN |

Domains: _ Chaos, Charm, Renewal, Scalykind '

Favored Weapon: - “Sword of Songs" (bastard sword)

Finder Wyvernspur (find-er serhv-urn-spur) is both the
deity of reinvention and the example most cothmonly
cited of overweening pride, Finder's temperament is
slowly. shifting from that of a vain and selfish man
to a deiry dedicated toward responsible actions and Lt
good decds. He works not only to spread his songs 114
among bards of Facran, but to encourage all artists
and prod them to grow by changing, transforming; and
recreating the medium, a radical departure from his old
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determinably fived nature.

oppose Finder. Reptilian deities such as Sebek, Ser, and Tiamat

The church of Finder is small indeed, consisting primarily of attack Finder since he serves as the patron of sanrials. Deities
struggling young bards and artists secking to gain fame. Its : such as Talona and Yurtrus wish to usurp Moander's orig:

existence 18 seen as somewhat of a threat by the clergivs
of Oghma, Milil, and Lathander, despite general sup-
port from those deities themselves. Among the saurials
of the Lost Vale (2 hidden valley near the Dalelands),
Finder’s church has become well-established, as the
deity 15 respected or venerated by most members of the
race. Clerics of Finder, few that there are, spend cheir
ditys creating and recreating their own art and spreading
Finder’s dogma across Faerun. Many make their living by
teaching music, 8 practice strongly encouraged by the deity.

mal partfolio (rot) from him, and even Gargauth wing
Ny to steal rot as a form of corruption,

Dogma: Art that is forced to remain immutable
is o sign of stagnation and spiritual rot. I prder fo
thrive, people must be willing to change and trans
farm their art so they can be renewed by it. Art has

‘the power to influcnce people and politics. Althoagh
that should net be s sole use, if art can be used to
keep people free and independent from social or politi
cal tyranny, it is most proper that it be used so. All art i

Clerics of Finder pray for their spells at dawn, when the  Symbol of Garages pleasing to Finder. Artistic expression should also be

night is reborn into day. The only official holy day of the
church s the 20th of Marpenoth, the day Finder destroyed Moan-
der’s physical manifestation and then the deity™ troe form in the
Abyss Saurials celebrate this day as a day of emancipation, while
humans celebrate it as the day Finder realized even his own music
could be 1mproved by change. In both cases, this day 15 observed
with music, dancing, plays, and the unveiling of static art creations.
Many clerics multiclass as bards

History/Relationships: A founding member of the Harpers,
Finder was later judged to have betrayed the their ideals when his
overweening pride resulted in the death of ene apprentice and the
suicide of another, After 2 long period of banishment, he was freed
by an adventurer and later became a god at the end of the Time of
Troubles by slayimg Moander and seizing his divine spark. In doing
50, he freed the saurials of the Lost Vale, an acr that gained him
their worship. As o pew deity, Finder 5 still fmding s way,
although he has formed strong relationships with Tymota and
Seltine. In time, he is likely ro-ally himself with all the gods who had
a hand in the founding of the Harpers. Many deitics and ther wor-
shipers work against Finder. Cultists who seck the rebirth of Moan
der, mcluding elven ‘cultists who are secretly backed by Lolth,

encouraged in all—children and adule, amateur and pro
fessional. While those persons who have learned and mastered dis
ciplines of cxpression are much to be admired, also recognize the
mpartance of natural talents.

GAragos

The Reaver, Master of Al Weapons, Lovd of Bar
Faerunian Demigod
Symbal: A piwheel of five snaky arms clutching
swords

Home Plane: Warrior's Rest

Alignment: Chaotic neutral

Portfolio: War, skill-at-arms, destruction, plunder

Worshipers: Barbarians, fighrers, rangers, soldiers, spies)
WILLLIOrS

Cleric Alignments; CE, CG, CN

Domains: Chaos, Destruction, Strength, War

Favored Weapon: “The Tentacus" [a pinwheel of five black;

snaky arms, each ending in-a sword ]
(longsword)

Finder Wyvernspur
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The goal of every worshiper of Garagos (gah-rah-gohs) the Reaver
i5to be covered in therr eénemy’s blood at the heart of a conflict
they initiated. Once Garagos was an honored deity of war, a being
associated more with military vietory through fury than persever-
anve through sound tactical decisions. He eventually came into
canflict with the voung demigod Tempus, who vied for his domi-
nince over warcraft. The Tome of Foehammer's Triomph, & col-
lection of scriptures held holy by the church of Tempus, tells of 2
century-long battle in which the Lord of Battle finally defeated
Garagos by turning the Reaver’s mindless fury against him. Long
thoughr slun, Garagos reappeared in the recent past, either awak-
ened Fram ageless slamber or resarrected by a devoted cult of war-
shipers, His newest incarnation scems utterly deveid of the
¢raftiness he once possessed. Instead, Garagos is a being of idiot
rage, a vielent six-armed whirlwind of carnage that seems to exist
anly to destroy.

Clerics of Garagos, known as bloodreavers, spend their days
fomenting strife throughout the continent, knowing that each
conflict contributes to Garagos's continuing rebirth. They belicve
thar Garagos eventually will regain his divine streggth, unseating
the hated Lord of Battles and reclaiming the mantle of Deity of
War, They continually ereate and expand networks of spies, faith-
ful warriors, and other agents to increase the power of the cult,
and the leadership of a cule cell is usually determined by the resule
of power plays between the agents of rival cleries

Bloodreavers pray for spells in the morning. Ceremonies to the
Lard of War typically invalve hloodletting as well 45 anointing
the faithful in the blood of their enemics. Though a few well-kept
clerics prefer to sow discord
through guile in the courts of
cities across Faer(n, most of
Garagos's feral clerics eschew
bathing, proudly wearing multi-
ple coats of enemy blood. The
blood obsession of the cult of the
Master of All Weapons has led
many to conclude that services to
(aragos involve some degree of
yampirism, but a direct link has
never been proven. Indeed, most
vampires would be more Likely to
treat a blood-scaked cleric of
Garagos as a particularly hearty
meil than consider-him an ally.
Bleodreavers vsually multiclass as
barbarians.

History/Relationships: Though
chaotic neutral, the debased,
msane Garagos stands on the brink
of evil. A nearly elemental force
of destruction, the Reaver has no
allies in the pantheons of Abeir-
Toril—the other gods deal with
Garagos simply by staying the hell
away from him, Despite his vacant
mind, Garagos still harbors deep
resentment agamst Tempus and =
his: catspaw, the Red Knight.
Should these deities meet in the
ficld of cambat, there’s little doubt
that the Reaver would come out
the worse for it. Eventually, however,
Garagos's destructive capabilitics
might transcend his tactical weaknesses, and on such a day, the fol-
lowers of Temipus are sure to know true despair,

fitwsirative by Wayme Beymolads
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Dogma: Peace 15 for weak fools. War makes all participants
strong, and only in head-to-head conflict is honor satisfied. Only
cowardsavoid batrle, Any who strike down a foe from ambush or
from behind demonstrate cowardice, Retreat is never an option,
even in the face of a greater foe, for if a warrior’s heart is
focused on Garagos, the deicy will provide strength enough to
conquer any encmy.

gargauth
The Tenth Lovd of Nine, the Last Lord of the Pis, the Hidden Lovd
Paerdnien Demigod

Symbol: Broken animal horn

Home Flane: Materil

Alignment: Lawful evil

Partfolio: Betrayal, cruelty, political corruption,
powerbrakers

Waorshipers: Corrupt leaders and politicians, sorcerers,
traitors

Cleric Alignments: LE, LN, NE

Domains: Charm, Evil, Law, Trickery .

Favored Weapon: “Corruptor” (dagger or throwing dagger)
Gargauth (gar-goth) embodies the inevitable decay and corruption
that accompinics all self-serving, greedy, and power-hungry leaders
and groups. Gargautl's malevolency dnd cruelty are made all the
worse by the vencer'of cvility and compassion he wears when First
encountered. Gargauth holds to the letter of any agreement, not
the spirit,. and relishes betraying
anyone with whom he forges a
pict by twisting the contract to
serve his own ends. Gargauth is a
master strategist, and his sense of
humor moderates his temper. He
can be erudire, charming, and gen-
teel, but his true nature always
reveals itsell eventually. In truth,
the Lord Who Warches is utterly
depraved, the incarnation of evil
most foul.
The church of Gargauth 5 a
“secretive faith, alchough there are
some significant exceptions, Clerics
work to inerease their personal
power, the power of the church,
and, by exstension, the power of
Gargauth. Clerics are expected to
be Gargauth’s eyes and cars
throughout Facrin. They are to
entice and corrupt powerful indi-
viduals and leaders in communitics
throughoutr Facriin and bind them
into strict contracts favorable to
Gargauth's goals, They seck to seize
positions of power whenever possi-
ble and integrate their positions
into the secretive higrarchy of the
fuith, Gargauth has directed his fol-
lowers to undermine other evil
faiths and steal their worshipers
rather than waste energy in con-
Flicts with good deiries.
Clerics of Gargauth pray for
their spells at dusk, when night first begins to corrupe the'day. The
church of Gargauth celebrates two hely days, The Unveiling occurs
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each Midwinter might. This horrific ceremeony, believed to invalve
many pruesome sacrifices, heralds the immnent time
when Gargauth seizes Faerin as his unholy kingdam
and transports it to Baator to form the Tenth Pi
of Hell. The Binding is celebrated on the eve of
the Feast of the Moon. [t is a personal ritual in
which each cleric renews his eternzl contract
with Gargauth, trading absolute fealty for
increased power, This unhely ritual 5 believed to
involve personal sacrifices of money, magic, and
hoarded knowledge and the casting of many hor-
rific spells, Gargauth's clergy mark all‘agreements
with signed contracts consecrated m the name of the Lord Who
Watches. Many clerics multiclass as divine disciples or sorcerers.

History/Relationships: Gargauth is « former arch-devil whose foul
nature was too much even for others of his ilk. Exiled from the
Nine Hells, Gargauth took ro wandering the planes, returning time
and again to Toril. His colt blossomed during the war between the
Harpers-and the malaugryms. In addition
to the Dark Deiries, Gargouth 15 also
opposed to evil deities such as Cyric and
Shar. He poses a particular threar to
Simmorphe, given his interest in corrupting
thase who she holds up 4 shining paragons
af virtue,

Dogma: Lafc 15 all about the accumula-
tion of power. Civilization is a thin veneer
over the base desires that make up the core
of every living being. Those who wish to
survive and prosper must recognize this truth and concentrate all
their resources on the pursuit of power. To achicve power one should
use one’s charms and honeyed words or a barbed and bloody dagger
as appropriate for the situation. It is more important to rule than
to sit on the throne. Keep to the letter of any agreement and the *
rules established by those more powerful, but be prepared to twist
A1y contract or stricture so as to maximize the benefit you receive.

grumbar

Earthiord, King of the Land Below the Roots

Greater Faeriinian Deity

Symbol: Mountains on purple

Home Flane: Elemental Plane of Earth

Alignment: Neutratl

Portfolio: Elemental earch, solidicy, changelessness,
oaths

Worshipers: Elemental archons (earth), fighters, monks,
CANEErs

N, N, NE, NG, LN
Cavern, Earth, Metal, Time
A stony fist (warhammer)

Cleric Alignments;
Domains:
Favored Weapon:

Grumbar (greess-bar ) is the elemental embodiment of earth.
He is one of the four elemental deities worshiped in Faertin
but, like all except Kossuth, has a very small following. He
cares only slightly for his followers, accepting offerings of
sardonyx, jasper, and other stones without complaint or
comment. Grumbar’s gifts are most often protective
magics or knowledge of the undersarth’s secret places ar

Symbol of
Gargauth

Symbol of Grumbar

between Holds Those who follow the Earthlored can
often be found in public preaching against the
evils of boarding ships and serting sail @
uncharted lands, preferring exploration o
the continent of Facrin Many of the clergy
members preach that “more than enough
problems exist to occupy our time here at home without
looking for new troubles”™ Grumbar’s clergy members'
also take stances apainst changes in the socal code
changes in government, the building of new landmarks
that change the face of the land (such as dams) and
changes in their own religion. : "

Clerics of Grumbar pray for thewr spells gt dawn while giving
thanks that the carth remained stable while they slept. The only offe
cial haly day of the church is Midwinter, when a festival is held to cel:
ebrite the completion of another year and toplan the Fath's activities |
for the upcoming vear. Once set, such plans never change. Grumbar-

ryn faithful swear an Oath of Landwalking never to

travel through air or across water unless cheir life

depends upon 1t. Grumbar's clerics often

multiclass as clémental archons (see Chap-
ter 4] or fighters

History/Relationships: Grumbar is ane
aof the four ¢lemental lords who seem to
stand apart from history, unchanged by
the passage of time. He has ties to other
gods concerned with the element of
earth, including Geb, Garl Glittergold,
Dumarhoin, Laduguer, and Urogalan,
but no strong, relationships. He opposes flighty, inconsistent Akadi
at CVET'\' CIPPOI'UI!'[IIT_\'.

Dogma; The eternal Grumbar s perfect and unchangmg, Strive to
be more like the etcrnal one, not to change or allow change to
happen. One’s given word 15 the bedrock upon which a stable society
is huilt, To break an cath is to cause a crack in the Foundation of v
ilization. Go forth and spread the word of Grumbar and show
through your works the stability and safety he brings.

gwaeron windstrom

Master of Tracking, the Tracker Whe Never Goer Asiray
Paerdnian Demigod

Symbol: White star and brown pawprint

Home Plane: House of Nature

Alignment: Neutral good

Portfolio: ' Tracking, rangers of the North
Worshipers: Dyiruids, rangers, troll hunters

Cleric Alignments:  CG, LG, NG

Domains: Animal, Good, Knowledge, Plant, Travel

n |

Favored Weapon: *Flamehenrt” (greatsword)
Gwacron Windstrom (gawair-on mind-strahm) 1s the quiet, reclusive
patron of rangers of the North who always appears as a tzll
and physically impressive human male stripped to the waist
with flowing white hair and a long white beard. Taciturd
and slow to anger, the Master of Tracking prefers to
instruct through example, not words, and his rage, once
“ignited, is & terrible thing. He loathes trolls, and is known
to stalk them across the Evermoors. Alchough Gwaeron

rich lodes of ore, though he seems to mete them out . ' is highly respected by rangers active in the North, hit

without determinable reason.

The church of Grumbar 1s erganized into small sects
known as Holds, cach comprising seven clerics, seven
monks, and seven rangers and as many laity as can be supported:
There is little dissension within Holds, and lttle interaction
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Symbol of Gwaeron
Windsirom

faith is more one of cmularion than veneration.

There is not an organized Gwaeronan church distinct
from the church of Miclikki, and the existence of his
faith is lictle known outside the ranks of northern rangers. Rather,
most shrines of the Lady of the Forest in the North include a small




sheme or side altar to the Master of Tracking within their confines,
Gwneron's followers, known as Stalkers of the Silent Path, work to
keep the numbers of trolls, ercs, and other humaneids m check
tcross the North and oppose the followers of Malar at every turn.

Cleries and druids of Gwaeron Windstrom pray for thewr spells at
dusk, when many wild beases emerge from their dens to Forage and
hunt. Gwaeran's fellowers observe no holy days other than those cel-
chrated by Michikki After a successful “stalk,” those who invoke
Gwacron's name are expected to leave a circle of six footprints in the
ground with their right foot, the heel of each print nearly touching
and the toes facing outward. Almost all cleries and druids of
Gwaeran Windstrom multitlass as rangers.

History/Relationships: Gwaeren roamed the North as a mortal
ringer many centuries ago and is said to sleep in a stand of trees
just to the west of the town of Triboar, known as Gwacron's Slum-
ber. Along with Loarue and Shialhia, the Master of Tracking serves
Mielikki by teaching her rangers the way to read forest signs. He
reperts indirectly to Silvanus. He has Forged alliances with the
deities of the elven, gnome, and halfling pantheons whose portfo-
lios most closely match those of Mielikki, Silvanng, and his
owr. He opposes Malar the Beastlord. Given that his fol-
lowing 1s so small and so similar to that of Mieclikki, he
may be accidentally subsumed a5 an aspect of the Forest
Queen or fall prey to Malar if he is not careful.

Dogma: Intelligent beings can live in harmony with the
wild without requiring the destruction of one in the name
of the other. Embrace the wild and fear it not, because the wild
Wiys are the good ways. Keep the Balance and learn the
hidden ways of life, but stress the positive and outreaching  Symbel of
neeure of che wild. Do not allow trees co be needlessly Hoar
felled or the forest needlessly burned. Live as onc with the woods,
teach others to do so, and punish and currail these that lumnt fer
sport or practice cruelties on wild creatures,

Tstizhia
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The Doambringer, Lovd of Three Thunders
Faeriinian Demigod
Symbol: Black-gloved hand helding a com with a
two-faced head

Home FPlane: The Barrens of Doom and Despair

Alignment: Lawful neutral
Portfolio: Revenge, recribution, poetic justice
Worshipers: Assassins, Fihters, rogues, seekers of retribu-

tion

LE, LG, LN

Fate, Law, Retribution, Travel
“Retribution’s Sting” [favelin of lighiwing ]
(avelin)

Cleric Alignments:
Domains:
Favared Weapon:

Hoar (bere) is the vengeful deity of retribution mvoked by those
who seck to repay an eve for an eve. He is a moody deity, prone to
violence and with a penchant toward bitter humor. Since the Time
of Troubles, the Doombringer has been consumed with bringing
about the downfall of Anhur, the Mulhorandi deity of war, andto
a lesser extent the pantheéon that spawned hum.
Aside from a handful of temples, the church of Hoar is
composed primarily of itinerant wanderers who travel
from town to town agreving to pray for Hoar's interces-
sion on behalf of one who seeks or fears vengeance for
some attack in exchange for a small fee. Charlatans
receive a fitting: pumishment by Hour's hand. Hoar's
clergy also seck out victims of injustice, hear their sto-
ries, evaluace the veracity of their accouncs, and
track down the perpetrators in order to inflict a fit-
ting form of punishment. No imjustice 18 too large or too
small for reyenge to be sought and a fitting punishment meted out,
earmng the church of Hoar the ire of town watches and Tyrises alike
as well as the adulation af the downtrodden.

wHoar Miiil
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Clerics of Hour pray for their spells at midnight, when the bells
toll for those deserving of fitting justice. Clerics of Hoar are :
encouraged to celebrate rhe anniversary of the most fir-
ting and sweetest act of revenge. Silent or thunderous
praises (as appropriate | must be given to Hoar each and
every time some form of vengeance 15 exacted. In addi-
tion, the church of Hear observes two official holy
days. On the 11th of Eleint, the Penultimate Thunder
is celehrated avith feasts of game, bread, fruits, and
mead, marking the defeat of the Untheric war god
Rammitn, On the 11th of Marpenogh, the Impending
Doom is observed with daylong ceremonies of rumbling
drums, vigorous oaths;, and exhausting acts of purifica-
tion. It celebrates justices yet to be meted out, revenges
yet to be carried through with, and good deeds that call to the cele-
brants to be remembered. Many clerics of Hoar mmlticlass as assas-
sins, Fighters, or rogues

History/Relationships: Hoar is actually the ancient Untheric
deity worshiped in the castern Inner Sea lands as Assuran, Centuries
aga, he was driven Trom Unther by Ramman, although s cult
remained strong in Chessenta. He eventually slew his rival during
the Time of Troubles, but Anhur stole Ramman's unclaimed port-
folio before Hoar could act, earning Hoar's ire. Both Tyr and Shar
contest for Hoar's tormented soul, as the Dark Goddess secks to
turn him nto a servant of blind vengeance and bitterness
while the Maimed God seeks to unlock Hoar's bittersweer
humor and shift his portfolio to favor wony and poetic jus-
tice. Meanwhile, Hoar conspires with Beshaba in unleashing ! :
bad luck on the deserving. \|

Dogma: Uphold true and fitting justice and main-
tain the spirit of the law, not the lecter of the law,
Fitting recompense will always accrue for onc's
actions. Violence will meer violence and evil pay
back evil, but good will also come to those who do
nood. Walk the line of the Doombringer's teachings, seeking retri-
bution, but do not fall into the trap of pursuing evil acts for evil's
sake, for that way is seductive and leads only to one’s downfall
Vengeance must be soughe for all injustices, and all punishments
must fit the crime. Revenge is sweetest when it is sharpened with

= =

Symbol of Istishia
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Istishia's church is organized into severdl sects that work togeth:
er in order to accomplish goals for the different-aspects of
Istishia's worship. New sects are constantly being creared
and later reabsorbed into other sects, The church usesa
usified ranking system so even members of different
sects know ther relative positions. Most clerics
remain attached to a particular temple ar region, but
sinee they believe that doing so for too long results in®
stagnation they change temples about every fise
years. The clergy work to keep sources of water from
becoming polluted and intercede between land and sa
races, Their temples are well-known for crafting excellent
pottery. .

Clerics of Istishia pray for their spells-at dawn while
giving thanks for 2 drink of water. Spring tide and neap tide are cel:
cbrated with festivals that invelve the boisterous tossing of new cons |
verts mto water and a great deal of diving Visitations between |
surface-dwelling churches and aquatic branches of the fath are
commaon at such festivals, Istishia's clerics often multiclass as bards
ar elemental archons (see Chapter 3 ;

History/Relationships: Istishia is one of the four elementil lords
whe seem ta stand apart from history, unchanged by the passige
of time. He has ties to other gods concerned with the element of
witer, including Deep Sashelas, Eldath, Valkur, and Umberles, |
but no strong relationships. He opposes destructive Kossuthat
every opportunity., . : 3
, Degma: Everything is interconnected and cyclical. Water
o always triumphs, For carth dissolves through water, fire's
extinguished even by steam, and air becomes
clouds and then rain, completing the eternal
cycle. The Water Lord is the great equalizer and
leveler of the elements, acknowledging charge
but halding to his.essential nature. Do not try to
be what you are not; rather, excel at what you arc and carry this
message of personal excellence to the world. Be flexible bur not
unreasonable, As the rains flow down to the ocean in the folds of
earth and not up mountains, so do the truths of ‘Istishm spread
throughout the land throegh their natural routes, not through rank
force. The mysteries of life are to be enjoyed and puzzled over, but

irony. All actacks must be avenged. Those who do not respond Symbol of realize that some answers do nat came in this waorld, but rather

to attacks apainst their person or that which they hold dear
only invite future atracks.

istishia

The Water Lord, King of the Water Elementals
Greater Faeriinian Deity

Symbol: Cresting wave

Home Plane: Elemental Plane of Warter

Alignment: Nentral

Portfalio: Elemental water, purification

Worshipers: Bards, elemental archons (water ), sailors,
travelers

Cleric Alignments:  ON, N, NF, NG, LN

Domains: Destruction, Ocean, Storm, Travel, Water

Favored Weapon: A wave (warhammer)

Istishia (is-fishb-ce-ah) is the clemental embodiment of water. He is
one of the four elemental deiries worshiped in Faerin bur, hke all
but Kossuth, has & very small following. He cares anly slightly for
his followers and is almaest predictable in his incomprehensible
and alien unpredicability, He represents the essence of water itself,
the nature of slow change over time, and the ability of water to
enact change. Most mortals consider his actions incomprehensible
and like the other clémental lords he is almost indifferent to his
own worshipers.

Fergal

in the next, Realize that the cycles of Life ar¢ mirrored by the
cycles of fate, be prepared to pay the price or reap the reward
for the actions of your past or your future,

Jergal

Lard of the End of Everything, Seribe of the Dosmied, the FPitiless One
Facrunizn Demigod

Symbol: Jawless skull and writing quill on seroll
Home Plane: The Fugue Flane

Alignment: Lawful neutral

Portfolio: Fatalism, proper bugial, ghardian of tombs
Waorshipers: Menks, necromancers, palading

Cleric Alignments LE, LG, LN

Domains: Fate, Law, Repaose, Rune, Suffering
Favored Weapon: A white glove (scythe)

Jergal (ser-gull) is che fatalistic seneschal of the Lord of the Dead
who keeps records on the Final disposition of all the spirits of the
dead: Both bland and excessively formal, he never anpers and always
speaks with a disembodied, chilling voice that echoes with the dry,
whisper of a long forsaken crypt. The Lord of the End of Every
thing strives only for an orderly accounting of the fate of the world
as it slowly sinks into death,




vast archives of scrolls listing how sentients under their purview
passed avay and their destination in the afterlife. Only in Thay,
where death is a daily Face of [ife, has Jergal's church undergone a
small renamssance. A handful of Jergal’s followers still follow the
old ways of the Companions of the Pallid Mask, an order whose
members specialized in combating or commanding the undead
whese existence was not sanctioned by the church or who had
proven to be traublesome,

Clerics of Jergal pray for their spells at dusk, a time of day rep-
resentative of the end of life. On
~ the last might of the year, Jergal’s
% clergy cease their endless toil for a
# full night. On this hely nighe,
8 known as the Night of Another
& TYear, the clerics read every name
' whose death they have recorded
from the serolls they have careful-
Iv mscribed over the past year.
With  ery of “One Year Closer!”,
Yl the serolls are then filed, and

- work begins the next day. The only
nitunl Jergal’s clerics are required to
perform 1s called the Sealing: After
recording each and every creature’s
demise, form of death, and destina-
fion in the afrerlife, Scriveners of
Doom are required to sprinkle a
light dusting of ash and powdered
bene over their inscribed words to
bior the ink and mark another
small step toward the world's end,
Some  seek  church-sponsored
undsath to allow them to continue
‘their archiving careers. Some cler-
ws muofticlass s monks or necro-
MANcers. .
¢  History/Relationships:  Bane,
N Bhaal, and Myrkul inherited most

-~ of the portfolios of Jergal when he

& wearily stepped down From his posi-
& tion and then faded inte near-
% phecurity. The death of rhose deitics
§ left Jergal in service to Cyric and
3 then Kelemwor. Although his ;
- nature 15 that he must be loyal to the office of death, he can subtly
undermine the holder of that office if he or she is not true to the
affice’s responsibilities. Jergal works well with Kelemveor, but retains
his scorn for Cyric and spends much of his efforts combating
Velsharoon's efforts eo prolong life into undearh.

Dogma; Fach being has.an eternal resting place that is chosen
for him or her at the moment of ereation. Life is a process of
seeking that place and eternal rest. Existence 1 but a brief aber-
ration in an eternicy of death. Power, success, and joy are as
[ransitory us weakness, failure, and misery. Only death is
ihsolute, and then only at its appointed hour, Seck to bring
arder to the chaos of life, for in death there 1 finality and
& fiveduess of state. Be ready for death for it is at hand
and: uncompromuising. Life should he prolonged
“ouly when it serves the preater cause of the death
of the world.

Symbol of Lliira
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The church of Jergal s small and secretive, a rigidly organized, Llii ra -
almost monastic order of scribes known as the Seriveners of ;
lloom. Based largely in lifeless stone mausolenms and dry, dusty Ohur Lady of Fov, Foybringer, Mistress of the Revelt
crypts, its miembers spend their days maintaining and extending Lesser Faerinian Deity

Symbol A triangle of three six-pointed stars (orange, yellow, red)
Home Plane: Brightwater

Alignment: Chaotic good

Portfalio:  Joy, happiness, dance, festivals, freedom, liberty
Worshipers:  Bards, dancers, entertainers, pocets, revelers, singers
Cleric Alignments: TG, CN, NG

Domains: Chaos, Charm, Family, Good, Travel

Favored Weapon: “Sparkle” (shuriken)

Lliira (feer-ah) is the perpetually
moving maiden of countless ballads,
the archetypal dancing ngenue that
has inspired poets, songwriters, and
any who revel in the experience and
wonderment of a life Lved gaily
and free. Somewhat detached from
the everyday events of the mundane
world, Lliira spcaks to her most
devoted adhérents in dreams, show-
ing by example that most shights are
not ‘worth worrying about, and that
Few troubles are important enough
to draw one away from the Elysian
Rigadoon, a philosophy that places
» joyful movement -above all other
S concerns

bringers) range from inattentive
flirts to deviant hedomists. All are
good-hearred, and value revelry
above all ¢lse. Thewrs is an aerobic
devotion, and Lliirans are appreciat-
ed throughout Faerin as some of the
most physically toned individuals
around. Their remples raise monies
by hosting grand galas and then
spend these monies in seemingly
chaotic fashion, perhaps to beautify
this or that public place, or to throw
a surprise party for a dour lord.
Among the casy going of civilized
lands, joybringers of Llira find
patronage and encouragement, and
are among the most popular clerics
in Faerin. In darker lands, or in harsh, uncivilized regions in which
frivolity can lead to death from the clements or government, their
religion is zealeusly suppressed. Curious to a fault, this only encour-
ages the Lliirans to seek out such locales;, hoping to provide happi-
ness and joy with the step of a jolly jig or the lilring trill of a
beautiful song, i
Joybringers rejoice at the coming of dawn (ameng just
abaut everything else) and pray to the Mistress of the Revels
upon the birth of ¢ach morning, Nearly every single holiday
not tied to the worship of some malign being 1s a canse'for cel-
ebration. The most holy celebrations begin with Swords Cast
Down, a ritual in which two or more weapons are cast to the
ground and buried under a mound of fresh flowers. Ll
» irans frequently multiclass as bards.
w/, History/Relationships: Lliira’s greatest {riend
\ in the Facriminn pantheon i the bard deity Milil,
wha shares her flare for performance. Once a great

Lliira’s- clerics (known as joy-

s, —



friend of the commerce goddess
Waukeen, Lliira even went as far as
to absorb many of the disaffected
clerics of the Merchants’ Friend
when that pgoddess vanished during
the Time of Troubles. Upon her
return, however, Waukeen jealously
coveted those clerics who had con-
verted to Lliwamsm, and the result-
ing il will has formed a sight rift
hetween the former companions, The
murder of Selgaunt’s High Rev-
elmistress Chlanna Asjros (whom
Lliira had taken asa lover while in
mertal form during the Time of
Troubles) by forces of s local cult of
Loviatar has decply affected the Joy-
bringer. A militant arder known as
the scarler mummers now tours
Faertin with her support, dispatching
agents of the Maiden of Pain by
means of an elaborate and deadly
danee utilizing the mummers’ blade
boots.

Dogma: Fach day is another move-
ment in the Elysian Rigadoon, the
joyful dance of a life lived in rapture
and without care or frostraticn. Seck
jov always by working to bestow it
upon others. Festivals are for all—
gather into celebrations the lost, the
lonely, the exiled and outlaw, the
shunned, and even your foes. Let folk
follow their own desires, and never
fail to follow your owmn.

Loviatar

Maiden of Paim, the Willing Whip
Lesser Faerdnian Deity

Symbol: Nine-tailed barbed scourge flames repeatedly until the rite ends with the highest-ranking clerc
Home Plane: The Barrens of Doom and Despair extinguishing her candle with consecrated wine, Many clerics multi-
Alignment: Lawful evil class as fighters, specializing in the use of the whip, as sorcerers, o |
Partfolio: Pain, hurt, agony, torment, suffering, tor- as wizards, of ten specializing i enchantment or illusion.
g ture History/Relationships: Loviatar 15 ene of the Dark Deines,
Warshipers: " Beguilers, torturers, evil warriors, the having served Bhaal alongside Talona, whom she loves to torment
depraved and tecase. Since the death of Bhaal during the Time of Trouble,

Cleric Alignments;,  LE, LN, NE

Domains: Evil, Law, Retribution, Strength,

Suffering

+
OtHER DErrizs or Fagrun
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Clerics of the Maiden of Pain wock
tirelessly to cause suffering, both
widespread and personal, This work
may be as brural as flogging an
encountered band ef ores until they
Flec or as subtle as breaking hearty
wmong young nobles by p'ra:zmii:!
to falling in love with the gallint’
(while disguising one’s Loviatan
faith), working to break up existing |
amours and friendships, and engag
g in scandalous dalliances before |
coldly spurnigg the victims and
departung. Being a good actor and of
striking beauty (or expericnced i
using spells to appear so} wre very
useful traits for a Loviatan, but the
maest successful Loviatans are those
who understand the ways and
naturesof folk and so know just hoy
to cause them the mest pam and to
manipulate them roward thar end
Clerics of Loviatar pray for ther
spells in the morning while knécling
after striking themselves with 4
whip. (The same ritual is performed
in the evening, although without
praying for new spells) Loviatuns
celebrate all Four seasonal festivals
with the Rite of Pain and Purity o
circle dance that chanting, smgug
clergy members perform  upon
barbed wire, thorns, or broken glas
Towintar ar crystal, where the whips of high:
_ level clerics and the drumming of
Lay worshipers urge the participants to greater effort. Every twelfth ‘
night (unless such a night coincides with a Rite of Pain and Purity, |
which preempts it) the elergy meémbers celebrate smaller Candle
Rites wherein they sing, chant, and pray as they dance around it
candles, passing some parts of their bodies through or over their

both Loviatar and Talona have slowly fallen under the sway of Shar

However, the return of Bane, who was Bhaal's superior, presages
a conflice for her loyalty. Loviatar gets along well with
Malar, regarding his stalking of prey as & particularly

i,

Favored Weapon:

Loviatar (loh-vee-a-tar) is the aggressive, domineer-
ing and fearless patron of torturers, sadists, and bul-
lies. She has a cold and calenlatingly cruel nature
and an icebound heart. The Maiden of Pain has an

inatinet for inflicting

wal pain, always striking at the biggest chink in her

“Painbringer” (scourge)

both physical and psycholog-

victim's emotional armor, Unlike most bullies, she does

not feel pain herself, but her plans often mmherently rely L

on the mnate selfishness of human nature.

The church of Loviatar, dominated by female humins and \*  sudden ahstinence from causing pain and of providing
half-clves, is strongest in large, decadent cities, where newcom-
ers are often recruited From the ranks of the bored and wealthy ‘E"fdtf to make folk hope and increase the Mystery of Loviatars |
and the authorities are often tolerant of degenerate activity.,

delightiul form of torture. The Maiden of Pain is con
sumed with hatred for Hlmater, who shields her vic-
rims from the torments they deserve, and hates both
Eldath and Llura for the peace and joy they promis
without the necessary suffering to achieve it.
Degma: The world is filled with pain and tor
ment, and the best that one can do is to suffer these
blows that cannot be avoided and deal as much pain hack
to those who offend. Kindnesses are the best companions
@ hurts, and increase the intensity of suffering. Let mercy of

unlooked-for healing come over you seldom, but at whim, sou

fafar  Afercy. Unswerving cruelty will turn all falk against you. Ad
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alluring, and give pain and torment to those who Lﬁ‘.&_
emjoy it as well as to those who deserve it most or i
would be most hurt by it. The lash, fire, and cold /
are the three pains that never fail the devour. |
Spread Loviatar's teachings whenever punish- |
ment 15 meéted out. Pain tests all, but gives
stréngth of spirit and true pleasure to the hardy
and the crue. There is no true punishment if the

punisher knows no discipline, Wherever a whip 15, o
there is Loviatar. Fear her—and yet long for her. &L=

Luruce

The Unicorn, the Unicorn Syeen, the Slueen of Talking
Beasts

Faertnian Demigod
Symbol: Silver-horned unicorn head before a erescent
moon

Home Plane: House of Nature

Alignment: Chaotic good 3

Portfolio: Talking beasts, intelligent nonhumanoid
Creatures

Worshipers: Druids, entertainers, outcasts, rangers, trav-

elers, unicorn riders
OG, CN, NG
Animal, Chaos, Good, Healing

A pnicorn horn ":]tﬂl‘l%pui!l":

Cleric Alignments:
Domains;
Favored Weapon:

Given to wanderlust, Lurue (loh-ree) can be whimsical, but she is
infinitety loyal once she takes someone into her trust and never
ahandons her worshipers in rimes of need. When faced with no
other option but combat, Lurue is a dedicated and mtractable foe,
but she prefers light banter, clever riddles; ne
the joyous exploration of life.

w discoveries, and

Symbol of Lurue

Lurue

The, church of Lurue has no formal hierarchy, nor
temples. dedicated in her name. While some entire
species, such as unicorns, pegasi, and talking owls,
venerate her as Queen, most of her worshipers
=4} ({such as those that werc the targets of an awwkes
spell) are outeasts from their own kind due to their
{ unique abilitics. Clerics of Luruc spend their days
providing sid and comfort to the needy, lending
support to dreamers so that they can achieve their
aspirations, and rescuing all who need aid from what-
ever assails them. Few stick to a single dury for any
length of time (though they are very good about sceing a
. single particular task through to the end ), and most arc
periodically struck with wanderlust. Many of Lurue's
clergy areé adventurers who travel about Faerin seeking wrongs to
right and finding a good balance of merriment, new experiences,
and self-improvement in such a profession
Clerics and druids of Lurue pray for their spells at midnight, in
a sylvan glen or moonlit glade if available. Lurue's twin holy days
are Midsummer’s Eve and the Feast of the Moon. The former hol-
iday 15 celebrated in a night-long Festival of revelry, wild antics,
and much hollabaloo. Such events are marked by wild rides
through the countryside and sky, numercus theatrical skits,
humorous oratories, mock duels, grand sonps n which everyone

Jjomns in, and romantic declarations. Many unicorns take a mate for

life on this night. The Feast of the Moon is 4 quict ceremony
marking the onset ¢f wintér and serving as a time for remember
ing those who have passed away. Many great works of arr and epic
song are unveiled during the Feast of the Moon to guiet applause,
particularly in the city of Silv¥erymoon, which celebrates its found-
ing on this day. Many clerics and druids mulriclass as rangers.
History/Relationships; Szid to be the daughter of Seline, Lurue
serves Miclikki as ally, friend, and steed, and through her Silvanus.
She works closely with Shmlhia and Gwaeron Windstrom, has a long
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standing alliance with Nobanion, and considers Chauntea of Sorrowing, performed at the funcral of any faithiul of Milil, and

a friend. The Unicorn Queen is an ardent foe of Malar
the Beastlord, whom she blames for helping the Red
Wizards of Thay creace black unicorns. Malar, in
turn, would be.more that happy to tear out her throat,
considering her a prire ereature o be huneed,

Dogma: The Unicorn is 2 symbol of hope, joy, sal-
vation, and protection for the needy, forlorn, and for-
saken. Life is to be rélished and lived with laughrer. Quests
are to be taken on a dare and gifts are to b made on &
whim. Impossible dreams are to be pursued for the sheer
wonder of the possibility of their completion. Everyone,
1o matter how unique, is to be praised for their strengths

the Song of Welcoming, sung when someone s welcamed
mto the faith, The calendar-related Festivals marked by
rituals sacred to Milil are Greengrass, when the Call ta
the Flowers s sung by all faithful, and Midsummer,
when the Grand Revel is held The Revel involves 4
Feast, dancing, and much roistering, and is marked by
parodies and wickedly satirical song, ALl sharcd rituals’

of worship to Milil involve a sung or played opening
call, & prayer and solo song while kneeling before the
altar, a unison hymn followed by a sermaon or supplice-
tion to the Lord of Song (and the proffering of any offer
ings ), and then a closing song that rises to a thunderous

and comforted in their weaknesses. Fvil melts quickest in g grand crescendo that typically makes devour hsteners op
the face of a rapier wit and unshackled joy. Search for Symbei of Milil participants weep with joy—and those of other faiths stop.
the unicarn and n the pursuit find happiness. and listen in wonder. Most clerics multiclass as bards, 1
History/Relationships: Milil and Dener faithfully serve as the i
Milil Hands of Oghma, although Milil's relationship with Gond, whe il |
z serves the Binder, is somewhat strained. He 15 on excellent terms with |
Lovd of Seng, the One True Hand of All-Wise Oghmia Mysera, Sune, Lliira, and the Scldarine, and considers Finder Wyvern-
Lesser Faerinian Deity spur to have some promise, although the fechng is not reciprocated.
Symbol: Five-stringed harp made¢ of silver leaves He has earned the enmity of Cyric for his ridiculing ballad about the
Home Plane: House of Knowledge period of madness the Prince of Lies gxperienced :
Alignment; Neutral good Dogma: Life is 2 song, beginning at birth and only silenced with
Portfalio: Poetry, song, eloguence the final chord. Strive always to make the whole song, not just the
Waorshipers: Adventurers, bards, entertamers lyrics and music, more beautiful. Destroy no music or instrument;’
Cleric Alignments:  CG, LG, NG not stop a singer before the tune is done. Listen to the world around
Damains: Charm; Good, Knowledge, Nohility as well as filling it with your own sound. One singer’s music 1s anoth-
Favored Weapon “Sharptongue” (rapier) er's noise, so still no bad music if its making be jovful Spread the

teaching of song and musicianship always, Sing to Milil every day.

Milil (oml-Jilf) is the ultimate performer: self-confident, inspired, Music is the most precious thing folk can create—so encourage ifs
possessed of toral recall or anything he sets a mind to remember. He training, use, and preservation ar all rimes and in all possible pays
is able to improvise Facilely out of desire or necessity; well-educared Awaken a love of song in all folk you can, and of er its performince
in general theories of conduct and broad areas of knowledge; and freely around campfire or on the trail. Cease not in your own scek-
muasterful in all sores of perfarmance technique, especially within his g Far new thnes, new technigues, and new nstriamenty to master,
sphere of knowledge—music, poetry, and elegant speech. However, R
he is also self-centered and egotistical and likes to be che center af
attention, If' not the center of attention, he bores easily, and his NObO.[lIOIl
mind wanders or he leaves. He 15 also given to flirta-
tion with both deities and mortals for his own enjoy-
ment, to the deep annoyance of more sober deities.

The church of Milil is organized, with all churches
paying heed (or at least lip service) to the Patriarch of
Song in Waterdeep. Most cleries of Milil, known as
Sorlyn, spend their time learning lyrics, tunes, and how
best to perform them on a slowly expanding repértoire
of mstruments both in their temples and on the road.
They take care to write down both original compositions
and those they have learned, using magic to record such
waorks for those as.yet unborn. Some Sorlyn also work as
tutors to all who profess faith in Milil or who pay for
the training, a4 well as judging many bardic contests and
adjudicating bardic disputes between individuals, cémpa-
nies, or colleges. More adventuresome clerics roam the the full force of his charisma, his regal majesty is over:
roads of Facrin, rescuing or protecting common minstrels whelming, yet the tiniest creature who approgches him
and great bards alike when such individuals fall on hard i in good faith finds itsell’ comfortable in his prescuce
times or into peril and accompanying adventurers of other Symbol of Nobamion 1404 Firemanc tries to lead his pride to do what 15 noble
faiths on deeds of hercism so that they can compose ballads about and right, but does not force his faithful to pursug that path. He deeply
what hefell. Some embark on adventures of their own to recover wants those under his rule to willingly choose good over evil, actior

Lovd Firemane, King of the Beases
Fagrinian Demigod
Symbol: Male lion’s head on a green shield
Home Flane: House of Nature
Alignment: Lawful good
Portfolio: Royalty, lions and feline beasts,
good heasts
Wnrshi]un:- Druids, fighters, leaders, paladins
rangers, soldiers, teachers, wemics
Cleric Alignments: 1.4, LN, NG
Domains: Animal, Good, Law, Nobility
Fayored Weapon: A lion'’s head (heavy pick]

Nobanion (no-faxr-yun) radiaces both power and gentle
ness, His roar 18 deafening, and when he chooses to exert

music; instruments, and the like from old ruins and tombs.or learn of over inaction, and order-over chacs. He does not command from th

music long gone by wsing Jegend fsre spells and similar magics, rear and would never ask someone to do somerhing he would not b
Clerics of Milil pray for their spells upon awakening at sunrise, call- willing to do himself, meluding laying down his life For another,

ing ‘out to their deity with the Song of Praise, which i also sung after Worship of Nobanion is scattered throughout the Vilhon React

cvery victory in battle or great thing thar benefits them, Other rity- Dragon Coast, end Shining Plains regions, but Lord Firemape |
als include the solemn, heautiful polyphonic chard-singing of the Song venerated primarily within the confines of the Gulthmere Forest, ¢
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the city of Nathlekh, and among the wemics of the Shining Plains.
Asde from he Followers in Nathlekh, Nobanjon’s followers
gre strictly erdered m rank but not otherwise organized. The
Fride of Nobanion fill leadership roles in many communities
where he @ revered. Muany serve as benevolent monarchs,
judges, milita, constables, ar as guardians against evil. The
vanguard of armies loyal to Nebanion is typically filled with
clerics and crusaders of the Lion King. Orhers reach their
bunting or martial skills to the young, while passing along
meral instruction and important traditions both by
word and deed. Among the wemic tribes of the Shining
Plais, Nobanton's shamans are typically powerful lead-
ers, sccond only to the chieftain or king. They are
responsible for choosing which creatures to hunt, bless-
g the kill, and confirming the passage of young mem-
hers of the pride into adulthood,
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Vilhon Reach, and the Black-Blooded Pard has sworn vengeance on

Nobanion. The Lion King has long been allied with Lurue, as well

as Tyr, Torm, Mielikki, and the other benign naturc deities.

Degma; Hunt only when hungry and de not gorge without
need. Waste nothing and all shall have plenty. The eyele of life
links all living things into one heing, and that being s life iell.
The law of the jungle is that only the strong survive, but they
survive best by being leaders, not tyrants; by protecting the weak,
not bullying them. All creatures have their strengths in thewr
assigned roles and should be encouraged to find their niche.
From cooperation between beings of differing strengths comes
the strength of teamwork and communiry, the strongest force
of all. By demonstrating compassion and tolerance and living
within the land, all living creaturés may find harmony with

nature and one another. By staying true to oneself and one's

pride and conducting oneself with dignity and honor, the

Clerics and druids of Nobanion pray for their Symbel of Red Kwight respect of one's peers nay be earned

spells at dusk, prior to the mghteime hunt. The Festi
val of the Pride normally rakes place during the first tenday of Ches,
This 15 & time for frolicking, dancing, courting a mage, lovemaking,
and generally celebrating the bounty of life and its potential. Reli
gious belief promises that a child (or cub) conceived this might will
g0 on to become ruler of the church (or pride . The Newborn Cele-
bration always takes place during the third tendav of Kythern,
murked by a great hunt or feast. This ceremony celebrates the birth
lar rebirth—church teachings are vague) of Nobanion, the promi-
nence of lions in the Vilhon Reach, and the importance of the hunt
i the region, Newborns undergo the Rite of the First Blooding
wilere their right paw (or hand) is placed in the blood of the prey
i hlessed by a cleric ar druid of Nobanion, Lord Firemane's cler-
i¥s often multiclass as divine champions, fighrers, or paladins, His
druds often multiclass as rangers.

History/Relationships: Nobanion is an interloper deity, having
only; estahlished a presence i Faertun a few centuries ago. He is
responsible for driving maost of Malar's worshipers: out of the

Savras P

Skiallia

Nobamion

Wemics reduce this to the following: Only the strong sur-
vive. Live and let live unless provoked. Protect the pride and all its
members, but if injury or illness bring one of them down, allow him
or her a swift and painless end to suffering,

red K ni(ghT

Lady of Strategy, Grandmaiter of the Lancebosrd

EEY
Faerinian Demigod

Symbol: * Red knight chess piece with stars for eyes
Home Plane: Warrior's Rest

Alignment: Lawful neutral

Portfolio: Strategy, planning, tactics

Worshipers: Fighters, gamesters, monks, strategists, tac-

ticians

LE; LG, IL.N

Law, Nobility, Planning, War
*Checkmate” (longsword )

Y,
A

f i

Cleric Alignments:
Domains;
Favored Weapon:
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Sharess

Red Knight
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Calm and logical i demeaner, the Red Knmght displays a great
wealth of compassion, though she is unafraid to send her worshipers
to ther deaths when necessary to sécure the objective of a plan. She
rarcly raises her voice and is said to love a good joke and have a
throaty laugh. She dislikes flighty behavior, and looks unfavorably
upon those who switch alliances often or capriciously,

The church of the Red Knight, known as the Red Fellowship, is
an offshoot of a monastit order within the hierarchy of the church
of Tempus that concentrated on planning and strategy and has only
emerged from the shadow of the temple of Tempus since the Time
of Troubles. Members of the Red Fellowship serve in armies
throughout Faeriin, often as high-ranking commanders of elite
squads. Others are well-respected instructors in war colleges. A few
are quartermasters skilled ar obeaining and managing supplies or
establishing and maintaining supply lines over hostile territory.
Quite a few clerics of the Red Knight have authored romes on mili-
tary strategy, When not on duty, clerics of the Red Fellowship are
known for their love of gaming. Although they aveoid games of
chanee that require the smile of Lady Luck more than the brilliance
of the Red Knight, clerics of the faith strive to constantly improve
their skills in abstrace games of all sorts to further challenge
their development of parallel lines of thought and new strat-
agems and to sharpen their ability to read an opponent's
intentions.

Clerics of the Red Knight pray for their spells ar night
before going ro sleep, preparing for the day to come. In
addition to observing the holy days and important cere-
monies of the church of Tempus, the clergy of the Red
Knight honar two important holy deys. The Retreat is an
annual event held every Midwinter's day. During this solemn
ceremony, the clergy of the Red Knight assemble for a day-
long retrospective on the previous year's cantpaigns. Strategies
are discussed, battles are analyzed, and the accumulated Jore
15 integrated into the church's teachings. The Queen's
Gambit is celebrated on the first day of Tarsakh. During this fest-
val, the clergy of the Red Knghts unwind with a day of feasting and
gamesmanship. Day-long tournaments of chess (alse known as
lanceboard) are held, with the tournament victors receiving recog-
nition, titles of merit, promotions, and, sometimes, a precious gift
from the temple armory, Many clerics multicliss as divine champi-
ons, Fighters, or monks,

History/Relationships: The Red Knight was elevated to divine
status by Tempus a5 a natural counterbalance to Garagos. She loyal-
ly serves her patron, whom she regards as a father figure, and seeks
to,undermine both Garagos and Cyric. She works clesely with Torm,
who holds & similar disposition, and sees Valkor the Mighty as her
best ally in naval combat, even if he 15 somewhat unrehable. The Red
Knight keeps her true name secret from all but the Lord of Bar-
tles, as she realizes that if any being, mortal or divine, were to
gain any measure of control over her, they would be privy to all
the plors and scratagems of rulers throughout Faerin and the
deities thraughnu,l: the planes.

Dngmn War is won by those with the best planning, strategy,
and tactics, regardless of the apparent odds. Any fool ¢an snatch
defeat from the jaws of victory wich fortune’s aid. Dn])’ 4 master
strategist can ensure lasting victory. War 15 a series of battles
Losing a battle does not neccessarily indicate the war is lost. Seek
out your opponent’s weaknesses and recognize your own; avoid an
opponent’s strengths and play to your own. Oniy by focusing one’s
own strengths on the opponent’s vulnerabilities can triumph
he ensured. In times of war prepare for peace; in times of peace
prepare for war. Seck out your enemy’s cnemies as allies, and be
prepared to compromise, Life is an endless series of skirmishes
with occasional outbreaks of war. Be ready—and have a
contingency plan. -

Symbol of Savras

sQvras

The All-Seeing, Lord of Divination, He of the Third Ese
Faerinian Demigod

Symbol: Crystal ball contzining many kinds of cyes

Home Plane: Dweomerheart '

Alignment: Lavwdul neutral

Portfolio: Divination, fate, truth

Waoarshipers: Diviners, judges, monks, seckers of truth,
spellcasters

Cleric Alignments: LE, LG, LN

Domains: Fate, Knowledge, Law, Magic; Spell

Favored Weapon:  The eye of Savras (dagger)

Savras (sav-ras) speaks in clear, precise statements and rarély saph
what the listener wants to hear. He always speaks the absoluts
truth, and, in cases where the truth i5 a matter of perspective, e
reveals all sides of the truch. There is little compassion or eme
tion in Savras's actions or demeanor, but sapges speculate this
seemingly emotionless facade is merely a front for a deity who
cares deeply about the fate of Faerin bur finds himself rels
w, tively helpless to change its destiny. Savras almost never
% loses his temper, but when he does, his wrath 15 dreadful
0\ Recently he has become frustrated by events that he did
not anticipate, ‘and cannot fathom the meaning of &
void in his own divinations about the futore.
The church of Savras is small bur organized. Many
clerics are involved with foretelling the Tuture or sudy
ing the past and dealing with the consequences of what they
learn, OF necessity, Savras’s clergy engages i extended st
egy seasions to analyze the implications of future events and
plan accordingly. Some followers of the All-Secing wandsr
Faeriin uttering prophecies, while other seek out remote
locations to reside and become oracles. A few are
employed as truth speskers and serve the legal system of various
cities and kingdoms as cxpert witnesses, magistrates, or judges.
Clerics of Savras begin and end their days with extended sessions
of peaceful meditation, praying for their spells at mght in antic
pating of the coming day. The Feast of the Moon is celebrated by
the followers of Savras aé the Vision. This holy day is observed by
every devout Follower of Savras with 24 hours of continuous medi-
tation. In some temples the meditation oCcurs in a sguna or steam.
bath, whilec in others it oceurs amid a hate of incense, Each wor-
shiper who participates in the day-long ceremony is rewarded with a
vision from the All-Sceing, Bencficiaries of such visions are expect:
ed to act in pecsrdance with this prescient knowledge or risk Savrash
wrath. Many clerics multiclass as diviners or monks.
History/Relationships: Savras was a long-ago god af arcane spell-
casters in the South who shared much of the same portfolio as
Azuth: mages in the service of Mystra, The two contended before
the Dawn Cataclysm, and Savras fell, although his church claims he
did so deliberately after having foreseen the future, Azuth became |
the one deiry of wizards, and the All-Secing's essence was imprisoned
in an staff of Azuth’s construction. Recently Azuth freed Savras
ifter extracting an oath of fealty, nlthough Savras resents his posl
tion. He is largely indifferent to actions of Velsharoon, and spends
the bulk of his efforts unmasking the lies of Cyric. The All-Sceing
seems unsurprised by Shar's actions of late and bitterly opposes her
use of the Shadow Weave to disrupr che efficacy of his divinations
Dogma: The blindness of mortals is the orgin of all folly. Search
for the truth in all things great and small and conceal nothing, Speak
only the truth, for lies and misdirection, even for benign motives, are
the root of all sorrow, Be not paralyzed by indecision, but take no
action without analyzing the implications. Hasty actions and decisions
are rarely more beneficil than well thought out strategies that are
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sevised s necessary. Mortals who employ enly their two common eyes
are essentially blind. Savras provides the third blessed éye, allnwmf,
both foresight and hindsight, so that mortals can access the ommnis-
cience of the goda. It is not wreng to use the knowledge that Savras
pves to help yourself and your church, but caution should be
emploved in furthering the goals of others as part of their agenda
may be hidden. Seek for the hidden motive before you act, and
damage not the whole of the realm in which you live out
yeur mortal life,

sharess

Tl Dancing Lady, Mother of Cats
Fagranian Demigod
Symbol: Femunine Lips
3 Home Plane: Brightwater

~ Alignment: Chaotic good
+ Portfolio: Hedonism, sensual fulfillment, festhalls, cats
t Worshipers: Bards, hedonists, sensualists
% Cleric Alignments:  CG, CN, NG
% Domuins: Chaos, Charm, Good, Travel, Trlcl-f.ry
* Favored Weapon: A great cat’s paw (claw bracer)

E Sharess (shab-ress) is a radiantly beautifol goddess, rivaled only by
B Sune. Her voice is said to be 2 throaty purr and to give the listener
4 the fecling he or she is being brushed by the softest fur or velver
% when she speaks. She is o fickle, flighty deity, who prevents anyone
% [rom getting too close to her true spirit. She has the willful inde-
4 pendence and pleasure-seeking narure common to felines and is con-
% stantly preening and grooming to maintain her appearance. She i
* often depicted (especially in Multhorand, where she is known as Bast)
w4 voluptuous human female with the head of a cat. Sharess enjoys
toying with beautiful mortals and she cannor resist casually fTirting
sath anyone she encounters. However, when her ardor cools and her
passion is sated, Sharess is casily distracted and quick to move on to
new pleasures, She dislikes snakes intensely.
The church of Sharess is casually organized, although its mem-
hers often work and play together. The clergy of Sharess often run
festhalls in large cities or directly serve decadent rulers, These Fest-
halls cater to all the senses and include fantastic feasts, heavenly
aths and massiges, and every other pleasure imaginable, Wealthy
festhalls often employ one or two mid-level Sharessan, and some
Sharessan wander the countryside with Sharess's hlessing seeking
new pleasing sensatiens to add to their repertoire.
Clerics of Sharess pray for their spells at dusk, when the lure of
| the night first beckons. The church of Sharess celebrates more fes-
- tivals than possibly any other faith in Faertn. They are known col-
lictively as the Endless Revel of Life. The daily rising and setting
uI'lh: sun, the yearly passage of scasons, the appearance of a full
mum, or nearly any other event is cause for a celebration and wild
1 resel to which the general populace is always irvited, Each such Fes-
tivil has several outlandish titles and new festivals are added
all the time 45 ald ones are forgotten, Without compari-
ton, however, Midsummer's Eve s the time of greatest
feoicing among Sharess’s faithful and an occasion for
the most extreme pursuits of boundless pleasure. Many
dleries multiclass as hards,
| lﬁltuﬂl.chnm;hapr. Bast was a Mulhorandi deity who
! mﬂl a8 patroness of cats and Anhur’s lieutenant in' the
sternal stiuggle against Set, At the hmght of Mulhorand's

sbsumed the portfolio of Felidae, a beast cult deity of

felings, sensual pleasures, and nomads. Struck by wanderlust, Bast tray-
tled across. Faerim, leaving numerous cults in her wake, many of
which knew her as Sharess, Sharess eventually began to experiment
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with the darker side of plewsure and fell under the sway of Shar. She
would have undoubtedly been wholly subsumed by the Dark Goddess
if’ Sune had pot freed her during the Time of Troubles. Since that
time, Sharess has restored her ties of friendship with Anhur, Hanali
Celanil, Lliira, Milil, Nobanion, Seliine, and Sune. She now works to
oppose the evil of Set, Shar, und Lovintar, and Shar has never for-
gotten that Sharess escaped her clutches,

Dogma: Life is to be Lived to its fullest, in
decadent sensual fulfillment of yourselves and
others. That which is good is pleasurable and that
which is pleasurable is good. Pleasure is to be sought
out at every opportunity and life is to be lived as one
endless revel. Spread the bounty of Sharess so that all may

Symbol of Sharess  join in the endless revel of life and bring joy to all these

in pain. Infinite experiences await those who would
explore, so try the new as well as savoring the old.

- -
shiallia
Dancer in the Glades, Daughter of the High Forest, the Lady af e

Honds
Faeriinian Demigod

Symbol: Golden-acorn

Home Plane: House of Nature

Alignment: Neutral pood

Portfolic: Waadland glades, woodland fernility, growth,

" the High Forest, Neverwinter Wood

Worshipers: Druids, farmers, foresters, gardencrs, nuptial
couples

Cleric Alignments:  CG, LG, NG

Domazins: Animal, Good, Plant, Renewal

Favored Weapon: “Forest's Friend" {(quarterstaff|

Shillia (shee-al-lee-ah) is winsome and earthy, delighting in dancing
and frolicking in the woods and playingwith woodland creatures
when she 15 not tending to their needs. She has a low, throaty voice,
and enjoys retorting with clever {and often crudely suggestive)
rejoinders when engaged in conversation. At times she seems to
behave like a satyr, but she has a more mysterious quality and unex-
pressed depths that a satyr would find incomprehensible. She s
fiercely protective of her charges, but lets matters outside her
purview go unchallenged, since they do nor directly involve her,
unless she is ardered to act by Mielikki or Silvanus,

The church of Shiallia is casually organized, with little in the
way of a formal hierarchy. Shiallia’s followers are husbands of
nature, spending their days planting and nurturing, calling upon
the weather, and tending to the ill and injured. They are not purely
oriented to forest creatures, though that is their focus, and they
extend their philosophy and favers to nonevil humanoids who
enter or live within the Forest, as well. Shiallia’s clergy are some-
times known as the Silent Helpers, and tales tell how they watch
over lost children and the foolish whe wander through the
reaches of the High Forest unaware of the dangers con-
tained within.

‘Clerics and druids of Shialli pray for their spells when-
ever the moon is highest in the sky, for the moon governs
the reproductive cycle Days that mark the passing of sea-
sons are the most important of the year to followers of
Shiallis. In particular, Greengrass and Highharvestide are
celebrated as holidays of birth and fruition, respectively, On

20 drmpm:, when many beast cults were popular, Base Symbol of Shialiia all holy days (including Midwinter, Midsummer, and the

Feast of the Moon) the Faithiul invite all friendly creatures
to revel with them in feasting, singing, and dancing. Weddings are
welcomed and ¢ven solicited upon the change of seasons, and Shial-
lia"s Followers always enliven such occasions with as much faerie
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charm magic and romance as they can muster, creating a
fantasy aemosphere under the stars. Therefore, many
nonworshipers set their wedding detes on Shiallia’s haly
days in hopes of receiving her blessings and hospitality.
Her clergy do not often multiclass,

History/Relationships: Shialliz 1s said to be the sister of
the Tree Ghost (the collective spirit of the High Forest and
one of the beast totems of Uthgar) and che daughter of Tapann
the Undying, Lord of the Korreds (satyrlike ereatures). She servies
Miclikki, along with Lurue and Gwaeron Windstrom, and
through her, Silvanus. Shiallia is also gllied with Chauntea and
Eldath. She opposes those who seek td destroy the things
she protects: Auril, Malar, Talona, and Talos,

Dogma: The only troe goal of any living thing is to pro-
create, Nature dictates the shape of the world, for good or ill, so the
only concern of the creatures that inhabit 1t 15 survival. Death 1s not
to be feared, for it is part of the natural cycle of life, but life; par-
ticularly the birth of new life, is to be encouraged and nurtured
whenever and wherever possible.

sIamorp he
The Divine Right
Faerdnian Demigod

Symbeol: Silver chalice with a golden sun on the side

Home Plane: House of the Triad

Alignment; Lawful neuatral

Portfolio: Nobles, righeful rule of nobility, human
royalty

Waorshipers: Leaders, laremasters, nobles, those with

inherited wealth or status

LE, LG LN

Knowledge, Law, Nobility, Planning
“Noble Might™ [scepter] (light mace

Cleric Alignments;
Domains:
Favored Weapon;

Siameorphe
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Siamarphe (sgb-a-morf) 15 Kind and quigt with individuals b
firm and charismatic when dealing with large groups Hep
soft voice 18 tinged with great wisdom, but she hrooks o
argument when she gives an order. She likes to think of

her duty as ane of building a sturdy skeleton of contumg

m government through a noble infrastructure so that the

body politic can grow and develap properly under the leader
ship of a royal ruler. '

The ¢hurch of Siamorphe is strictly ardered but small, cor

fined primarily to the nebility of Waterdeep and Tethyr, Simae

phe's clerics are expected rto serve as advisers and councilors jo)
noble rulers if not of noble hirth and as rulers if of nohs

Symbol of Siamorphe birth. When confronted with a ruler of noble birth wha

does not keep himself or herself fit For the task and respon
sibilities of rule, a cleric of Siamorphe must either seek to rectify
that ruler’s shorteomings through counseling and education or
engineer the ruler’s succession by a more fit ruler of noble lineage

[ practice, many Scions of Sizmorphe spend their days presiding
over virious advisory coancils, researching gencalogies and histors
of noble families, coordinating ceremonies of investiture, and deters
mining who is next in line for various titles. Those Scions of Siamar
phe who have truly taken Siamorphe’s message of responsibility o
the common folk to hearr spend their days serving the people, pre-
viding advice, arbitrating disputes, giving leaderless folk direction
and preaching the rights and responsibilities of the nobility and the
duties and rights of commouners.

Clerics of Siamorphe pray for their spells at noon, when the
Chalice of Smmorphe (1e. the sun) 15 directly overhead The
church of Siamorphe has lost many of itsancient ceremonics and
traditions aver time, and clerics of the faith are only slowly redie
covering them, often by explormg ancient castles m which morgal
destendants or ancient clergy of Smamorphe or her predecesson
served various forgotten rulers. Religious services tend to be
simple convocations of nobles discussing the social order and e
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rent difficulties in governing the masses. Siamor-
phe's name is invoked ar the beginning and end of
such services with a short prayer. Simmorphe's clergy
have crafted many unique ceremonics for the various
noble families of Waterdeep, All the rage among the
nobility, the cercmonial baptism af a newborn heir
presided over by a Scion of Siamorphe can cost as much as
10,000 gp, In Waterdeep, Siamorphe has a holy day in Sea
Ward and North Ward where the nobles take over Heroes'
Walk and Heroes' Garden and the road from Skulls Street and all
glong the Streer of Glances to the Street of the Singing
Dalphin and hold a huge Testival. Known as the Divine
Pageantry, this fashionable revel is always held during
the summer, but the date varies according to the will of
Slamorphe (and, some critics claim, the year’s current social cal-
endar). Warerdeep's nobilicy dress in archaic costumes and wander
the area throwing coins (usually copper or silver) to commoners,
addressing each other with thewr full titles and speaking in a
lughly stylized, stilted speech that has been abandoned for sever-
al centuries. Some clerics multiclass as lorcmasters
History/Relationships: The current incarnation of Siamorphe
isone in a long line of deities, the last of which was male. Sianior-
phe hns no allies among the goads, but oppoeses the tyranny and
corruption of gods such as Bane, Cyric, and Gargauth, This leaves
her in a vulnerable position and she must be careful about openly
supporting any act against them.

Dogma: Nobles are the rightful rulers of the bulk of
humankind provided that they keep fit for the
task and responsibilities of rule. Nobles have

the maral obligation to rule in the best
manner possible for the people who
serve under them even if thewr obli-
gitions conflict with their personal
desires.

The descendants of noble bloodlines
inherit their charisma and potential for
wisdom from their noble ancestors
Their family fortunes provide them
enough leisure time to be properly edu- |
cuted as rulers. The regular inheritance
af noble titles by strict inheritance rules
reduces the potential for power struggles
between rival clamants to leadership. A
strong noble class that cares for the com-
moners of Faerin and looks out for their
best interests s the most stable, fair form
of government.

ralona

Lady of Patson, Mistress of Disease, Maother
of AU Plagsies ‘

Lesser Faeriinian Deity

Symbol: - Theee amber teardrops on
o purple triangle

Home Plane: ‘The Barrens of Doom and

Despair
Alignment: Chaotic evil
Portfalio: Disease, poison

Warshipers: Assassins, druids, healers,
rogues, those suffering from

disease and illness

Cleric Alignments:  CE, CN, NE
Domains: Chaos, Destruction, Evil, Suffering

Favored Weapon: A seabrous hand (unarmed strike)

Symbol of Talona
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Talona (tah-Jowenah) 15 ofren depicted as a with-

ered old crone with a scarred, tattooed face in
religious texts, Where she walks, misfortune and
death follow. She has the personality of a petulant,
greedy child trapped in the body of & once-heautiful
waman now scarred by horrific disease and ravaged by age.
She alternately desires attention at any cost like a small
child and becomes aloof like a wounded paramour who has
been discarded by her love.

The church of Talona is organized in a strict hicrarchy, but
riven by factions and seets. Aside from selling poisons,
antidotes, and medicines, the Talonites travel Faeriin
as quictly as possible, constantly seeking out new dis-
eases and afflictions and spreading rumors so @5 to
augment the reputation of Taloma. What seems to motivate
Talonites in their day-to-day behavior is a quest for respect:
respect that 1s due Talona for her potentially devastating abili-
ties and due them as her representatives in Faerin. Throughour
their careers; Talona's cleries work with magic and study to build
their personal immunities to various poisons and diseases. Thus
protected, they treat the diseased, take employment as food
tasters for paranoid rulers; wealthy merchants, and nobles, and
bury those who have died From diseases. Whenever a realm or
city-state casts out or punishes any Talonites, for any reason,
¢lerics of Talena work to canse a plague in that place to exact
“Talona’s price” for such insults. Rumors have circulated that
cerrain unscrupulods Talanites have occasionally chosen wealthy
folk as targets for disease so that wealth and properties can be
seized by the church upon the death of these wealthy

owners, with the chieat of contracting disease keeping

rightful heirs and claimants at bay.
Clerics and druids of Talona pray for their spells in
the evening, although they observe thrice-daily
prayers to'the goddess. Festivals are held every
12 days and are open to nondevotees, where
sueh visitors are encouraged to pray and
give offerings to Talona to spare them-
selves ar loved ones from death, disease,
wasting illnesses, and the like. A long
symphony of rolling drums, deep-voiced
chanting, and glaur, shaum, and zulkoon
music proclaims the power and venera-
tion of Talona rthroughout the day,
Younger members of the church busily sell
poisons (for climinating vermin, of course), anti-
dotes, and medicines during the festival, assisted by
serior clergy who diagnose conditions (ussally with
great accuracy ) and prescribe treatments in return
for stiff fees. Annually at the festival falling clos-
est to Highharvestide, initiates of the faith are
formally inducted into the clergy. Horrifying
privite ceremonies involving ritual scarring and
sacred tattoos mark this ascension. Many clerics
and druids muiticlass as assassins, divine disci-

ples, or regues

History/Relationships: Talona is one of the
Dark Deities, having served Bhaal alongside
Loviatar, whom she hates for her cruel teasing,
Since the death of the Bhaal during the Time of
Troubles, both Loviatar and Talona have
slowly fallen under the sway of Shar. However,
the return of Bane, who was Bhaal’s superior,
presages 4 conflice For both lesser goddesses’ loy-
ilty. With more than a hint of jealousy and bit-
terness, lalona loathes such benevolent deities as
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Chauntea, Miclikki, Silvanus, Sune, Lliira, Kelemvor, Tyr,
and Shiajlia.

Dogma: Let pain be-as pleasure, for life and death
are in balance, but death is the more powerful and
should be pid proper homage and respect. Death
is the true power, the grear equalizer, and the
lesson thar waits for all. If it falls to you to
drive home the pomt with the tip of a dagger,
50 be it. The Mother of All Plagucs works upon
you from within, and weakness and wasting is
her strength, Talona’s breath is Forever and
always with you, whomever you or the rest of the
world believes in or serves. Ler all living things
learn respect from Talona and pay homage to her in
goods and in fervent worship, If they do so, intercede
for them so thar Talona will not claim them—this
time, Go and work in Talona's name and let your
doings be subtle or spectacular, bur make them known as the will of
the Mistress of Disease. :

Tiamar

The Dragen Bueen, Nemesis of the Gods, the Dark Lady
Lesser Faeranian Deity

Symbal: Five-headed dragon
Home Flane: Heliopolis
Alignment: Lawful evil
Portfolio: Evil dragons, evil reptiles, greed,
Chessenta
Worshipers: Chromanc dragons, Galr of the Dragon, évil

dragons, evil reptiles, fighters, sorcerers,
thieves, vandals

LE, LN, NE .

Ewvil, Law, Scalykind, Tyranny

A dragon head (heavy pick)

Cleric Alignments:
Domains:
Favored Wezpom:

Tiamat (fee-a-maht) is & greedy, vain, and arrogant goddess who
embodies all the strengths of her chromatic progeny but few of
their weaknesses She is entirely focused on the acquisition of per-
sonal power and wealth and views morfals as hapless pawns in her
struggles with other deities. She can be charming and fey when nec-
essary, but her self-serving, evil, reptilian nuture is readily apparent
to those who look.

The church of Tiamat is regimented by a striet hierarchy of
rapks and titles, Clerics of Tiamat are primarily eccupied by the
twin tasks of acquiring an ever-increasing hoard of wealth for the
faith and sabotaging the faiths of other deities. As a result, they
occupy most of their waking hours with an unending series of
thefts, assassinations; acts of vandalism, and arson. In Unther and
Chessenta they are primarily concerned with seizing as much power
as possible, while in western Faeran, the cult’s agents are focused on
infiltrating and subverting the Cult of the Dragon,

Clerics of Tiamat pray for their spells at dusk, in hopes she will
return the sun the following morning, as part of a ritual known as
the Tithing. The Tithing requires a small rithe, rypically several
gold coins or a small gem, which are hidden in the cleric's cupped
hands as the cleric's prayers are offered, then buried Tiamat's
clergy also perform pumerous other daily ceremonies in homage
to their mistress, The Rite of Respect is 4 complicated ritual of
abasement and appeasement that muost be performed while
approaching any spawn of the Dragon Queen. This ceremony docs
not provide any ritvalistic protection from the dragon's fury, but
failure to perform the ceremony with rigorous perfection is sure
to draw the great reprile’s ire. In Unther, the Dark Scaly Ones
have procliimed the diy of the first full moon after Midsummer

Symbol of Tiamar

a holy day dedicated to the Dark Lady. Known as the Festival
of Vengeance, this day marks the defeat of Gilgeam by
Tiamat, Nemesis of the Gods: In Unthalass the day is
marked by general anarchy, rioting, and widespread
mayhem incited by the clergy and the faithful and
is punctuated by the consummation of long-sim:
mering acts of revenge, During this ‘time, the
L clerics of the Mulhorandi and Faerinian pan-’
oy theons seck to contain the looting and destrue
tion, but prominent officials must beware of the
nomerous: assassination attempts executed by
Tiamat’s worshipers. Many clerics multiclass as
divine disciples, fighters, sorcerers, or (if associted
with the Cult of the dragon] wearers of purple (see
Chapter %),
History/Relationships: Tiamar is an interloper deity,
brought to Faerin along with the rest of the Unther-
ic pantheon, Her barrles with those deities are legendary in |
Unther, and the Nemesis of the Gods was blamed for every sethack !
éxperience by Unther. As a result, her small cult survived as the
surviving Untheric gods became increasingly ryrannical, and even
tually she regained sufficient strength to destroy Gilgeam during
the Time of Troubles. Her foes include Bane and Nmater, nnd she
has no known allies. '
Dogma: Rival deities of all creeds and from every pantheon are
wherently tyrannical. They seek anly power, at any cost, despite
their honeyed words. The Dragon Queen is the only being powerful
enough to- defy the gods and overthrow their despotic rule, a5
demonstrated by her overthrow of the other Untheric deitics Werk
tirelessly toward the day when Tiamar will banish the gods from
Faertin and unite the world under her rule. Toward this goul, follow
her commands unquestioningly and be willing to sacrifice vourself
i1 her service, To overthrow the gods requires power, and power
acquired through the accumulation of wealth and magic. Power
demands respect. Chromatic dragons everywhere are to be venerat-
ed as the spawn of the Dragon Queen and paid homage. When
Tiamat assumes her throne, her draconic children shill serve her as
dukes, and her clergy as their mortal vassals.

ubtao

Creator of Chult, Founder of Mezro, Father of the Dinosanrs
Greater Facrinian Deity

Symbol: Maze

Home Plane: House of Nature

Alignment: Newtral

Portfolio: Creation, jungles, Chult, the Chultans,
dinesaurs

Worshipers: Adepts, chultans, druids, inhabitants of jun-

gles, rangers

CN, N, NE, NG, LN

Planning, Plant, Protection, Sealykind
Tyrannosaur head (heavy pick)

Cleric Alignments:
Domains:
Favored Weapon:

Ubtao (oob-fay-oh) is the patron deity of Chulr, endlessly patient and
rarely emotional. The Father of the Dinosaurs maintains 4 palpable
emotional distance from both mortals and other deities, and he
seemns to stand aloof from the daily deings of the world and his fol-
lowers. Only since the Time of Troubles has he begun to evidence a.
renewed interest in the doings of followers. The many jungle spirits
worshiped in Chult arc all aspects of Ubtao.

The church of Ubtao is splic among three wholly independent
sects, all based in the Jungles of Chult among the various clans of
the humans, Mazewalkers, found only among the inhabitants of
the city of Mezro, see to the general spiritual welfare of the clan,
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while trying to prepare the faithful for their trek
through the maze of life, They teach children and
adults the history and lore of the Chultan peoples,
provide council about important life decisions,
sich as marriage, and attempt to mediate inter-
clan and intraclan disputes, and help teach and
uphold the law of Mezro. Spiritlords, based ont-
side the city; seek to smooth their clan’s passage
through the spirit-mfested world. They live to
msure the clan does not offend an ancient ancestor
or elemental deity by missing a ritual or a sacrifice,
They can also coax favors and knowledge from the
capricious and jealous spirits, Jungle druids attempt to
get the scartered clans o learn how best to fit into the
web of jungle life. They are often cast in the role of clan healer,
and also accumulate and pass on knowledge about animals,
animal behavior (including thar of dinpsaurs}, and plants. Jungle
druids are often the trainers of the few domestic animals that
the humans keep.

Clerws and druids of Ubtao pray for their spells,at noon, when
' Ubtao's majesty hangs over all Chult. Most native humans consider
themselves religious, though they show it m ways that astound trav-
clers from other parts of Faerin. There are seemingly scores of
sacred ceremonies and holv days, many of them particular to ances-
tars that have passed on, the time of year, the location the people
are going to hunt at, move to, or pass through next, or necessary
before performing certain activities, such as hunting a certain
animal or burying the dead. Yer when their small, moveable stone
altars are not being used for these ceremonies, they treat them as if
they were just another rock. Mazewalkers are usually clerics while
Spiritlords are usually adepts, Jungle druids are druwds: Many of the
clergy multiclass as rangers.

History/Relationships: Long ago, Ubtao agreed to stand guard
over the Peaks of Flame against the day when Dendar the Night
Serpent slithers forth and the doom of the world arrives. In
exchange, the other gods granted him dominion over Chult and
ngreed never to extend their dominion into Ubtao’s fief-
dom. Over time Ubtao's essence began to frag-
ment into numerous nature spirits, one of which ¢
was 4 shadow entity called Eshowdow. Shar
recently absorbed Eshowdow, and her activity
might mark the end of the agreement forged
with Ubtao with unforeseen results. Ubtao's anly
ally 15 Thard Harr..Likewise, Ubtao's chicf foe
[other than Eshowdow) is Sseth, an aspect of Set-acting as

deity of the voan-ti.

Dogma: Ubtao created the jungle as a test for his people, a
maze for them to pass through on their way to a heavenly after-
Ife. Learn the maze that represents your life, for you must
know it when you meet Ubtao in the afterlife. Under-
stind your place in. the jungle, represented by your
maze. Respect the dinosaurs, for they are the Children
of Ubtao, agents of his will and gifts of his bounty.

ulutiu

The Lovd in the Ice, the Eternal Sieeper, Father of the Giants' Kin
Slumbering Demigod

Symbol: Necklace of blue and white ice crystals
Home Plane: Astral

Lawful neutral

Glaciers, polar envirenments, arctic dwellers
Arctic dwellers, druids, historians, leaders,
teachers, rangers

Cleric Alignments:  LE, LG, LN

Symbol of Ubtas

Symbol of Ulntin
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Animal, Law, Occan, Protecction,
Serength

Favored Wupnn. “Harpoon of the Cold Sea” (longs-
pear ar shortspear)

Domains:

Ulutiu (oo-foo-tee-on) is a long-quicscent deity whe
has voluntarily spent the lnst con in slumber, adrift
in the Astral Plane alongside a dead giant goddess
known as Othea. Ulotiu is sufficiently alive to con-
tinue to grant spells to his few followers scattered
across Facrin's northern arctic wastes. The Eternal
Slecper has shown little interest in Faerdn since Othea’s
demise. IT a way could be found to resuscitate Ochea, he
wonld likely return to Facrin (and quickly come into con-
flict with Auril and Umberlee), but Tor the time being he seems
content to rest in erernal sleep, granting spells and protection
only to the few hardy people who survive in his Favorite environ-
ment and venerate his name.

The church of Ulutiu is locally based, with hetle communication
between villages. In the Great Glacier region, the clerics and druids
serve as autocratic rulers of the villages. They govern with harsh,
even cruel, edicts, but are rarely motivated by self-interest. The
villagers helieve Ulntin's elergy recéives guidance from the Lord
in the Ice, and, as a result, their society is orderly, iff somewhat
staid. Among the Ice Hunters of the Savage Frontier, Ulntin’s
clergy serve as community leaders as well, but they govern more
by consensus than ddict. In. Hunter society is more open to con-
tact with outsiders (on a passing basis) and less stravified in s
social classes than Great Glacier society, Ulutiu's clergy are leaders;
teachers, keepers of history and wisdom, and defenders of ther
people. They teach their clans’ children, induct youths mto adult-

hood, and pass along both clan traditions and practical survival

knowledge. |
Cleries and druids of Ulutn silently pray for théir spells at
midday, covering their eyes with their hands and turning their
heads to the sky, and offer similar prayers at dawn and sunsct. The
people of the Grear Glacier follow a special set of edicts called
kaiurit that vary from village to village and change from
year to year, determined from [Mutin's dream frag-
ments experienced by the clergy. The lee Hunters
have abandoned the practice of observing kaiurit,
s but practice a year-long ritwal known as the
kaitotem in which they capture a totem animal
and raise it for a year, then release it into the
wilderness to become a servant ol the totem spirits.
Many ¢lefics and druids multiclass as rangers.
History/Relationships: Othea was the mother of the
giant races of Facrin and wife of Annam, father of the true
giant races. She had children with Ulutiu, when they were dis-
covered he voluntarily exiled himself in exchange Ffor
Annam's promise to spare his wife. He sank into the Cold
Ocean with his ice necklace, causing it to freeze into the
Grear Glacier. Othea planned to reunite with Ulutin but
was slain by one of her sons; who could not venture onto the Great
Glacier while his mother wasalive. He has no allies or enemics.
Dogma: Mo person is the superior of another, with the exception
of Uluti’s clerics, who are his representatives in this world and who
are set in positions of leadership to pass on his wisdom to his peaple.
Because animals share the same emotions, thoughts, and morals as
people (but express them differently), they should be respected on
pain of Ulutnr's wrath,
The villagers of the Great Glacier also believe that magic from
any source but Ulutut is blasphemous and those that practice it
should be shunned and driven away. J




valkur

The Mighty, Captain of the Waves
Faeriinian Demigod .
Cloud with chree lightning bolts

Symbol:
on 4 shiceld

Home Plane: Warrior's Rest

Alignment: Chaotic good

Portfolic:  « Sailors, ships, favorable winds,
naval combat

Worshipers: Fighters, rogucg, sailors

Cleric Alignmentss CG,CN, NG '

Domains: Air, Chaos, Good, Ocean,
Protection

Favored Weapon: “The Caprain’s Cutlass” {cutlass) Symbol

Valkur (val-kerr) can pilot any sailing craft in any condi-

ticns, and he never shies away from a challenge, His moods

are as mercurial as the weather, but he is always incredibly loyal to
his crew. He 15 wsually jolly, always lucky, emphasizes his points by
shaking his fist in the air, and has a great belly laugh, Valkur never
helds a grudge, but when angered, his veice cracks like rolling thun-
der. Valkur epitomizes the daring sea captain who can sail his ship
through anything the Deities of Fury can unleash.

The church of Valkor is only loosely orgamized, with clergy
members coming together in worship only when serving on the
same ship or in port at the same time. Some clerics of Valkur cap-
tain sailing ships that sail the length of the Sword Coast or across
the Sea of Fallen Stars. Most serve as officers on some ship or
other, Few clerics of Valkur serve on pirate ships, but many enjoy
serving their homelands as privateers. While in port, Valkur's
clerics provide care and small amounts of monetary support to
sailors down on their luck and to families whose chief breadwin-
ner has been lost at sea. Others clerics run shipyards or adminis-
ter fleets of merchant ships. Valkur's clerics are also fond of
contributing to (if nor totally sponsoring) seaborne exploration
and long-distance trading expeditions because of the challenges
and opportunities they present.

Clerics of Valkur pray for their spells at around dawn, wheney-
er the first hint of a breeze begins to stir. The charch of Valkur
celebrates only one holy day per year: The Shattering is always
held in carly spring, but the exact datc varies from yeur to year.
The festival is held to mark the end of winter and the heginning
of the sailing season in the North and is celebrated cven in the
Sonth where the winter ice does not block or trouble
ocean travel. Valkur 1s said to communicate to his
High Captains the exact date of the festival cach
year, and it often varies from city to oty The Shat-
tering is marked by the unfurling of many new
sails throughout the port districts of coastal cities
and the christening of at least one new ship that
then depares For its maiden voyage crewed by
Valkur's cleérgy, Valkur's clergy regularly per-
form over a dozen separate ceremonies n the
course of their duties. Most of these mtuals are
related to ships and voyages, including ceremonies at
a ship’s christéning, before departing on a voyage, when
arriving at a new port, and when returning to the home
port, among others. Many clerics multiclass as divine
champions, fighters, or rogues.

History/Relationships: Valkur is the sworn foe of the
Deities of Fury and locks to Seline to puide him across the
oceans and scas of Facrin. He may have once been a sea captain
from Mintarn who dared challenge Umberlee and won. The Red
Knight, and through her Tempus, is trying to persuade Valkur to
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take more of an interest in the disposition of naval con
flicts, but he feels his primary responsibilities Tie the
protection of sailors,

Dogma: There is nothing more invigorating than
challenging the elements, The feel of wind and spray on
one's face and the deck pitching beneath one's feet is the
greatest feeling in the world, IF humanking is to expand
its reach, daring men and women must defy the cdds and
dare the impossible. The thrill of exploration is sweeter
than wine or rum. There is always risk, but without risk
life is empty. Life is to be lived and damn the consé
fuences. One's loyalties are Nirst to one's mates, then 1o
one’s ship, and then to Valkur, whe protects all sailors.
Rely not on Valkur's hand to always extract you from dif-

Falbar [icultics for such is coddling and leads to a lack of challenge

and the room to grow. Rather, Valkur helps those actively
' solving their own problems by helping their plans work,

velsharoon

The Faunted, Archmage of Necremancy, Lord of the Fersaken
Crypr

Faeranian Demigod

Symbol: A crowned laughing lich skull on a solid

black hexagon

Home Plane: Dweamerheart

Alignment: Neutral evil

Portfolio; - Necromancy, necromancers, evil liches,
undeath

Worshipers: Liches, necromancers, seekers of immaorgal-

ity through undeath, Cult of the Dragon
CN, LN, NE

Death, Evil, Magic, Undeath

"Skull Staff of the Necromancer” (quarter-
stall)

Cleric Alignments;
Domains:
Favored Weapon:

Velsharoon (wved-shah-roon) is a vain, selfish, petty, but very canny
deity consumed with vengeance, obsessed with cxperimenting an
hiving and dead beings, and unconcerned with the fates of lesser cres-
tures. [n many ways he continues to act like the mortal he recently
was, alheit with far grearer power ar his disposal than before.
The church of Velsharoen is a new one, and what hierarchy exists
15 found within individunl temples. Many clerics of Velsharoon
spend their days in necromantic research; seeking to understand and
expand the faich's collective knowledge of life, death, and
undeath. Most have created hundreds of undead servitors,
some of them unique. When an undead creation has
served s purpose, these self-involved researchers
often brand the symbol of their deity on its chest
and then order 1t o wander randomly across
Faerdn, Other clerics of Velsharoon are
involved in “support” activities for the fath—
grave robbing, embalming, or teaching. A few of
the more congenial low-level clerics sometimes
cure the minor ills of the populace to bring in funid:
ing or worldly supplics for the church and to more
easily gather information about its enemics.
Clerics of Velsharoon pray for their spells at mid-
might, when the secrets of the night are best unearthed

Symbol of Pelsharoon For a relatively youny faith, the clergy of Velsharoon

have quickly established a large number of holy days and
rituitls. The faith has yet to coalesce into a homogencous creed, how-
ever, and widely varying rituals are found not only m different tem-
ples but within individual temples as well. Two rituals have become
fairly widespread. The Binding of the Crypt and the Pact of the
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Feliharoon

Everlasting are two rituals performed by powerful clerics, allowing
them to return as an undead creature or be raised from the dead
automatically if they are slain. Both rituals invelve numerons other
harrible incantations and the foul sacrifice of numercus good-
aligned sentients: Promanent theologians of the faith claim that
these rituals are merely the two.of seven to be revealed by Velsha-
roon along a path to achieving immortality. Many clerics muolticlass
a5 diving disciples, necromancers, or (if part of the Cult of the
Dragon] as wearers of purple (see Chapter 4)

History/Relationships: As a mortal, Velsharoon was a renegade
8 Red Wizard of Thay whose chicf rival was Szass Tam. He discov-
| cred o method laid forth by Talos for a marral to achieve divinity,
but quickly realized that the Storm Lord would simply exploit him
until he was destroyed. Velsharoon then shifted his allegiance to
Azuth, who, with Mystra’s help, blocked Talos from secking
vengeance. Vilsharoon has since secretly renewed his atliance with
Talos and has begun flirting with Shar, although he still nominal-
If serves Azuth. Velsharoon loathes Cyric, Jergal, and Kelemvor,
for all three routinely upset his plans.

Dogma: Life and death are the twin faces of eternal
existence. To surrender to either one is to resign one-
«lf to obscurity. True power lies in the twilight
tonie between life and death. By secking to explore
and extend the mortal condition and form—even
moreal 1ife itself—knowledge of the world and
its infimite complexity are extended. Let no ane
interfere with the pur.auu: of such research, for
the end result will more than justify the necessary
sactrifices along the path. Knowledge is power, and
Inowledge of life and death brings power over all
beings, living and unliving,
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Symbol of Ghaunadaur

prow pantheon

Despite what Lolth’s priests might elaim, evil drow deities other
than the Spider Queen do exist, This section details the other major
evil players for power in the drow pantheon.

ghaunadaur

That Which Lurks, the Elder Eye
Lesser Drow Deity

Symbol: Purplish eye on purple, violet, and black circles

Home Plane: Demonweb Pits |
Alignment: Chaotic evil <
Portfolio: Ooues, slimes, jellies, outcasts, ropers, rebels ! '
Waorshipers: Aboleths, drow, fighters, oozes, outcasts,

rapers

Cleric Alignments: CFE, CN, NE

Domains: Cavern, Chaos, drow, Evil, Hatred, Slime
Favored Weapon: An amorphous tentacle (warhammer) '

Ghaunadavr (gore-ah-dows) is unpredictable by human standards. Tt
may aid worshipers who merely pay lip service to its rituals—even
expending great power to grant permanent magical boons—but may
also devour or maim them withour warning. Ghaunadaur enjoys
watching the hunting and devouring activities of large horrible
monsters, and the suffering they cause. Ghaunadaur is silent and ter-
rible when outside the Inner Planes, but old records tell of gibbering,
bestial language spoken in the deity’s great court of mingled mud
and gelatin pools. Ghaunadatr only communicates telepathically [
with blunt and simple communications.
Outside a few drow and aboleth cities, the church of Ghaunadaur con-
* sists of a handful of scattered cults each wholly dominated by a single
individual. Clerics of Ghaunadaur are to do whatever pleases Ghauy-
nadaur best and seeve the Elder Eye absolutely. Clerics of Ghaunadaur
have simple duties: they are to ensure, by force or threat, that @ ready
supply of sicrifices reaches Ghaunadaur’s altars, The god rewards them
with spells and magic items for their success in this. Most of all, Ghay-
nadaur delights in creatures that offer themselves to him withour
resistance (regardless of whether these sacrifices have been charmed
or otherwise coerced by its clergy ). Cleries who can bring such offer.
ings to the Elder Eye's altars often are highly valoed and favored by
the deity. Clerics of Ghaunadaor are encouraged to become Fumiliar
with the use and manufacture of ackds, poisons, and alchemist’s fire,
Clerics of Ghaunadaur pray for their spells once per day at a time
of imagined significanice to the local cult. Ghaunadaur expects such
prayers of adulation and praise to be accompanied by a sacrifice. If
live sacrifices cannor be procured that often, the Elder Eye accepts
offerings of bones and food, burned in oil, as braziers of perfumed
incense are also burned. If the worshiper is unable to procure such
offermgs, he must pray while holding one hand 1 an epen flame
(without magical protection). In any place of worship to Ghau-
nadaur, all cloth furnishings and garments worn by the faithful
are to be of hues pleasing to Ghaunadaur’s eyc, such as shades ;
of purple, red, hlaek, and metallic colors. Many cleries i
multiclass as enchanters or fghters,
Histery/Relationships: Ghaunadaur i an ancient
deity, said to have emerged from the primordial ooze,
Venerated by the largest slimes, oozes, slugs, and
other crawling things, some of which are said to pos-
sess intelligence, albeit alien, Ghaunadaur struck most
of them mad in a fir of fury for some transgression
and stole their intellects. As a result, many of its wor-
shipers, and most of its power, ceased to exist> Only in
recent millenma have evil beings secking an alternative to
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established deities begun to worship That Which Lurks, and Kiaransalee (#es-uhwran-sa-lee) is cruel, ewisted, and consumed by

it 15 only the veneration of drow disaffected with Lalth
that places him within the drow pantheon. Ghaunadaur
has no allies. He is opposed to nearly every deity with a

thoughts of vengeance. The Lady of the Dead descended inth mak
ness long ago, bur she retains her twisted cunning and clear reca
lection of every slight or insult done to her—real or imagmed. The
Revenancer i5 powerful and swift to anger, and the
schemes dark revenges agumnst™ all who have wrangsd

presence in the Underdark as well as Malar and the

various members of the Seldarine
Dogma: All creatures have their place, and all are

fit to wield power. Those who hunt weed out the weak

and strengthen the stock of all. Those who rebel or who
walk apart find new ways and try new things and do most
to advance their races. Creatures of, power best house the

her. Kiaransalee prefers the mindless company of the
undead (whom she can manipulare at will) to sentient
beings capable of independent thought, She prefers
solve problems herself rather than trust someone el fo
do justice to her vision.
energy of life, which Ghaunadaur reveres and represents The church of Kiaransalee is organized into tightly
Muake sacrifices to the Eye, persuade others to sacrifice them regimented cells, but with hietle overall orgamezation of
the faith. Kiaransalee’s clerics are séeretive and usually
found in small drow communities or special enclaves. They

selves to Ghaunadaur or i service of the Eye, further knowledge
and Fear of Ghaunadaur, and in the end "_'Jil'-_' voursell o Ghaug-

nadaur in unresisting self-sacrifice. Convert all beings to are agents of vengeance, plotting revenge on thos

. e R 3 - " Symbol of Kiaramsalee : :
the worship of Ghaunadaur. Slay all clergy of other faiths, £ o who have slain, harmed, or insulted the clergy in any
plundering their temples and holdings for wealth to better way, They also undertake regular slaying missions o
your own lot and to further the worship of Ghaunadaur. acquire corpses for animation, and rake 2 prominént role in perss
cuting slaves
L] 3 T s y
- - Clerics of Kiaransalee pray for their spells at mudnight, when the
Kiaransalee e o
spirits are most restless in their graves. While each clerie performs
Lady of the Dead, the Revenancer, the Feagefal Banshee a handful of minor devotions to Kiaransalee every month, they
Drow Demigod venerate her on a single annual haly day—rthe Graverending—tel
Symbol: Female drow hand wearmy silver rings chrated each Midwinter Eve. The Graverending is celebrated mdi
Home Plane; Demonweb Pits vidually, with each cleric apimating as many undead crearures 2
} g
Alignment Chaotic evil she can. All such undead—known as the Vengeance Hunters—are
8 &
Portfolio: Undead, vengeance consumed with thoughts of revenge against their Killers and unerr-
Worshipers: Prow, necromancers, undead ingly seek them out over the next 24 hours If destroyed, s
Cleric Alignments;  CE, CN, NE Vengeance Hunter does aet rise again, Vengeance Hunters setutn
Domains: Chaos, Drow, Evil, Retribution, Undeath to their graves, if possible, once 24 hours have passed since ther
Favored Weapon: “Cold Heart” (dagger) animation or once they have exacted their revenge. Many cleris

, Selvatarm

Kiaransalee Ghanumadanr Eilisiraee

Drow Pamiboon
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multiclass as necromancers (and a few have

joined the Cult of the Dragon and become wear-

ers of purple [sce Chapter 4]} and most eventual- X

Iy transforny themselves into undead. =

History/Relationships: Kiaransalee was once mortal,

4 powerful dark elven necromancer-queen from anather

pline: She has long been an unwilling vassal of Lolth, capa-

ble of only small acts of rebellion. In recent years

Ruaransalee seized the realm of Orcus, a demon lord of the

undead, and 15 now consumed wich efforts to climmare

every last trace of Orcus in any form, Kiaransalee is

loasely allied with many deitics in hopes of loosen-

ing Lalth's wib, including Hear, Velsharoon, Malar, and

Vhaeraun. Her [oes include Deep Duerra, Dumathoin, Filistraee,

Kelemvor, Laduguer, and Jergal.

Dogma: Death comes to all and crugl vengeance will be exacted

on those waste their lives on the petty concerns of this existence.
 True power comes only from the unquestioning servitude of the

once-dead: Hunt, slay, and animate those who scorn the Reve-
Lk nancer's power, and answer any slight a thousandfold,so that all may
% know the coming power of Kiaransalee,

1 selvetarm

Champion of Lolth, the Spider That Waits

Drow Demigod

Symbol: Spider on a crossed sword and mace

Home Plane: Demonweb Pits

Alignment: Chuotic evil

Portfolio: Drow warriors g

Worshipers: Barbarians, drow, fighters, those who like to
kill, warriors

Cleric Alignments:  CT, ON, NE

Domains: Chaos; Drow, Evil, Spider, War

Favored Weapon: “Venommace” (heavy mace)

Sclvetarm (seli-veh-farm), cruel and malicious by nature, cares
anly Far battle and destruction. The Champion of Lolth harbors &
degp hatred for all living things, including his dominating mis-
tress, and the only beauty he can appreciate is a well-honed and

deadly fighting style, Selvetarm can exhibit a pgreat deal of
patience while waiting for prey to fall into an ambush he has set,
but he prefers the wild abandon of battle frgnzy to a careful and
deliberate attack.

@ The church of Belverarm barely exists as such, largely serving as
4 the military arm of the church of Lolth. Sclvetarm’s laithful spend
. most of their days guarding fortifications and honing their f'ighring

13 dhills Many spend much of cheir time training other wirriors in the
8 art of war. While the Selvetargtlin are rightly known for their skill

' mbnttl!: the teachings of the faith place little emphasis on tactics or

serategy and thus few members of Selvetarm’s clergy achieve a high

military rank.

Clerics of Selvetarm pray fm their spells immediately after the
' fitst baetle of the day, or after military practice if there is no actual
tattle, Selvetarm's Faithful are expected to observe the ritusls of
Lalth, as directed by her clerics. Selvetarm does expect all who take
uparms in lis name to cey out lus name m the bloodlust of battle
A& they deliver the killing blow te a foe. Since there is always the
chance that any attack will be a fatal one, the Selvetargtlin tend to
ganstantly scream out their deity’s name during a battle, Many cler-
it mulriclass as fighters or barbarians,

History/Relationships; Selvetarm is the offspring of an ill-fated
itrgst hetween Vhaeraun and Zandilar (now an aspect of Sharess),
“He walked @ solitary way for many centuries, and was nearly
| turned to good by Eilistrace when Laolth cam'in:cd him to battle

i L ——iff——
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Symbol of Selvetarm

-

Zanassu, a demon lord with a fondness for spiders.
When Selvetarm defcated and absorbed the demon,
he was overwhelmed by Zanassu's evil and fell into
Lolth’s mental traps. He now serves her utterly. He
i§ allied only with Lolth and Garagos and opposes almost
every other deity.
Dogma: War is the ultimate expression of individual
power, and only through battle and death can you resl-
ize the respect of your comrades. Hone your fighting
skills constantly and teach those who will follow
into the fray. Never give or receive guarter, and
hope to dic amid the bloodlust of bartle ageinst
overwhelming odds.

vhaeraun

The Masked Lord, the Masked God of Night
Lesser Drow Deity f

Symbol: A pair of black glass lenses that form a mask

Home Flane: Demontweb Pits [

Alignment; Chaotic evil

Portfolio: Thievery, drow males, evil activity on the i
surface '

Woarshipers: Assassiits, male drow and half-drow, poi-

soners, shadowdancers, rogues, thieves
CE, CN, NE

Chaos, Drow, Evil, Travel,

Trickery

“Shadowflash” (short sword)

Cleric Alignments:
Domains: :

Favored Weapon:

Vhaeraun (vay-ramws) is vyain, proud, and sometimes haughty. He
bears grudges of legendary length and never forgets slights or deécep-
tions. Any underhanded means and treachery are acceprable te him
if they further his-aims or are done in his service—but if others so
treat him or his people, it is a deep sin that cannot go unpunished,
He actively involves himself’ in drow affairs and can be easily con-
vineed to send @ minion to assist the work of his clerics if the proper
rituals are performed and the need 15 genuine.

The church of Vhaeraun is loosely organized, its adhcrents
bound to largely
autonomous  cells.
Vhaeraun's clergy is
nearly - exclusively
male and practices
pRSSIVE OpPPOSITION O
Lolth's “clerics. They
are also active i the
surface world, and
some preach a
heresy of the
anity of elven
riaces and  their
need to work togeth-
er for dominion.
They specilize
intrigue, - trickery,
and treachery and
foment disobedicnce
and rebellion among
males. In drow com-
munities, Vhaeraun's clerics
often disguise their allegiance,
for obvious reasons. Contact
and marriage with other elven
races is encouraged. Half-

Fhaeraun
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drow usually favar their drow parent, and Vhaeraun sees this
inexorably raising drow numbers in surface lands. Every
cleric works to establish some sort of permanent drow
settlement on the surface, and either support that
sertlement’s needs personally, or (preferably) make
it self-supporting. Poison use, manufacture, and exper-
imentation 15 also common. Especially effective
spells, poisons, and tactics devised by a cleric are to be
shared with «the Masked Lord and through him
all clergy.

Clerics of Vimeraun pray for their spells at dusk,
betore skulking mto the shadows. The most important \
attacks, negotiations, and other activitics of the clergy must
oceur at night. Clerics of Vhaeraun utter prayers to the Masked / £
God of Night whenever they accomplish something to Further his ™y and Araushnee (who became Lolth), brother to Eilstrace Cag
aims. Offerings of the wealth and weapons of those they vanquish u " out when his and his mother's treachery was discovered, he long
(enemies of the drow, or regaba of female drow clerics) Symbol of Phatresn for the surface world he was once free to travel. Allied

of Vhaeraun who wish to perform this ritual are granted
\ the ability to-employ their darkuess spell-like ability with
the necessary extended duration. In the Night Aboye
nights of the new moon are considered sacred to hs
! followers. Such occasions are observed with mid
night stag hunts that range’ over miles of shadowy
| woodlands. Packs of Vhaeraun worshipers, motnted
. on riding lizards brought up from the Underdark, run’
{ down a stag and then sacrifice its rack of antlersanf
still-beating heart to the Masked Lord in dark rites
that pervert the ancient ways of the sutface elis
Many clerics multiclass as assassing, divine seekers, shid:
/ owdancers, or rogues, ;
History/Relationships: Vhacraun 14 the son of Corellos

are to be melted in black, bowl-shaped altars. Offerings of with Mask, Shar, and Talona, he opposes the othe
magic and wealth are made regularly. The more value, Underdark gods, including his sister. His feud with Lolth
the more Vhaeraun 15 pleased, though he favors daily diligence is subtle, as he lacks the power to gppese her directly,

more than rare, huge hauls. Midwinter Nighr,'known to Vhaeraun's Dogma: The shadows of the Masked Lord must cast off the

Followers as the Masked Lord’s Embrace, is the most sacred time tyranny of the Spider Upeen and Forcibly reclaim therr birtheight
of the year to the followers of the Masked Lord. This annual hely and rightful place in the Night Above. The existing drow muatri-
day is celebrated by the Masked Lord's followers with daylong archies must be smashed, and the warring practices of twisted Lolth

introspective rituals of total sensory deprivation. Each worshiper is done away with, so that the drow are welded into a united people, nioe

expected to cloak themselves in a region of magical darkness and sit a squabbling gaggle of rival,.Hooses, clans, and aims. Vhaeraun will
ar stand at the middle of the effect for a full 24 hours while con- lead his: followers into a socicty where the drow once again regn
templating Vhaeraun’s teachings and dreaming up schemes to supreme over the other, lesser races, and there 15 equality between

advance the Masked Lord's goals in the coming yvear. All followers males und females.

Clangeddin
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pwacrven
pantheon

Callectively, the dwarven pantheon is referred to as
the Morndinsamman, which trapslares as either “shield
brothers on high” or “high dwarves.” The pantheon is led
by Moradin, the creator of the dwarves,

abbathor

Great Mastey of Greed, Trove Lord, Wyrm of Avarice
Intermediate Dwarven Deity
Symbol: Jeweled dagger

Home Plane: Dwarfhome Symbol
Alignment; Neutral evil

Portfolio: Greed

Worshipers: Dvmrve;s, misers; rogues, shadowdancers
Cleric Alignments: CL, NE, LE

Domains:
Favored Weapon:

Dwarf Ewvil, Liuck, Trade, Tnckc'ry
*Heart of Avarice” [diamond-bladed dagger]

(dapger)

Abbathor (ad-alrthor) wasn't always evil. The creature that would
hecome known as the Wyrm of Avarice originally concerned him-
telf with the natural beauty of gems and metals, but beécame
estranged from his pantheon when Moradin named Dumarhoin
the patron of gold dwirves, a position Abbathor had coveted since
hirth. Thereafter he traded the tradition and honor of the dwarven
race for trickery and stealth, He had been denied the thing he
wanted most, and swore never to be in the same position again.
Henceforth, if something appealed to Abbathor, he took it. Since
dwarves are prone to greed without any help from their deities,
mony have fallen to Abbathor's seductive call. The Trove Lord
now seeks to pervert the whole of the dwarven race to his way of
thinking, the greatest offense he can imagine to thumb his nose at
his distant patriarch. Abbathor covets valuables and gems with
intensity best described as sensual, and goes to any length to ger
what he wants, -

Abbathor's secret, windewless subteérranean temples feature
sacrificinl altars of massive stone blocks blackened by countless
fires. Commonly painted with gold leaf and filled with purloined
valuables, strangers-frequently confuse Abbathoren temples for
treasure chambers, @ problem that has resulted in more than a
few adventuring parties raiding for loot in the midst of some reh-
pious ceremony. Though he hatches his plans in secret,
Abbathor’s entire existence is dedicated to.under-
mining the dwarven way of life. The bulk of the
dwarven pantheon has not noticed, however, and
most mortal dwarves remain completely oblivi-
oui to the Trove Lord's true plans. He directs his
church to acquire as much wealth as possible
from nondwarves and hide it away or sacrifice it
1o him.

Clerics of Abbather are known as aetharnor (a
dwarven word meaning “those consumed by greed”);
they pray for spells at night. Solur eclipses, volcanic erup-
tions, or any other natural phenomenon that blocks the
light of the sun during the day are causes for grear religious cele-
bration among the actharnor, who use the cover to hatch their lir-
genous schemes. Onee annually, aecharnor sacrifice an enemy of the
dwarves (ranging from elves to umber hulks), opening the unfor-
tunare's ribcitge to create “Abbathor’s purse,” into which the peni-
tent cast coins and gems. The entirety is then burnt in offering to

i
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Berromar Truesilver

the Trove Lord. Favorite sacrifices include orcs, trolls, and
giants. Clerics of Abbathor frequently multiclass as divine seck-
ers or rogues, occasionally going so far as to join the ranks of the
shadowdancers,

History/Relationships: Though Berronar hates
Abbathor with a fierce intensity and Dumathoin is
happy to return his disdain, the rest of the pantheon
has no cluc that Abbathor plots to modify the entire
race of dwarves into his greed-obsessed followers. Most see him

as a distasteful, obsessed, spiteful brother who nonetheless aids
the pantheon in times of strife and who remains, at the end, a
steadfast ally, Though Moradin himself is quicker te Forgive
than his paramour, the All-Father has taken a keen interest in
Abbathor of late, sending his agents to spy o the clergy of the
¥ Wyrm of Avarice. As Moradin's servants generally display 2
of Abbatbor . characteristic unsubtlety, such investigations have thus
far revealed no treachery. Abbathor shuns other nond-
warven deities,

Dogma; Toril's wealth was created for those dwarves crafty
enough to capture it by any means necessary, Revel in the pos-
session of all wealth that shines or sparkles, for its pleasing
form was meant to bring you pleasure. Greed is good, as it moti-
vates the possession and holding of all that is precious. Do not
seize wezlth from the children of the Morndinsamman, howey-
er, nor conspire against the favored of Abbathor, For strife in
the name of avarice weakens the clan,

Berronar Truesilver

The Revered Mother, Maiber of Safety
Intermediate Dwarven Deity Y 3

Symbal: Two silver rings r
* Home Plane; Dwarfhome !
Alignment: Lawful good
Portfolio: Safety, honesty, home, healing, the dwarven
family, records, marriage, faithfulness, loy-
alty, oaths
Worshipers: Children, dwarven defenders, dwarves, fight-
¢rs, homemakers, hushands, parents, scribes,
wives
Cleric Alignments: LG, LN, NG
Domaing Dwarf, Family, Good, Healing, Law,
Frotection

Favored Weapon: “Wrath of Rightecusness” (heavy mace)
Berronar Truesilver (dafr-oh-nahr troe-sill-vur) is matriarch of the
dwarven pantheon. As Moradin's bride, Berronar
secs it 45 her duty to acr as an authority figure
for the dwarven gods, using her keen gegoti-
ation skills and calm demeanor as a balm to
keep the sometimes fractious pantheon
unificd, According to dwarven traditional-
ists, if not for this quality, the Morndin-
samman (and perhaps the entire dwarven
race) maght never have survived the stresses
of its long, pradual decline. With the coming of
the Thunder Blessing within the lasc century, it
appears as though that decline has heen réversed;
the Revered Mother now aids Moradin in charting
the destiny of the dwarven people by giving wise council to
Faerun’s most trusted orthodox dwarven clerics, Despite the recent
renaissance, however, a growing number of disconsolate dwarves
resent Berronar and her hushand for & philosophy they d:ﬁn: 45

hidebound ebduracy.

Berronar’s clerics, known as faenor (“those of the humr:"'} are the

Symbol o
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guardians and protectors of dwarven clans. They mamntain records
of lore, traditions, and Family histories. They strive to further the
good health and good character of all dwarves by acting as teachers
and healers. As the moral compass of the dwarves, they can be very
conservative, not tolerating foolhardiness among young dwarves or
controversial or radical ideas. The number of twins from the Thun-
der Blessing has certainly taxed their patience. The church itself is
very structured, with every cleric knowing his or her place, and cach
clan's church uses an identical setup, so members visiting from other
clans know exactly where they fir in. In a sense, her church is like a
house run by a strict but loving mothgr. ,

The fagnor pray for spells at dawn' Among the many mundane
secular services they provide to dwarven communities, they
have a reputation for planning and ofTiciating weddings
that makes them soughr out by even nondwarves
wishing for a perfect bonding ceremony. Annual
offerings of silver are made ro Berronar, usually ©
accompanied by o small white flower as a token of
appreciation for the motherly love Berronar feels
toward all dwarves. Midwinter Day and Midsummer
Night hold religious significance to the facnor. In the
former case, the day brings fantastic celebrations below
ground, The latter sees a similar fete take place above

ground, when travelers or members of neighboring N martial skill (if not their belligerence), followers of
comumunities (rarely mcluding nondwaryes) are invit- Symbol of Clangeddin Clangeddin have poor reputations among other racs,
ed to join in the festivities, Facnor rarely mulriclass, Silverbedrd who sce them as bleodthirsty berserkers. While cer-

hut those who do typically become dwarven defenders
or fighters.

History/Relationships; Berronar has little time for alliances out-
side the dwarven pantheon, but i on riendly terms with the lead
goddesses of the elves, gnomes, and halflings. She works hand-in-
hand with Sharindlar in their shared responsibility of inspiring acts
of love among the dwarves, with Sharindlar typically oversecing
the courtship and the Mother of Safety ensuring a healthy, loying
relationship following marriage. She herself is an ideal wifc to
Moradin, making her one of the Dwarffather’s few completely
trusted confidantes. She enjoys the company of Clangeddin and
Gorm Gulthyn but is somewhat cool toward Marthammor,
Dugmaren, and Haela, whom she believes have yet to set
into the roles dictated to them by propriety. She has no
time for the scheming Abbathor, and advocates that her
husband drum him from the pantheon as he has
Laduguer and Deep Duerra. Her hatred of the orc, gab-
linoid, and giant deities rivals that of her husband.

Dogma: The children of Moradin arce shaped on the
Soul Forge and ever warmed by the embrace of the
Revered Mother. Tend the hearth and home, drawing
strength and safety from truth, tradition, and the
rule of law. Join with friends, kin, and clan in
common purpose. Do not succumb to the misery of
greed or the evils of strife, but always: bring hope,
health, and cheer to these in need Once an oath is made,
Berronar watches over its keeping—to break it s to
grieve her sorcly. Children must be cherished and
guarded well from harm, for they are the future of all
dwarvenkind,

clanged din
silverbeard

Father of Battie, Lord of the Twin Axes,

the Rock of Battle

Intermediate Dwarven Deity .
Symbol: Two crossed battleaxes

Home Plane: Dwarfhome

Alignment: Lawful good |
Portfolio: Battle, wir, valor, bravery, honor in battle
Warshipers: Barbarians, dwarven defenders, dwarves,

fighters, monks, paladins, soldiers, strategiss,
CACTICIALS, WArTIOrs
LG, LN, NG
Dwarf, Good, Law, Strength, War !
“Guantbane” (battleaxe)

Cleric Alignments:
Domains:
Favored Weapon:

When a dwarf marches off to bartle, the hymns of Clangeddin S
verbeard (clam-gehd-din siblvur-beard) echo n his warrior’s beatt
These dwarves who fight by profession or preferente
which 15 most of them) honor the Lord of the Twin Axs
in word and deed, pledging to honor in battly
mastery in traimning, and wisdom in war. Clanged
! din never backs down from a challenge, never

dwarves to confound and defeat these enemies is a gift
from’ him,

tain followers undoubtedly verify such an evaluatian, *
the bulk of those who follow the Father of Battle know muchof

troop movements, tactics, and military strategy, and make excellent

wartime advisers. His clerics conduct military training every day and -

Iearn and teach methods of crafting armor and weapons. As they suck
to miake the dwarves ever stronger on the battleficld, they are alwiys
alert for new tactics, traps, and weapons.

Known as aleghor (“those who demonstrate valor in batele™), cler
ics of Clangeddin Silverbeard pray for spells in the morning The
anniversaries of past battles hold special significance for the alagher,
On such occasions, the clerics break old weapons anoimted with their
own blood and recount tales of fallen heroes that they might
never be Forgotten. More disturbing (at least from the per
spective of their enemies) are the frenzied war chants in
which the alaghor engage during the heat of battle. Known
as ehontar (Msongs giving fear to the hearts of the craven”}
these low, droning songs bolstér the spirits of nearby
dwarves, assuring them that Clangeddin immedately enlists
in his celestial army those who fall furchering the desting of
therdwarves or protecting their holdings. Alaghor know
,  they will die in combat; the rest is merely a matter of
? tuming, Clerics of Clangeddin frequently multiclass s
)/ divine champions, dwarven defenders, or fighters

Some few gain levels in barbarian, or were barbartans
prior to heeding the call of the Father of Battle.
History/Relationships: Clangeddin allies with all members

of the Morndinsamman except Abbathor, whom he
shamed in the distant past and hence gained his erernal
enmity (somethig Clangeddin doesn’t mind overmuch, 2
he thinks little of the greedy, indirect Trove Lord | He hatt
great kinship with the other dwarven dewies and o
Haela as a daughter and protege. Among other panth
Clangeddin knows he can count on the nid of Gaerdal lroohand

Arvoreen, the Red Knight, Torm, and Tyr. According to Clangeddin,

the only good giant deity is a dead giant deity, o theory he has trisd
to prove repeatedly (thus far meeting with no success, but he's got
an infinite amount of time, according to his clerics ) - ;

Dogma: The finest hours of dwarvenkind come in the throsts and
feints of war. Seize the opportunity to defend your ilun and ensure
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compromises, and never surrenders, even when all §
is lost. Clangeddin harbors a special kind of hatred |
roward gianrs, and it is said that the natural abilicy of

Popular in dwarven communities thanks to thei




their victory wherever conflices erupt. Revel in the challenge of a
good Fight, and never waver in the face of adversity, no matter how
ominous. Lives should never be thrown away foohshly, but the
greatest honbr is to sacrifice oneself for the cause on the field of
battle in service toa righteous canse. When not [ighting, prepare for
the next conflict physically, tactically, and by acquirng resources.
Attack hill giants whenever possible and other evil giants whenever
fecessary.

bDecp buerra

Bucen of ‘the Tuvisible Ave, Ave Princess of Congueest
Dwarven Demigod

Symbol: Broken illithid

skull
Home Plane: Hammergrim
Alignment: Lawful evil
Portfolio: Psionics, conquest,
2xpansion

Warshipers:

Gleric Alignments:
Domains:

Diwirves, lighters, psionicists,
travelers in the Underdark
LE, LN, NE.

Dwarf, Evil, Law, Mentalism,
War

Favored Weapon: “Mindshatter” (battleaxe)

Elderly gray dwarven mindwardens speak of an ancient time, when
a great queen named Duerra (depair-uh) ruled a dwarven empire of
immense subterranean territory and dark, expansionist ambitions
The queen herself stood at the front of her armies, on one occasion
dominating & huge iilithid tiry, Duerra ordered her underlings to
shackle the mind flayers, whe once had enslaved the entire duergar
race. Over the course of a century, Duerra and her surgeons wrest-
ed the power of the mind from the captive illithids; transferring it
to her brood and hence into her clan's bloodline. Though mind flay-
ers tell the story somewhat differently, casting Duerra as the leader
of & slave rebellion and attributing the psionic powers of the gray
dwirves as therr own imvention in order to create a more efficient
slave stock, many duergar nonctheless honor their ancient queen as
the progenitor of the psychic abilities that established the gray
dwarves as a distinctive subrace and as a symbol of the dominance
through enslavement and expansion that shall establish the duergir
5 the preeminent political force of the Underdark.

Few surface dwellers know of Deep Duerra or her clerics,
known below the surfice as worathor (“those who seize enemy
land"}. Their recent efforts in the Underdark, however, have
made them the talk of undeérground waystations and trading com-
munities. The norethor preach expansionism to such a strong
degree thar they have become a nuisance to the older, more staid
duergar, whe prefer to serve Laduguer. The norothor nonctheless
serye an imporrant role in society, training young gray Jwarves
i the development of thewr natural psionie abilities, attending to
and controlling the slaves who form the underclass of ducrgar
society, anid scouting and clearing out nearby tunnel systems that
the community might grow. Lastly, their focus on the mental dis-
ciplines makes them ideal ambassadors to psionic races such as the
illithids and aboleths, though the inherent brashness of the faith
medns that many saclh missions end in uecer disascer. Duerra’s
tempies are constructed in visually appealing symmetric patterns,
festuring an empty seat-at the center of the centermost room.
Called the Daul’s Throne, the chair serves to remind the norethor
that as Queen of the Invisible Art, Deep Duerra is always present
and watching.

Nerothor pray for spells at night. On Midwinter cve, they cele-
Brate a perverse festival known as the Rallying wherein clerics com-

Symbol off Dugmares
Brightmaniie
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memorate the triumphs of the past year and announce their expan-
sionist intentions for the next. To the sound of hammering and war
chants the norothor pass around the freshly severed head of an
enemy whose territory will be taken before the next Rallying. On
the $th of Mirtul, Duerra’s clerics gather in temples for the Meld-
ing, & psionic ceremony in which the norothor contact the Axe
Prinicess herself. The resulting communal mind grants all clerics
greater insight in their endless quest for power and territory.
Norothar frequently multiclass as fighters or (if' the Psionics Hand-
hook is used ) as psions.

History/Relationships: Moradin immediately exiled her upon her
apotheosis; Deep Duerra has no friends amang the Morndin-
samman. Certain myths suggest Laduguer was her

_ Father, but the two share remarkably little compas-
sien for one another. Nominally allies, they
scheme against each other endlessly, with
Puerra chafing ar Laduguer’s bitrer-

ness and resentment. After centuries
of only middling sueccess under his

patronage, Duerra is a hair away from attempting to
depose him as the prime deity of the gray dwarves. The
illithid god-brain Hsensine hates Duerra For the many
thefts of paionic energy and information the Axe
Princess has stolen from it

Dogma: The children of Laduguer shall conquer the earth and
stone from which they sprang and the voids in which they dwell
The seizing of new Yands, new wealth, and new servitors is the man-
ifese destiny of those who mine the Night Below. Magic 15 weak,
unreliable, and unsubtle when compared to.the powers of the mud
unless bequeathed and steadied by the will of the gods By means of

the Invisible Arr, the duergar shall destroy or enslave all those

reliant upon petty mages to survive,

Dugmurﬁn Brightmunﬂe

The Gleam in the Eye, tbe Errant Explorer
Lesser Dwarven Deity

Symbol: Open book

Home Plane: Dwarfhome

Alignment: Chaotic good

Portfolio: Scholarship, invention, discovery

Worshipers: Arrisans, dwarves, loremasters, runccasters,
scholars, tinkers, wizards

Cleric Alignments:  CG, CN, NG

Domains: Chaos, Craft, Dwarf, Good, Knowledge,
Rune

Pavored T':’:ap-n-n: “Sharptack” (short sword)

Just as Marthammor Duin exemplifics the occasional dwarven urge
to exploré the world beyond the mountain, Dugmaren Brightman-
tle (dabg-maheren brire-man-tuhl) signifies the ¢xploratory striving
to blaze the truils of creativity by applying aceumulated Knowledge
to create something new and good, Brightmantle represents the pro-
gressive elements of a naturally conservative race that nonetheless
prides itself on its infrequent innovations. His ceaseless quest for
knowledge and constant tinkering and exploring have a tendency to
get hum into teouble, and though Moradin Chis Father yadmires Dug-
maren’s adventuresome spirit, the Dwarffather despairs ac his cen-
dency to wander away from a pursuit to Follow something else thar
catches his notoriously fickle attentions,

Dugmaren’s clerics, known as sogbor ("those who seek knowledge"),
draw from the most creative tinkers and free-thinkers of dwarven
communities, on rare occasions even allowing gnomes to join their
arders. They Follow o doctrine of knowledge for knowledge's sake,
seeing equal value in learning a once-lost recipe for toasted zygom
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stalk and discovering the crucial flaw in an enemy’s defensive
fortificatjons. In fact, since the xothor strongly [avor cre-
ation over destruction, there's a good chance many of
them would prefer the recipe. Temples of the Errant
Explorer, usually sprawling edifices filled with the
seattered detritus of 4 half-bundred abandoned
experiments and twice as many open books, can be
found above and below the surface,

Xothor pray for spells in the morning. They
observe few official holidays, instead whispering a
prayer of thanks to the Errant Exploper upon the dis-
covery of some new bit of lore. On Gréengrass and High-
harvestide, xothor begin the day with several hours i
private meditation, staring at the flame of a candle. There-
after, neighboring xothor gather to discuss their discover-
s and creations since the prior convocation. Xothor frequently
multiclass as loremasters, runecasters, or wizards.

History/Relationships: Dugmaren’s ambitions ensure that he's
always it the center of some exploit, frequently in the company of
his loose circle of deific associates. His circle includes Haela Brigh-
taxe, Marthammer Duin, Brandobaris; Erevan Hesere, Gond, and
Shaundakul. Gargauth, who represents knowledge-hunting for illic-
it and perverse purposes, is among the Gleam in the Eye's most
hated foes.

Dogma: The secrets of the world ‘are waiting to be revealed.
Travel widely, broaden your mind at every opportunity, and pursue
the life of a scholar. Cultivate the spirit of inquiry among the young
and be a teacher to all Seck to recover lost and arcane knowledge of
ages past and apply it in the world today. Try new methods of doing
things just for the joy of experimenting, Learn a litle of every-
thing, for you never know what might be of use down the road.

pumathoin

‘Keeper of Secrets under the Mountain, the Silent Keeper
Intermediare Dwarven Deity

Symbol: Faceted gem inside a4 moun-
tain

Home Plane: Dwarfhome .

Alignment: Neutral

Portfolio: Buried wealth, ores, gems,
mining, exploration, shield
dwarves, guardian of the
dead

Worshipers: Dwarves, gemsmichs, metal-

smuths, miners

Cleric Alignmentst CN, N, NE, NG, LN Symbol of Gorm undead creatures; especially those that take the form of

Domains: Cavern, Craft, Dwarf, Earth, Gulthyn dwarves, thus mocking the creation of Moradin.
Knowledge, Mctal, Protection

Favored Weapon:. “Magmahsmmer™ [mattock] (maul]

In the Quict Years (so called becuuse the pounding of dwarven picks
in the mines and hammers on the forgestone hdd yet to break the
arill silence of the earth) Dumathein (dee-muh-thoe-in} prepared the
mountains for the coming of the shield dwarves. Named as their
patron by Meradin himself, the mute deity set veins of precious
metals where they mught one day be mtercepted and mvented count-
less colors for countless gems to beawtifly his chesen carthly realm.
When first his charges came they carved into his creation, marring
its inherent beauty and sending Dumathoin into a fretful state of
wrath. In time, however, he saw how the dwarves forged his metal
into artful weapons and crafts, and how they cut and set his gems
into warks of great refinement. These crafts pacified Dumathoin
and filled him with pride. Now, the Keeper. of Secrets under the
Mountain ensures the safery of miners, bends precious minéral veins
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toward shield dwarf habitations, and safeguards the sanctity o
his heautiful realm.
Not everyone respects the inherent beauty of Du
ain’s creations, however, seeing them instead as hounty &
be drawn from the mountains in the most expedig
manner possible, regardiess of the destruction muﬂw
such wanton pillage. These rapacious profiteers hawe
much to fear from the falbund (“hidden gifd]
Dumathoin’s vigilant clergy. In addition to proteeting
dwarven mines, the talhund seck out new mineral and
gem deposits, supervise mining activities to ensure the
proper respect is paid to the mountain, and develop strategs
to defeat the strange Underdark creagures sometimes aceh
dentally exhumed during excavations. Dumathoin’s clergy
builds underground remples n the deepest caverns, alwiys
near an impressive vein of precious metal or a bed of natural gems
Such bounty remains a part of the temple and free from harvest s
# testament to the local clan leader's reverence for the Silent Keepr,
Talhund pray for spells in the morning. They refer to the nightsdf
the new moon as the Deepstone Triad, claiming that at this time the
moon becomes a great gem hidden in the fastness of the earch On
such nighes, tathund and lay followers of Dumathoin sacrifice gems
and jewelry upon large stone blocks. Specially tasked talhund pulvers
ize these offerings while the congregarion gives thanks to the Keeper
of Secrets under the Mountain. Dumathoin also serves as the dwarvs'
deity of the dead, and hence ralhund are tasked with dispesing of
corpses and seeing that their souls pass successfully ro the afterwarld
Talhund rarely multiclass. They turn rather than rebuke undead,
History/Relationships: Dumathoin favors the company of other
gods interested in elemental earth or smithing, As 4 mute (nene know
if his silence is by nature or by preference), Dumathoin remains
somewhat distant {rom the Morndinsammuon, which has the side
effect of placing him above their internal conflicts. He enjoys an
obscure, nonhostile relationship with the illithid god Hsensing, though
the followers of both gods often clash.
Dogma: Walk the deep and silent ways of Dumath
oin. Seck out the hidden gifts of ‘the Keeper of
Secrets under the Mountain. That which is hidden is
precious, and that which is precious shall stay
hidden. Seck to ¢nhance the natural beaoty of
Dumathoin's gifts and go with, not agmmst, the
contours of the deeps. Beauty is the discovery and
the crafting, vot the holding, Keep the places of
our dead invielate and well tended; the noble ances
tors of our race will neither be robbed nor moved
through the actions of thieves and defilers, Abide not

gorm Gulthyn

Fire Eyes, Lord of the Bronze Mask, the Eternally Figilant
Leaser Dwarven Deity

Symbol: Shining bronze mask with eyeholes of flame
Home Plane: Dwarfhome

Aligament: Lawtul good

Portfolio: Guardian of all dwarves; defense, watchfulness
Worshipers: Dwarven defenders, dwarves, fighters
Cleric Alignments: LG, LN, NG

Damains: Dwarf, Good, Law, Protection, War

Favored Weapon; *Axegard” (battleaxe)

Mast dwarven erclaves, set as they are in the lightless realm below the
surface, stand in the path of aggressive, rapacions Underdark enemies.



a humorless masked warrior, ensures the safety of dwarven clanholds
and seeks to defend these realms from their enemies, manifesting on
the Prime Far more often than his companions i the Morndinsam-
man; He keeps vigils on battlements, establishes traps and deadfalls in
neighboring passages, and instructs his clerics on the art of planming
a steady and reliable defense for the community. Those who have seen
him fight on the walls of besicged communities refate his stunning
battle prowess, but comment that his combat mancuvers mcreasingly
belic not only millennia of dutiful practice, but a growing desperation,
as if each battle might be the Lord af the Bronze Mask's last,

Clerics of Fire Eyes, known as barakor (“those who shield”) organ-
ire the defense of dwarven communities; act as hodyguards, and
mstruct local dwarves about the valve of alertness and vigilance.
Upon entering the church, each barakor i assigned a charge to pro-
tect: More powerful clerics often choose to defend important clan
personages, bur the assignments of novitiates seem to be determined
at randam, and include children and elderly or infirm members of
the clan. All are willing to sacrifice themselves (Mpaying Garm's
greatest price,” in the vernacular of the church) to protect their
charge. Temples to the Golden Guardian typically are plain
stone comstructions featuring a central altar contaimng the
remains of a Fallen barakor. Most contain a small armory and are
well foroified against ateack.

Barakor pray for spells in the morning, usually before taking
a tour of the community to ensure thatr the night passed with
little mcident. Holy days are celebrated each festival, with
tedious (to outsiders] procedures that involve formal salutes,
thythmic grounding of weapons, and didactic, chanted prayers,
Baraker frequently multiclass as dwarven defenders or fighters.
Members of the Tormer ¢lass are afforded the highest possible
honot in the clergy of the Lord of the Bronze Mask.
History/Relationships: Gorm Gulthyn is dyving, Somchow, as
he gave his essence to avatars battling for the preservation of
dwarven kingdoms over the many centuries, his very existence
became tied to the fate of those kingdoms. With each fall of a
¢lanhold, something inside Gorm Gulthyn died; the divine fire lick-
ing the eveholes of his mask grew dimmer by almost imper-

his condition only in Clangeddin, Marthammor, and
Moradin, whom he considers his closest friends. All hope
that the Thunder Blessing and the resurgence of ancient dwarven
bloodlines will return strength to the Sentinel, but no reverse has
yer been observed. With each manifestation, Garm throws himself
more carelessly into his defensive actions, perhaps seeking an end to
his condition on the tip of an enemy sword.

Dogma: Never waver in your duty to Gorm’s sacred charges
Defend, protect, and kecp safc the children of the Morndinsam-
man from the hostile forces of the outside world. Be always
vigilant and ever alert so that you are never surprised. If
nged be, be prepared to pay the greatest price so that the
clan and the commumity survive, and your name will be
remembered for generations. |

naela Brightaxe

Unsheathed sword wrapped in two
spirals of flame

Dwarfhome

Chaotic good

Luck 1n battle, joy of battle, dwarven
fighters

Symbol of
Ladugwer
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’ s . Warshipers: Barbarians, dwarves, fighrers
These who protect these realms from attack give blessings to Gorm Gleric Alignments: CG, CN, NG
Gulthyn (gorm gudi-thin), patron of watchfulness and defense. Gorm, Daniaing ‘Chaos, Dwarf, Good, Luck, War

Favored Weapon: “Flamebolt” (greatsword)

Whenever dwarves stand hip-deep 1n the corpses of monstrous ene-
mies, their hearts singing in joy with the thrumming thrill of battle,
Haela Brightaxe (hay-la drife-axe) shouts a triumphant huzzah of
support, Her spirit is one with good-aligned dwarves who revel in
battle, who seck out powerful monseers in an effore to purge the vile
creaturés from Torll. When one asks a Haelan cleric why she
attacked an ancient dragon, she'll respond, “because it was there,”
adding with & devious smile "and because I have always wanted to cut
my way out of something’s stomach™ As a luck goddess, she takes
great risks in battle without batting an eye,

Haela's clergy are the &avamar, a term loosely translated as
“bloodmaidens.” Female clerics vastly outnumber their male coun-
terparts, who seem little bothered by thewr feminine ricle (it’s diffi-
cult to make an cmasculating joke about an angry warrior-cleric
covered in'a gallon of fresh blood) Clerics care lietle For typi:
cal dwarven tradition, constructing austere temples wherever
seems most convenient to the nearest source of conflict. The
cellars of human ruins, abandoned dwarf holds, or even empty
gnome warrens make acoeptable remples of the Lady of the
Fray. Such places usually double as armories; all contain at
least one bombastic trap (usually featuring the most vielent

resules imagindble ) meant to ensure that no temple ever falls
nto enemy hands.

Kaxanar pray for spells in the mornng, a ritual-accompanied
by the tracing of elaborate ritual scarring carved into the cleric’s
forearms upon initiation into the order. Most scars follow
accepted peometric patterns, but a few iconoclasts (among an
entire glergy of "free thinkers™) rake their initiation as an
opportunity to carve profanity or lewd sayings into their flesh,
Greengrass secs the somewhat depressing ritual known as the
Time of Spawning, when (through chants and the shattering of

captured enemy weapons) the kaxanar prepare for the next
onslaught of monsters from occupied dwarven helds. On a high
holy day known as Axe Held High, kaxanar and those allied

geptible increments. Proud nenethelessGarm has confided SJ”';“{'{H“I‘ with them gather under the light of day, claiming to see an
rightaxe

image of Haela's greatsword outlined at the center of the sun.
Lastly, the Feast of the Moon sees the Commemoration of
the Fallen, when the kaxanar remember those dwarves and nond-
warves who fell in defense of the Stout Folk. Kaxanar frequently.
multiclass as barbarians, savoring the jovous destruction engendered
by the rage ability of that class.

History/Relationships: Other members of the Morndinsamman
respect Haela’s convivial manner, her infectious laughter, and her
cheerful nature. She recognizes no superior except Moradin, but
honors her brothers and sisters in the Dwarffather’s hrood

by ensuring that she never acts aganst the wishes of any

fully accepred member of the pantheon. Of all the pan-

theon, she prefers the company of Marthammor Duin,
who shares her interest in the surface world, and Clanged-
din Silverbeard, who shares her love for battle, As Hacla
concerns hersell so closely with dwarven affairs on Toril,
she has lictle time for nondwarven gods. She has spurned
the interest of Abbathor (who is always interested in luck)
and in response the Trove Lord has been sending greater
and more terrible threats her way.

Dogma: Through bartle, you find validation, liberarion,

and exultation. Trust 1n Haela to see you through the fray,
and the monsters of the world shall fall to the sharp blades of

your axes, regardless of their apparent strengrh and num-
bers. The Luckmaiden blesses those dwarves who believe in
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her beneficence, and she, through her faithful, will always be
there for, the beleaguered and besieged. Rejoice in the pawer of
vour swing in battle, the sound of your weapon smiting a
warthy foe, and the challenge of the Fray, If asked, show
mercy on a noble foe who abides by a code of honor, but
hold not your hand agamst the treacherous, the lines, and
the honorless,

rLad uguer

The Exile, the Gray Protector, Maitey of Crafts
Intermediate Dwarven Deity

Symbol: Broken erosshow bolr on a

shield

Home Plane: Hammergrim

Alignment: Lawful evil

Portfalio: Magic weapon creation, arrisans,
magic, griy dwarves

Worshipers: Dwarves, fighters, loremasters, sol-

diers

Cleric Alignments: LE, LK, NE

Domains: Craft, Dwarf, Evil, Law, Magic,
Metal, Protection
Favored Weapon: “Grimhammer” (warhammer)

Ever since the duwergar branched from thelr dwarven cousins,
Laduguer (Jaa-dub-gwar) has harbored bitter resentment. The Gray
Frotector views his cousins in the Morndinsamman as indolent
layabouts more concerned with mameaining outdated eraditions than
with pregress and artifice. That's not to say Laduguer 15 o free
thinker—he clings to his own brand of intolerant discipline, weaving a
doctrine of obedience te one's leader, empowerment through the
exploitation of slaves, enrichment through the creation of magical
weapons, and protection through an unforgiving program of steérn mil-
itary preparcdness, Strongly xenophobic, Laduguer urges his charges to
avoid contact with othér races excepr for limited trade and slave raids,

The duergar recognize ho difference betweéen religious and secular
authority, making Laduguer's clerics (known as thaldor, a dwarven
term meaning “those who endure”) the nommal rulers of gray dwarf’
society, The duergar see their existence as a constant struggle againse
other Underdark races, and the thuldor form the single constant that
has kept the race united and powerful cver since the days when
Laduguer’s cleries first led the gray dwarves away from their surface
brethren. Many temples include sizable stables used in the care and
brgeding of steeders, large monstrous hunting spiders used as trans-
port by many Underdark races. The duergar, under the guidance of
the thulder, have corncred the market on these highly trainable, ver-
satile beasts of arden, granting the race considerable financial clout

it the Nighr Below. The clerics arc expected to serve in the military.

Thuldor pray for spells in the morning, usually before ded-
wating at least an hour to concepting, creating or
improving of a magical weapon. The duergar enjoy few
religious ceremonies of note, as celebration offers a dan-
gerous bireak to the toil upon which the duergar owe their
protracted existence. Clerics of Laduguer seldom g
multiclass, occasionally becoming divine champi-
ons, fighters, or loremasters.

History/Relationships: No mortal knows the ¢xact
reasons behind Laduguer’s exile from the Morndinsamman,
The gold and shield dwarves claim that he commutted
unspeakable crimes against his brethren and was only
saved from Maoradin's great Soulhammer by the tem-
perance and forgiveness of Berronar. The gray dwarves B2
explain the story somewhat differently, painting the
Gray Protector as an advocate of a righteous, innovative
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Marthammor Duin
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philesophy that nonetheless so offended the DwarfTather that
Laduguer was cast from the pantheon forevermore. Regard
less, the Exile is at best tolerated by Dugmaren and
Sharmdlar; the rest of the Morndinsamman hold hlmiﬂ
deep scorn. Deep Duerrs, thought of by many s
Laduguer's daughter, is his only true dlly (and even she hatche
es multiple schemes against him). His race’s domingnce of the
steeder market has gained him enmity from Lolth, and an'
ancient dispote with the demon prince Orcus simmers health-
ily to this day.
Degma: The children of Laduguner have reject:

ed the feckless and feeble pods of their forefa:
thers and withdrawn from their lazy once-kin so 2
not to be tainted by their weaknesses. Strice obedience o
superiors, dedication to one's craft, and endless toil are
necessary to achieve wealth, security, and power. Nothing is ever |
easy, tror should it be. Suffer pain stoically and remain aloof, for
to show or even feel emotion 15 to demonstrate weakness. Thow
who are weak are undeserving and will suffer an appropriate fate. |
Adversity is Laduguer’s forge, and the harsh trails chrough which |
the doergar must pass are his hammer blows—andure all and
become stranger than adamantine.

marrthammor puin

Finder-of-Trails, Watcher wuer Fanderers, the Fatchful Eye
Lesser Dwarven Deity

Symbol: Upright mace in front of a fur-trimmed
leather hoot

Home Plane: Dwarfhome

Alignment: Neutral good

Portfolio: Guides, explorers, expatriates, travelers,
lightning

Worshipers: Dwarves, fighters, rangers, travelers

Cleric Alignments;  CG, LG, NG

Domains: Dwarf, Good, Protection, Travel

Favored Weapon: “Glowhammer” (heavy mace)

The most conservative dwarves pledge that the Stour Folk belong
underground, and thar those who travel the Realm Above (known
collectively among dwarven culture as Wanderers) have ar worst
betrayed ancient ideals and at best are somewhat disturbed foals if
the latter is the case, the young dwarven deity Marthammor Duin
(Mar-tham-more doe-ihn) is the grand king of fools. The patron of
those dwarves who have left the clanholds to explore the world
under the sun, Marthammor approaches life with an almost gneme-
like demeanor, always curious to see what's beyond the horizon and
always willing to trade stories of travels past heside a crackling
campfire. His is the rarc spirit of dwarven cxploration embodied in
divine form, the spark of curiosity his followers equate with 2
quick burst of lightning from the open skies.

Marthammor's clergy, the . velamtar (“blazers of
fresh trails") represent one of the mose widely recog
nized dwarven churches of the surface world, especially
i the North, where thewr warshipers: have grown
abundant in recent decades. Volamtar mark wilder-
ness trails near dwarven strongholds, that the path
P/ of those who decide to leave the clanholds is made

that much casier. They patrol the crade routes and,

game trails between human and dwarven enclaves,
M. healing the injured and clearing such areas of dan-

1 gerous predators. In urban areas, they establish
temples with the aim of strengthening dwarven
populations through healing services, religious cere
monies, and exchange of information, Less adven:



turesome volamtar sometimes attempt to influence the govern-
ment of nondwarven cities that feature dwarven residents; usually
by attempting to infiltrate minor political positions. Wilderness
temples take advantage of natural tors or cliffs, which offer spec-
tacular views of the thunderstorms held sacred by Marthammor’s
followers. Urban temples usually conform to local architectural
style.

Volamtar pray for spells in the morning. The clergy celebrates
numerons holidays thronghout the year including each festival day
and the nine following days. Years featuring Shicldmeet sec much
celebration on the festival day and the nine immediately thereafter.
Such celebrations are open fo the public feven nondwarves) and gen-
erally feature the ritualized burning of used ironwork and footwear.
Loud singing and the imbibing of strong spirits plays an unportant
(some would say necessary| role at all such events. Volamtar {re-
quently multiclass as divine champions and fighters, Those who
dwell in wilderness regions often gain levels in the ranger class.
History/Relationships: Other members of the dwarven pantheon
refer to Marthammor's behavior as “antics,™ hoping that his fixa-
rion with the world under the open skies soon will, pass. Moradin
gives thanks that, despite his youngest son’s prochivities, he's
nanetheless more disciplined than Dugmaren (who, unsurprisingly,
15 one of Marthammor's greatest friends) The Watcher over Wan-
derers hates the gods of orcs, goblins, and giants, and holds a special
enmity for Grolantor, the willfully stupid patron of lill giants.
Dogma: Eschew the illusory safety of the clanhold and instead
travel widely to spread the words of the Morndinsamman to those
of other races, that they might gain the product of dwarven wisdom.
Help fellow wanderers and sojourners to the bese of vour ability, for
the road is easier endured amid the tread of companionship. Seek out
new ways and paths, and discover the wise world in your wanderings.
Herald the way of newfound hope.

Moradin

Dwarven Pantheon
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mMoradin

The Soul Forger, Dawarffather, All-Father
Greater Dwarven Deity

Symbeol: Hammer and anvil

Home Plane: Dwarfhome

Alignment: Lawful goad

Portfolic: Dwarves, ereation, smithing, protection,
metaleraft, stonework

Worshipers: Dwarven defenders, dwarves, engineers,
fighters, miners, smiths

Cleric Alignmenes: LG, LN, NG

Domains: Craft, Dwarf, Earth, Good, Law, Protection

Favored Weapon: “Soulhamimer” (warhammer)
Moradin (mor-uh-din) is @ stern paternal deity, gruft and uncompro-
mising, and hard as stone when it comes to protecting his chosen race,
A harsh but fair judge, be is strength and farce of will embodied. He
mspires dwarven inventions and constantly seeks to improve that race,
encouraging their good narure, intelligence, and harmonious cxistence
with other good races while battling their pride and isolationist ten-
dencies, His warhammer is 4 weapon and a tool, called Soufbamneer.
The church of Moradin has an active role m guiding the morals of
dwarven communities. They emphasize the Soul Forger's hand in
everyday dwarven activities such as mining, smithing, and engmeer-
ing, and invoke his blessing when these tasks are begun. They lead the
push to found new‘dwarven kingdoms and increase the status of
dwarven in surface communities. They take an active role in teach:
ing the voung of the communities and oversee most- formal cere-
monies, Of particular interest to the clerics of Moradin are the
Thunder Children, and his clerics who-were born of the Thunder
Blessing are expected to do great things for the race,
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Clerics of Moradin, known as soesiiner (“these who
work stope™) pray in the morning. Offerings are made to
the Soul Forger on a monthly basis. The ranking cleric
of a community can declare any day a holy day to cel-
ebrate a local event. Many communitics colebrate
Hammer 1st, for that date in the 1306 DR the Year
of Thunder) is held to be the start of the sudden
increase in dwarven births, a blessing of the Dwarf-
father that has brought about a great turnaround in
the dwarven race. His clerics cnmmou]} multiclass as
dwarven defenders or fighters.

History/Relationships: Moradin is Beld in dwarven myihs
to have been incarnated from rock, stone, and metal, and that
his soul is an ember of fire. He forged the bodies of the First
dwarves from metals and gems and breathed souls inta them when
he blew en his creations to cool them, He i the leader of the dwar-
ven pantheon and it was his decision that banished the evil gods of
the derro and duergar from the surface. He has a strategic but cool
alliance with Gond, Kossuth, Helm, Torm, Tyr, and the heads of the
elven, gnome, and halfling pantheons. He opposes the gods of the
goblinoids, ercs, evil giants, and banished dwarves.

Dogma: Moradin is the father and creator of the dwarven race.
Honor him by emulating s principles and workmanship in
smithing, stoneworking, and other tasks. Wisdom is derived from
life and tempered with experience. Advance the dwarven race in all
areas of life. Innovate with new processes and skills. Found
new kingdoms und clan lands, defending the existing ones
from all threats. Lead the dwarves in the traditions laid
down by the Soul Forger. Honor your clan leaders as vou
honor Moradin,

sharindlar

Lady of Life and Mercy, the Shining Dancer
Intermediate Dwarven Deity

Symbol: Flame ring rising from a stecl
3 needle
Home Plane; Dwarfhome
Alignment: Chaotic good
Partfalio: Healing, merey, romantic love, fertility,
dancing, courtship, the moon
Worshipers: Pards, dancers, dwarves, healers, lovers
Cleric Alignments: G, ON, NG
Domains: Chaos, Charm, Dwarf, Gooed, Healing, Moon

Favored Weapon: “Fleethite” (whip)

When o dwarf falls sick or is struck down in combat, he often utters
prayers to Sharindlar (sha-ribp-dlar), the dwarven dety of healing
and mercy. Dwarves make no secrer of their vencration of this
benevolent goddess who protects the dwarven people through the
kindness and the restorative touches of her clergy. What most
dwarves are loath to admit to their taller companions, however, is
that Sharindlar represents a side of dwarven life rarely observed by
outsiders. When dwarves abandon their taciturn moods for an
evening of dance, or when a hardened warrior softens to accept the
vows of marriage to his childhood love, Sharindlar is invoked as a
deiry of gaiety, romance, and dance.

Clerics of the Shining Dancer are known as rhaloraer (“those
who are merciful"). They spend most of their time ministering to
the needs of the sick or frail in dwarven communities, providing
wards of encouragement wich a gentle bedside manner. When not
engaped at the bedside, clerics of Sharindlar work to instruct youth
on proper dwarven courting ritgals, even going so far as to play
matchmaker between two “compatibile™ youths. Of late Sharindlar’s
command of fertility has expanded the thalornors! influence over

-

Symbol of
Sharindlar

Symbol of
Thard Harr

animal hushandry and developing new strains of crops, Co-
cerned as they are with births, both from a medical and
-metaphorical perspective, most thalornor treat the
Thunder Blessing with even more reverence than their
brethren, often bending over hackward to encourage
thunder twins to join the clergy. Temples most often
are large halls with ample space provided for dancing
and celebration and. plenty of intimate guest
rooms for visiting revelers.

Clerics of Sharindlar pray for spells in the
morning. Hely ceremonies, most often practiced
when the moon beging to wax, at Greengrass, Midsommer
Nighe, and whenever the moon is full, commonly involve
secret congregations in hidden caverns, At such gatherings,
supplicants danece around & patural pool, chanting to the Lady of
Mercy while casting items of gold into & sanctified cauldron. Par |
ticipants draw a small amount of blood from their Forearms, allow-
ing it to seep into the cauldron, the contents of which are heated
until molten and cast into the central pool. Thalorner frequently
multiclass as bards

History/Relationships: Over the mallennia, Sharindlar has worked
to establish good relations with her entire ,pantheon, including
striined Friendships: with even Ladugoer, Deep Duerra, and
Abbathor. On many otcasions, the Lady of Lifc and Mercy acts as
intermediary berween Moradin and those he has cast away when
some calamity farces usually opposed dwarves to act in
consort. In general, however, Sharindlar finds Poiirics
stuffy and boring, and prefers to speculate on the roman-

tic Futores of both mortals and the divine. She shates
great kinship with Shialha, whom many believe to be her
davghter through a dalliance with a fey god.

Dogma: Be merciful in speech and deed. Temper anger
and hostility with censtructive and charitable endeavor.
The children of Moradin must live in safety to propagate.
Embrace the gif't of life with chullience and grace. Maintain
and encourage the tradivional rites of courrship and mar
riage. Sharindlar restores the fertile seed of dwarven lifs
while Berronar protects the fruit,

tThard vnarr

Lord of the Fungle Deeps
Lesser Dwarven Deity
Symbol: Two crossed scaly clawed gauntlets of sil-
very-blue metal

Home Plane: Dwarfhome

Alignment: Chaotic good

Portfolio: Wild dwarves, jungle survival, hunting
Worshipers: Druids, inhabitants of jungles, rangers, wild

dwarves

CG, CN, NG

Animal, Chaos, Dwarf, Good, Plant
Clawed gauntlet (spiked gauntlet)

Cleric Alignments:
Domains:
Favored Weapon:

When faced with the tattooed, pot-bellied Thard Harr (rhard
harr)—an obscure, feral creature wearing an ornate copper helm
fashioned in the shape of a crocodile’s head—few would suspect chey
look upon a member of. the Morndinsamman. Though distanced
from his kin both emotionally and geographically, Thard Harr
nonetheless shares the biood of Moradin, Patron of the wild dwarves
who inhabit the jungles of Facrin (notably Chult), Thard Harr pro-
tects his tharges from the marauding of wild beasts, thé rampages
of hungry dinesaurs, and the unwanted incursions of outlanders.
Thard’s clerics and druds, known as wmddor {(“those of the
Jungle™ enjoy a position of reverence in their sheltered homeland

I21




The worship of Thard Harr is so deeply ingrained in wild dwarl soci-
ieey that few even consider the possibility of other religions. Though
ame gold dwarves of the south (especully those dwelling near the
ruins of High Shanatar) remember ancestors' tales of Thard as &
dwarven nature deity, most wild dwarves remdin completely
ant of the rest of the Morndinsamiman, a faiting Thard does
g to ameliorate, Voddor lead their charges on prosperoos
, et a5 generals for the loosely organized armics of the wild
ves, and speak for the society as a whale, Thard sponsors no
il temples, mstead instructing his followers to treat locations
‘ol great natural beauty (such as volcanic flats, natural gardens, or
“wmterfalls) us hos halls of worship.

Vuddar pray for spells in the morning, On the nights of full or
‘ntw moons, the highest-ranking cleric of Thard Harr in the region
Hermally calls together numerous hunting bands, and the resulting
\ehanting, drumming, and screams are enough to frighten of f even
¢ most desperate interloper. At such gatherings, the dwarves
“offer up blood sacrifices of captured dinosaurs or intruders (some
Jof the more isolated tribes oceasionally sacrifice unfortunate good
ans in this manner, and while Thard disapproyes of this he
done nothing to communicate disfaver to his
arges’), Such sacrifices are nearly always consumed by
- the participants in an effore to achieve closeness with
their godly benefactor, Vuddar sometimes multiclass
i angers.

History/Relationships: Aside from mfrequent visits
Sharindlar and Dumathoin, Thard Harr shares
4 no relationship with the children of Moradin.
O mh rare occasions as the entire pantheon s drawn
 together, Thard Harr alienates more than he befriends, not
- Joast because he refuses to speak, instead communicating
[ gh o bizgarre series of animal calls and physical ges-
res, He vastly prefers the company of other nature-
ded deiries such as Ubtan, Nobanion, and Uthgar. Thard is a
1 enemy of Shar, who acts in Chult under the name of Eshow-
{a shadaw deity she absorbed), and a dozen other jungle deitics
i demons seldom noticed by the civilized inhabitant of Faer(m,
Dogmi: Like the great tigers of the jungle, be strong and wary
of' beasts, whether they walk on two legs or four. Live in har-
uony wich nature and gain the prosection of the Lord of the
sl Deeps. Seck to understand what you do not, but be wary
hrrnguq, unknown giftsinto your lair. Honer the ways of your
Ic, bur assume not that Thard’s way is the only way—just
G e best way. For his children.

vergadain
Merchawt King, the Short Farher, the Laughing Dwarf
mediate Dwarven Deity

Gold piece
Plane: Dwarfhome
nment Neatral

Wealth, luck, chance, nonevil thieves, suspi-
: cion, trickery, negotiation, sly cleverness
Dwarves, merchants, rogues, wealthy indi-
viduals

CN, N, NF, NG, LN

Dwarf, Luck, Trade, Trickery

d Weapan: “Goldsceker” (longsword)

the surface, Vergadain (var-guh-dain) represents the dwaryes'
known dedication to the art of the merchant—the personifi-
of a hard bargain struck after a hearty session of haggling.
who pay attention, however, know that the Merchant King
Illptct that, if not darker, s¢eldom fills more legal-minded

Symbol of
Fergadain
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dwarves with pride. As a patron of luck and trickery, Vergadain
also oversees those dwarves who use illicit means to gain their
wealth, He delights in the art of the deal, whether said deal is an
intricate negotiation regarding the sale of o team of horses or
whether it’s an elaborate plan to break into the seable after the
sale, steal the horses back, and sell them again ar the nexr rown.

In knowledgeable society, few admit to following Vergadam, s
those who profess adherence to his doctrine are known as cither
skilled negotiators, shameless thieves, or both. Clerics of the Laugh-
ing Dwarf (a5 he is known by nondwarves) are called Surmdor
(“those who trade™). Dedicated to furthering the progress of dwar-
ven commeree, hurndor travel the world more widely than the ser-
vants of any member of the Morndinsamman except Marthammaor
Duin. The Merchant King expects all his clerics to be personally
wealthy, and to cnsurc that a portion of their wealth goes to kesp-
ing the local temple, usually a windowless underground chamber
filled with all manner of treasure and opulence.

Clerics of Vergadain pray for spells at night. Holy days of the
faith are known as coin festivals, and mark a period of intense
mercantile activity. Occurring on the days befare and after a full
moon, on Greengrass, and on any day declared favorable by
the Merchant Prince (this changes from yvear to year),
coin festivals are open to the general public, who some-
times jokingly refer to them as trademeets, as great
hargains ¢an be had in the closing hours of the con-
vocation when Vergadain's faithful lower the prices of
their gdods in a last-ditch effort to generate enough
sales so as to gain clont with his or her peers (not to
mention with Vergadain himself]. When hurndor mule-
class, they typically do'so as rogues, They turn rather than
rebuke undead.

History/Relationships: Vergadam enjoys strong popularity
among the Morndinsamman, and has a great personal friend-
ship with Dugmaren Brightmantle, who shares his intérest in mis-
chief,- The Merchant King occasionally partners with
Abbathor—alliances both would coldly describe as “business arrange- }
ments” His travels have gained him the typical allies among the '
merchant gods of Faerun,

Dogma: The truly blessed ure those whose enterprise and zeal
brings both wealth and good luck. Werk hard, be clever, seck the
best bargain, and the Merchant King will shower you wirh gold.
Treat others with respect, but shirk not your respensibility to try to
strike a deal berter for you than for them.

elven pantheon

Known collectively as the Seldarine, which translates to “the fel-
lowship of brothers and sisters of the wood,” the elven pantheon
is led by Corellon Larethian. Many of the elven deities have
close ties to other sylvan deities such as Miehkki

Aerdrie Faenya

The Winged Mother, Sueen of the Avariel
Intermediate Elven Deity

Symbaol: Cloud with bird sithouerte ’ 5

Home Plane: Arvandor

Alignment: Chaotic good

Portfolio: Air, weather, avians, rain, fertility, avariels

Worshipers; Bards, druids, elves, rangers, sorcerers, trav- 'I .
elers, winged beings | %,

Cleric Alignments:  CG, CN, NG !

Domains: Air, Animal, Chaos, Elf, Good, Starm

Favored Weapon: “Thunderbolt” (quarterstafT)
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Aerdric Faenva (airdree fain-yuh) is the elven expression
of freedqm and impulse, and she dislikes seaying in any
one place for too long She delights i the sound of
wind instruments and in creating unpredictahle
atmospheric conditions, including fairly severe or
violent thunderstorms on oceasion, but her primary |
joy is simply feeling the air rush past her with the ™%
ground far below, The Winged Morther is a somewhat
distant deity who rarely mvolves herself m elven culture,
and she 15 Far mare chaotic than the rest of the Seldarine.
Of all the elven races, Aerdrie takes 3 keen interest only
i the avariel, and few of them remain in Faerin. She is
also known as an aspect of Angharradh, the Triune Goddess.

The church of Aérdrie Faenya is small, with little communica-
tion or organizarion between its scattered temples. Aerdrie’s clergy
5 primarily concerned with exploration and maintaining good
relations with sentient avian races (e.g, giant cagles and
aarakocral With the decline of the avariel (winged elves), few
clven cleries of the Winged Mother can fly without magical aid.
As a resulr, many Winged Siblings work to create new spells and
items by which magical flight 15 possible, and a not a Tew of “thew
more adventuresome brethren seck lost relics of yore that permir
the same. Similarly, members of Acrdrie’s clergy raise winged
steeds emploved by the aerial cavalries of elven realms and tend
cotes of fanciful birds from Far-off lands to dwell in formal elven
gurdens and to supply the molted plumage employed in elven fash-
ions. As servants of the Bringer of Rain and Storms, Aerdric’s cler-
ics work closely with the small groups of elves invelved in
agriculeure and horticulture to ensure favorable weather for their

Angharradb

Atrdris Faenye

Symbol of Aerdrie
Faenya

Corellon Laretbian
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crops, Winged Brothers and Sisters are also charged
with destroying evil flying creatures,

; Clerics and druids of Aerdrie Faenya pray for
) their spells at dawn, when the first hint of a

breeze often drifts across the land. The Dance

of Swirling Winds, held semiannually on the

vernal and autumnal equinoxes, celebrares the
changing seasons and honors the Winged Mother,
The winds always blow scrongly on such days, wher-
ever Aerdrie’s followers gather. Celebrants offer beauti-
ful feathers and join in an acrial ballet danced to the
music of wind instruments played by some of the partie-
ipants, Those who lack wings or magical mgans of flight some-
times levitute as a gift of the deity herself. Muany clerics and
druids mulriclass as sorcerers or rangers

History/Relationships: Like most of the Seldarine, Aerdric
serves Carellon, works closely with her fellow elven deities, and
opposes the activities of the drow pantheon (with the exception of
Eilistrace . She also works agamst the Deities of Fury (Auril,
Malar, Talos, and Umberlee]l. Aerdric 15 allied to like-minded
deities of wind, fight, ram, and fertility, including Akady, Cyrrol-
lalee, Isis, Lurve; Shaundakul, and Sheela Peryroyl.

Dogma: The ever-changing reaches of the sky are the great
gift of the Winged Mother. Take flight into her windswept
embrace, and gambol amid the clouds. Honor those who dwell
with the Aerdrie and checish the birds dancing on her tresses,
Change is beautiful and chaos births new life. Ascend, soar, glide,
dive, and ascend sgain and relish in the freedom that the Winged
Mother bequearhs,

Fesmarel Deep Sasbelas Erevan Ilesere

Elven Pan
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ancharradh

The Trisne Goddess, Queen of Arvandor
fGreater Elven Deity

iymbal: Three interconnecting rings on a

i downward pointing triangle

Home Plane: Arvandor

Alignment: Chaotic good .

Tortfolio: Spring, fertility, planting, birth, defense,
wisdom

Worshipers: Commumty elders, druids, clves,

| farmiers, fighters, midwives,

mothers

Ci, CN, NG

Chaas, Elf, Good, Knowledge, Plant,
Frotection, Renewal

“Duskshaft” (longspear or shortspear)

Alignments:

i Weapon:

Angharradh (an-gahr-rath) 15 the unified face of the deity who
both three separate goddesses—Aerdrie Fgenya, Hanali
il, and Schanine Moonbow—as well a# a single goddess who
mes theéir three separate aspects. As such, Angharradh’s
e reflects the personality trairs of each of the Three,
thiding the impulsive and whimsical nature of the Winged
her, the romantic and affectionate nature of the Heart of
and the serene and ephemeral nature of the Daughter of
¢ Night Skies. The fusion of the Three was born of Araush-
(Lolth's) betrayal and the collective threat to Arvandar
the Seldarine, As such, the Triune Goddess exhibits the
protectiveness and unbending resotve of the Queen of
dor. Despite her vigilance, the Elven Retreat, its reversal,
he rerurn of drow to Cormanthor have weakened Anghar-
gpirit, and the three goddesses have been spending more
bl more time scparated, preferring the ability get more done
8 group than as an individual,

church of Angharradh s essentially the unified lace of
geparate, bur closely allied, churches. Clerics of Angharradh
the Triune Goddess much like the clergies of Aerdrie Faenya,
Celanil, and Sehanine Moonbow. Most clerics of the Triune
sadre affilinted with one aspect of the Three, and their activ-
ehlect thew associmtion with that particular aspect. Clerics of
adh are alsa considered wise women and sages and are
consulted on important issucs. They can serve as clerics of
aenyn, Hanali Celanil, and Schanine Moonbow, as well as
cangle embodiment, Angharradh. They attend births, bless
ng children, help with planring and harvest, and bless warriors
mnto biactle. Particularly successful totem sisters are sought
other tribes and aspiring totemic practitioncrs for advice

fics and druids of Angharradh pray for their spells at a
their chuﬂsing, but it must bc the time v.hcn one of 'I:ht

the holy days and i unpm-t-ant ceremonies of one of
; depending upen which aspect of the Triune
%lu}l particularly venerate. The only holy day il
ehrated exclusively by those who pray to Angharv AN |
# the Melding of the Three, held quadrennially |
macloscor (the Day of Corellon’s Péace), more |8
ly known as Shieldmeet. While this holy day
fgﬂn:rally ohserved hy elves in honor of Corel-
moon elves celebrate the tripartite aspects of
h and the unification of the Three that have lcd
aof peace in Arvandor and elven realms in
b In addirion to singing great hymns to the Triune
Angharradh’s faithful often assemble to inveke
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great feats of cooperative magic on this day.
Many clerics and druids multiclass a5 fighters.
History/Relationships: Before the Fair Folk
walked the forest of Faerin, the Triune Goddess arose
from the great battle between the Seldarine and those
who followed Araoshnee, later known as Lolth. The Three
drew together to heal Corellon after he was felled by
Araushnee’s machinations, taking their place in the form of
the One alongside Corellon as the Queen of Arvandor, Anghar-
radh issecond only te Corellon among the Seldarine and works
closely with the other elven deities. Other allies include

Jé:-ru‘;idgi Berronar Truesilver, Chauntea, Cyrrollalee, Eilistraee,
ngharradh Lurue, Miclikki, Milil, Mystra, Seline, Sharindlar, Sheela

Peryroyl, Silvanus, Sune, and Yondalla. Her foes include the
traditional opponents of the Scldarine: the drow pantheon (other
than Eilistraee), the Deities of Fury (Auril, Malar, Tales, and
Umberlee), and the goblinoid deities.

Dogma: Unity and diversity bring strength. Be ever vigilant
against She Who Was Banished and work together in defending
the lands of the Fair Folk from these who would work evil. Cel-
ebrate the One and the Three for ther collective purpose and
individual expressions of life. Through the melding of widely dif-
ferent skills and interests, creativity, life, and artistry are nur-
tured and new ideis are discovered,

corellon Larethian

Creater of the Elves, First of the Seldaring, Coronal

af Arvandar

Greater Elven Deity

Symbol: Crescent moen

Home Plane: Arvander

Alignment: Chaotic good

Portfolio: Magic, music, arts, crafts, war, the elven
race (especinlly sunelves), poetry, bards,
warriors

Warshipers: Arcane archers, artisans, artists, bards, fight-

ers, good leaders, rangers, pocts, sorcerers,
warriors, wizards

Cleric Alignments:  CG, CN, NG
Domains: Chacs, FIf, Good, Magic, Protection, War
Favared Weapon: “Sahandrian” {longsword)

Corellon Larcthian (core-ell-lon lah-retb-ee-yen) 15 the leader of the
elven pantheon, and the very race of clves is said to have sprung
from his blood during his many battles with Groumsh of the orc
pantheon. He embedies the highest ideals of elvenkind, werking as a
powerful war deity when need be (his longsword Sabasdrian is made
from a star) and protecting his chosen people with the careful hands
of an artisan.

Corellon’s church emphasizes his protective and artisan
aspects over his role as ruler of the clves. They watch
%, over the borders of elven land, guard elven communi-
ties, help shape the appearance of elven settlements,
and create beawtiful items for nse within the com-
munity and trade without. It is rare to find one of his
clerics in a position of leadership, ajthough they
often act as mmtermediaries in disputes améng the
sylvan races and assist elven governments to assure
smooth functioning,

Prayer times for his clerics are at night, preferably

. when the moon is highest in the sky. They have many
holy days, although most are tied to astronomical events
and only occur every few years. One monthly ceremony is
Lateuquor, the Forest Communion of the Crescent Moon,




I

,gyt
ety R,

k

which takeés place in the first quarter waxing and involves music,
song, dagee, and offerings of beautiful items. His clerics are most
likely to multiclass as arcane archers, highters, or wizards.

History/Relationships: Corellon created the elven race and is the
lord of the nonevil elven deities, which are collectively known as
the Seldarine (“fellowship of brothers and sisters of the wood™). The
Seldarine respect and honor him, and he has peaceful
contact with the leaders of the dwarl, o
guome, and shalfling deitics, as
well as Faerdnian nature deities w—
and good deities from that pan-
theon. Corellon counts Lolth (once
has consart) and Vhaeraun as his ]
enemies, for he had to banish @ w0
them from the Seldarine when 7
they led an artack against their
kin. His other enemies include
beings such as Bane, Cyric, Tales,
Malar, end the deiries of the orcs and
gohblineids.

Dogma: The clves are sculprors and
wardens of magic's endless mysteries. 4 Py
Bring forth the beauty that envelops ,
and let the spirit gambol unfettered. 4
Seek out new experiendes and new
ways. Ward against those that
would destroy what they cannot
create. Commune with the natural
and mystical world. Be ever vigilant
against the return of the banished
darkness, and be strong in heart
against the corruption of the Spider

Queen

Deep sashelas

Lord of the Undersea, the Doiplin

Prince

Intermediate Elven Deity "

Symbol: Dalphin

Home Plane: Arvandor

Alignment: Chaotic gaod

Portfolio: Oceans, sea elves, creation, knowledge
Worshipers: Druids, ¢lves, fisherfolk; rangers, sages;

sailors

CG, CN, NG

Chaosg, EIf, Good, Knowledge, Ocean,
Water

“Trifork of the Deecps” (trident)

Cleric Alignments:
Domains:

Favored Weapon:

Deep Sashelas (deep sa-she-lahs) is a charismaric leader and an
inspired creator whose art 15 everchanging. Unlike the other Sel-
darine, Deep Sashelas is rarely satisfied with what he's done and
always seeks to inprove it. Deep Sashelas can be fickle and
[hghty, and there are many myths that mvolve his
amerous cxploits with such creaturés as mermaids,
mortal sea elves, human females, and even a
demigoddess. His consort, Trishina, has some toler-
ance For such straying, but not too much, Sashe-
las's fellow Secldarine derive pgreat amuscment
fram Trishina’s ability to spot Sashelas’s wandering
attentions and stymie him, wsually by warning off
the object of his desire,

The church of Deep Sashelas is a broadly based church
organized along regional lines with each region. corre-
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Symbol of Deep
Sashelas

sponding to a sea or ocean. The clergy of Deep Sashelas wre more
organized than most elven clergies because of their role as medie
tors and befrienders of nonaquatic races, His clerics and druidy
kiiown as delphions, interact regularly with dolphins who inhabi
the region surrounding their home communities, and senior druids
arc almost always accompanied by thelr dolphin companions
Sashelan clerics establish and maintain contacts with
land-dwelling elves, if feasible. As.a
result of their extensive networks of |
¢ contacts, Sashelas’s clerics have prevent |
o od many sahuagin incorsions from
B succeeding, gaining the latter’s
| undying hatred. Delphions also
conduct ritual shark hunts and
attack sahuagin communitics.

Clerics and druids of Deip
Sashelas pray for their spells at |

whichever high tide is closest to
midday. Deep Sashelas is honored inde §
vidually through the creation of §
! warks of art and other wonders
and prayers are given to the Lord
of the Undersea upon nitiating and
after completing such projects. Daily §
observances by Sashelas’s clergy thank |

Deep Sashelas for his benevolence and
the beauty of the undersea world, but

the most important rituals are timed
to coincide with especially high and low
tides, known as the High Flow and the
Deep Ebb, respectively. During such
ceremonies, the Delphions mike

offerings of precious natural
objects and items of great
artistry. Meanwhile, acolyps
swim in complex patterns accom:
panied by dolphins, and sing deep, rever-
berating: songs of praisc to the Lord of the

Undersea and his creations. While both ceremonies are similar
form, the High Flow is a joyous celebration emphasizing beauty, cre-
ativity, and artisery, while the Deep Ebb is 4 grim, martial ceremo
ny emphasizing the remembrance of those who are lost and
vigilance against the enemics of the Undersea. Many clerics snd §
druids multiclass as rangers.

History/Relationships: Like the other elven gods, Deep Sashe §
las answers to*Corellon and opposes the efforts of the drow pan-
theon (with the exception of Eilistrace) However, i soms
respects the Lord of the Undersea could be considered part of
another pantheon entirely, composed of the various underse
deities. Deep Sashelas’s allies include Cyrrollales, Eilistrace, ard
Valkur. He opposes various deities of the depths, including
Umberlee and the deities of the kuo-toa and sahuagin.

Dogma: S8wim the great currents and the shallow seas. Exult
i the dynamic beauty and life of the bounteous Undersea
Revel in the joy of creation and increase its myrisd
aspects Seek not to hold that which 15 everchanging, but
instead love the change itself. Seck out fellow swim:
mers who honor the ways of the Lord of the Underses,
and ally with them against those who see only the
darkness of ‘the deeps. Follow the way of the dolphin
Promote knowledge and use of the sea by reasonable
folk, and fight those that would tmint or deplete is
beauty and bounty.




erevan 1lesere

The Chamelean, the Green Changeling, the Fey Fester
Intermediate Elven Deity

Symboli : Starburst with asymmetrical riys
 Home Plane: Arvandor

~ Alignment: Chaotic nentral

Fartfolio: Mischief, change, rogues

Warshipers: Bards, elves, revelers, rogues, sorgerers,

tricksters
Cleric Alignments  CE, CG, CN
ins: Chaos, EIf, Luck, Trickery
Favored Weapon; “Quickstrike” (short sword)

Erevan Hesere (air-ch-van iff-ch-scer) is a fickle, utterly wnpre-
b dictable deity who can change his appearance at will. He is one of
L the most Fun-loving deities in the multiverse, and he seems inca-
L pable of remaining still er concentrating on a single rask for any

“extended period of time, Erevan enjoys causing trouble for its own
b sake, but his pranks are rarely either helpful or deadly. However,
b Frevan becomes very dangerows if sylvan races or weak elven
.groups are threatened, and he 15 always championing the
underdog,.
The church of Erevan lacks any sort of hicrarchy, °
¥ for worship is not permitred at the same location
L twice and no eleric can be botheéred to coordinate
b the clergy. Clerics of Erevan are wild, mischievons,
| Ibdependent, and unpredit table, playing- tricks on
§ others for the sheer joy of ir. They oppose sertled inter-
b e of all sorts and delight in upsetting both the rule of
L low apd powerFul people and in genmerally creating
“maghem, The have little in the way of formal duties,
cand mirister to the faithful primarily through cxample and

mstruction in the skills required of mischievous rogues:
 Glerics of Erevan pray For their spells at midnight, when
darkness covers their mischief. Followers of Erevan gather
monthly for a Midnight Gambol, which is held in a sylvan
'_ ide benieath the light of the Full moon. The exact location of each
Midnight Gambol is a secret that is passed among the faithful by
warl of mouch in the days leading up to the event. Anyone who
fianiges to discover the festivities through their own ingenuity is
Welecome to participate. Frevan’s follawers are of ten joined in their
by mischicf-loving creatures such as sprites. Each Midnight
ol includes the sacrifice of beautiful objects (most of which
ure borrowed ), dancing, wine-drinking, tale-telling, and endless

nk-playing. Many clerics multiclass as rogucs or sorcerers. They
furn rathér than rebuke undead.

‘History/Relationships: Despite his fickle nature, Erevan is
Hiercely devoted to the Seldarine, He is part of an informal group
sichiefmakers (including Brandobaris, Garl Glittergold, and
ira) who often draw the lre of more serious deties, such as
m, Erevan's boon companion is Aasterinian, an aspect of the
it deity Hlal. Erevan and Aasterinian arc almost never sep-
pd and their legendary adventures inspire younger clves who
of emulating the mythic duo’s daring exploits. Other allies
o Baravar Cloakshadow, Dugmaren Brightmantle, Milil, and
dakul. Erevan has long-standing rivalries with other rogue
; incleding Beshaba and Mask, for their cruelty

iid greed offends his light-hearted nature. He

¢s the drow pantheon (other than Eilis-
el His pranks have provoked the anger of
Lewiatar, and similar evil humorless beings.

ix: Change and excitement are the spice of
¥e on the edge, unbound by the conventions

Symbol of Erevan

flesere
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Puncture the sell-rightconsness, sancrimony, and pretension that
pervades orderly sociery with mischievous pranks that both amuse
and enhighten.

frenmarel mestarine

The Lone Holf

Lesser Elven Deity

Bymbol: Pair of elven eyes m the darkness

Home Plane: Arvandor

Alignment: Chaotic neutral

Portfolio: Feral clves, outcasts, scapegoats, 1solation

Worshipers: Druids, elves, outcasts, rangers, rogues, spics,
wild elves

Cleric Alignments: CE, CG, CN

Domains: Animal, Chaos, EIf, Plant, Travel

Fayered Weapon: “Thornbite” (dagger)

Fenmarel Mestarine (fehw-muh-rchl mess-tub-reen) is. eternally
sullen and serious, a perfect counterbalance to fun-loving FErevan
Hesere. He has no interest in communicating with members of
f other pantheons or nonclves unless absolurely necessary, and

when he does speak he s usually bitter and cynical. Although he
tries to avoid commitmentsof any sort, the Lone Wolf always
abides by his word, no matter how reluctantly it is given. Fen-
- marel watches over the clven borders in disappearing
woodlands, jumgles, and similar environmenes, not unlike
Corellon in more sizable homelands. OF all the elven races, Fen-
marel takes a keen interést mainly in the wild <lves, hidden
déep within the thickest forests of Faerin.

and small tribes of wild elves, and, as such, has httle in
the way of formal hierarchy. Qutcasts from elven
society who make their way among other cultures
W are typically lay followers and not clerics: Mem-

W\ bersof Fenmarel's clergy instruct their fellows in
the skills first taught by the deity, including
how te spy, survive on their own, engage in
deceptions and guerrilla tactics, and use poisons to take down ene-
mies with subtlety, but otherwise they have few formal responsibil-
ities aside from ensuring their personal survival.

Clerics and druids of Fenmarel pray for their spells at dusk, when
darkness begins to settle ever the land. The church of Fenmarel does
not celebrate widely recognized holy days: Instead, each individual
or band venerates the Lone Wolf in personal worship services of
their own devising, Many outcasts mark the day of their personal
banishment with private contemplation, while rribes of Feral elves
mark anniversaries of important events in the group’s oral history,
many of which are correlated with astronomical cvents casily noted
by the naked eve. Many members of his clergy multiclass as rangers
ar rogues. They turn rather than rebuke undead.

History/Relationships: The Lone Walf is somewhat of an outcast
among the Seldarine, his nominal allies, although supports them in
their endless war agamst the evil drow deities. He gets along well
only with Solonor Thelandira (said to be his brother), Shevarash,
Gwaeron Windstrom, and Eilistrace. Only the kind-heartedness of
Sehanine Moonbow can draw the Lone Wolf back to the othcr Sel-
darine on rare pccasions,

Dogma: The world is a harsh and unforgiving
place, with uncompromising demands on those
whe would forge. their own path. Rely not an
others for protection, for betrayal comes easily,
but on the skills of camouflage, deception, and
secrecy. Follow the way of the Lone Wolf, far his is

The church of Fenmarel consists primarily of cutcasts
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nanali celanil

The Heart of Gold, Winsone Rose, Lady Goldbeart
Intermediate Elven Deity

Symbaol: Gold heart

Home Plane: Arvandor

Alignment: Chaotic good

Portfolio: Love, romuance, beauty, enchantments,

' ' magic item artistry, fine art, artists
Worshipers: Aesthetes, artists, enchanters, lovers, sorcerers
Cleric Alignments; CG, CN, NG |
Domains: Chans, Charm, EIf, Good, Magic, Protection
Favored Weapon: A shining heart (dagger)

Hanali Celanil (has-uh-lee sedf-uh-nihl) is a being of timeless beauty
and benign nature, who always Forgives minor transgressions and
delights in rewarding her followers with the bliss of unexpected love
and affection. She embodies romance, beauty, love, and joy in elven
spirits, her only flaws being her own mild vanity and flighry nature.
Although she rarely appears to her Faithful, Hanali delights in
seeing the growth of love among elves, and she often acts in secret
to protect young lovers. She is also known as an aspect of Anghar-
radh, the Triune Goddess.

Hanali’s clerics are flighty and somewhat vam, given to dancing
and wild celebrations. The hierarchy is loosely organized, and clerics
are free to join or leave a temple's ranks as they wish. They preside
over marriage and rites.of passage ceremonies For young elves,
although they are not required to marry, for Hanali's concern
is love, not necessarily marriage. Mémbers of Hanali’s
clergy spend their days cultivating beauty and love in all
their myriad forms. Many of Lady Goldhearts clerics
tend fine gardens, while others amass personal or
t:mplc-lmcﬂ collections of gems, erystal sculprures, and
other fine works of art, While things of gold and erystal,
‘particularly jewelry and statoes, are favored, beautiful art
in any form is admired, collected, and displayed. Hanalv's
clerics must always be fincly dressed, and displaying one's
personal beaury to its best advanrage s 4 requirement of every
cleric of the Heart of Gold, -

Clerics of Hanali pray for their spells each day whenev-

While Hanali’s clerics are given to frequent impromptu
revels, their greatest celebrations are held every month
beneath the bright lighe of the full moon. Such holy days arc known
as, Secrets of the Hearr, for romantically mvolved participants are
said to experience the full bloom of their affections on such nights,
allowing them to evaluate the strength of their feelings. Likewise, the
inner beauty of celebrants visibly manifests as @ rosy glow n their
cheeks and eyes for days thercafter. Offerings of objects of great
beauty are made to Lady Goldheare during such holy festivals, some
of which are swept inte Arvandor while others are returned to be
shared among Hanalv’s followers. It 5 not uncommon for artists to
unveil their latest work at such holy days, nor is it rare for young
lovers to either pledge their troth secretly or proclaim it to all assem-
bled, for doing so is said to invite Hanali’s favor, Her clerics often
multiclass as enchianters or sorcerers.

History/Relationships: Tike others of the Seldarine, Hanali
answers to Corellon and opposes the machinations of the evil
drow deities and the Deities of Fury, She also opposes
the erucl tyrannics of other deities; including Bane,
Cyric, Shar, and Talona. Her allies include Eilistraee,
Cyrrollalee, Isis, Lliira, Lurue, Milil, Sharess;
Sharindlar, Sheela Peryrovl, Bune, and Tymora. =

Dogma: Life is worth living because of .the S D
beauty found in the world and the love that draws

>

l—
OTHER DETTIES OF FAERUN
_+_

er the moon is highest in the sky and romance is in the air. Symbol of Hanali days, for the passage of time is uniform, ndependent of the I
Celawil

W.’ lon to live long and fruitful lives, unmarked by the

,“",w of history, and draw lessons from that which has
WG ~unfolded. In the end, the sun always sets ere the

Symbol of Labelas Enorech
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twin hearts together. Nurture what is beautiful in life, and let beaurys
rapturous glow enliven and brighten the lives of these arctmd yoo. The
grearest joy is the rapture of newfound love and the tide of romuse
that sweeps over those wrapped in its embrace, Find love wherever it
takes root, and bring it to its fullest bloom so that all niay share in the
Jjoy and beauty it creates. Always give shelrer and succor to voung lave
for their hearts are the truest guides to life’s proper course. =

rLabelas enoreth

The Lifegiver, Lord of the Continuum, the Sage at Sunet
Intermediate Elven Deity

Symbol: Setting sun

Home Plane: Arvandor

Alignment: Chaotic good

Portfolio: Tame, longevity, the moment of choice, history
Worshipers: Bards, divine disciples, elves, loremasters,

scholars, teachers

CG, CN, NG

Chios, Elf, Good, Knowledge, Time
“The Timestave” (quarterstaff)

Cleric Alignments:
Domains:
Favored Weapon:

Labelas Enoreth (Jak-bay-lahs ebw-or-cth) is a philosapher-deity, a
patient teacher and instructor, His demeanor i calm and media: |
tive, and he is not given to sudden action or hasty speech. Accordmg |
to legend, he traded an eye for the ability to peer through tme
Labelas concerns umself with transgenerational changes and the §
growth of. learning and wisdom among eclves, -and thus rarely
involves himself directly in the lives of individuals
The church of Labelis s small, but highly
arganized, for records of its traditional pracrice
and beliefs date back millennia. Cleries of Labelas
are the keepers of elven history and lore, and they
are charged with searching for hidden facts of the
past. They compile and protect such sacred knowl
edge and record it for the instruction of future gep
erations. Members of Labelas's clérgy are alo
philosophers and: reachers, responsible for educating the
young and promoting and acquiring knowledge,
The faithful of Labelas do not celebrate individual haly

events that unfold in each regular interval Instead, the Life
giver’s followers gather each day in small groves near his tem:

ples as the sun sers to mark the passage of another day, a daily ritual
known as the Marking of Time. They utter prayers to Labelss,
including prayers for their daily spells, and recite all that they have
learned in the past day to be recorded by the lorekeepers of Arvan:
dor whe serve the Lifegiver. Many clerics multiclass as bards, divine
disciples, or loremasters.
History/Relationships: Labelas maintains close relationships with
most of the Seldarine, although Erevan Ilesere sorely tests his
patience. Labelas has long had a close relationship with Mystra m
all her incarnations. Other allies include Deneir, Cyrrollalee, Eilis-
trace, Milil, Oghma, and Savras. Clangeddin Silverbeard still nurses
4 grudge against Labelas stemming back to a battle on the isle of
Ruathym during the Time of Troubles. Labelas opposes the deities
of entropy and death, particularly Yeenoghu (the gnoll demon),
Velsharoon, and the evil drow deities.
Dogma; The march of time 15 inexorable, but the

/f blessings of the Lifegiver enable the children of Corel-

passage of years. Record and preserve the lessons

next day dawns anew.
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sillifane rallathil

The Leafiord

Intermediaté Elven Deity

Symbol: Oak tree

Home Plane Arvandor

Alignment: Chaotic good

Partfolio: Woodlands, nature, wild elves, druids
Worshipers: Druds, rangers, wild elves

Cleric Alignments:  CG, CN, NG

Domains: Chaos, FIf, Good, Plant, Protection
Favored Weapon: “The OakstalT™ (quarterseaff’)

Rillifane Rallathil (ridtih-fane ralfub-thihi) is quiet, reflective,

and enduring over cons unchanged. He is the least flighty of Symbol of

Rillifane
Rallathil

gll the Seldarine, the least likely to act on a whim, and often
grave and sell~ahsorbed. The Leaflord is protector of the wood-
lands and guardian of the barmony of nature. He is often
likened by his clerics to a giant oak tree, so huge that its roots
mingle with the roots of every other plant in the world, that stands
at the heart of Arvandor. The great tree draws imto itself” all the ebb
and flow of seasons and lives within the woodlands of the green elves.
At the same time, it defends and sustains those lands against disense,
predation, and assaults of all kinds, The Leaflord is the patron of
wood elves fand to o much lesser extent wild elves)

The church of the Leaflord generally kecps to itself, extending
itself anly to help fellow elves and other sylvan beings. The church
hicrarchy s organized regionally and divided into branches, as cach
type of cleric serves a specific role, The druids who compose the
bulk of Rillifane’s clergy tend to the health of the forests and those
who dwell within, fiereely contesting any attempt to furcher reduce
those forests thar remain, Many clerics serve as ambassadors of the
faith, working outside the communities of wood ¢lves to educate
other races and cven other elven subraces how to better dwell in
harmony with nature. In times of war, however, the leaders of cach
region unite the branches of the faich and wood ¢lf warriors into a
single force. Rillifane’s clerics are deadly enemies of those who hunt
for sport or those who harm trees maliciously er unneees-
sirily, In particular, all clerics of Rillifane have a great
hatred for the clerics of Malar, since the followers of
the Beastlord often make elves the object of their
hunts and their ethos is anathema to those who
serve the Leaflord. Rillifane's clergy s charged
with reoting out and destroymng sentient plants
whose natore has been twisted by external Forces
mto 4 warped perversion of nature.

Clerics and druids of Rillifane pray for thewr spells at dawn,
when the first rays of the life-giving sun spring over the hori-
ton. Rillifane’s faichful gacher twice yearly at the ¢quinoy-
¢s to hold fey dances in large graves of oak trees deep in the
heart of great forests The Budding is a joyful celebration
of new life celebrated through-dance and song and preced-
ed by an extended period of fasting. A ritual hunt of an ancient and
noble hart'is undertaken on this day, from which the venison serves
to hreak the fast of the Leaflord's faithful. This ritual honors Killi-
fan’s bounty and reminds his followers of the natural cyvcle of life
that plays out beneath the Leaflord’s boughs. The Transformation
marks the arrival of autumn and the vibrant hues that bedeck the
cinopics of the Leaflord arcund this time, Wood elves and elves of
other subraces who seek a form of spiritual rebirth or a major change
in their lives gather to cclebrate Rillifanc’s cternal promise that the
trees will bloom again and that life 1s a process of continual renewal
Mitny clerics and druids multiclass as rangers.

History/Relationships: Rillifane is a very old deity and is saud by
some to be older than even Labelas Enoreth, for the great tree

Symbol of Sebanine
Moombow

would continue its life endlessly without the need for
an eventual death. He is on good terms with all the
Seldarine, a5 well as most sylvan and Faerie
deities. His foes include Malar, Talos, and the
evil drow gods.
Dogma: The Grear Oak draws energy from
all the living creatures of the world and nour-
ishes, sustains, and protects them from outside
threats. Live m harmony with the natural warld,
allowing cach living being the opportunity to serve out its
natural purpose in life. As the Leaflord’s countless branch-
es, his faithful are to serve as his mortal agents in the natu-
ral world. Defend the great forests from those whe would
ravage their riches, leaving only destruction in their path.
Contest both the quick and the slow death of Rillifane’s
bounty and hold strong like the great oaks in the Face of
those who can sce only their own immediate needs.

sehanine moonbow

Danghter-of the Night Skivs, the Luminous Cloud .
Eady of Dreams
Intermediate Elven Deity

Symbol: Misty crescent above a full moon

Home Plane: Arvandor

-Alignment; Chaatic good

Portfolio: * Mysticism, dreams, death, journeys, tran-
stendence, the moon, the stars, the heavens,
moon elves - .

Worshipers: Divinets, clves, hall-elves; illusionists, oppo- !
nents of the undead

Cleric Alignments:  CG, N, NG ¥

Domaing Chaos, EIf, Good, [llusion,
Knowledge, Moon, Travel
Favored Weapon: “Moonshalt” (quarterstall)
Sehanine Moonbow [seh-ha-neen moom-boe) rarely concerns hersell F -5
directly with events in Faertn aside from weaving illusions |
around secret elven retreats and guiding elves coming to |
these lands. Her power waxes and wanes with the 2
phases of the moon, growing strongest when ¥
the moon is full. As befits the elven goddess of j i
mysteries, Sehanine 15 cloaked in secrets and 5
tlusions and rarely speaks her mand directly, [
preferring to communicate through a process
of dreams, visions, and other mystic experi-
ences. Schanine is a truly spiritual and ephemeral
being who ¢vades any attempt to define her and whose d
serenity surrounds her like a mantle of moondust. She f
is also an aspect of Angharradh, the Triune Goddess,
The church of Schanme is clouded in mystery, and
lirtle is known about its secretive hierarchy. Schaning's
clerics are the seers and mystics of elven society. They serve as the
spiritual counsclors to elves and half-elves who seek to embark on
journeys in search of enlighrenment so a3 to rranscend their current
state of being: As shepherds-and protectars of the dead, Schanine’s
clerics organize and administer funeral rites and goard ghe remains of
the fallen. They seck out and destroy undead creatures, for Sthanine
holds sach creaturés—with the notable exceptions of baglnorns and
other good-aligned undead beings who volunrarily prolong their exis-
tence in order to serve their kin—to be blasphemous. As defenders of
elven homelands, Schanine’s clergy are respomsible for weaving and
maintaining the illusions that guiard those sanctuaries that remain
and for divining potential threats to their continued existence. The
prime task of adventurmg clerwes i1s the retrieval of lost arcane and
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magical knowledge, especilly if it pertains to idlusions or
divinatiops. Other seek out isclated elven enclaves,
hringing them news of the warld ontside the forests,
Clerics of Schanine pray for their spells whenever
the moon is fullest during the day. Sehanine's Faith
ful celebrate a wide variety of holy days, all ticd 10
the position of varions heavenly bodies, particularly
the phase of the moon and various types of eclipses.
Many of these celebrations occur once per decade,
once per century, or even once per millennium, The
most frequent ¢elebrations of Schanine’s Faithful
are held monthly beneath the light of ' the full moon.
Lunar Hallowings, as such holy days are known, are
marked with personal meditation and colleetive entrince
into & communal trance, On occasion, Schaning manifests through
het zssembled worshipers, knitting together their spirits in a true
sharing of minds. Such holy days are concluded with a joyous
frecform dance beneath the most visible manifestation of the moon
that lasts until the first rays of dawn. Once per year, Sehanine's
faithful gather on the night of the Feast of the Moon for the
Mystic Rites of the Luminous Cloud, Similar in many ways to the
monthly Lunar Hallowings, these rites are notable for the visible
manifestation of the Schanine wherehy the assembled worshipersare
transformed into shimmering, silvery light that lifts up and darts
across the heavens. During such mystical flights across the sky, the
sacred mysteries of Sehanime are revealed to the participants, with
cach participant learning secrets appropriate to his current level of
spiritual development. The ceremony concludes when the nimbus of
light returns to the earth and the forms of Schanine’s worshipers
contesce. Many clerics muolticlass as diviners or illusionists.
History/Relationships: Sehanine 1s the mughtiest of the female
deities of the Seldarine. Her tears are said to have mingled with
Corellon’s blood to Form the elven race. She is closely allied with all

Sebani
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T T transcends its mortal bounds and new myseere
Symbol of Shevarash

Elvex Pantheon

the Seldarine, particularly Corellon, Aerdrie, and Hanlg
and gets along well with other deities, including B
ayar Cloakshadow, Cyrrallalee, Dumathom, Fali
trace, Kelemvor, Lurue, Milil, Mystra, Savre
Segojun Farthealler, Shaundakul, Seline, and Ure
galan, Her foes include Cyric, Grunmsh, Malar, the
Shar, the Deities of Fury, Velsharoon, and the
drow deities.

Dogma: Life is serics of mysteries whose secri

are veiled by the Luminous Cloud. As the spir

are uncovered, 8 higher form is achieved and the cyd
of life continucs. Through contemplation and medin
tion, communion with the Lady of Dreams is achicved
Through dreams, visions, and omens revealed in sleep or the -"
ie, the Davghrer of the Night Sky unveils the next step along
path and the next destination on the endless journey of mj st
wonder that is life and death and life.

shevarash

The Black Aveher, the Night Hunter
Elven Demigod
Symbol: Broken arrow above

a teardrop

Home Plane Arvapdor

Alignment; Chaotic neutril

Portfolio: - Hatred of the drow, yengeance, crusides, o
Worshipers: Arcane archers, archers, elves, fighters,

hunters,
CE, CG, CN
Chaos, EIf, Rerribution, War
“The Black Bow® (longbhow )

rangers, soldiers, sorcerm
Cleric Alignments:
Domains:

Favored Weapon:

f-u
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evarash (sbev-uberash) is taciturn, violent, and consumed by
nughts of bitterness and revenge. He never displays any emotion
de from anger and a brief exultation or triwmph after each vic-
ry. The Black Archer has no paticnce for these who do not share
» zeal For vengeance, and he has no interest in moderating his
ssade in the mterests of peace. The Black Archer often acts in
ticipation of an attack by the drow on a relatively undefended
'en settlement, or, if he reacts too late to prevent a repeat of the
ughter thar still haunts him, Shevarash sends agents 1o pursue
e dark elves back into the Underdark and hunts them dewn ontil
are dead.

The chorch of Shevarash is small, hut disciplined, for only
rough carcful planning will the drow be destroyed. The Follow-
5 of Shevarash are consumed with their quest to root out and
stroy the drow and the sources of power of their dark gods, As
ch, since irs founding by the heurenants of Shevarash afrer
gir leader’s death and apotheosis, the church of the Black
rcher has been totally Focused on its military campaign against
e drow. Individual clerics spend their days drilling,

signing - tactics for warfare in the Underdark,
#rding known entrances to the Underdark, and
rticipating i hit-and-run raids and major
salts on drow-held territories in the Under-
rk, Not a lew members of the Black Archer's
trgy join adventuring bands that intend to
plore the Underdark, for additional swords m the battle against
¢ drow are always welcomed. The recent invasion of Corman-
ior by the drow has only invigorated the strength of this cru-
de, and the church armics of Shevarash gird for wholesale war
meath the boughs. :

Clerics of Shevarash pray for their spells at dusk, just before the
iow sneak back into rhe Lands of Light Midwinter Night s
served by the cult of Shevarash in memory of the Dark Court
tughter. On this holy day, those who wish to join the ranks of the
grgy are inducted mto the Faith and vows of unceasing vengeance
tt shouted into the night. In honor of their deity’s original vow,
ich new cleric swears to never again laugh or smile until the Spider
geen and the other dark gods of the drow are slain and their fol-
iwers are destroyed. Most clerics multiclass as rangers, although
me multiclass as arcane archers, Nighters, or sorcerers. They turn
her thin rebuke undead.

History/Relationships: Nearly six thousand years age, an army
duergar and drow poured forth from the Underdark and slangh-
most of the attendees of a meeting between the surface elves
dwarves intended to rencw their alliance. Shevarash was one of
survivors, and seeing the carnage he swore an oath to Corellon
teither to laugh nor smile until Lolth and her foul Followers
: destroyed. After a liferime of Fighting the drow, he was slain
underwsnt apotheosis with the help of Fenmarel

ine. He has sinee allied himself with other
of Lolth and seckers of revenge, including
duran Smoothhands, Hear, Shar, and Shaun-
. His primary foes are the evil drow gods,
ith and Vhacraun chief among them, as well
cher evil Underdark deities.

a: The greatest enemy of the Seldarine
th, who sought the carruption of Arvandor
the overthrow of the Creator of the Flves. The
test enemy of the Fair Folk is the drow, the debased

Symbol of

dark web. Redemption and revenge may be achieved
h the utter destruction of the drow and che dark
they serve. Only then niay the joy of life begin anew. Hunt
isly!

Solower Thelawdira

ers ol the Spider Queen whe long ago were cnmeshed Symbol of Baervan
Hildwanderer

solonor Thelandira

Keeu-Eye, the Great Archer
Intermediate Elven Deity

Symbal: Silver arrow with green fletching

Home Plane: Arvandor

Alignment: Chaotic good

Fortfolio; Archery, hunting, wilderness survival
Worshipers: Arcane archers, archers, druids, elves, rangers
Cleric Alignments:  CG, CN, NG

Domains: Chaos, EIf, Good, Plant, War

Favored Weapon “Longshot” (longhow)

Salonor Thelandira (see-loe-nohr theh-Zaw-dih-ruby) is always in pur-
suit of quarry, and he rarely remains in one loca-
tion for very long. Unlke many hunters, the

: Great Archer stalks prey only out of concern far !
the overall balance berween the species and to ’ o
: d

estroy evil-doers, particularly the drow. His serious,
sometimes grim, demeanor reflects the difficulty he faces in
forging a workable compromise between the competing forces of
civilization and wilderness, instinet and knowledge, and savagery
and domesticity. Solonor’s word 15 his bond, and his pledge is
never given lightly. Solonor does not close to do battle with an
enemy, but tracks and pursucs instead, firing arrows from a
flever-empty quIver.
The church of Séloner 5 a disparate one, with little communi-

cation among groups of clerics excepr to exchange informuition. I

Salonor's clerics serve as scouts and archers in clven armics, as ; i
bowyers, fletchers, and archéry instructors in elven settlements, ,
and as hunters and providers for far-flung rural communities. | !
Among those Fair Folk who largely eschew the trappings of civic H 4

lization, members of Solonor's clergy preside over initition cere- :
monies into adulthood. Hawkeyes serve the Great Archer by
working to maintain the balance of nature. Solonor’s clerics are
deadly enemies of those who worship Malar or Talos, and they
aften join forces with those who serve Rillifane Rallachil in order
to exterminate followers of those cvil gods whenever they make
their presence known.

Clerics and druids of Solonor pray Tor their spells whenever the
moon is highest in the sky during the day. Selener’s faithful gen-
erally eschew frivolous celebrations, considering them unneces
sary distractions to the tasks at hand. Once per lunar month,
under the soft light of the full moon, the Great Archer’s faithful
assemble to give thanks for the skills Solonor has taught and the
bounty thus providéd. Hunters sacrifice hunting trophics that
cannot otherwise be employed, and unbroken arrows engraved
with the symbel of Salonor are fired into the sky to poke holes in

the firmament und allow the light of Soloner’s teach-
ings to shine forth on his people (these arrows iare
never fired in @ direction that would cause
them to fall where they might hurt sameone,
including straight up). Each Shieldmeet, known
ta the Fair Folk as the Day of Corellon’s Peace,
the followers of Selonor assemble to compete
in great archery meets. The winner of such con-
tests arc said to reccive Keen-Eye's blessing.
Many clerics and druids multiclass ag” arcane
archers or rangers

History/Relationships: Like others of the elven pan-
theon, Solonor reports to Corellon and gets on well with
the.rest of the Seldarine. Other allies include benevalent
nature deities and Silvanus. His greatest foes are Malar and Talos,
followed closely by Lolth. :

Dogma: Walk in harmeny with nature and oppose the effores of
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those who would disturb her delicate balance. Preserve the wild
places from excessive encroachment, and work with those who
would settle the land to preserve the beauty that firse ateracted
them. Hunt only for sustenance, culling the old and the weak from
the herd so that all species may prosper, Like an arrow in flight,
it is difficult to arrest the consequences of an action. Choase your
rargets carefully, for an ill-considered action can have a long-
reaching impact.

gnome pantheon

Referred to as the Lords of the Golden Hills, the gnome pantheon
15 led by Garl Glittergold.

Baervan wildwanderer

The Mashed Leaf”

Intermediate Gnome Deity

Symbal: Raccoon’s face

Home Plage: The Golden Hills

Alignment: Neutral good

Portfolio: Travel, nature, forest gnomes
Worshipers: Druids, forest gnomes, rangers, rock

gnomes, tricksters

CG, LG, NG

Animal, Gnome, Good, Plant, Travel
“Whisperleaf” (halfspear)

Cleric Alignments:
Domains:
Favored Weapon:

Baervan Wildwanderer (bay-ur-van wild-wan-der-cr) is gentle, good-
natured, and mischievous, and his penchant for good-natured mis-

Callarduran

Bagrvan Baravar Smoatbbands Flandal
Wildwanderer Cleakshadow Steelskin
—

chief rivals Garl Glictergold himself. Thoogh Bacrvan sometimes
plays jokes on other creatures, it is hard not to like him. The Masked
Leaf’s tricks are much more pointed than typical of the Forgotten
Folk, and if’ Basrvan wants to send someone a message, he does o in
the form of a joke, Bazrvan is the patron of the forest gnomes, rare
and secretive kin of rock gnomes. .

The church of Bacrvan is loosely organized and consists mostly of
regional sects, each of which s fairly independent. Members of Baer-
van's clergy are found mostly in outdoor gnome communities m the
great forests of Faeridn, particularly forest gnome villages. Individ:
ual clerics often wander Far afield, typically accompanied by a rac
coon (or dire raccoon) companion. All-members of the Masked
Leaf’s clergy are concerned with the protectign of nature (and the
gnomes who dwell in harmony with it), and they arc actively
invalved in driving off evil creatures.

Clerics and druids of Baervan pray for their spells each day
whenever the moon is highest in the sky. Bacrvan's clergy gather
monthly in sylvan glens under the light of the full moon to dance,
hurl acorns at each other, and offer up magical trinkets or other
treasures to the deity. If a follower has been unable to acquire g
magical gift over the conrse of the last three tendays, a knickknack
of same value temporarily given magic by means of some cantrip
or orison (often a fight spell) is commeoenly offered. Many clerics
and druids mulriclass as rangers.

History/Relationships: Baervan tends to keep to himself,
except for the company of Chiktikka Fastpaws, a sentient giant
raccoon who is always getting him into trouble. He works close-
ly with the nonevil gnome deitics, particularly Scgojan Earth-
caller, for bhoth gods are strongly concerned with the natural
world. Traditionally, their porefolios are loosely divided between
forest animals and plants on Baervan's part, and hurrowing ani-

- -
.

Segoran

o Batibcailer

Gaerdal
aerda Glissergold

Ironband

GCuome Pantbeon
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mils on Segojan’s part, He is friendly with other good
animal and nature deities; as well as mischievous or exu-
berant ones such as Brandobaris, Clangeddin Silverbeard,

and Gwaeron, He has few foes aside from Urdlen,
although the Beastlord has earned the gnome deity’s ire
for his hunting of forest gnomes:

Dogma: The great forests of the outdoors await those
Forgotten Folk daring e¢nough to venture forth from
their burrows, Wander the great woodlands in search of

excitement and sylvan sites of incredible beauty. Defend

and protect the creatures of the forest and the wood-

lands in which they reside. Be ever curious, and follow

life wherever it may lead.

Favored Weapon: "Nightmare” (dagger)

Baravar Cloakshadow (barr-uli-vahr clobk-sha-doh) is a crafty,
vengeful deity whe specializes in deceptions. He is unforgiving of
any creature who threatens' his charges, and he feels no compunc-
tion against acting against those who have céarned his enmity,
Although he shares Garls love of a good practical joke, Baravar’s
jests and tricks may cause no little discomfort to the victims. He is
wlio a thief and enjoys using illusions to confuse creatures before
robbing them. Often, Baravar steals out of boredom as much as for
any other reason. The Sly One sends celestial agents to harass gob-
tinoids from a distance even before the gnomes are threatensd: “Do
unto them betare they have a chance to do unto you” is a philoso-
phy he often-acts upon. His level of vigilance and layers of illusion
have led many to believe that he is verging on paranoia. Much of
Iis time recently has been spent working on a master illusion spell
that would prevent & gnome from ever being detected unless he or
she wanted to.

The church of Baravar is enly loosely organized, for the veil of
sterecy that surrounds it also shields its members to some degree
from one another. Baravar's clergy is deeply invalved in experi-
menting with and refining the art of creating illusions. A sizable
[raction of the clergy are adventurers, charged with tracking down
and zcquiring new spells and magic itcms that allow the ereation and
wontrol of effects fram the scheol of illusion. Other clerics work as
tesearchers, ever-refining their magical craft. Clerics of Baravar are
generally snéaky, smart gnomes, and they serve their communi-

* tiet 15 spiet and investigative agents and by teaching skills such

4 disguise, camouflage, and hiding.

Clerics of Baravar pray for their spells at dusk, as the
gover of night begins to conceal their activities, The
clergy of Baravar venerates the Sly One in # monthly

ritwal kiiown as the Cloaking: Although these rituals

arealwayh observed on the night of the new moon, the
erict location and nature of the ceremony varies every
time. The Cloaking is of ten held in public places, and atten-
Aees consider it a point of honor that outsiders never detect
such assemblies. This practice has led to 2 common joke
among the Forgotten Folk that any unexplained gath-
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Symbol of Calla
Smoarhbands

ering of two or more gnomes must be “another meeting of the
Musory.” Baravar's clerics make offerings to their god by cre-
ating illusions of items they saw, heard, or otherwise sensed.
The greater the realism of such deceptions, the more the
deity is pleased. Most clerics multiclass as illusionists, and
many multiclass as rogues.
History/Relationships: Baravar 15 closely allied with
the other nonevil gods of the gnome pantheon, and,
despite his somewhat vengeful nature, he follows Garl's
lead in emphasizing trickery over strength. Other allics
include Azuth, Brandobaris, Clangeddin Silverbeard,
Erevan llesere, Mystra, Schanine Moonbow, Tymora,
and Vergadain. Baravar has a genuine antipathy for
deities of many goblineid races, particularly the deities

of the goblin and kebold pantheons, and, unlike the other
Baravar ClO(lkSh(ld()'UJ‘ i’;:if‘?r gnome gods, he is none too restrained about expressing this.
The Sly Onwe, Master of Hiusion, Lord in Disguise Cloaksbadow DBETAVAr and Leira were once closely allied, and the apparent
Lesser Gnome Deity * death of the Lady of Mists at the hands of Cyric has earned |
Symbol: Cloak and dagger the Dark Sun Baravar’s eternal enmity., Other foes include
Home Plane: The Golden Hills . Abbathor, Mask, and of course Urdlen. |
Alignment: Neutral good Dogma: The world is a dangerous place, and the only sure defense
Portfolio: Iusions, deception, traps, wards is to ¢cloak onesell in the shadows under a web of déception. Strive to :
L Worshipers: Adventurers, deceivers, gnomes, illusionises, master the art of illusion and the game of deceit for therein lies !
8 rogues, thieves security, Trust no one that has not proven trustworthy to your sat- '
Cleric Alignments:  CG, LG, NG isfaction. In war, use the crafts of illusion and camouflage to make }
Domains: Gnome, Good, [Thsion, Protection, Trickery sure your side wins, Devote yoursell to your art and those you love i

with equal fervor, for one must have a reason to live beyond mere
survival,

callarduran smoothhands !

Deep Bropher, Master of Stone, Lovd of Deepearth ' T
Intermediate Gnome Deity
Symbael: Gold ring with star symbol

Home Plane: The Golden Hills -~
Alignment: Neutral
Portfolio: Stone, the Underdark, mining, the
svirfneblin
Worshipers: Fighters, gemcutters, hermits, Jewelers,
illusionists, epponents of drow, i
svirfneblin L
Cleric Alignments: CN, N, NE, NG, LN rl'-!
Domains: Cavern, Craft, Earth, Gnome i y
Favored Weapon: “Spiderbane™ (battleaxe) i 4
Callarduran Smoothhands (kal-ur-duhr-an smoorh-hands) 1s by 'l
nature solitary and thoughtful, and he rarely consorts even with >
other gnome gods, He is a benign but secretive deity, caring only f}

for his own people and their defense against drow and the other
dangers of the Underdark. He intercedes to defend his followers
from such dangers, and his appearance is heralded by a loud hum-
ming which can be heard through solid rock. Largely ignored by
the other gnome subraces, the Deep Brother 1s venerated

primarily by the svirfneblin as their patron deity, with
a strong Empﬁnsis on his protective aspect and his
oversight of the all-encompassing earth and the
treasurcs to be found within, '

The church of Callarduran is tightly orpanized,
sharing information between clans and cities alike
and coordinating their people’s eollective against

the omnipresent.dangers of their homeland, par-

ticularly the drow. Callarduran’s clergy s ever
vigilant against the very real threat of drow incur-
sions into the tertitories of the deep gnonms. Many
leéad small war bands against the drow i the hopes of
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hunting them down before they inevitably turn against nearby
svirfnebln enclaves. The Deep Brother's clerics are teachers af
magic, particularly that of the school of illusion, and work within
their communities to spread such knowledge among all the deep
gnomes.

Clerics and druids of Callarduran pray For their spells
at twilight when the sun (Dguratively) sinks into the
earth. The followers of Callarduran assemble at twi-
light on Midsummer Day and at midnight on Mid-
winter Night to venerate the deity in twin
ceremonies known as the Festivals of the Ruby and
the Star, respectively, The Festival of the Ruby marks
Callarduran’s hiding of rubics and other gems in the
depths of the earth for the deep gnomes to find, a story sym-
bolized in svirfneblin mythology by tales of the Great Red
Ruby (the setting sun) sinking into the carth. The Festival of
the Star celebrates the continued protection the Deep Drocher
provides to the descendants of the svirfneblin who followed
him into the Deepearth. The holy day 15 marked by deep
gnomes who assemble on the shore of a subterrancan lake or
pool to observe an annual event when small patches of 2 spe-
cially bred specics of phosphorescent fungi in the cavern
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search of new ores and veins of metal to use in his forges. When
Flandal is not traveling, he can be found i his workshop, plan-
ning or making a new magical weapon. He is no stranger to battle,
trusting in the products of his forges to see him to victory.
Although Rbendang, his magical warhammer, is capable
of conversing with all ﬁl'c-uﬁing creatures, its lans
& guage proficiency in no way means that Flandal i
@ friendly toward these beings, though the deity i
prone to talk first hefore ateacking On rare ove
sions, Flandal instructs gnomes in some very tricky
smithing process or puides them to untapped metal
ores. He may also mediate disputes between gnomes
and fire-dwelling creatures, !
Not unlike a guild of artisans, the church of Flindsl
allows its members a great deal of individual freedom, serving
primarily as a forum for improving their skills-and exchanging
ideas. Members of Flandals clergy are peerless mincrs and smiths
They continuously hone their skills in underground environments, §
séeking an intuitive understanding 'of their natural environment. ¥
Many serve as teachers, instructing other gnomes in the art of |
detecting hkely veins of ore, unsafe environments, and the presence 8
of hostile creatures. Clerics of the Masger of Metal oversee |

roof light up like stars, creating in illusion of the night sky Symbelof  \pe safety of gnome miners and inspect the output of gnome |
reflected in the waters below. For deep gnomes this event g‘;;:‘ smithies. Nearly all members of the clergy arc considered §
EF, L d

reaffirms their ancestral ties with the surface world and
reassures them that they have not been abandoned in the
hostile environment deep beneath the surface of the earth. Many
clerics multiclass as fighters or illusiomists. They turn rather than
rebuke undead.

History/Relationships: Callarduran is allied with the other
gnome gods except Urdlen, although he rarely takes time to
speak to any of them. He has a similar amiable but remote
allignce with other nonevil Underdark deities such as Eilistraee,
Shevarash, Dumathoin, and Geb, although his primary imnterest is
the protection of the svirfneblin. He despises the drow and is
always battling with the evil deitics of that racc and other foul
Underdark deities.

Dogma: Callarduran led his chosen people into the deepest depths
of the earth so that they mighr diseover the joyous beauty of rubices
and other gems. Beware the dangers of Deepearth, and guard against
evil races such as the drow who employ any means necessary to seize
what is not rightfully theirs, Protect and serve your community. Cel-
cbrate the beauty of minerals and gems and understand their vatue
in crafr, art, and magic.

clandal steelskin

Master of Metal, the Grear Steelsmith
Intermediate Gonome Deity

Symbel: Flaming hammer

Home Plane: The Golden Hills

Alignment: Neutral good

Portfolio: Mining, physical Meness, smithing, metal-
working

Warshipers: Artisans, Fighters, gnomes, miners,
smiths

Cleric Alignments; GG, LG, NG

Domains: Craft, Gnome, Good, Metal

Favored Weapon: “Rhondang” (warhammer)

Flandal Steelskin (ffan-dahl steed-skin) is a true master artisan.
He 15 ever-demanding of his own work and strives tirelessly to
merease his skill. He 15 also a patient tutor, and only lazy and
indifferent crafters draw his ire. The Master of Metzl is often
found traveling with ene or two of the other gnome deitics in

master smiths when working with one or more types of

metal, and they produge fantastic weapons and suits of armar
whase quality rivals that of clerics of Moradin. Flandal's cleries ane
expected to underge regular strength and stamina traming, & prac
tice that keeps them physically fit for mining, smithing, or battly
a5 needed.

Clerics of Flandal pray For their spells at noon, when the forge
of the world is at its brighrest and hottest. Members of Flandal's
clergy assemble annually on Midsummer’s Day in great gather

* ings to celebrate the holy day known as the High Forge. The
Faithful gather in the morning to make offerings of Torged metal
weapons to'the deity and offer praises to him through rhythmic,
percussive hammer hymns culminating at midday in & brief
period of utter silence. In the afternoon and evening, the partice
pants exchange ideas and new techniques and exhibit the finest of
their wares; and by evening the gathering 15 overwhelmed by -mer-
chants secking to acquire new trade goods. Many clerics multiclass
as fighters,

History/Relationships: Flandal has excellent relations with the
other gnome deitics, with the notable exception of Urdlen. In par-
ticular, Flandal gets on well with Segojan Earthealler, for both
are responsible for overseeing the safety of gnome miners, Flan:
dal is also closely allied with Gond and many of the good-aligned
deities of the dwarven pantheon, particularly Clangeddin Silver
beard, Dumathoin, and Vergadain, and he shares a particolarly
strong bond with Moradin: Other allies include Cyrrollalee, Geb,
Grumhar, Kossuth, and Urogalan. Like all the gnome deities,
Flandal opposcs the efforts of the various humanoid deiries, par-
ticularly the kobold pantheon, but his role in combating them &
more indirect, as he primary Focuses on sharing secrets of forging
drmer and weapons with the Forgotten Folk so thar they e
defend themselves.

Dogma; The treasures of life are buried within Flandals
embrace, and only hard. labor, dedication, and great craftsman-
ship, as taught by the Master of Merals, can reveal thar hidden
beauty. Dig mines, extract ores, and forge suits of armar, weapons,
and other items of metal Strive to refine known :ci:hniqm
invent new processes, and stay physically fic.
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gaerdal ironhand

The Stevn, Shield of the Galdey Hills

Lesser Gnomie Deity

Symbok Iron Band

Home Plane: The Golden Hills

Alignment: Lawful good

Portfolio: Vigilance, combat, martial defense
Warshipers: Administrators, fighters, judges; monks,
palading, soldiers, warriors

LG LN, NG

Gnome, Good, Law, Protection, War
*Hammersong” (warhammer)

Cleric Alignments:
Domains:
Favored Wespon:

Graerdal Ironhand (gair-dahl eye-urn-hand) is the most dwarflike
deity of the pnome pantheon, rarely smiling and fiercely intense,
and the only gnome deity who could be considered stern. Gaerdal
tukes his duties as protector of gnome burrows very seriously, at
the cost of sacrificing a playful spirit. The Shield of the Golden
Hills has no use For tricks, jokes, or decets, and he rgmains unsmil-
mg at gnome tales and pranks. The other grnome deitics say he
chuckles in private, but this is deeply uneertain. Gaerdal often
assists gnomes in preparation for battle,

The church of Gaerdal is organized in a strict military hicrar-
chy. Gaerdal’s clerics are as close to bemng 4 warrior caste as one
could find among gnomes, and their numbers are fairly small.
They are rather moralizing, much less given to levity than most
. Enomes, and may often be administrators, judges, and the
like, Their role as protectors is of major importance
to both their religions teachings and the safety of
the ¢ommunities in which they dwell, Although
temples of the Shield of the Golden Hills are rare,
Gaerdal's cleries usually ercct small statues of
Gagrdal at the major entrances to gnome settle-
ments - to remind other gnomes of rheir daily
duties. The closest most members of Gaerdal's
tletgy get to actively seeking enjoyment is their
perenninl and self-assumed task of making life diffi-,
cult for the followers of Baravar and, to a lesser
extent, Baervan and Garl. -

Clerics of Gaerdal pray for their spells at dawn, marking the
beginning of @ new day. The followers of Gaerdal refer ro tendays as
Tenhammers, a name referring to the marking of the passage of
each day by striking a great hammer against a meeal shield, For such
it the typical length of service for guard duty for members of this
faith, The tenth day of every ten Tenhammers is a holy day of the
faith, known to gnomes everywhere as the Grear Clang, On such
days the cult of Gaerdal assembles to pay homage to the god through
batele hymns and rhythmic chants. Most clerics multiclass as divine
champions or fighters,

History/Relationships: Gacrdal has generally good relations
mith the rest of the gnome pancheon, with the potable exception
~of Urdlen, but his stern nature keeps him somewhat aleof from
the mischievous-antics of. the other gods of the Forgot-
ten Folk. In particular, he is somewhat hostile to

Jjests, and may work to thware their plans if he
learns of them. In times of danger for the For-
gotten Folk, however, Gacrdal works smoothly
and easily with all the nonevil gnome gods. Among \§)
other pantheons, Gacrdal is closest in temperament
with Helm, Torm, Gorm Gulthyn, and Clangeddin Sil-

lone against Urdlen's insidious attacks, and he

Symbol of Gaerdal
Ironband
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regularly battles with the pods of the kobold and goblin pantheons.

Dogma; The best defense is unswerving vigilance, Serve Gaerdal
with absolute dedication and devotion. Defend and protect gnome
communities against all invaders both ebvious and hidden. Never
cense to hone the skills of war, and vake the opportunity of relative
peace to pass such talents on to gnomes at large.

garl glittergold

The Foker, the Waeehful Protecear, the Slpe:r.-kfiug it
Greater Gnome Deity

Symbaol: Gold nugget

Home Plane: The Golden Hills

Alignment: Lawful good

Portfolio: Protection, humor, trickery, gem cutting,
Enomes -

Worshipers: Adventurers; bards, defending soldiers,

gemecutters, gnomes, illusiomsts; jewelers,
miners, rogues, smiths

Cleric Alignments: LG, LN, NG

Domains: Craft, Gnomy, Good, Law, Protection,
Trickery
Favored Weapon: *Arumdina™ (battleaxe)

Garl Glittergold (gar! glibrter-gold) is a gentle and approachable
deity, one who values quick thinking and & clear head more than
almost anything els¢ and who rarely stays in one location for very
long, Though physical prowess and spiritual might are important,
nothing is more crucial than keeping it all in perspective.
Garl watches over cooperarion among gnomes at all
times. He prefers trickery, illusion, and wiles to direct
physical confrentation, although if forced to fight he
i5 hardly weak. Garl often steals evil weapons and
magic intended for malefic ends and then disposes of
them, He is also a mischievaus trickster, said to have
the largest collection of jokes in the multiverse, The
Watchful Protector is ever alert to threats to the For-
gotten Folk and watches directly over their affairs. IT
such threats cannot be forestalled, Garl vigorously
defends against them as needed and appropriate.
Although his military prowsss usually emphasizes defense, the deity
shows himself as a grim and determined warleader when his people
are physically threatened.

The church of Garl is quite prominent in gnome society,
although fairly loosely organized for a lawfully inclined faith.
Garl's clerics serve their communitics as artisans, educators,
éntertaimers, mediators, and protectors. Even those who wander
in search of adventure serve this Function, for their exploits are
incorporated. into the oral tradition of the Forgotten Folk and
related for generations thereafter. In their teaching of the young,
members of the Joker's clergy combine a very earthy practicality
with a streak of humor that keeps their young charpes entertamed
and their learning all the better for that. Many also work as
smiths (particularly goldsmiths ), miners, and gem carrers,

) especially kobolds, and watches ovér the collecrive
strength of the Forgotten Folk, Finally, the clergy
I/ must maintain 4 good archive of jokes, jests, and
7 tales,

Clerics of Garl pray for their spells carly in the mora-
ing, shortly after the sun rmes The Communion of

," y and they are expected to contribute to the best of their

Burayar, disliking deceitfulness, and to a lesser _ ability, reégardless of their seniority. The clergy

éxtent Baervan, disliking foolish pranks and other }RSe® d maintains a carcful vigilance toward,hostile races,
N

werheard. The Shield of the Golden Hills is ever vigi- Symbol of Garl Glittergold Laughter is celebrated on the 13th of each month
through a variety of activities that last the entire day.

r
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Although the ordermg varies from temple to temple and there are
many vaziations thereof, the Joker's rituals mclude a period of
prayer and quiet contemplation, dancing atop the central
dais, the sharing of communal meals, storytelling to the
accompaniment of visnal displays of magic, and joke-
telling contests that last late into the night. Individu-
als offer a bit of gold {or other precious metals, if
gold is not available] to the deity, even if it is just &
handful of geld dust, and the money so collected is
used by the temple in its entirety to the collective bene-
fit of the community. Many clerics mui!:ll:iaas 25 FOgues or
illusionists.

History/Relationships: Gurl is on excellent terms with the

it—
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are brought into tonjunction. Segojan is seén as the patron af,
rock gnomes.
The church of Segojian is very prominent in ruck gnome
communities and @cts in a quite organized fashion,
working closcly with the clergics of other gnome gods
In conjunction with the clergy of Baervan Wildwan:
derer, they work to preserve and protect the natural
world, particularly the diverse ccology found beneath
the surface. In conjunction with the clergy of Flandal
Steelskin, Segojan's faithful supervise mining operations
and oversee the safety and protection of gnome miners
In comunction with the followers of Cglll:lrdu,ru:u
Smoothhands, they work to forge gies hetween gnomes

| rest of the gnome pantheon, with the notable exception of Symbal of  Whe dwell on or dircctly beneath the surface and the decp
[ Urdlen. Garl’s boon companion is Arumdina the Justifier, a Stgofan gnomes of the Underdark. Segojan’s cleries go further than
great intelligent two-headed battle-axe, commonly referred  gospe gler  Others in actively seeking to watch over boundaries with the |

to as female, who serves him as both weapon and friend.

ﬂ The Joker is often found m the company of other deities of other
;| pantheons of similar perspecrive, The various deities worshiped by
humanoids and ¢reatures of the Underdark are often the target of
Garl's jests, and he usually leaves them helpless and humbled, a
victim of self-inflicted folly. As a resule, despite his ever-opti-
mistic hope that they might learn a lesson about everweening
pride and pompesity, the Iokci" has garnered many enemies from
among their ranks, particularly among the kobold pantheon.
Notable among the Joker's cxploits is the story of how he pre-
rended to be caught by Kurtulmak (rhe chief kobold deity) before
escaping as he collipsed the kobold deity’s cavern upon the scaly
i rit's head.

, Dogma: Wihile life may sometimes be hard, it is important to
| keep a sense of humor and always welcome opportunities for laugh-
| ter and delight. Communities are forged through the cooperation
and communal spirit of 2 group of individuals who work and play
rogether. The strength of a community is the cooperation that binds
individuals into more than the sum of their contributions. A great
prank can lighren hard times and make good ones shine. Never take
yoursell too seriously, lest you lose touch with those you protect and
care for. Do not fear change or the unorthodox—therein lies the
Future, Above all, do what warks

-'f
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Earth rrm.d Lard of the Burrow
Intermediate Gnome Deity
Symbal: Glowing gemstone

Home Plane: The Golden Hills

Alignment: Neutral good

Portfolio: Earth, nature, the dead

Worshipers: Druids, clemental archons (earth),
fighters, gnomes, illusionists, merchants,
miners

Cleric Alignments: CG, LG, NG

Domaing Cavern, Earth, Gnome, Good

Favored Weapon: “Earthealler” [crystalline rod]

(heayy mace)

Segojan Earthealler (seb-goe-jann wreb-cahl-ur) 15 an earthy and
pragmatic deity who always communicates in a dircct and
straightforward fashion. Altheugh he attemprs to defuse and
avoid conflicts i possible, the Farthfriend is a fierce opponent if
he or his followers are atracked, particularly when he or his fol-
lowers are threatened in their den. The Lord of thé Burrow only
intercedes directly when gnomes who dwell within the earth are
threatened, usually in situations when intesactions between rock
gromes, deep gnomes, and other races who inhabit the Underdark

territory of Underdark races and tunncls decper under
ground than gnomes usually explore. Rock gnome clerics, who |
form the core of Scgojan's clergy, often serve as emissarics on
behalf of surface communities of gnomes to their deep kinfolk
and many seek to establish and maintain trading routes between
the two subraces’ In accordance with their deity’s supervision of
the dead, whose mortal Forms are interred in his domain, clerics of
Scgojan preside over most funeral rituals for the Forgotten Folk
in addition to their other duties

Clerics and druids of Scgojan pray for their spells at dawn in
preparation for the day to come. Segojan is venerated at quarterly
holy days that mark the first day of each new season. His faithful
gather in plainly adorned carchen dens and offer forth gemstones,
hoth worked and unworked, in honor of the treasures of the eirth
that the Lord of Burrows provides, Such treasures arc then placed
m small holes dug previonsly by badgers before covering them
with dirt. Segojan is said to employ small burrowing animals to
meve the jewels elsewhere for gnomes to discover anew. Despite
great amounts of excavation, none of the buried offerings have
ever been Found again in the immediate vicinity of where they
were placed. Many clerics and druids multiclass as clemental
archons (see Chaprer 4), fighters, or illusionists.

History/Relationships: With the notable exception af Urdlen,
Segojan is closcly allied with the rest of the gnome pantheon, for his
areas of control overlap with them. He once held other portfolios
but has passed them on to the rest of the gnome deities over time as
they gained experience. Among other gods, Segojan is most closely
allied with other gods of nature and the earth, and, to a lesser extent,
death. He 15 an ardent foe of the kobeld gods, and often bactles the
various other shumanoid deities as well. Other enemies include
Abbathor and Cyric. The ancient enmiry between Urdlen and the
gnome pantheon unfolds it large part in the endless battles between
Earthfriend and the Crawler Below, for, of all the gnome gods, Sego-
jan’s arca of concern is-most directly threatened by Urdlen’s cam-
paign of bloody terror and destruction. Much more than the other
members of the gnome pantheon, Segojan and Urdlen are engaged
in an ongoing and brutal war of attrition, -

Dogma: The earth is the heart and soul of the Forgotten Folk
From its nurturing embrace spring forth the children of Garl, an
its surface and amid its tunnels and caves they dwell in 1ife, and
beneath its silent shroud they rest in death. Preserve and protect
the natural world that lics beneath the roots of those who dwell on
the surface. Dig burrows, tunnel, and explors, for the Badger wel-
comes all gnomes into- his domain. Ware the evil that ensnares
those hlinded by the avarice and destrucrive impulses of the
Crawler Below, and the Lord of the Burrow shall protect those who
dwell in his demesne and live in harmony with his teachings.
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urdlen

Tbe Crawler Below

Intermediate’ Gnome Deity

- Symbol: White mole

Home Plane: The Golden Hills
Alignment; Chaotic evil
 Fortfolio: Greed, bloodlust, evil, hatred, uncontrolied

unpulse, spriggans

Waorshipers: Assassing, blackguards, gnomes, rogues,
Sprigguns
ﬂh‘w Alignmentss  CE, CN, NE

Domains:

: [ . Chaos, Earth, Evil, Gnome, Hatred
Favored Weapon:

Gireat claw (claw bracer)

Urdlen (wrd-len) crushes life without regard. There 15 nothing it
 does not want to spoil or destroy. The Crawler Below is a genderless,
Iulfsmad, blindly destructive impulse. No one can predict where it
' will strike next or what its plans are to further the cause of evil
~ amonp the Forgotten Folk. The nature of its plans tq hring evil into
- the hearts of gnomes arc not understood cven by the other gnome
 deities. Tt is said that Urdlen lusts For precious metals, jewels, and the
bloed of any humanoid,

- The church of Urdlen is secretive in the extreme, @ murderous
it within the communities it infiltrates or a lurking
- threat outside the margins of society. From their sub-
terranean warrens, Urdlen’s clerics wage an unending
war-on communities of the Forgetten Folk, partico-
 larly the clergies of the other gnome deiries. When
\fiot hunting other creatures, members of  the
| tlergy work to steal ohjects of value, particularly
gems and works of -art, and then destroy or
deface them. They generally. share their lord's
love for evil and deadly pranks directed against all
trearures, including gnomes.

Clerics of Urdlen pray for their spells at midnight, when the

us the Feeding, Urdlen’s clerics appease their deity by, |
pouring the blood of the creatures they kill into the ground and
burying it. Jewels and valuable metal-goods are also sacrificed to
him by ruining them {breaking, tarmshing, melting] and then
Surying them: On Midwinter Night, followers of the Crawler
Below gather in subterranean caverns to affer blood stcrifices to
the deity in an effort to appease its wrath. If Urdlen is displeased
by the volume of blood or the value of the despoiled goods
affered on the Night of Blood, it may appear and slay all the
ssembled worshipers in an argy of unbridled destruction. Miny
tlerics multiclass as assassing, blackpguards, divine seckers, or
Fogues. /

History/Relationships: Urdlen’s place in the gnome pan-
theon is unquestioned, though the deity is greatly feared and
reviled by nearly all the Forgotten Folk. Urdlen hates all
the other gods of the gnomes with a passion, and it has
parnered the enmity of the dwarven and halfling
derties as well. Other enemies include the kobold gods
and Grembar.

Dogma: Succumb to the bloodlust. Hate, covet,
eresh, despoil, and kill, Revel and exult in orgies of death
and desttuction, That which s lving or created by life
must be fhurdered or destroyed. The strong survive and
the weak are their cattle. Propitiate the Crawler Below so
it does not come for you
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Halfling pantheon

The deity Yondalla rules the punthedn of the halfling peoples, and
the group takes its collective name from her: Yondalla's Children,

Arvoreen

The Defender, the Wary Sword
Intermediate Halfling Deity

Symbaol: Two crossed short swords

Home Plane: Green Fields

Alignment: Lawful good

Portfolio: Defense, war, vigilance, halfling warriors,
duty

Worshipers: Halflings, fighters, paladins, rangers, sol-

diers, warriors

LG, LN, NG

Good, Halfling, Law, Protection, War
“Aepsheart” (short sword)

Cleric Alignments:
Domains:
Favored Weapon:

When a general rides to the battlefront, rarely do¢s he count
halflings ameng his most valuable assets. The inherent wanderlust
of the hin grants them lirtle patience for the long marches
and dull waiting between battles that characterizes most
warfare. However, when invaders threaten o halfling
community, residents send prayers to Arvoreen (arr-
voh-reen), whose worshipers follow a doctrine of
guardmnship, stern defense, and aggressive watchful-
ness; Arvoreen remains ever aware of dangers facing
halfling communities, but prefers a resctive rather than

strike back with precision and decisiveness thanks to reconnais-
sance missions mto enemy territory and a strict, almost
unhalflinglike regimen of martial training, This philosophy
makes him popular with like-minded stronghedrt halflings, and

world is buried in darkness, In a regular ritual known  Symbol of Urdlen while lightfoot halflings appreciate his protection, few rush to

enter his clergy. _

Though their serious outlook and intalerance for jokes and fri-
volity makes them unpepular in times of peace, all turn with
respect to: Arvoreen’s clergy when the community is threatened.
They believe that most of the problems faced by the community
are the resule of courting enemivs by mixing wich other cultures
(particularly humans), granting them allies among the few isola-
tionist halflings. Cleries spend their days constructing forrifica-
tions, signaling systems, beacons and traps that further protect
halfling enclaves. They patrol the community, sniffing our possi-
ble threats from within, as well as without, Many organize local
militias and instruct young halflings in bladecraft (particularly as
related to the short sword) Arvoreen’s temples usually resemble
easily defensible keeps or redoubts, and serve as a final Fall-back
position if enemies breech the community’s outer defens-
€.

Clerics of the Wary Sword pray for spells ar dawn,
usually before patrolling the enclave’s perimeter in
search of nighttime enemy incursions. If time permits,
the faithful gather at & makeshift field altar prior to an
important battle to ask for the blessings of Arvoréen and
intone the sacred melody of the Battle Hymn of the
Keepers, a living oral record of halfling triumphs in
recent centuries. The Festival of the Moon brings with
it another ceremony important to Arvoreen's Faith—
the Ceremony of Remembrance. On this holy day,
P} Arvoreen’s followers gather to remember the names

of fallen comrades who gave their lives to protect

proactive agenda. When an enemy strikes, his halfling servants
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the community. Most of Arvereen's clerics multiclass as fighters,
with these who protect rural communities commonly multiclass-

ing as rangers. An elite order of Arvoreen's followers known as
Trugswords travel from commumty to commumty spreading word
on the movements of local enemies and passing on advancements
in the defensive arts

Histary/Relationshipe Of the halfling gods, Arvorsen is most
closely aligned with Yondalla, Cyrrollalee, and Urogalan, He disap-
proves of the more capricious members of the pantheon, such as
Brandobaris. Evil deities, especially the patrons of goblineads, incite
Atvoreen to great wrath, He oppeses Bane, Cyric, and the Deitics
of Fury. :

Dogma: Vigilance agaunst attack protects the community. Fre-
pare an active defense, drill continuously, and leave nothing to
chance. Put down danger before allowing ir & chance to rear
its head. Seek out allics, no matter how unorthodox. Steal-
ing from other halflings or allies is never acceptable, but
thieving is not dishonorable when cmployed against ene-
mics to better the odds in later combat.

erandobaris

Master of Stealth, the Trrepressible Scamp
Lesser Halfling Deity

Symbol: Halfling’s footprint

™
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Brandobaris (drap-doc-dair-iss) is the tall races’ misapprehensions of
the entire halfling race given divine form, A constantly schaming
meddling, curious, short-attention-spanned rapscallion s interested
i the contents of a man's purse as he i in the contents of his char
actér, Brandobaris nonctheless makes few cnemies, as his wat, charm,
good looks, and ability to work on the fly gt him out of trouble in
the few adventures that do go wrong, A rumored mmuntil.:-_ds'l]innm
with Tymora may be responsible for Brandobaris's legendary luck’
which plays a central role in the countless tales of daring-do tradsd
from halfling to halfling like currency at waystations across Fagrin,
Such tales tell of Brandobaris tricking dragons, escaping from the
clutches of devilish hordes with bags full of treasure, and even
sneaking into Myrkul's Bone Citadel to rescue the souls of ten thon
sand slain innecents, leaving in return a vase of flowers and a box
of erotically shaped chocolite candies. Predictably, lightfoot
halflings adere him. -
The Church of Misadventure, as Brandobaris's “organs
wzed” religion is known, teems with adventurcsome troo
blemakers who usually emerge from some dangerous
endeavor better off than when they envered it. Though
most halflings (particularly children) love stories of their
exploits, most prefer that such events occur as far away
from their communities as possible. Many strongheart §
communities discourage his worship, and the reclusive &
ghostwise view Brandobaris and his cult as a perversion of the

Home Plane: Green Fields civilized world. Hands of Misadventure, as clerics of Brandobaris
Alignment: Neutral Symbol of ATC known, cngage in difficult, dangerous pursuits such us
Portfolio: Stcalth, thievery, adventuring, Brandobariy 2dventuring, always waluing the story of a given success far

halfling rogues more than the physical treasure such a success mighe bring
Worshipers: Adventurers, bards, halllings, risk takers, with it. Though Hands frequently engage in confidence schemes ar

rogues larceny, they do so for the thrill, with monetary rewards simply gar-
Cleric Alignments:  CN, N, NE, NG, LN nishing the pleasure that comes from mastering one's (albeit occa
Domains: Halfling, Luck, Travel, Trickery sionally illegal) craft. The Church of Misadventure has no

Fayored Weapon: “Fscape” (dagger)

Bramdobaris Cyrrollalee

temples—in cssence, whenever a story is told of Brandobaris's
COUrAgE, SeTVICes Are i session.

Halfling Pantbeon
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Hands of Misadventure pick one time of day or night
to consistently pray for spells (those who prefer public dis-
plays of bravade usually choose to pray during the day,
with the sreakier, more subtle Hands electing ro pray
under the light of the moon). The Hands have few Formal
ceremonics, but on the night of a new moon, followers are
expected to hide one or more stolen items from the previ-
ous month’s take in the best hiding place they can find, a
ritual known as Brandobaris's Tiche. As might be expected,
multiclassing as rogues is enormously popular among the
clergy, and auspicians (see Chapter 4) are not uncommon.
They turn rather than rebuke undead.

Symbol of

P - s
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Cyrrollalee’s change in perspective has swelled the
ranks of her Faithful and catapulted her from a docile
deity whom all halflings nominally honored ta a
symbol of hin pride, a rallying pomnt for those halflings
secking a better place For themselves and their race
Her clerics, known as homefellows, lead halfling com-
muiities, set examples for good-hearted clean living by
being exemplars of friendship and good will, and estab-
lish temples that serve both as places of introspection
and as homes away from home, with ample guest
rooms and fully stocked kitchens: Though the bulk of the
modern clergy concerns itself with the search for suitable

History/Relationships: Brandobaris gers on well wich most  Cyrreflalee halfling homelands, homefellows advocate the enltivation

of his pantheon, He especially enjoys the attention and ministra-
tions of his parnmour, Tymora, though the terms of their rela-
tionship are perhaps best deseribed as casual, His sense of fun and
obsession with putting himself mn danger carns him respect and
companionship from the likes of Garl Glittergold, Baervan Wild-
wanderer, Frevan Ilesere, and Vergadain, He respects Mask as a
fellow miscreant of unsurpassed skill, but the Shadowlord's cruel
streak keeps them from true friendship. Brandobaris's exploits
have carned him the enmity of Beshaba and Urdlen. He has no
love for Abbathor, who he views as in it only for the money. For
his part, Abbathor thinks Brandobaris a base cad worthy of little
consideration.

Dogma: Scck cxcitement and danger wherever your fect take you,
for risk-taking leads to life’s greatest rewards. Lost for the chrill,
not for the treasure, for greed obsoures the true prize of the cxpe-
tience. At the end of the day, the halfling with the wildest tale is the
most honored in the eyes of the Irrepressible Scamp.

cyrrollalee

The Hand of Fellowship, the Heartbkesper
Intermediate Halfling Deity

Symbol: Open door

Home Plane: Green Ficlds

Alignment: Lawful good

Portfolio: Friendship, trust, the hearth, hospitality,
crafts ~

Wu.rihip:.rn'. Artisans, cooks, guards, halflings, hosts,
'tlmkccpcrs

Cleric Alignments: LG, LN, NG

Domains:
Favored Weapon:

- Family, Good, Half'[mg, Law
“Camaradestave” [quarterstaff] (club)

For more¢ than a millennia, Cyrrollalee (seer-oh-Jab-lee) basied
hersell with overseeing the mundane minutia of the stewardship
of halflings® homes. She encouraged camaraderic among her sub-
jects, always with an eye toward ensuring the safety of cach
halfling's individual dwelling. Of late, however, she has expand-
ed her view of home from the literal to the metaphorical. Schol-
ars long have said that the hin are a race on the rise, a youthful
species waiting for a cultural and pelitical blossoming. Cyrrol-
lalee agrees, believing that the time of the halfling is now, and
that in order for the hin to ascend to their rightful place of
honor and respect, the race needs new homelands beyond the bor
ders of Luiren. Cyrrollalee, naturally, would ward such a home-
land, and her clerics lead evangelical missions across Faerdn,
searching for a suitable location For this homeland and urging all
halflings to join the call, The open door of Cyrrollalee’s hely
symbol has transcended its original meéaning as the entrance to a

single halfling’s comfortable home to represent the open door

mviting hin from across Faeran to walk the path of their race’s
plorious future.

of strong, respectful relationships with other poodly races
Because their searches so often send them o distant lands, light-
foot halflings, with their pervasive wanderlust, vastly outpumber
other hin subraces in Cyrrollaled’s clergy.

Homefellows pray for spells m the morming, as they welcome
the sun of a new day, Within the last yedr, many clerics have left
their homes to lead the search. Those who remain ropted in their
communities (psually, but not always, older halflings for whom
travel and exploration bring great physical danger) are known as
hearthtenders, and are umiversally respected as an integral part of
halfling seciety. The church recognizes no official holidays, but
Cyrrollalee hersell’ has deemed the Forthcoming Day of Discavery
as & universal day of celebration for all hin, None know when the
new land will be distovered, but nearly all believe it will happen in
their lifctime. The hin homeland they scck is not a racial erigin
point (indeed, spotty archeological evidence supports several claims
at such # place’ but 4 location at whach all branches of the hin race

can come together in harmony and -mutual advancenient. The

church has hence suffered some hits to its credibility in Luiren,
whose residgnts believe they are living in just such a locale: Given
that the search continues, hcrw'aver Cy rml!ﬂlce must disagree. Her
cleries rarely multiclass,

History/Relationships: Cyrrollalee enjoys cordial relationships
with her entire pantheon, as well as with nearly every other Xind-
hearted deity of Toril. As such she sometimes acts as ambassador
for Yondalla's Children when disagreements arise with other pan-
theons. She harbors slight disappointmient toward Brandobaris,
feeling that his frivolous pursuits and adventures distract the
halfling people from achicving their full potential. Any god who
woutld stand in the way of the destiny of the hin ranks among her
sworn enemies. Happily for her, most of Toril's malevolent deities
have either not noticed her recent epiphany or have chosen to
ignore it altogether.

Dogma: Be gencrous in friendship, and welcome all friends into
your home and trust. Never betray the trust of a host, break an
oath, or vielate the sanctity of another's home, The Day of Discoyv-
ery approaches, when all hin rally around a new home based upon
dignity, companiemship, and love.

sheela puerllir oyl
Green Sister, Watehful Ma

Intermediate Halfling Deity
Symbal: Daisy '

Home FPlane: Green Fields

Alignment; Neutral

Portfolio: Nature, agriculture, weather, song, dance,
beauty, ramantic love

Worshipers: Bards, druids, farmers, gardeners, h:llflmx,s.

rangers

Cleric Alignments: CN, N, NE, NG, LN

ey
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Domains: Air, Charm, Halfling, Plant

Favored Weapon: “Oakthorn™ (sickle) 1§) F()lg'(ll{ln

He Wha Must Be, Levd of the Earth, the Black Hound
The distant, somewhat aloof Shecla Peryroyl (sheeslabe pair-reroll)  Halfling Demigod

plays an important role in the culture of ghostwise halflings, repre- Symbal: Silhouette of a dog’s head

senting the balance between the tamed earth of agricultural civie Home Plane: Green Fields

lization and the verdant growth of the wild Sometimes Alignment: Lawful neutral

worshiped by agrarian lightfoot halflings, the bulk of T Portfolio: Earth, death, protection of the del
Sheela’s worshipers dwell under the lealy capopies of wa e Worshipers: Genealogists, grave diggers, halfling
secluded forests such as the Chondalwood. Among civie o —2 W =+ Cleric Alignments: LE, LG, LN

lized halflings, Sheela represents balance related to the & === “ . Domains: Earth, Halfling, Law, Protection
harvest, for not only does she oversee the duriful toil of = . = Repose :

the [elds, but alse the joyful celebration when work is fin- W== Favored Weapon: “Doomthresher” [double-headed flail]
ished. Patron of song, dance, and romance, halflings send {any flail)

prayers to Sheela Peryroyl durmg courtship, galas, and
weddings. Ghostwise halflings honor Sheela as the providing
farce of the natural world, making her a more importane figure
than cyen Yondalla in their obscure culture. ;
Canstructed of stone and dirt, eurtains of fine vines, and
carefully balanced rocks and living plants, Sheela’s open-
roofed temples appear to be woven from the earth irself.
Animals roam freely among patches of wildflowers, gar-

Urcgalan (srr-roh-gab-lan) protects the souls of the halfling
dead and acts as Yondalla's advisor and divine judge. Sages clamm
that the Nurturing Matriarch values his word over that of all
others. Urogalan limits his interest in the material world to the
space below the surface, an cnvironment forcign to most
halflings. Thus, Urogalan remaimns detiched from his people,
uncharacteristically morose and pensive for a halfling deity
dens, and weeds. Those used to the structured rooms of “civ- Despite his outlook, haiflings appreciate his role, and know thar
ilized™ regions often find the growth and life here chaotic and He Who Must Be will watch over their souls when it comes
disconcerting, but Sheela’s clerics and druids, known collee- time for them to make the transition from this world to the
tively as Green Children, insist there are patterns in the Symbol of Shesla embrace of the Green Fields.

wilderness,-and that these patterns maintain a delicate bal- e i 3 Urogalan's clerics preside over the internment of the dead
ance. In the farmlands, Green Children mediate disputes between and tend te halfling graves. Aside from their grim duties, they keep
growers, sanctify marriages, free harvests from natural or unnat- records, archive genealogies, and note the important deeds of these
ural blights, and protect the community from animals and beasts that have died. They are called upon to bless new constructions and
driven to violence by wounds or honger. In return, they ensure dig sites, and it is a tradition for a cleric of Urogalan to speal o
that communitics treat the wilderness with respect, that home-  prayer before the first meal eaten in a new building

steads never encroach too far into natural habitats: The ghost- Urogalan's clerics, known as grimwardens, pray For spells in the
wise consider Green Children the voice of Shecla Peryroyl, and * morning. Grimwardens celebrate nights of the full moan as
defer to them as the guardians of culture and protectors of the “Earthrisings,” a time when followers of the Lord of the Eurth

wild Fastness. _ gather with the relatives of halflings who perished in the last
Green Children pray for spells at dawn. Every month, sever- : month for a speeial ceremony within & natural earch basin
al of Sheela’s faithful convene with therr counterparts ., Participants give offerings to the deity, softly chanting

neighboring communitics to organizeé moonlight festivals
known as Gatherings. All residents of the community are
expected to attend and pitch in by bringing some bounty
of the most recent harvest, cither taken straight from
the fields in the warm months or dug from the root

cellar during winter. The sites of these Gatherings
rogate monthly through local halfling communities,
strengthening neighborly bonds. Many of Sheela’s cler-
ies and druids multiclass as rangers. They turn rather

funeral dirges and clegies to the percussive pounding of
bare Feet while making slow rotations around the
central stone. Clerics of Urogalan share so many
rituals and beliefs with the dwarven dety
Dumathoin that they often are welcomed as
brothers in temples dedicared o the Keeper of
Secrets under the Mountaim. Grimwardens seldom multiclass
They turn rather than rebuke undead.
History/Relationships: Urogalan finds little comfort in the

than rebuke undead. Symbol of Urogalan company of his pantheon, keeping up cordial relations bur

History/Relationships: Sheela counts all her pantheon maintaining 2 certain emotional distance. As his detached,
as allies, but is closest to the inserutable Urogalan, appreciating his somber mien is as of f-purting to the other halfling gods as their fri-
aspect a5 Lord of the Earth. All Toril's nonevil nature deities value volity and merry-making is to Urogalan, the arrangement works

her as 2 cool mind and level-headed thinker capable of disarming well for both parties. He finds some companionship with other
tense diplomatic issues with forthright honesty and warming smiles. earthlords such as Grumbar, Callarduran Smoothhands, Dumathoimn,
Such qualities make her the perfect “celestial mediator” when ten- and Plandal Stéelskin, but is most at home when visiting the Crys
sions flare heétween such worthies as Sitvanus and Wiaukeen. This ral Spire and discussing the nature of death with the likes of Jergal

role has transcended to the moreal realm, where éveén some non- and Kelemvor. The time requirements of stewardship over the dead

halflings give honor to Sheela Feryroyl before entering a pact or tax even those worthies, however, and such visits are rare. Urogalin

unportant negotiation. has no time for deities who include necromancy and undead among
Dogma: Living in harmony with nature requires a careful balance their portfolios, treating them as sworn encmics.

between the wild and the tame, the feral and the tended. The need Dogma: Farth is the giver and receiver of life, praviding shelter,

to preserve wild growth is equal to the need to take in the harvest. food, and wealth to those whose toes embrace it. The sacred soil 1 to

While nature can be adapted, it should be evolved, never forced; be revered as the mantle of Those Whe Have Been and the shelter

work within the framework of what already exists. of Those Who Will Be. The thanatopsis of He Who Must Be reveals:
: that déath is to be embraced as a narural end, thus giving honor to
the life that was.
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yvondalla

The Trmmr and Provider, the Nureuring Matviarch, the Blessed
One

Greater Hllﬂ.l.ng Deity

Cornucopia on a shield

Home Plane: Green Ficlds

Alignment: Lawful good .

Portfolic: Protection, bounty, halflings, children, secu-
nity, leadership, wisdom, creation, famaly,
tradition

Wosshipers: Children, halflings, leaders, paladins,
parents

Cleric Alignments: LG, LN, NG

Domains: Family, Good, Halfling, Law, Protecrion

Favored Weapon: “Hornblade” (short sword)

Yondalla (yon-dal-lah) created the halfling race in her own image,
and it is due to her charming personality, friendly demeanor, curios-
ity, loyalty, and sense of mischief that halflings are gmong the best-
tempered of the goodly races. As the matriarch of the halfling
pantheon (and mdeed the entire race), all halflings revere the
Blessed One. Even those few who have rejected the traditional values
of the hin respect Yondalla for her guidance of the raceasa whele,
Yondalla serves as an example to all her people, espousing harmony
amang halflings, good relations with other races, and strong defense
when faced with the affronts of enemies. It is Yondalld’s wish tht
all her children are safe and prosperous, treat each other well, and
live mteresting, Tull lives. Yondalla is forgiving, slow to anger, and
kind, but when her charges become threatened she acts with bravery
and Ferncity that has gained the respect of even her most warlike
godly contemporarics, Yondalla knows that her race represents a
- truly good creation, and does anything within the boundaries of
honor to nurture and protect it.

Perhaps surprisingly, Yondalla’s clerics build few remples. Wor-
ship of the Nurturing Matriarch 15 so ingrained into nearly every ;""“
aspect of halfling society that the hin treat the idea of specific 45
services to their goddess once a tenday with bemused dis- !
missal. This isn’c to suggest halflings have 2 theocratic (F8
tulture, but rather that Yondalla (and by cxtension, her §
clergy] presents through her actions (as interpreted
 through stories taught to all halflings in their youth) the \;
salugs @ halfling should embrace to live Life to its fullest \
ind 1o benefit the community, namely: acceprance, com- '\
- munity, love, gaiety, curiosity, loyalty, diplomacy, tradition,
~and & well-developed sense of mischief. The fact that many
members of the clergy double as community leaders remnforees
the wlluence of Yondalla's credo upon halfling society.

I 'mnming. Though organized common rituals and cele-
jtions Are rare, most halfling communities hold pcnodx:
I hmngs n which clerics of the Blessed One manister to the
Jublic. Even nonhalflings are invited to take part in the festivals
follow these congregations, which often invalve a tour
ugh the local :nclave that gives village c!ders the opportauity

the .mmﬂnil:ies, aften ai:t'mg in importaut governmental roles.
s of Yondalla rarely multiclass, though some few with a mil-
tant bent decids 1o become paladins,

_:mar}'l:]tmhlpm Over the millennia, Yondalla has cultivat-
strong relationships with Garl Glittergold, Corellon Larethian,
Moradin, and generally can count on their support for her posi-
Though her love for her halfling subjects knows few limits,
tialds even greater admiration for her fellow members of the
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halfling pantheon, sometimes known as Yondalla’s Children. Though
the Blessed One is content to ignore those evil deitics who do not
threaten her “families” (mortal or divine), she holds decp grudges
agamst certain evil deities who have crossed her in the past. Such
beings include Bane, Cyric, Talona, Tales, and the Deitics of Fury,

Dogma: Those who seek to live in accordance with the way of the
Provider will be blessed with a cornucopia of riches. Although vie-
lence should never be welcomed, the Protector’s aegis extends to
those willing to fiercely defend their home and community. Lead
through example, knowing the activities of those you lead so you
can shoulder their burden if need be. Treasure your family, for your
parents gave you life and your children are your furure, Care for
the aged and the weak, for yvou never know when yuu may be one
of the strong laid low.

mulhorandi
pantheon

When the Imaskari stole thonsands of people from another world to
be their slaves, the prisoners brought their fuith, and their deities;
the Mulhorandi pantheon, with them,

Anhur

General of the Gods Champion of Physical Prowess, the Faleon of
War

Lesser Mulhorandi Deity / .
Hawk-headed falchion bound with a

Symbol:
cord
Home Flane: Heliopolis
Alignment: Chaotic good
Portfolio: War, conflict, physical prowess,

thunder, ram

Dirunds, fighters, monks, rangers,
soldiers, warriors

G, CN, NG

Chaes, Good, Strength, Starm, War
“Warhawk™ (falchion)

Worshipers:

Anhur (an-her) embodies both the raw fary and the strate-
> gic generalship of war, He 15 a fierce deity, but one not quick to
pass judgment on others, Unlike other war deities, Anhur s a force
for good and fights enly against evil. He 1 slow to anger, for his
wisdom is legendary, but his wrath is inescapable once carned Anhur
never lets his guard down and is constantly on the alert: He never

stops moving, and his eyes never stop scanning the horizon, Unlike

Clerics of the Protector and Provider pray for spells in Symbof of much of the rest of the Mulhorandi pantheon, Anhur appreciates
Tondalla

the humor of mortals and does not necessarily find their presence

tiresome. He has a hearty laugh and an ever-present smile when
not engaged in combat. A shadow of guilt haonts the eyes of the Gen-
eral of the Gods, as he never lorgives himsell for earlier failures to
defend Mulhorand, particularly againse the Red Wizards.

The church of Anhur s erganized into a strict hierarchy and run
with martial efficiency. Clerics of Anhur spend their morning
hours practicing thenr martial skills, Afternoons are gpent drilling
Mulhorand’s legions. Evenings are speat repairing weapons and
armor or studying war strategies. Anhur expects his clergy to devel-
op and execute unorthodox and daring plans to regain Mulhorand's
former glory. Much of his clergy’s rime s spent pursuing fantastic
plans and counterimg the machinations of the clerics of Horus-Re.

Cleries and druids of Anhur pray for their spells at dawn, in antic-
ipation af the day's battles. The month of Tarsakh is referred to in
Mulhorand as the Time of Storms, and Anhur is said to walk the bor-




ders of Mulherand during this time secking outr mterlopers

to drive pff. The clergy of Anhur celebrates this time by
engagmg in a month-long tournament of nonlethal combats.
The winner of the combat % known as the Champion of Anhur
for the following year. The menth-long rournament concludes on

Greengrass with a festival known as the Sharpening of the Sword. |

On the rare occasions when Mulhorand has gone to war, major
cimpaigns typically begin on or soon after this date. The Remem-

brance Ritualsis celebrated on Highharvestide. This somber festival
is o day of self-reflection and a time to remember fallen comrades: 1t
concludes on a joyous note with a litany of martial hymns thanking
Anhur for military suceesses in the past year. Finally, the clergy of

Anhur have numerous holy days commemorating ong major
battle or another. Though these commemorative celebrations
are largely ignored outside the clergy, the citadels of Anhur

are sites of good-spirited revelry during these festivals, ind they spon-

sor muny competitive sporting cvents on such days. Most clerics
and druids multiclass as divine champions or fighters.
History/Relationships: Althongh nominally allied
with Pharach of the Gods, Anhur's aggressive advocacy
of change often clashes with Horus-Re's desire for eter-
mity and perpetual order. After absorbing the portfo-
lies of Ramman, the former Untheric deity of
weather, Anhur has come into increasing conflict
with Isis, but in other respects the two are close allies.
He cooperates closely with Nephthys, particularly in
opposing the machinations af Thay, and has an on-dgdin-

off-again relationship with Bast (Sharess), although their Symbal of Geb alpine snow around this time, often cxposing new caves and

alliance 15 fundamentally sound. Anhur's longstanding

encmy is Set, but his activitics during the Time of Troublés earned
him the enmity of Sekoluh (the sahuagin shark deity) and Hoar,
Given Mulhorand's war with Unther and its interest in expansion,

Anhur is likely fo come into conflict with Tempus eventually.

Dogma: Protect Mulhorand, for she s your mother: Fall upon
her enemies as you would any wheo had done ill to your own
muther. Show bravery and valor in combat, and protect
your brothers and sisters' in arms. Follow the wise
advice of your commander as you would that of your
parents, but take no actions that serve an ill cause. If
your commander asks thar you do ill, refuse; your actions
will be vindicated by a council of at least three of your peers)
Protect the people of Mulhorand and the property of the
church of Anhur, for it is your home you defend with the Fury
of a lioness defending her cubs. Beware the wiles of Set, for his
spies are everywhere, and his actions turn brother upon sister
and parent upon child; his tamt poisons the waters of the land of
your heart. Defend against the fierce storms thar sweep down
from the north, for they are the work of crimsen magic. Carry
the peace and prosperity of Mulhorand weseward and shepherd
the people of Unther during thew time of need. '

geb

King of the Riches Undey the Earth, Father Under the Skies and Sands

Lesser Mulhorandi Deity

Symbol: A mountain

Home Plane: Hehiopolis

Alignment: Neutral

Portfolio: The earth, mineérs, mines, mineral resources

Worshipers: Tlemental archons (earth), fighters, miners
and smiths

Cleric Alignments: CN, N, NE, NG, LN

Domains: Cavern, Craft, Earth, Protection

5

Favored Weapon: “Stonemantle” (quarterstaft’)
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armar. At least once per year, clerics must search sut a ey
Symbol of Awkur : P g n i

e

Sﬂ’;‘:’ o Protect those who werk in the earth with respect and punh
afrgor

Geb (ghed) was once a curions and quick-rempered deicy, but his
mellowed since his birth and now tzkes a more even-tempersd, sl
and cautious approach to life. He speaks with a deep bass voice anf
emphasizes his words by striking the ground with the base of Bl
staff, creating minor tremors with each stroke. He i jovial
appreciates humor both subtle and broad. He rarcly engages
emotional displays, although his cyes burn hotter when he d
ers 4 precious gem or rich vein of ore or when he s aﬁyy,
The church of Geb i loosely organized and politically wek
compared to Mulhorand’s other temples. The clergy of Geb spend
their days side by side with miners digging tunnels, with prose
ors panning for gold, and with blacksmiths forging weapons il

vein of ore or precious stones. Senior clerics of ten go o the

cities and seek funding from the clergy of Nephthye to
_excavite new mines and quarries '
Clerics of Geb pray for their spells ar midnight, when the sky
is like the roof of a great cavern dotted with gems Fach |
evening, a cleric of Geb must locate one precious stone o
mineral and bury it in the dire while speaking evenmg
prayers. The following morning, the cleric must exeavate
the gem and offer it up to Geb while repeating morning b
prayers. These twin ceremonies, known collectively as the
Hidden Gift and the Bountiful Joy, celebrate Geb's bequen
to the world and the discovery of the earth’s preci |
secrets. The first of Mirmul is celebrated in 2 festival knowy)
15 the Unwrapping. Mountains streams fill with the runcffof §

veins to mine. The last day of Nightal, known as the Dayof
Drawing Down, is & solemn ceremony marking the death of those died
in the depths of the carth and mountains during the year. The eatrine. |
of at least one abandoned mine shaft is collapsed each year to com
memorate the occasion. Many cleries multiclass as elemental archops |
4 (see Chapter 4) or fighters. They turn rather than rebuke undead.
_ History/Relationships: One of the oldest deitics of Mulho
% rand, Geb is the father of Isis, Set, Osiri, and Nephthys Geb ¥
| has long since been overshadowed by his progeny,
- but he iswallied still to all but Ser. He has alliances
outside the Mulhorand pantheon as well, including
Flandal Steelskin, Grumbar, and Moradin, The conflict
between Horus-Re and Anhur has saddened him, and many
feel that Geb may transfer his pewer to another deity and
return to his beloved wife Wut, whom he left behind thousands
of years ago in order to come to Toril and save his people.
Dogma: Know the earth. Explore its beauties and reveal irs
hidden secrets, but do so in such a way as to highlight their funcds:
mental mysteries, not merely to exploit ther monerary value

those who ravish it af jts treasures withour regard. Become one
with the wirth, and-you will kinow Geb, who abides in it Geb will
lead you to inner peace through steadfast knowledge and lend you the
strength af the living rock to defend and protect in your time of nesd

narthor

The Nurtaring Motber
Lesser Mulhorandi Deity

Symbol: Horned cow's head wearing a lunar disk
Home Plane: Hehiopalis

Alignment: Neutral good

Partfolio: Motherhood, folk music, dance, the moon, fate
Worshipers: Bards, dancers, mothers

Cleric Alignments:  CG, LG, NG

Domains: - Family, Fate, Good, Moon

Favored Weapon:

Long cow horns {short sword)

1
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Hathor (haa-thor) is known for her seft speech, which is like
réveiving comforting words following a raging argument, o8
words that seem gentler because they dispel anger and 8
sadness, Her laughter is like the joy of an infant, and 8
all babics are precious to her, Hathor’s very presence
brightens her surroundings and brings peace and con-
tentment to those i the shadow of her presence.
Hathor never utters a harsh word, shows impatience,
or loses her smile, She speaks sarnestly and humbly
gxcept when performing one of her dances or a song,
when she 15 wildly exuberant.

The church of Hathor is loosely organized, eschewing

the trappings of theocratic power common to Mulho- Symbol of Horus-Re healing for the hure, health for the discased, and protection

rand’s other temples. Hathor has no interest in politics,
and few of her clerics seek temporal pewer—a rarity in Mulho-
rind, [nstead, her servants seek to nurse the sick, aid the poor, and
protect all children. Clerics of Hathor wander Mulhorand dispens-
ing nid to the: poor and downtrodden. They donate much of their
money directly to these who need it mest and many live solely on
the charity of those they nid. Almost all her clerics are female.
Clerics of Hathor pray for their spells at whenever the moon is
mighest in the sky during the day or night. Clerics of Harhor Follow
a [unar calendar of 30-day months that does not include the standard
special days of the Calendar of Harptos. They have a cycle of prayers
carresponding to each day in a month that repeats with each Full
moan. On the day of the first full moon after Greengrass, the clergy
of Hathor celebratesa holy day known as the Birthing, Clerics try to
time their pregnancies so they may give birth near this holy day. All
cleries of Hathor are required to unveil a new song, dince, or poem
at this tume, if they are not in the final stages of pregnancy or the
mother of & newborn, Midsummer’s Eve is known a5 the Celebration
of the Moon to clerics of the faith, who spend the day in joyous rey-
elry and uplhifting hymns. Her clerics sometimes multiclass as bards.

History/Relationships: Hathor's relationship with the other deitics
of the Mulhorand i a servile one, with the exception of Set and
Schek, whom she dislikes: Many of the Mulhorandi deitics
look down on her, with the exception of Osiris, Isis, and
Nephthys, who appreciate her kindness. Hathor's role
overlaps that of [sis in some respects, but Hathor is seen
a5 a mother and [s1s as a wife, She misses the rest of her
celestial family and, like lonely Geb, may abandon her
power in Faerun to return to them.
Dogma: Help all whe turn to you for aid, be they slave .
ardree, high born or low bern, for all Mulhorand’s children {
are equal in Hathor'seyes. Provide sustenance for the hungry,

for the endangered. Act humbly, for pride and haughty words
come not from the heart of the Nurturing Mother. Treat those in
your care as toyalty, for so shall you be cared for in the peaceful
garden of the Quict Onc in the afterlife. Be joyful and spread happi-
ness with your words and deeds. Dance and let your heart be light, for
goodness and mercy shall be yours in ths life and the next.

HOCUS-RE : i

Lard of the Sun, Master of Fengeance, Pharaoh of the Gods
Greater Mulhorandi Deity

- Favored Weapon:

Symbol: Hawk’s head in pharaoh’s crown surrounded [
by a solar circle /

Home Plane: Heliopolis |

Alignment: Lawful good

Portfolio: The sun, vengeance, rulership, kings, life ;

Worshipers: Administrators, judges; nobles; paladins

Cleric Alignments: LG, LN, NG

Domains: Good, Law, Nohility, Retribution, Sun T

An ankh (khopesh)

Horus-Re

Mulborandi Pantheon |
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Horus-Re (bore-us ray) is o confident deity who believes strongly in
the Mulhorandi concept of maas (justice, honer, order, and right-
eousness ) More than a code of chivalry, maar i5 the natural state of
the universe and all things are expected to conform te it. Only by
doing so can the citizens of Mulhorand be ar peace with the gods and
live-a happy life. Horus-Re believes that Mulhorand is eternal, and
ta promote eternity, one must deny change, so Horus-Re tries to dis:
courape change,

The church of HerusRe is strictly organized, and the church
hierarchy is tightly mtertwined with Mulhorand’s governing insti-
tutions, Clerics of Horus-Re are precepts (provincial governors and
rulers of cities) and administrators; théy contral vast traces of land
amd thousands of slaves. Mulhorand’s most powerful government
for position after the pharach is the vizier, a position traditionally held
i by the highest-ranking cleric of Horus-Re. Before the Time of Trou-
bles, the clergy of Horus-Re was so busy governing and engaging in
political infighting thar they had very lictle time for acrual religion.
Since the Time of Troubles, the pharach of Mulhorand has tried to
rearient this highly politicized colture toward grearer religious
Fervor in arder to spread the faith and increase the number of
Horus-Re’s worshipers in Faertn. His effores are meeting with some
success, but are somewhat confusing to many Mulhorandi who are,
after all, used to living with centuries of little change. These efforts
are directed hand-in-hand with efforts to expand Mulhorand’s
sphere of influence into Unther and lands that have drifted away
since the height of the last empire.

Clerics of HorusRe pray for their spells at
highsun, the most important ceremony of the day,
when Horus-Re shines. brightly over all Mulhorand.
Immediately prior to noon, most of the inhabitants of
Mulhorand gather in front of the numerous balconies
protruding from the Sun Lord’s temples. The clerics
of Horus-Re then deliver a daily sermon known as the
: Zemth Aspirant. In addition, each sunrise they greet the
veturn of their lord with a set of welcoming prayers known
as the Greeting of the Lord. In the evening the clergy of
Horus-Re pledge to guasd Mulhorand through the nighttime hours
in @ private ceremeny known as the Girding of the Guard involy-
ing the girding of ceremonial weapons. The most important annual
holiday is Midsummer's Day when all the clerics of Horus-Re
gather in his temples to sing his praises. Unlike most of the rest of
the year, this is troly a day of religious devotion and to eelebrate it
almost the entire government of Mulhorand shuts down. Solar
cclipscs are considered a réaffirmation of Horus-Re's eternal ruler-
ship. Many clerics multiclass as divine champions, divine disciples,
or paladins,

History/Relationships: Horus-Re was once Horus, a hot-headed
deity who frequently clashed with Set. After the death of Ra during
the Orcgate Wars, Hores became Horus-Re, chief deity of the Mul-
horand pantheon. In so doing, Horus-Re has become not unlike Ra
in personality, and little remains of the original personality of
Horus. Although all the Mulhorandi deities i principle answer to
Horus-Re, only Isis, Osiris, and Thoth could be truly considered his
allies, Ironically, Horus-Re is troubled by the actions E_!f his cousin,
Anhur, an apgressive advocate of change and conflict, and usually
contradicts or opposes the positions Anhur takes, often ordering his
clergy to rake active countering measures. Horus-Re's greatest foe is
Set, Lathander, another sun-related deity, has a sympathetic interest
in Horus-Re, for he remembers Horus-Re's old personality, which
was much like his own.

Dogma: Goodness, honor, and order are the nataral state, and that
which leads to evil, treachery, and chaos is by rights unnatwral and
the enemy. Lead Mulhorand by example, and let your deeds speak
your intentions. Goodness and harmony come from living within
maat rather than fighting it. Laws exist to bring presperity to thoss
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under them. The pharach and the church of Horus-Re rule with
Horus-Re's guidance and set laws as guidelines for honerable'action
within Mulhorand's tradition. Make no hasty changes or decisions,
as their consequences are always suspect and may undermine the
steadfast rule of erernity. Protect the weak and avenge all wrongs
Smite traitors with righteous vengeance.

»

ISIS

Bownrifnl Lady, Lady of Rivers, Mistress af Enchantment

Intermediate Mulhorandi Deity

Symbal: Ankh and star on a Junar disk

Home Flane: Heliopolis !

Alignment: Neuntral E-::n:ni -

Portfolio: Weather, rivers, agriculture, love, marringe,
good magic

Worshipers: Arcane spelleasters, druids, lovers, mothers

Cleric Alignments: - CG, LG, NG

Domains: Family, Good, Magic, Storm, Water

Favored Weapon: An ankh and star (punching dagger)

Isis {eye-sy5) 15 a womin of even temper and great dedication. She
is a regal and noble deity who is cager to share the knowledge of
the gods with humanity and often goes to great lengths to intro-
duce her worshipers to new concepts and ideas. In many cases,
these new ideas take the form of magicsl
spells. Isis often finds the antics of mortals
amusing, but she s a kind, understanding goddess
who cares greatly for her warshipers and the peoplesiaf
Unther and Mulhorand.

The church of Isis 15 hierarchically organized so as to
ensure orderly planting and reaping of the harvest. Cler-
ics of Isis spend their days overseeing the agriculrural pro-
duction of the nation's farms, particularly durmmg planting
time, Isis’s high clerics use weather contral spells to ensure 3
bountiful harvest. Members of her clergy also administer
most marriage cercmonies in Mulhorand and Unther, work as
matchmakers for those inssearch of & mate, serve as go-betweens for
lovers, and counsel young mothers on raising their children. They
often fashion small charms for those whese deeds have won the god-
dess’s Faver and magic items to'serve good causes or lighten the
burden of the common peaple.

Clerics and druids of Isis pray for their spells at just before the
First morning meal. The two most sacred days for the clergy of Isis
are Greengrass and Highharvestide. During the first festival, the
clergy of Isis give thanks to the goddess for her aid in the planting,
and during the second they give thanks to both Isis and Osiris for
their help with the harvest. Both days are occasions for joyous cele-
bration and wild revels, and a1l who participate in farming join in
them along with the clergy. Cleries and druids of Isis have numer-
ous daily rituals as well. They celebrate che Shift in the Winds each
time the weather changes For the better and utter quiet thanks to
the goddess. Every time they cross a river, they must drink deeply
and give thanks for the goddess's bounty. Finally, they must bless
cach meal given by the goddess’s bounty before partaking of a single
bite. Mast clerics of Isis eventually mulriclass as wizards, while her
druids sometimes multiclass as sorcerers.

Histary/Relationships: Isis is the daughter of Geb, the wife of
Osiris, the sister of Thoth, and the mother of Horus, making her ong
of the most mfluential deities of the Mulhorandi pantheon. She i
allied with Sharess, and the nonevil Mulhorandi deities. She s still
saddened by the long -ago change w Horus that occurred thousands
of years ago, and sometimes shares her grief with Chauntea, her
agru::ultuml counterpart m the Faerdman pantheon.

Dogma: Encourage love, affection, and marriage in the citizens
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of Mulhorand. Sow the sceds of happiness, family, and food wher-
ever you go and provide wise counsel for these in need. Use your
magic to benefit of the people of Mulhorand and never to harm
them, particilarly by shaping the weather to serve the populace and
creating magic items for the benefit of all. Protect the heroes of
Mulhorand and those who are in love,

nephthys

Guardian of Wealth awd Commerce, Protector of the Dead, the
Avenging Moather

Intermediate Mulhorandi Deity

Symbol: A golden offering bowl topped by an Ankh
Home Plane: Heliopolis
Alignment: Chaotic good
Portfolio: Wealth, trade, protecror of children
and the dead
Worshipers: Merchants, money-changers, tax collec-

tors, rogues

CG, CN, NG .

Chaos; Good, Protection, Trade
An ankh trailing a golden mist
{whip)

Cleric Alignments:
Domains:
Favored Weapon:

Nephthys (wef-thiss) is a somewhar greedy deity whe
takes an interest in the accumulation of wealth by her
followers. She tends to favor those of her followers who
ire well off. Her temperament is mercurial, and she is
very hanghty and somewhat vain. She focuses on wealth

tient and unforgiving. However, she 15 also devoted and utterly
loyal to these who hold her dearest in their hearrs and those
within her charge.

The church of Nephthys is run like a powerful, profitable, mer-
chant consortium. Clerics of Nephthys spend ther days managing
the cconomy of Mulhorand. They are engaged in countless political
squabbles with the clerics of Horus-Re, Anhur, and Isis over the
financing of various projects. the distributions of the profits of
others, and the management of human resources (slaves) so as o
best serve the economic interests of Mulhorand. They serve in some
instances as tax collectors and as money-changers. They provide
advice to the noble class about investments and bless children
brought to them (for which they expecr a donation). Any child
whom they bless 18 under the protection of the church until she
reaches adulthood, and her mjury is avenged by the church
| The church of Wephthys is imvelved in the burial rites of every
noble or member of the middle class. The clergy are primarily
responsible for the safeguarding of goods the deceased wish ro
bring to the afterlife. They also:serve as executors of the will and
testament of the deceased, if any.

Clerics of Nephthys pray for their spells at noon, when the
golden orb of the sun is high in the sky. The clergy of
Nephehys celebrate Few holy days in their calendar. The
Feast of the Moon is known as the Feast of the Silver
Coin to the faithful of Wephthys. In a somber, but clab-
orate, day-long rite, they give thanks to Nephthys for her
beneficence aind tithe to the church. The greater the wealth
they contribute to the church during this ceremany, the higher
the personal status they accrue within the church. Nephthys's

andl status more than charity and good works, but the Symbol of Nephthiys clerics are also responsble for conveying the prepared body

truly selfish among her worshipers often find the capri-
cious hand of fate rurming against them. Nephthys has lictle
paticnce for the foibles of mortals and can often be quite impa-

Nephibys
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to the burial chamber, sctting the defensive wards, and seal-
ing the crypt to prevent tomb robbers from gaining entrance mn a
grand ceremony known as the Passage Onward. Clerics of Nephthys

Osiris
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earely multiclass, but those that do arc usually rogues mics, but Osiris gladly acceded to the leadership of Horus

History/Relationships: Daughter of Geb and long-for- Re when Ra chose Horus to succeed him. Osirisalso/despis
gotten Nut, Nephthys was once married to Set. She left . es and works against Mask. He is friendly with Kelemvor,
him over the murder of Osiris and helped her sister Isis to { for they have similar ideas about death and the undead.
resurrect the dead deity. She has few Friends even among, I Dogma: Goodiiess, honor, and order are the naturil
her own pantheon. Waukeen guards against her state, and that which leads to evil, treachery, and chaos s
encroachment upon the portfolio of wealth now that by rights unnatural and unlawful. Goodness and harmony
Mulhorand is expanding again, while Mask is interest- come from living within maat rather than fighting it. Ay’
ed in her riches. -~ =~ . organized approach brings the most good for all. Lays

Dogma: Accumulate great volumes of wealth, but do (:- ‘a._ & cexist to bring. prosperity to those under them. The
not hold money above your devotion fo the goddess. Pro- %  pharaoh and his representatives set laws as guidelines for
tect the tombs and the remains of the dead, and smite ',i" s honorable action within Mulhorands tradition. Thos
those who would rob these who hive gone to the afterlife = guidelines must be applied with honer; when honor is lack-
or desecrate their tombs. Avenge the deaths of those Mul-  Symbol of Osiris mg 10 ther application, the fair judgment of Osiris s the
herandi killed by the Red Wizards of Thay. Be Faithful to ' law. The justice of Osiris is a lack of partiality. Be not
gour husband and encourage faithfulness in others Protect wor- angered without justice. Great is justice when it s even-handed; 1 @

shipers of the goddess, and diligently root out and destroy evil, espe- the eyes of trath, a slave and the pharach arc as one,

cially the actions of Sct.
sebek

- -
OSIr1S Lard of Crocodiles, the Smiling Death
Lord of Nature, Judge of the Dead, Reaper of the Harvest Mulhorandi Demigod .
Intermediate Mulhorandi Deity Symbol: - Crocodile head wearing a horned and
Symbol: White crown of Mulhorand over 2 crossed plumed headdress
crook and flail Home Plane; Heliopolis
Home Plane: Heliopolis Alignment: Neutrzl evil:
Alignment: Lawful good Portfolio: River hazards, crocodiles, wereerocodiles,
Portfalio: Vegetation, deatch, the dead, justice, harvest wetlands
Worshipers: Attorneys, druids, embalmers, judges, Worshipers: Druids, inhabitants of crocodile-infested
palading, rangers, seekers of rightful areas, rangers, werecrocodiles
vengeance Cleric Alignments:  CN, LN, NT
Cleric Alignments: LG, LN, NG Domains: Animal, Evil, Scalykind, Water
Domains: Good, Law, Plant, Repose, Retribution Favored Weapon: “The Sorrowful Spear” (longspear, shorts-
Favored Weapon: “Just Reward” (light flail or heavy flail} ? pear, or halfspear)
Osiris (oh-sigh-ris) has a powerful and commanding presence, yet Sebek (sed-beck) is second only to Set in evil in the pantheon of
those whose hearts are pure and true are very comfortable in his Muthorand. He 1s strong, but alse cruel and capricious. He enjoys
company. His stern demeanor 15 cracked only by the antics of play- cating people, but can beswayed by piteous begging (if it 1s accom-
ful children, who have been known to make him smile and laugh panied by the promise of higger meals). He enjoys cruel humor and
in delight, and his wife, Isis, whom he loves passionately. Howev- mean-spirited pranks. He loathes genuine displays of heartfelt
er, when confronted by those who vielate the principles of maat emotion and is said to have a heart of ice. The Lord of Crocodiles
(justice, honor, erder, and righteousness), particularly by despail- his a strong streak of insecurity toward his status in the Mulho
ing the resting places of the dead, his anger is terrible and his randi pantheon, a fact that has been exploited by daring maortaly
wrarh unstoppable, in the past,

¢ Clerics and druids of Osiris pray for their spells at dusk, when the The church of Sebek 15 loosely organized, its hierarchy lirtle more
day’s activities are judged. The two most important holy days in the than a constantly changing pecking order, Werecrocodile clerics
church of Osiris are Highharvestide and Midwinter, The former isa. spend their days bullying their fellows, hunting, luring humans to

(relatively) joyeus celebration of Osiris’s bounty in which all the cit- their doom, and designing fantastic schemes to seize power in Mul.
izens of Mulhorand are invited to jom. The latter 15 o solemn, pri- horand, Unther, and Chessenta.
vate day during,. which the sanctity of every burial erypt in Clerics and druids of Sebek pray for their spells at dusk, when the

Mulhorand is renewed or reinforced so that the dead may con-
tinue to rest casy, The Passing to Eternal Contentment and
Justice is a sacred céremony performed during the prepars-
tion and burial of the dead. There are three versions of the
ceremony—High, Middle, and Low Passing—that are
employed during funerals for the royal family, the nobles, and
the commoners, respectively. Many cleries
multiclass a5 palading, and both clerics and
druids sometumes multiclass as rangers.
History/Relationships: Osiris is the son
of Geb and long-forgotten Nut. He was slain by Set
during a power struggle to succeed Ra in the aftermath of the Orc crocodiles. 3
gate Wars, He was brought back to life by his wife Isis and Neph- History/Relationships: Sehek 15 the poor relation
thys when they mummified his body, giving him eternal life and of the Mulhorandi panthean, effectively an outcast.
making him the deity of death. Osiris and Set are now bitter ene.  Symbol of Sebek  Alihough he is not formally banished, he is simply

hot sun Fades and the time for hunting draws nigh, Villagers seek-
ing to ward off the attack of crocodiles hppe to appease Sebek by
the monthly sacrifice of animals (and occasional-
ly sentient creatures) outside shrines located
deep in the swamp. The remains of the sacrifice
are left within the shrine for the crocodiles,
Many a worshiper has failed to leave guickly
enough after making a sacrifice and fallen
prey to the jaws of the crocodiles attracted to
the site. Many clerics and druids multiclass as
fighters, and most attempt to become were-

3
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ignered. Most of the Mulhorandi deities view Sebek with conde-
seending scorn, and the Lord of Crocodiles returns thelr antipathy.
Scbik has worked with Set i the past, but the Brother of Serpents
treats Sebek with conrempt and uses him only as a cemporary ally
of convenience. FEven Malar harasses Sebek, angry at this foreign
deity holding even a tiny part of the portfolio of lyeanthropes.
Dogma: Hunt or be hunted. Kill introders in the swamps, weed
out the weak, terrify human commoners and weaklings into propi-
tuting Sehek, dominate your fellows, and eventually turn the werld
mto one vast swamp. Seck recognition for your acts in the pame of
the deity, for he 15 0 powerful deity to be feared. You will be amply
rewarded with choice prey, wealth, and territory when Sebek Fmally
assumes the role within the pantheon that he deserves.

set

Defiler of the Dead, Lovd of Carrvion, Fatber
of Fackals

Intermediate Mulhorandi Deity

Symbal: Coiled cobra

Home Plane: Heliopohs

Alignment: Lawful evil

Portfolio: The desert, destruction,
drought, night, rot, snakes,
hate, betrayal, evil magic,
ambition, poison, murder
Worshipers: Assassing, blackguards, brig-
robbers, wizards

LE, LN, NE, ;
Air, Darkness, Evil, Hatred, Law, Magic,
Scalykind

“The Spear of Darkness” (longspear, halfs-
pear, or shortspear )

Cleric Alignments:
Domains:

mg wr-'" b oo - B eSS et

Favored Weapon:

Set (ser) 18 the jealous personification of ¢vil. A cold and caleulating
deity, he always acts against the interests of the Mulin and the
Mulhorandi pantheon. The Father of Jackals is always looking for
ways 1o Teeruit new followers and disrupt the churches of the other
Mulhorandi deities. Despite his loathseme nature, Sct takes good
care of his followers and does not willingly hetray or abandon his
people, as he Finds it practical to maintain their loyalty. Set can be
quite gracious and charming when first concouptered, but he reveals
his true colors very quickly. He revels in his evilness and makes no
excuses for his eruelty or his eyil acrions. He never laughs except
when relishing another creature’s pain, and the sound of his laugh-
ter 15 said to be that of creature’s final death seream. Mortals are
amply useful tools that can be destroyed or cared for, as appropri-
ate, in Sct's view,

The church of Set is ordered by a striet hierarchy answering
directly to the deity. Clerics of Set are charged to undermine and
overthrow the theocracy of Mulherand, and spend their days exe-
cuting ruthless and subtle plans to achieve their goals. Only the eter-
nal vigilance of the other deities and their faithful keeps the
majority of these plans from succeeding, Clerics of Set often oversee
the activities of thieves, assassins, and other evil beings, even if they
venerate Mask. Many brigands and romb robbers worship Ser and
use these activities to finance their plans as well a5 mock and deni-
lg;rlt: the deities and beliefs of other faiths and deitics. The clergy of
Set heads Several orders of assassins, Such clerics are not allowed to
betray members of the order and must always work to promote the
Fhrotherhood of evil.”

Clerics of Set pray for their spells at night, whenever the land is
tarkest. They have no formal holy days. Rather, they perform their
mmportant ceremonics and sacrifices every time they achieve a major
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victory in the name of Sct. When a supplicant secks to join the
brotherhood of evil asa full-fledged member, he must undergo the
Test of Venom. This ceremony invelves the supplicant walking
through @ pit of poisonous snakes or scorpions. Aspiring clerics who
survive the ceremony are admitted imto the clergy. Particularly infu-
riating to the clergy of Osiris and Nephthys 15 the reconsecration
ceremony performed by grave robbers who serve in Set’s clergy. This
ceremony involves the complete defilement of a burial chamber, the
creation of an unholy altar to Ser, the looting of the crypt’s treas-
ure, and the animation of the bodies as undead. Many clerics and
druids multiclass as assassins, blackguards, divine disciples, divine
seckers, rogues, or wizards,
Histary/Relationships: Ser, brother of Osiris, is the mostevil deity
warshiped in Muthorand. The son of Gel and long-{ergotten
Wut, his birth was horrific, for he tore himsell free
fram his morher’s womb and sprang upon the world as
4 foul and hideous thing. He challenged the authority
of Osiris for the leadership of the gods upon the death
of Ra during the Orcgate Wirs, slew Osiris (who was
later brought back to life by Isis) through trickery, and
was then defeated by Horus-Re and cast him out. New
Ser schemies against all the Mulhorandi, with the
exception of Schek, whom he exploits. His only ally is
Tiamat, for both gods have found common cause in
undermining the power of the other deities of the Old
Empires. His recent excursions outside Mulhorand
have attracted the attention of Bane, Cyric, and Talos,

ands, criminals, rogues, thigves, tomb Symbol of Set all wanting to steal his power,

Dogma: The ends justify the means, and life is a struggle to
be won by the powerful and the ruthless. Lovalty to one's comrades

is admirable as long as it advances the cause of Set, and in the end,

when Set accedes to his rightful throne, those that have served him

* well will be justly rewarded. Destroy the clergies of Horus-Re and

Osiris, thus acceleraring Set’s establishment at his rightful place as
god-king of Mulhorand, and spread the calt of Set throughout the
world. Sacrifice both wealth and sentients to Set,

Thoth

Lord of Magic, Scribe of ihe Gods, the Keeper of Knowledge

Intermediate Mulhorandi Deity

Symbol: Ankh above an ibis head

Home Plane: Heliopolis

Alignment: Neotral

Portfolio: Neutral magic, seribes, knowledge, inven-

" LN, SeCrets
Loremasters, scribes, those who cralt migic
items, wizards
CN, N, NE, NG, LN
Crafts, Knowledge, Magic, Rune, Spell
“Knowledge Keeper” (quarterstaff)

Worshipers:

Cleric Alignments:
Deomains:
Favored Weapon:

Thoth (theth) is one of the oldest deities of the Mulhorandi pan-
theon, and he is also one of the most vigorous and creative, He is
very imntellectual and ra.rciy displays grear shows of emotion
except when engaged in a heated academic debate. He speaks in
clipped, efficient phrases, and is an clitist toward these he consid-
ers “uncultured barbarians” (a category that mcludes most for-
cigners). He has been given credit for the creation of many of
Mulhorand's unique, magic items and its experiments with tech-
nology, which have caused significant, but gradual cultural
changes over the centuries

The church of Theth is orgamized in a strict hierarchy, although
individuals are free vo pursue almest any course of mquiry. Thothi-
ans spend several hours each morning studying. They spend mest
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afternoons researching magic, serving as scribes, clerks, or librari-
ans for the church or the state, or teaching the young. Particu-
larly pious young clerics of ten spend their evenmgs assisting the
poor and unschooled as scribes and tutors. Traditionally, the con-
tents of any message written by a scribe of Thoth is held in strictest
confidence as a religious trust beétween the scribe and the
person wha dictated the message. Scribes do not typically
deliver messages; that 15 a job for messengers.

Clerics of Thoth pray for their spells at dawn, prior
to a new day of invention and discovery. The clergy of
Thoth imscribe their deity's symbol at the top of each
page of papyrus before writing anything else on that
page. Prior to undertaking any major task requiring engi-
neering, writing, or magical skill, Thoth's faithful draw the
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who scorns all arms and armaments or workmgs of magic and
values only physical strength. He s said to challenge and battle
all manner of archetypal beasts and roam the planes tearing
the landscape asunder.
The church of Bahgtru 15 largely subservient to the temple of
Gruumsh, not unlike the relation befween the son and the
father. Bahgtru's clergy -are often the strongest members of
the tribe, leading the elite males of the tribe who serve os
bodyguards for the chiefrain, The Son of Gruumsh
insists his clerics remain pnguestionmgly loyal to the
chieftain of the tribe until he s defeated v a challenge
of physical prowess or slamn. They engage in near con-
stant physical training, and subject the young males of

=2 the tribe to endless training as well to improve their

symbol of Thoth on the backs of their hands and over their Symbol of Thoth strength and thus the overall strength of the tribe. For

hearts. In general, the ¢lergy of Thoth put less emphasis on
cxcessive pageantry and ceremony than most other clergy
of Mulhorand; they regard most of it as a waste of valuable time.
During the winter and summer solstices, cleries of Thoth are
required to Fast For an entire day and then immerse in an icy bath,
The Ceremony of Introspection, as this is known, symbolizes their
desire for true understanding and ther reemergence mto the world
with a clear head and invigorated heart. Many cleries multiclass as
arcane devotees; loremasters, or wizards. They turn rather than
rebuke undead.

History/Relationships: Thoth is onc of the oldest deities of the
Mulharandi pantheon, second only to Ra (now dead) and Geh.
He is allied with Horus-Re, Isis, and Osiris, and works to
oppose Set. In recent years, he has forged contacts with
likeminded gods of the Faertinian pantheon as well,
including Azuth, Deneir, Gond, Oghma, Mystra,
and Savras

Dogma: Learn all you can and help to spread
wisdom throughout the world, Research magic,
protect the secrets of Thoth, and spread magic
thronghout Mulhorand. Explore new invention
and better ways of doing things, pushing the limits of
engineering, architecture, and magic item construction, Proteet

Mulhorand from the traitorous Red Wizards of Thay and Symbol of Babgira

undermine their efforts at every possible turn. Use weapenry as
little as possible, for magic is your weapan.

orc pantheon

Evil beings worship cvil powers, witness the drow and their deities
as an example. The orc pantheon répresents another such group of
deities, not as sophisticated perhaps, but powerful protectors and
advocates for their people nonetheless,

sahgtru
The Strong, the Leg Breaker, the Son of Gruumsh

Lesser Orc Deity

Symbol: Broken thighbone

Home Plane: Wishrek

Alignment: Chaotic evil

Portfolio: Loyalty, stupidity, brute strength
Worshipers: Barbarians, followers, orcs, physically strong

beings, warriors, wrestlers
CE, CN, NE

Chaes, Evil, Ore, Strength
“Crunch” (spiked gauntlet)

Cleric Alignments:
Domains:
Favored Weapon:

Bahgtru (dog-true) is an awesomely stupid god of incredible might,

Bahgrru's faicthful, lovalty extends only to the clan, and thus
‘rivalries between clans are to be encouraged, for doing so
strengthens the orc race as a whole.

Clerics and adepts of Bahgtru pray for their spells at dosk, when
the Leg Breaker tears the sun from the sky. Each month, when the
moon is full, Bahgeru's Followers gather for a Festival of Strength,
during which muny challenges drawing on physical prowess are
held. Some challenges are lethal, an inevitable winnowing of the
weak. Many elerics multiclass as barbarians, even m fairly civilized
tribes, although some multiclass-as fighters or warriors.

History/Relationships: Eahgtru- is the son of Grummsh and
Luthic. He is said to have killed the first behir, breaking cach of
its legs in-the process and carning him his moniker. Bahgtru is
feared by the ather orc gods for his incredible strength, ver they
call on him for assistance when they have need Ilneval secretly
resents Grunmsh's stupid, but loyal, son, for he dares not challenge
the One-Eyed God while Bahgtru remains loyal to him. Bahgtru i
implacably opposed to the goblinoid deities, altheugh he attacks
them only when Gruumsh permits. He also hates the Seldarine
and other sylvan deities, whese physical weakness he scorns.
While Bahgtru respects the might of the dwarven
gods, he still wishes to crush their Skulls. Bahgrro

also oppeses the most obvious plots of deities of
deception, including Baravar Cloakshadow, Cyrit,
and Mask.

Dogma: The mighty shall crush the weak, thos strengthening
the tribe. Beorn the shields of weakness and rely only on your phys
ical prowess, for strength is enduring. Think not crafty thoughes,
for they undermine the strength of the tribe. Loyalty to your
leader 15 21l that 18 required of you.

gruumsh

He Who Never Sieeps, the One-Eyed God, He ¥ ho W atches
Greater Ore Deity

Symbal: Unwinking eye

Home Flane; Nishrek

Alignment: Chaotic evil

Portfolio: Orcs, conquest, survival, strength, territory

Worshipers: Fighters, orcs

Cleric Alignments: CE, CN, NE

Domains: Cavern, Chaos, Evil, Hatred, Orc, Strength,
War

Favored Weapomn: “The Bloodspear” [longspear] (longspear or
shartspear )

Gruumsh (gresmsk) is the driven and aggressive leader of the orc
pantheon. Constantly batrling other deities for the things he feels
were stolen from him at the dawn of creation, he drives the orcs of
the world to follow his example and conquer and slay their enemies
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His great spear i5 covered in the hlood of elves and his ever-hurning
torch is reflected in his one remuining eye.

Gruamsh's church relates the legends of the orcs from genera-
tion to generation and spreads the worship of Gruumsh through
fear, inspiration, and an iron hand. The church takes an active role
in the clan feadership, undermining a secular leader that opposes
its goals. They are also responsible for the elimination of the sick,
weak, lame, or anfit members of the rribe, regardless of age or
status. Like most of the orc pantheon, his church is extremely
patriarchal. Nonclerics are never allowed to say the deity’s name

any moment. Showing weakness is the key to an early death. Those
that are too weak to Fight for your tribe should be put to the spear.
The greatest gift that He Who Waeches gave to the ores was the
ability to survive where the weaker races would die, Build your
strength in these lands and use them to overrun your encmics.

ilneval

The Horde Leader, the War Maker, the Licutenant of Graumash
Lesser Orc Deity

and may refer to him only by title, Symbol: Bloodied longsword
Clerics and adepts of Gruumsh prepare their spells in the dark Home Plane! Nishrek
of night. Their haoly days are the times of the new moon and Alignment; Neuwtral evil
anniversaries of great battles against elves, dwarves, or other org Partfolio: War, combat, overwhelming numbers,
tribes. Those in wild areas rend to mulrticlass as barbarins, while SLTRTERY
those living near or in civilization commaonly multiclass as fight- Waorshipers: Barbarians, fighters, orcs
ers. Particularly zealous clerics pluck out their left eye as a sign Cleric Alignments: CN, LN, NE
of devotion, Domains: Destruction, Evil, Ore, Planning, War

History/Relationships: Gruumsh is said to have lost an eye in a
battle with Corellon Larethian, although the orcs” yersion
holds that he always had one eye. Orc myths tell that
when the races of the world drew lors for the land,
there were none left for Gruumsh, but he took his
spear and smote the carth to ereate caves, blighted
glades, and badlands for his people to dwell. He
holds absalure authority over his pantheon and
considers no non-orc his ally, He particularly hates
the elven and dwarven deitics.

Dogma: Seek unceasing war against your enemies,
and kill or ensfave those that oppose you. Acquire terri-
tory and living space. Destroy elves, their homes, and their

Favored Weapon: *Foe Smiter” (longsward)
Tneval (if-nev-all) is the daring war leader, always lead-
img the charge into battle with nothing but victory
and destruction on his mind, Before a battle com-
mences, however, he carefully plans his strategy
50 a8 to maximize his chances of winmng and
inflicring terrible damage. Ineval is more cun
ning than Bahgtru and nearly as strong, His brav-
ery inspires great loyalty ameong his Followers, yet
he does not transter that loyalty to his ewn superior.
The War Maker brooks no chalienge to his pesition,
systematically destroying any potentizl rival. Ilneval 15

lands. Crush the dwarves and take their deep caves for your Symbal of Grawmsb oo, g5 the patron of powerful orc crossbreeds, particu-
x ’

own. Be strong, and be prepared to show yeur stréngth at

larly orc-ogres (orogs) and tanarukks.

Orc Pantheon
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The church of Ilneval occupies a prominent position in ore
tribal lifg, second only to the church of Gruumsh, and they
work in concert to oppress other faiths in arder to cnsure that
position remains unchallenged. Many members of the clergy
are officers in tribal armies, answering only to their chicftain.
Although the church of Groumsh is responsible for issuing the
call to summon a horde, it falls to the temple of Tlneval t
marshal the fractious tribes into o horde united againse
common foe.

Clerics and adepts of Tlneval pray for their spells at dusk in
preparation for the might's: batties. The church of Ilneval
observes few holy days, other than roken obesance to those
honoring Gruwmsh in a calculated display of loyalty to the
One-Eyéd God, for Tlneval s not interested in remembering
past yictories bur plotting new ones to come. The most sacred
celebration of the year is held annually at Greengrass, when
[neval’s clerics assemble hordes of orc warriors to swoop
down on civilized lands i an orgy of destruction and violence.
Many clerics multiclass as fighters, Only adepts of the most
primitive tribes multiclass as barbarians.

History/Relationships: Ilneval serves Gruumsh as battle
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has a nasty temper that can crupt at any time. Although out-
wardly servile to the male orc gods, she is cunning enough to
nanipulate Gruumsh and Bahgtro and throngh them often get
her way.

The church of Luthic is prominent within most orc tribes,
if only because it can claim the bulk of the female population
as its worshipers, but outwardly weak in comparison to the
other orc gods' clergies and is subservient to the clergy of
Gruumsh. In truth, the church of Luthic forms the stable base
of most tribes, ensuring that a steady stream of future orc war-
riors are born each year. Clerics of Luthic tend to the general
health of the tribe, healing those injured in battle, ministering
to the young and females in childbirth, and generally main-
taining morale among the tribe. They also teach simple healing
and herbalism to orcs, skills that enable ore warriors to sur-
vive many battles,

tied to the new moon, the symbol of orc fertiliy. The Feast of the
Moon is celebrated by the Cave Mother's followers as the Coming
of the Winter Cave, for most tribes must retreat to Luthic’s

licutenant, commanding the One-Eye God’s armies Symbol of neval domain during the winter months. Many young are con-

when his master does not wish to do so hmsell, The
Crafty Warrior has destroyed one or two ore demigods before,
and he secretly works to undermine Bahgtru as well. Gruumsh
does not trust his self-serving licutenant for good reason, but
Tneval remains loyal enough while the One-Eye Ged and
Bahgtru remain on the same side. [Ineval loathes both Shargaas
and Yurerus, for their underhanded approach smells of cowardice.
However, the War Maker s smart enough to vse their talents
effectively in bartle with the gods of other pantheons. Despite
his differences with the other orc gods, Ilneval loathes the gobli-
noid gods, the dwarven gods, the elven gods, and all the
other traditional enemies of the orc pantheon and would
never betray his racel

Dogma: Strengeh is as much a funcrion of the mind
s one’s body. Train haed and think craftily in prepa-
ration for war, For all life i3 an endless battle. Unite
your tribe inta a raging storm, for there is preat
strengeh in numbers if all ean work in concert. Once
the nime for combat 15 migh, however, charge inta
the fray undaunted and let the bleod fly where it
may. Only through personal courage do you prove
yourself fit for the mantle of leadership.

Luthic
The Cave Maother, the Blocd Moen Wiich
Lesser Orc Deity

Symbal: Ore rune for home

Home Plane: Nishrek

Alignment: Newutral evil

Portfolio: Caves, orc females, home, ‘wisdom, fertility,
healing, servitude _

Worshipers: Monks, orc females, runecasters

Cleric Alignments: CN, LN, NE

Domains: €avern, Earch, Evil, Family, Healing,
Orc

Favored Weapon: A hand with long claws (claw bracer)

Luthic ({eoth-ick) has a strong affinity for the éarth on which her
enduring strength 15 built, Although hardly kind, she tends to the
inured with brusque ¢fficiency and is the quiet bedrock on which the
orc pantheon rests. The Cave Mother does not take kindly to those
who abuse her name, inflicting wasting diseases on those who do. She

Symbol of Luthic

ceived during: this festival, ensuring another generation of
warriors. A few clerics multiclass as runecasters, a form of magic
learned from the giants that sometimes dwell alongside ore tribes
Rumors exist of asecrer group of Luthicar monks existing within
some tribes, attacking unarmed since they are denjed the ose of
weapons by males.

History/Relationships: Luthic is the wife of Groumsh and. the
mother of Bahgtru, although only the katter pays her heed. The Son
of Grovmsh honors his mother's commands, even above Gruumsh,
a small rebellion on the part of his otherwise loyal son that the
One-Eye God talerates only grudgingly. The other orc gods pay
her only a modicum of respect and then only becanse she »
the wife of Grunmsh, treatment she grudgingly acceprs as

her lot even if she detests it. Luthic harbors a deep
enmity for the traditional encmics of the arc pantheon,
including the*goblinoid gods, the dwarven gods, and the
élven gods.

Dogma: Life is sheltered within the earth from
which it springs. Honor the wisdom of the Gave

Mother, whose strength is the backbone of the horde and
the root of valor in hattle, Understand your poesition within
the tribe and do your part to strengthen the tribe
against all rivals; The cave is the sheltering embrace of
the Mother of Bahgtru and the bastion of orc strength.
Endure all hardships.

sh Qrgaas

The Night Lord, the Blade in the Darkness, the Stalter Below
Lesser Orc Deity

Symbol: Skull on a red crescent moon

Home Plane: Wishrek

Alignment: Chaotic evil

Portfalio: Night, thieves, stealth, darkness, the
Underdark

Woarshipers: Assassins, blackguards, orcs, shadowdancers,
thieves

Cleric Alignments: (L, CN, NE

Domains:
Favored Weapon:

Chnos, Darkness, Evil, Orc, Trickery
*Nightblade” (short sword)

Shargaas (rhar-gas) is a dark and brooding deity of terrifying cruelty
and evil. More cunning than even Ilneval, his scheming is cold and

1

Clerics and adeprs of Luthic pray for their spells each day : '
whenever the moon is highest in the sky. Luthic's holy days are &
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calculated. His hatred of non-orcs is rooted in a hasic hatred of life Yurtrus (yer-truss) is the embodiment of life-destructive prind:i.plc's.
itself, and he views even ores as little more than killing teols to be an ever-present terror to be feared and propitiated and dreaded by
eventually discarded. He is thought to lurk in the depths of most orcs. Whereas Shargans embodies the fear of what
the eurth, deép beneath the caves of most surface-dwelling lurks below in the darkness, Yurtrus represents the ever-
arcs, and is considered the patron of orc tribes that present threat of death and disease that ores must live
dwell in the Underdark. with on an ongoing basis. The Lord of Maggots does not
The church of Shargaas is secretive in nature, speak or communicate in any fashion, although he some-
* its adherents wsually hiding their affiliacion tunes seem receptive to properly respectful entreaties
from the rest of their tribe. The temple is a and sacrifices to spare a particular individual or tribe
powerful hidden force with most tribes, regular- from the ravages of disease. He is depicted as an orc with
ly culling the weak in order to strengthen tribe rotting sorc-covered flesh everywhere excepr his pale
as 2 whole, Clerics of Shargaas can strike fear into clawed hands.

even the most powerful ore chieftain, for they reg- Aside from the certain orders of monks, the church
ularly climinate leaders they perceive as cowardly or of Yurtrus is loosely organized, its-clergy scattered
meffecrnal with a sharp blade in the back in the dark- $ across countless clans and tribes, Clerics of the Rotting
ness. The church of Shargaas also works on the margins Symbol of Shargass e are rarely tribal leaders, but the terror in which
of enemy battle groups, eliminating those who might their deity is held allows them a great deal of inde-
raise the alarmy or muster an effective defense against a burgeon- pendence. Members of the clergy act as intermediaries between
ing horde. their tribe and Yurtrus, interceding with him whenever the tribe
Clerics of Shargaas pray for their spells at mudmght, when the is ravaged by discasc or plague. In addition, clerics of Yurtrus dis-
world is shrouded in darkness. The Night Lord’s clergy gather under pose of the bodies of the dead, whether they died of disease, an
the darkness of each new moon to hanor the Stalker Below mn a grim battle, or of old age (a rare event indeed) The church of Yurtrus
ceremony known as the Chant in the Abiding Darkness. Supplicants is alse conceded authority over tribal foodstores, determining
are required to bring an ohject of grear value to its prior owner to whether meat is too rotted to eat or water 1s too tainted to drink.
sacrifice to Shargaas, preferably the heart of some foc. The assem- In this respect, some tribes have begun to venerate the Lord of
bled faithful then begin chanting a serics of ritualistic prayers to the Maggors as a deity of sustenance und health or rather the reverse
Night Lord pledging to serve as his silent, deadly weapons. Many of such and thus to'be propitiated.

clerics multiclass as assassins, blackguards, divine seckers, rogues, or Clerics und adeprs of Yurtrus pray for their spells ar dusk in the
shadowdancers. dying of the day. The church of Yurtrus recognizes two major holy
History/Relationships: The Night Lords hatred of all life days. The firse, known as che Ceremony of Contagion, i3 celebrat-
extends to a hatred of other deities as well. Nevertheless, ed on Midsummer Night. On this day the deity’s contagion
he has found it prudent to ally himsclf with the other is said to take root, sapping the world of lifc in a
ore deities and manipulate them to serve his ends. relentless spiral that leads inexorably to the winter
Shargaas maintains a cold alliance with Yurtrus, and the death of the year. After a bloody ritval of
in particular, counterbalancing the more mili- | | sacrifice to sparé the ores from the ravages of
taristic Gruumsh, Bahgtru, and Ilneval, He also /@AY /] plague, the clerics of Yurtrus venture forth, spread-
secretly reveals Hneval’s treacheries to Gruumsh f ing disease and death across the world, particularly
is 4 way ol cementing his own position withm the ameng other races. The second hely day, known as
pantheon and undermining the One-Eyed God's the Putrescent Death, is celebrated on' Midwinrer
overly ambitious licutenant. Shargaas has no allies Eve, On this night, the clergy of Yurtrus recognize
outside the ore pantheon, but reserves his greatest the death of the world, symbolized through the sac-
hatred for the dwarf, gnome, and goblin deities. rifice of sentient beings of orher races. Sacrifices are
Dogma: The darkness is cold and everlasting, but typically made to the Rotting Lord through the
provides a dark mantle for the blade in the night. With , “deliberate infection of a victim with a particularly
silent stride and hidden hand, cull the weak from the yymbol of Turtrus horrible disease. Many clerics multiclass as assassins,
tribe and eliminate all other races. Go down into the deep divine diséiples, or monks.

tunnels and wage war with those who dare abide in the demesne of History/Relationships: By his very nature, Yurtrus is not prone
Shargaas. Be alert for weakness in the eyes of the chieltain, for his to forming relationships. He gives his silent backing to Shargaas
mistakes may spell your own doom. in the latter’s efforts to subtly counterbalanee the influence of

the three orc war gods, The Rotting One 15 also thought to miin-
tain some sort of relationship with other gods of death and dis-
ru r-rrus . gase, such as Talona, although it may be more of a rivalry than
White Hands, the Lord of Maggots, the Retting One an alliance. Like the rest of the orc pantheon; Yurtrus Ioathes the

Lesser Ore Deity 4 gods of the dwarves, elves, and goblins, and opposes them at every
Symbal: White hands on a dark background opportunity. :

Home Plane: Nishrek Dogma: Death is inexorable and eventually claims all life. The
Alignment: Neutral evil ravages of plague are simply death claiming victims who have yet to
IPurd'olin: Death, disease fall in battle, leaving all creatures to simply choose the manner in
Worshipers: Assassins, monks, which death will most likely strike. The touch of White Hands can

ores be forestalled only by bawing down to the Rotting Lord and begging
Cleric Alignments: CN, L'.N, NE i his mercy, but, in time, plague strikes all living things. Fear him, for
Domains: Death, Destruction, Evil, Ore, Suffering death lurks in the shadowed corners of Luthic's cavern and it will
Favored Weapon; Pale white hands (unarmed strike} /inexorably come again.
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his chapter presents three detailed temples ready

for usc in your campaign. Each has a full set of

maps, area descriptions, and statistics for impor-
tant NPCs. The first of these temples, the Abbey of the Sword, is
dedicated to Tempus the Fochammer. The secend, the Wyvern-
stones of Hullack, is an outdeor area once sacred to Eldath, but now
wsurped and corrupred by the worshipers of Malar. The third
temple, the Darkhouse of Saerioan, is a tl’:myit to Shar hidden
within a Lighthouse.

Feata b
R o

The grim stone towers of the Abbey of the Sword rise among the
trees of Cormanthor, just over five miles southwest of the town of
Essembra and within the lands ¢laimed by the folk of Bartledale
Built from the shell of a shartered, ancient castle, the abbey 15 o
squat, (eatureless stone fortress dedicted to Tempus, deity of war,
and inhabited by equally grim followers of the Foechammer. The
abbey houses @ small army of Tempus-worshipers who actively
defend Battledale, clashing with the drow of Cormanthor and other
monsters on & regular hasis.

Iy the immediate wake of the Time of Troubles, during a battle
in Sworids Creek, Eldan Ambrose, an Amman cleric of Tempus, saw
the Foehammer, Eldan tracked the first defmitive sighting of the
Fochammer in the Realms hack to the hold of Belarus, a long-dead
worshiper of Tempus. Whle stunding within what was once the
castle’s great hall, Eldan received a vision from the Fochammer
confirmmg the site as sacred to the Lord of Battles,

Eldan and his followers established the Abbey of the Sword and set
about rebuilding the castle. As part of their renovations, they sank

’
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deep wells to reach &t lake of eool, sweet water in the Underdark:

Over the next decade, the abbey's growing.army of clerics and
warriors established a-strong alliance with Lord Ilmeth, War Chan-
cellor of Battledale, and their neighboring Battledarrans. The
alliance worked m concert to cleanse the surrounding Ghost Holds
and the labyrinthine tunnels connecting them of their monstrous
mhabitants, »

During this period, the abbey’s inhabitants discovered numerous
portals beneath the abbey and set about guarding them. In the Yeir
of the Unstrung Harp (1371 DR, a strong force of Vhaerausian
drow, the vanguard of the nomadic Auzkovyn clan, came through i
previously unknown and unwatched porsad and smashed past the
abbey's defenders. Eldan Ambrose perished in the assault, devoured
by a glabrezu after destroying the porsal. Although Battledale was
saved for the moment, the drow vanguard slipped away and later
opened another porfal somewhere in the forests north of Battledale,
bringimg the rest of their clan into Cormanthor.

The defenders of the Abbey of the Sword no longer have enough
warriors to guard all the porfals below, and no cleric of the faith has
been found that can cast frue reserrection to hring Ambrose back to
life. Worse yet, members of House Jaclre, drow exiles from distant
Menzoberranzan, have entered Cormanthor and have been attack-
ing the Dales in an cffort to distract people from their true agenda.

In addition rosupplementing the strength of the local militia, the
Abbey of the Sword serves Battledale and its neighbors in two
important ways. First, the abbey produces well-made weapons and
armor -and sells them at reasonable prices o mdividual Dalesmen
and the varions militias of the region. Sccond, the abbey provides
mvaluable trainmg to local militias, both by providing teaiming at
the abbey’s facilities and by dispatching drilling mstructors to com-
munitigs in the region.

Morc than a dozen people visit each day; perhaps half follow
Tempus. Warriors of all stripes make their way to the Abbey of the
Sword, whether to honor the Lord of Battles or seck hu::imb from
his clerics. The gift of a batrered shield or a dull blade is the most
common form of offering, although coins to support the war effort
are much appreciated. Locally, many Battledarrans venerate
Tempus, although many. honor him at small community shrines
such as the onc in Essembra rather than making their way gut te
the abbey. Low-ranking clerics from the abbey usually lead worship
services at all the nearby shrines The abley’s residents, organized in
a strict military hierarchy under the command of the Priest-Gener-
al, are primarily Dalesmen, although Sembians, Cormyrians, and
those native to the Moonsea region or the Vast ar¢ not uncomma,
Likewse, the residents are primarily human, although other rices—




particularly dwarves and half-¢lves—are not unknown. Most of the
inhabitants are fighters, clerics, or Fighter/clerics of chibtic good or
chaotic nentral alignment.

Tunnels béneath the Abbey lead into the Underdark, and the fol-
lowers of the Lotd of Battles are sorely pressed by the relentless
tide of creatures coming up from the depths. Moreover, numerous
parats lie scattered throughout the subterranean region beneath
the abbey, and, as things currently stand, many remain unguarded.
The current Priest-General is well aware that if the abbey falls to
Underdark atracks, then Fssembra and Batrledale may fall in quick
succession shortly thereafter. As such, he has sent out a desperate
pleafor advenrurers to supplement the fighting strength of the
Sword-Sworn. :

ceremonies

The most important fixed date of the Tempuran calendar is the
Feast of the Moon, at which time the dead are honored by a recount-
ing of their greatest deeds, The eves and anniversaries of great hat-
tles are alsa holy days of the church of Tempus, and as such vary
from place to place.

At the Abbey of the Sword, two such battles are held above all
others, One, of course, 18 the Battle of Ambrose’s Fall, to be cele-
brated for the First time on the 7th day of Ukear, a few months
hence, The valiant self-sacrifice of the abbey's founder 15 to be
remembered with a recounting of his life and a reenactment of the
battle in which he fell on the abbey"s triining Meld. Gorym hopes
that a series of visions recounted by a prophetically inclined
member of the Devout in which the Sword of Tempus shatters one
of the partals beneath the abbey does indeed ocenr. (The vision will
indeed occur. A manifestation similar in appearance to & AMor-
denkainen’s sword will appear within the abbey hercafter on the
anniversary of Ambrose's death and, if direcred by the Priest-Gen-
cral of the abbey, attempt to shatter onc of the pertals as a Mor-
denkatuen’s disfunction spell. Only one such artempr is allowed
each year.)

The ather great hattle celebrated at the Abbey of the Sword dates
back to the 17th day of Flamerule in the Year of Shadows. At the
Battle of Swords Creek, a few score Riders of Mistledale and allied
Harpers defeated the thousands-strong Zhentilar army known as the
Sword of the South thanks in large part to the sacrifice of Baergil,
an old Rider of Mistledale and cleric of Tempus. Baergil found death

- : N — ; — .
trail of Tempus’s weepings

Many valiant warriors sgerificed their lives m defense of this
dale of battles, and many more shall undoubredly fall in the
eternal conflict to defend it, yet we endure. Some who do not
live among us wonder, why do we, the faithful of Tempus, shed
our bload so freely in defense of this land?

¢ Tanswer that we hold this land sacred because it lies one step
closer to the Halls of Tempus, a place where all whe acquit
themsclves with valor hope to go and be rejoined with their
shield-brothers when they finally fa].l-ﬁ' this endless hattle we
call life. Our Lord of Battles clmgus,ns to defend that which
we, hold dear, lest it be swepr away, and so we fight, homrabl}-
ind tirelessly, for our seat at his table,

Though the way is marked with crimson tears, we march
undaunted, for valoy blazes in us all. The Trail of Tempus's
‘Weepings is but the path of hf’:. and every day we advance
another step, <% ‘
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in the summaoning of 4 risg of skulls that spat rays of death from
their eyes at the gathered horde of Zhents. The old Rider’s valiant
sacrifice prompted the appearance of the avatar of Tempus on the
field of battle, and it was from this appearance that Eldan Ambrose
later traced Tempus's crail back to the site of Belarus's ancient
castle. At the Abbey of the Sword, Baergil’s death is honored by plac-
g a circle of skulls of fallen opponents around the altar of Tempus
and by reciting the tale of that glorious victory.

Fach day, the Song of Swords is sung at dawn in Tempus's honor
in honor of the fallen. Then, during weapons practice, & cleric
intones the names of the Valorous Fallen, The Friest-General then
addresses.the troops, setting them to their daily rasks, At sunset, a
clear-voiced clergy member sings another battle hymn, a sermon is
given, and then the faichful retire or take their place on the Night
Vigil, murmuring quiet prayers to Tempus to keep themselves
awake and alert. :

Services

Many of the abbey's mhabitants are skilled weaponsmiths and
armorers, capable of creating weapons and suits of armor made
from steel of excellent guality. Moreover, the abbey also produces a
fair number of such arms and armaments of masterwork quality.

Visitors to the abhey may purchase any type of simple or martial
melee weapon made of steel or a masterwork quality longsword or
battleaxe. Masterwork versions of other simple and martial melee
weitpons can be made upon’ request. Likewise, some exotic wedpons
are available on 1 cise-by-case base, bur rarely of masterwork quali-
ty. The ahbey does not produce other types of weapons and hence
does not sell those it has purchased.

Visitors may also purchase chain shirts, scale mail, chainmail,

breastplates, splint mail, banded mail, half-plate, or full plate armor.
Bucklers, small steel shields, large steel shields, and tower shiclds are
also available. Extras, such as armor spikes, locked gauntlets, and
shicld spikes are available upon request. Masterwork versions of any
of the above-listed armor types are also available upon request. The
abbey does not produce other types of armor and heace does not sell
those it has purchased,

Ingredients are grown in the abbey gardens for the brewing of
potions of cure fght wonnds, cure moderate wounds, and care seri-
oues teonnds,-and such are brewed regularly within the abbey walls,
Although those in need are given healing promprly regardless of
whether or not they can pay, adventurers secking to prepare for
inevitable battles in the days ahead are required to purchase such
potions. Moreover, at most two such potions will be sold to any indi-
vidual within a tenday period, as the abbey’s inhabitants cannot
afford to deplete their own stocks overmuch,

In all cases, prices are as given in the Player's Handbook and the
Dungeon Master's Guide,

Hierarchy

As instituted by its Amnian founder, the Abbey of the Sword is ryn
in strict military fashion under a clearly delineared hierarchy. The
supreme commander of the &bbey of the Sword is the Priest-Gener-
al, a position held for the past year in an acting capacity by Gorym
Harndrekker,

Two companies report to the Priest-General rhc warriors,
known as the Sword-Sworn (Warl), and the clerics, known as the
Devout (Clrl) The First Sword is the commander of the Sword-
Sworn and the anointed chimpion of the abbey. This position has
been held for over scven years by Jarath Burlisk the Mantled, a
holy warrior of the Lord of Battles and bearer of a famous name
in the local region. .

Each campany is roughly fifty in number, but their numbers con-
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tinue to slowly shrink in the face of unending battle i the depths
and msufficient recruitment to cover their losses, Within each com-
pany, members are organized mta Nve-person squads composed of
two of the Sword-Sworn, two of the Devout, and & sergeant from
one of the two groups. Borh the Sword-Sworn and the Devout are
dedicated followers of Tempus, willingly giving their lives in service
to the Fochammer.

# Acting Priest-General Gorym “Brightshicld” Harndrekker:
Male human Ftr2/Clr9/Disl of Tempus; CR 17, Medinm-size
humanoid; HD 2410 plus 10d8; hp 56; Init +0; Spd 20 ft,; AC 22
(touch 10, flat-footed 22} Atk +1X1/+6 melee (1dB42/x3, +1
sndead bane battleaxe); SA Turn undead 11/day; 5Q Divine emis-
sary; AL CGy 3V Forr +11, Ref +5, Will +12; Str 12, Dex 10, Can
10, Int 13, Wis 18; Cha 18.

Skills and Fears: Concentration +7, Craft (armorsmithing) +6,
Craft (weaponmaking) +6, Diplomacy +9, Heal +9, Knowledge (his-
tory) +8, Knowledge (rcligion) +9; Spelleraft +9; Blind-Fighe,
Combar Casting, Craft Magie Arms and Armor, Divine Vigor,
Expertise, Extra Turning. Lightning Reflexes, Sacred Spell,
Weapon Focus (battleaxe, '

Divine Emissary: Gorvm can telepathically communicate with
any outsider within 60 ft. who serves Tempus or is of chaotic
good alignment. '

Clevic Spelis Prepared (6/6/6/5/5/3; base DC = 14 + spell levelk
O—create water, cure minor wonnds, guidawce, purify food and
drink, resgtawce (L) lst—command, detect evil, divine favor,
endure elements’, remove frar, shield of faith; Ind—buils strength®
(2}, consecrate, endwrance, shicld other”™, zone of truch; Srd—day-
dight, dispel magic, prayer, protection from efements”, searing light;
dth—dismissal, freedom of movement, greater magic weapon,
redforation, spell pmmuuity; Sth—flome strike”, .wa:--i' of justice,
righreats might.

*Domain spell. Deity; Tcmpus. Domains: Protection (profeciive
ward 1/day), Strength (feat of strength 1/day), War (Martial
Weapon Profi Lcicucy and Weapon Focus with battleaxe ).

Possersions: +2 half-plare, +1 daylight large steel shicld, “Spir-
itscagrge” (+ 1 undead bane battleaxe)

A skilled fighter and master tactician in his youth, the twin effects.

of middle age and a nearly fatal encounter with a pack of wraiths
have robbed Gorym of much of his physical prowess. Nevertheless,
the Acting Priest-General is still eéminently capable of wiclding his
favorite axe in combart and, in times of need, reclaiming his youth-
Tu) vigor. Moreover, Gorym's mastery of tactics and battle strategy
have only increased with the passage of years leaving him well
suited o direct the abbey's endless war in the depths and skirmish-
img in the surrounding forest.

Despite his rearguard role as military strategist, Gorym is always
prepared for melee combat, and makes careful use of his spells and
magic tems to maximize his tactical advantage in any situation.
When combat does ensue, however, the weight of his years has made
him inereasingly reliant on divine bursts of vigdr and strength. In
recent months, he has eften lent the shield from which his moniker
stems to leading members of the Sword-Sworn, for it 18 eminently
iseful in barcles against the light-sensitive drow.

Despite recent setbacks, Gorym is firmly convinced of the impor-
tance of the abbey's work, belicving its founding to have heen che
divine will of the Lord of Battles. He also helieves that the abbey
should work closely with its neighbors, particularly the inhabitants
of Battledale, and regularly dispatches warriors and clerics under his
command as eiissAries in various capacitics.

PPirst Sword Jareth Burlisk the Mantled: Male human
Fee8/ChmT of Tempus; CR 13, Medium-size humanoid; HD
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13410439, hp 110; Init +7; Spd 20 fry AC 20 (touch 11, flet-footed
19% Atk +22/ +17/ +12 melee (2d6413/17-20, Shadupsunder), o
+21) +16/ +11 melee (1dB+10/%3, + 1 hattleave); SA Smite infidel; 50
Divine wrath, day ow hands, sacred defense; AL CON; SV Farr 413,
Ref +4, Will +4; Str 22, Dex 12, Con 16, Int 10, Wis 8, Cha 14

Skills and Feats: Climb +9, Craft (arfhorsmithing) +%, Craft
(weaponmaking) +4, Diplomacy +5, Jump +8, Knowledge (religion]
+3, Listen +2, Ride (horse ) +7, Spot +2, Swim +8; Blind-Fight, Cleave,
Combat Reflexes, Great Cleave, Improved Critical (greatsword),
Improved Initiative, Iron Will, Leadership, Power Attack, Sunder,
Weapon Focus (battleaxel, Weapon Focus (greatsward), Weapon
Specialization (greatsword ),

Smite Infidel (Su): Twice per dn},_]a.rnth mgy attempt to smite d
creature with a different patron deity (or no patron deity at all)

‘with one normal melee attack, He adds +3 to his attack roll and deals

¥ extra points of damage. Smiting z creature with the same patron
deity has no effect but uses the ability for that day.

Divine Wrath: Once per day, Jarath ean channel the power of
Tempus into wrath as a free action, giving him a +3 bonus on atteck
and damage rolls and saving throws for 3 rounds. During this time,
he also has damage reduction 5/~

Lay on Hands (8p): Jarath can heal wounds hy touch as a standard
action, Each day he ean cure 8 hit points. farath can cure himeelf
and can divide the curing among multiple recipients. He docan't
have to use it all at once,

8acred Defense: Jarath.gains a +2 bonus on saving throws
against divine spells, as well as the spell-like and supernatural abil
ities of outsiders.

Possessions: +1 command full plare, maited gauntiers of Aencar,
“Shadewsuneder” (+ 2 greatoword ), +1 battieaxe, winged mask.

The senior Sword-Sworn of the Abbey of the Sword claims to be 2
direct descendent of Aencar Burlisk, who reigned briefly from
Essembra several centuries ago as the Mantled King of the Dales.
Few doubt that [arath’s bravery or passion matches that of his leg-
endary ancéstor, but many wish that the impulsive First Sword's
courage was balanced by equal amounts of paticnce ind wisdom, Tn
battle, to honor of his fallen ancestor, Jarath always wears his
awinged prask and 4 erimson red mantle over his helm, completely
covering his bald pate and battle-scarred features,

When fighting, Jarath prefers to wield Shaderwsender, but in
tight spaces he hauls out his trusty battleaxe, claimed from the
body of a Talassan holy warrior he slew many years ago, and grabs
a large stecl shieid, if’ one i handy. Afrer countless battles in the
tunnels beneath the abbey, the First Sword has become well versed
in using the powers of his swinged maik to exploit drow sensitivity
to light and to prevent them from escaping the reach of his blade
vid levitation. Jarath wields more magic than might normally be
expected for an NPC of his level. This 15 due in large part to
Tarath's status as First Sword, for both Shadewsunder and the suit

paylight special ability

Daylight: A suit of armer or a shield with this special ability
- glows with the brilliant light of a dayfight spell for up to 30
minutes a day. A command word activares and deacrivates che
enchantment, and 15 wsually inscribed on the inside of the
armor or the back of the shicld. Excepr when glowing, the
armor or shickl appears completely normal.
< Caster Level: 3vd; Prereguisifes: Craft Magic Arms and
Armor, daylight; Markes Price: +2,260 gp.
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Qnmn:ud. This armor or shield always appears brilliant and
gleaming, no matter ‘what the conditions and despire all
attempts o paint over or obscure it Coveted by military lead-
crs of all sorts, this armior or shicld carries a powerful aura that
gives.a +4 enhapeement bonus'to Charisma and a +2 morale
bonus on Will saves to all allies within 30 feet,

Caster Level: Tthy Prevequisires: Craft Magic Arms and
Armor, prayer; Market Price: +60,000 gpr

of armor he wears were enchanted for the temple’s champion by
Priest-General Eldan Ambrose ere his death, and neither is Jarath’s
perscnal property.

Jarath takes his responsibilities as First Sword very seriously, to
the point of trying to win every battle single-handgdly, if need be.
When not drilling his fellow Sword-Sworn and regional milita in
battle techniques, he can usually be found praying to Tempus or bat-
tling invaders in the tunnels beneath the abbey. With good cause and
great regrer, the other leaders of the temple fully expect Jarath to
die in bartle some day when calling for a strategic retreat would
have been a Far better tactical decision.

#Sergeant of the Devout (7} Male and female human Frrl/Cle3
of Tempus, CR 4 Medium-size humanoid; FID 1d10+1 plus 3d8+3; hp
1%; Init +2; Spd 20 fr; AC 22 (touch 10, flar-footed 22, Atk +7 melee
(1d8+2/%3, masterwork battleaxe) or +3 ranged (1d8/19-20, light
crosshow), SA Turn undead §/day; AL CG; 8V Fort 16, Ref +1, Will
48, Str 14, Dex 10, Con 172, Int 10, Wis 16, Cha 14

Skills and Fears: Concentration +3, Craft {(armorsmithing] or
Cralt (weaponmaking) 4, Heal <6, Knowledge (religion) +2, Spell-
eraft +2, Spor +8; Blind-Fight, Blooded, Divine Might, Power Attack.
Weapan Focus (battleaxe )

Cleric Spells Prepared (4/4/3; base DC = 13 + spell level} 0—
guidance, mending, resistance, virtue; 1st—>bless, magic weapon®, pra-
tection from evil, hield of fuith; 2od—ball's stremgth, vesist elensents,
ipiritual weapon”.

‘Domain spell. Deity: Tempus. Domams: Protection (prafective
ward 1/day), War (Martia]l Weapon Proficiency and Weapon Focus
with battleaxe)

Possesrions: +1 full piate, + 1 layge steel shield, light crossbow, 20
bolts, masterwork battleaxe, pofion of darkvision or pation of
endurance, 14 pp, + gp.

P The Devout (70} Malc and female human ClrL

winged M:hsh
Tlfe edges of this full-face mask are made to resemble feathers
or wings. The wearer can use the Sy spell at will, but glows
with white light (as a fight spell) whenever this ability is used.
A mask counts as a‘puir of lenses-For limitations on wearing
multiple items of the same type.
_ Caster LevelyTth; Prevequisites: Craft Wondrous Trem, 7y,
tight, Markes Price: 13,000 gp; #eighe: 1 1h
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PScrgeant of the Sword-Sworn (Fx Male and female human
Frr4; CR 4 Medium-size humanoid; HD 4d10+8; hp 30; Init +2; Spd
20 fts AC 21 (touch 11, flat-footed 20); Atk +% melee
(1d8+6/19-20, +1 lomgrword or 1dB46/x3, +1 battleaxe) or +6
ranged (1d8/19-20, light crossbow J; AL CG or CN; SV Fort +6, Ref
+3, Will +3; Ser 16, Dex 14, Con 14, Int 10, Wis 10, Cha 12

Skills and Fears: Climb +2, Craft (armorsmithing) or Craft
(weaponmaking) +4, Jump +3, Knowledge (religion) +1, Swim +7;
Blind-Fight, Cleave, Iron Will, Power Attack, Weapon Focus
{longsword or bartleaxel, Weapon Specialization (longsword or
hattleaxe )l

Possessions: Masterwork full plate, masterwork large steel shield,
+1 Jomgrword or +1 battleaxe, light crossbow, 20 bolts, potion of cure
moderate wounds or potion of endurance, 144 gp.

P The Sword-Sworn (FO0) Male and female human Warl

- - L]

Inrrration

Joining the ranks of the Devout or the Sword-Sworn is not to be
taken lightly, bur such is the abbey's need for additional troops
that most clerics of the Lord of Battles and most warriors who
are truly ealled to the service of Tempus are readily admitted into
the ranks of the church's army. Aspirants are expected to prove
themselves by accompanying a patrol into the surrounding forest
or the tunnels beneath the abbey. Assuming the character demon-
strates sufficient nfarcial prowess, as determined by the sergeant
leading the squad during the evalwation phase, mitiation is as
simple as swearing an oath to the Lord of Battles to serve loyal
ly and die vahanely: Resigning from the ranks of the abbey faith-

ful 15 also permitted, but those in possession of particularly,

sensitive tactical details might be held in a Tempuran safchouse
(voluntarily, or involunzarily), wntil such information they pos-
5045 15 no longer of value,

-

allies and enemies

The Abbey of the Sword is beset by enemies on all sides, yet its
vital role m the conrinved survival of Battledale garners it sup-
port from some unexpected quarters. The drow that now inhabit
Cormanthor are the chicf opponents of the Fochammer’s fol-
lowers, as the two groups are engaged in near constant skirmish-
ing in the surrounding forests; However, despite the enmiry
between the Auzkovyn clan and abbey’s inhabitants, the drow of

e

mailed gauntlets of aencar

Thought to have been crafted for the Mantled King during his
diys a5 a mercenary in Sembian employ, this pair of burnished
steel gloves has been worn by various descendants of Acncar
“since the death of the King of the Dales. The mailed guuntiers
of Aencar are equivalent to gaumiless of ngre prawer. Once per
day, each gauntiet also has the power to make a magic melee
weapon held ace as if it were a defendrng weapon. Each use of
this defewding abilicy lasts 1 hour gnd anly works 25 long as the
weapon is held in hand (if it is dropped, thrown, handed to
another creature, or removed from the character’s hand, the
effect ends) Borh gauntlets must be worn to have any effect.

Caster Leved: 8th; Preveguisites: Craft Magic Arms and
Armor, Craft Wondrous Item, bulls strength, shield or ihield
of faithy Market Price: 26,302 gp; Weght: 2 1h,
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House Jaelre pose o much more immediate danger to the Abbey
of the Sword, given their attacks on Battledale while they pursue
their secrer goals

The Cult of the Dragon also works in opposition to the follow-
ers of Tempus, although open skirmishing between the two groups
is rare. The Cult maintains a secret strongheld in the cellars of
Aencar's Manor, the most famous of the Ghost Holds that line
Rauthauvyr's Road. Given that the followers of Tempus have
worked mn concert for over a decade with the Lord’s Men of
Essembra to cleanse the Ghost Holds of their monstrous mhabi-
tants, the leaders of the local Dragon Cult cell fear the inevitable
discavery of the lair of Anthavikkan, an albne young adult black
dracolich, in caverns deep beneath the manor. (Antharikkan’s
presence is unknown to the folk of Battledale because he conlines
his depredations te the surrounding Underdark, spurning the
burning rays of the sun that he hated in life.) As such, the Cult
has been breeding monsters and releasing them into the sur-
rounding Forest and tunnels in hopes of sapping the &trcngth of
the abbey's defenders.

The Zhentarim also wish to undermine the Abbey of the Sword,
as the Black Network has long sought to control the major trade
routes in the region at the expense of their trading rivals. Bat-
tledale lics astride Rauthauvyr's Road, the major trading link
berween Sembin and Hillsfar, and leaders of the Black Network
believe that the dale would be [ar more susceptible to manipula-
tion if its War-Chancellor was not so vigorously backed by the Foe-
hammer's followers. Of Jdate, Zhentarim activities mtended to
undermine the abbey include sponsoring bandir gangs based in the
nearby Ghost Holds, attacking caravans bringing raw materials to
the abbey, and producing cheap copies of the abbey's legendary
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swords and armer in hopes of undermining their reputation and
thus the interfering with the main source of income for the
abbey's inhabitants.

Despite their many foes, the followers of Tempus are backed by
powerful allies as well In addition to their alliance with the Lord's
Men of Essembra, the Abbey of the Sword is strongly allied to the
Abbey of the Golden Sheal i neighboring Mistledale, Tempuran
arms and armaments are regularly exchanged for food stores har-
vested by Chauntea’s clerics, and both abbeys supply the other with
missives concerning the latest activities of the drow. Likewise, the
Hagzpers supply the abbey's leaders with reports of troop movements
in the region in exchange for healing and shelter for These Who
Harp, as needed.

MQp Key

As befits a former castle, the Abbey of the Sword is dominated by
the Grand Tower, which was later expanded with the addition of the
North Range and the wall and towers encircling the central court-
yard. The Grand Tower and the North Range are off by half a flight
of stairs, allowing them to use the same central staircase.

Al WALLS

The abbey’s outer walls rise. some 30 fect above the ground, wrap-
ping around the inner courtyard. The walls are made of thick gran-
ite and surmounted by a parapet. The outer walls are adorned with
lurking glyphy of marding and arrow traps. Guards parrol the watls
constantly, day and night.
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A2. ForGE TOWER

The southeast tower rises three floors above the ground. The interi-
or floors aré missing and have never been repaired, although the
roof can still be reached by ladders from the southern and western
purapets.' A ballista sits atop the tower, manned by four guards, day
and night. Within the tower lics the abbey forge, where inhabitants
of the temple work on crafting and repairing arms and armor all
day and night. The heat from this tower is intense, making guard
duty atep it most unpleasant. Guard patrols visit this room infre-

quently.

A3. GARDEN TOWER

The southwest tower also rises three floors above the ground. Trap-
doors lead up between the floors, and doors enter the seécond [loor
from the south and east parapers. The first [oor of this tower holds
vitrious gardening supplies and rools. The second Floor is used for
alchemical endeavors, including the preparation of an endless supply
of pations of cnre fight wennrds, cure moderase wonndy, and cure seri-
oits wounds. Once completed, such potions are stored within the
abbey and not kept here. The third floor serves as & greenhouse,
where rare plants used in potion-making are grown. The roof of the
Garden Tower has been partially replaced by a permanent swall of
Soree, allowimng nonnative plants to grow m the greenhouse below in
these cooler climes. Despite the disquicting feeling of standing on
air, guard duty at the ballista atop chis tower 15 quite pleasant, Guard
patrols visit the inner rooms mfrequently,

A4, INNER COURT

The Inner Court is overshadowed by the looming bulk of the Grand
Tower and the North Range. Wooden stables with a pitched roof hie
along the northern half of the east wall, capable of helding 14
heavy warhorses, and a small orchard lines the southern half of that
wall. The base of the Garden Tower is encircled by gardens grown by
the temple's inhabitants. The rest of the nner court serves as i
training field. Normally, archery and marching drills are held along
the western wall of the Inner Court, while cotnbat instruction occur’s
berween the stables and the Grand Tower.

AS. GREAT WELL

The larger of the abbey’s two wells open up into the center of the
Inner Court. A T-foot wall surrounds the well, and stone stairs circle
down into the depths. At least a dozen puards keep watch over this
Porrnf to the Underdark at all times, for mere than ane monster has
emerged [rom the depths m anger into the heart of the Abbey of
the Sword.

T1. KITCHEN

The abbey’s kitchen s dominated by a great fireplace on the west
wall flanked by a pair of bread ovens. Several wooden rooms along
the eastern wall store the abbey’s food supplies, and two large prepa-
ration tables stand in the middle of the room. A low, wide set of
double duskwood doors used for bringing in supplics lead out of the
southwest wall inta the abbey courtyard. These are barred at night.
A second well leads down to the subterranean lake below, although
stairs line its walls, This well is guarded night and day against the
possibility of a monster coming up from the depths by at least cight
guards. During the day, prior to each meal, the kitchen is 2 bustle of
activity as those on kitchen detail prepare to feed a small army,
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T2. CENTRAL STAIRCASE

This spiral starrcase runs up the center of the abbey, connecting the
kitchen to the armory to the corner entrance. From there it winds
past the lower hall, the first aboveground floor of the north range,
the Hall of Battles {once the castle’s great halll, the second Toor of
the north range, the battle pulpit, the third floor of the north range,
the Priest-General's apartments, and on to the paraper of the north
range. The central staircase is in almost constant use, morning
noon, and night, between goard patrols and various inhabirants
making their way about the abbey. The door leading into the court-
yard is made of stout duskwood and barred at night. Two guards are
stationed here at all times.

T3. DUMBWAITER

'I‘lm shift leads up the northwestern wall of thc Grand Tower,
rebuilt to open inte the North Range as well as the original struc-
ture. Just as the North Range is half a flight up from the Grand
Tower, the dumbwaiter opens into the North Range several feet
above where it opens into the Grand Tower on cach fleor. The dumb-
waiter 15 used to ferry goods and armaments throughout the abbey.
Guard patrols are well aware that it is a tempting avenue for inter-
lopers to use to reach the upper floors.

T4, ARMORY

The armory lics in the basement of the north range, half a flight up
from the kitchen, The roof of the armory is curved and supported
by great stone arches. The followers of Tempus store all manner of

weapans and armor here, wrapped in leather and carefully oiled. At
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| the far end of the armory, the East Stair leads up to the first above- ° ] - L
ground floar of the North Range, Four guards are stationed in the -&BBEY OF THE SWGIIJ)

;F ‘ armory-at all times. SEcoND FL'BOR

e TS. EAST STAIR

The East Stair 15 actually a series of staifs leading up the eastern
wall of the North Range. Fach set of steps leads up from north to
south, endingin 1 small hallway that leads back north to the begin-
ning of the next stair. This stair is less heavily trafTicked than the
central stair, but is busy most times of the day and night all the
same. ’

T6. LowEr HALL

The Lower Hall of the Grand Tower now serves as the dming area
fer the abbey’s inhabitants. Six great tables and a seventh head table
111 the room, along with a great fireplace along the west wall and a
service table along the north wall. Servers bring food up from the
kitchens via a dumbwairer in the northeastern wall. At the south end
of the Lower Hall, twin duskwood doors lead down stone steps into
the abbey courtyard These doors are uvsually barred by a stout
duskwood bar.

T7. STOREROOM

Storerooms on the 1st and 3rd floors of the North Range contain
miscellaneous tools used to maintain and clean the abbey, as well as
stocks of healing potions brewed in the Garden Tower. A clear pach
leads fram the door to the dumbwaiter, These rooms are usually
locked, although passing guard patrols always have a key and check
on goings-on within from time to tfime.
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T8. BARRACKS

Three floors of hedchambers serving as barracks dominate the
North Range, Each room helds at Icast four bunks and a small fire-

= lace, as well-as the gear of the Sword-Sworn or Devout stationed
ABBEY OF THE SWORD frithm when not in use. These rooms are largely empty during the
First Froor day, except for those on the Night Vigil carching up on their sleep,
At night, each room s filled with warriors and clerics dreaming of
a chance for battle. Small groups of goards menitor the Nerth
Dook FIREPLACE Range at all hours,

T9. HALL oF BATTLE

Wisnow Tasee Once the great hall of the Grand Tower, this two-story chamber now
EWIN'DGW ! Dovnre serves as the Hall of Battles, the central shrine of Tempus at the
Seat FIREPLACE

abbey. A great stone fireplace dominates the western wall. At the
nerthern end of the east wall, the battle pulpit looks out over the
temple below. The walls are lined with nonmagical shields and
weapons of the fallen. Although no name adorns any of the hang-
ing armaments, every inhabitant of the abbey can recount their sto-
ries and name their last bearers.

At the center of the room rises a low shield-shaped dais, which
serves as the altar of Tempus. Above the center of the dais floats the
Shield of Baergil (+2 large steed shield), recovered from the Battle

of Swords Creck. Levitating upside down through the divine will of
the Fochammer, the shield holds a sword-shaped pactern of 20 red
tears, teardrop-shaped, glossy crystals of blood-crimson hue alio
known as Tempus's Weepings. Unbeknownst to most outsiders,
Eldan Ambrose did not follow the trail of the Lord of Battles back
to the shattered castle of Belarus simply by following the avatar's
footprints, The former Priest-General actually rebed on a trail of
bejeweled tears shed by Tempus as he walked toward the Battle of
Swords where Baergil was preparing to sacrifice himself in order to
defeat the Zhentarim Sword of the South army. Although consid-
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ered sacred priceless relics by the Foehammer's Followers, cach red
tear is worth 1,000 gp on the open market. The will of Tempus has
attuned cach gem to hold 4 smgle divine spell. If a pu‘:ﬂr‘l who holds
Tempus as his patron smashes 2 gem during battle, the attuned spell
15 cast upon the bearer.

At least four clerics of the Lord of Bagtles are present in this
room at all times.

Creatures (EL 14, plus clerics): Four suits of full plare armor
stand at attention i this room, one n €ach of the four corners
Each is actually a helmed horror, instructed to defend the chamber
from those who would prefanc the altar of Tempus,

P Helmed Horror: CR 10, Medium-size construct; HD 1341040,
hp 71, Init +1; Spd 30 ft, air walk 30 ft; AC 19 (touch 11, flat-
footed 187 Atk +12/+7 melee (2d6+4/19-20, greatsword) or +10
ranged (1d10/19-20, heavy crosshow )i SA Weapon power; SQ_Air
walk, construct traits, feather fall, see mwném{n_ spell immunities;
AL N5 8V Fort +4, Ref +5, Will +7; Str 16, Dex 13, Con —, Int -,
Wis 16, Cha 12,

Weapon Power (Su): A helmed horror can give its edged weapon
a mapical power as a free action. The weapon's magical power oper-
ates enly as long as it 8 in the helmed horror’s grasp. The magical
effect comes from the creature, not from the weapon itself. Weapon
abilities funcrion as rhe magic weapon special abilities of the same
name as described m the DuNcEony MasTER'S Guide. Clockwise,
beginning in the northwest corner, the powers of their swords are
Flaming burst, frose, thocking durst, and thuwdering,

Air Walk (Ex): As the spell of the same name, usable only by the
helmed horror itself .

Construct Traits: Immure to mind-influencing effects (charms,
compulsions, phantasms, patterns, and morale effects), and to
poisan, sleep; paralysis, stunning, disease, death effects, necromantic
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c¢ffects, and any. effect that requires a Fort save unless it also works
an ohjects; cannoc heal damage (though regeneration and fast heal-
g still apply, if present’; not subject to critical hits, subdual
damage, ability damage, ability drain, or energy drain; not at risk of
death From massive damage, but destroyed when reduced to O hit
points.or less; cannot be raised or resurrected; darkvision 60 fr.

Feather Fall (8p): This ahility funcrions like the spell of the sume
name hut is usable only by the helmed horror itself.

See Invisibility (Su): Helmed horrors see inyisible objects and beings
naturally, as if they always benefited From the see invisibility spell.

Spell Immunities (Ex): These helmed horrors are immune to fire-
Ball, ice sioram, lghining bolt, and magic messile.

T10. VESTRY

This 15 the robing room for the temple’s clerics and contuns only
nenmagical clerical vestments and service objects. It is usually unoc-
cupied and locked, except immediately béfore und after services,

R R

creatures from
Monsters of raertn

Sarne of the arganizations presented in this book use monsters
‘Trom Menstroes Cqmpqyd:'#m Monsters of Faerdin as allies,
slaves, or servants If you do not haye that book, you might
warit to substitirte thoss monsters with an alternate creature
from the Monster Manual, The following is a list of these crea-
Tures, a‘:gentrnl description, and a creaturp from the Mowsrer
Mannal that can be used as a substitute,

Aballin: Transparent ooze that resembles water and kills by
envelopiyg and drowning oppunenrsu Réplacement: gray ooze.

Baelnorn: A good clven lich éreated to defend a saered elyen
site. Replacement: good elf lich wizard with no fear ability, plus
the ability to turn undead as a cleric of its character level,

Banedead: Intelligent undead with hideous claws and damage
reduction, Tormed from worshipers of evil deities, Replace-
ment: ghast. 3

Baneguard: Semi-intelligent skeletal undead that can cast
blink and magie misside. Replacement: allip or ghast.

Banelar: Strong, poisonous, intelligent spelicasting humanoid-
headed snakelike creature thac can manipulate wands or rings
with its facial tentacles, Replacement: dark naga.

Beholderkin, death kiss: A mutant beholdey with blood-drain-
ing tentacles instead of eye rays. Replacement: rast a,dvanccrl to
13 HD.

Beholderkin, gonger: Large beholder v:rmut br:& to kill
normil beholders. Rep!llcemant beholder,

Hairy Spider: Fine poisonous spider sometimies used by drow
wizards 5 o familiar. Replncement: tiny monstrous spider,

Helmed Horror: Animated suit of full plate that can give its
weapon 4 <1- or +2-equivalent magical property such as fiaw
ar shack. Replacement: shield guardian.

Myrlochar: Outsider spiderlike creature that scrves Lolth.
Replacement: fiendish large monstrous spider.

Taparukk; Planctouched demonic ores bred in the dungeons |
under Hellgate Keep. Replacement: fiendish half-orc Bhn 4
. Yochlol: Tentacled ooze-outsider that serves. Lolth and can
take the Form of a hu?mmd, spider, or gas cloud, E.q:luckmenl;
fiendish gray oozeor Tiendish doppelganger.
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although most pussing guird patrols have a key and poke their heads
in time gnd again,

T11l. BATTLE PULPIT

Once a munstrel’s gallery, the Battle Pulpit extends dut over the
floar of the Hall of Battles. It now serves as a pulpit for the Cleric
General when his is delivering a sermon or other address to the
assembled troops below, When services are not being held, the Battle
Pulpit doubles a2 a guard post for a pair of guards armed with cross-
bows and a ready store of bolts.

T12. ANTEROOM

This chamber once served as the anteroom leading to the quarters
of Belarus and his family. It now serves as 4 teaching room, where
the Devour retire to study the teachings of the deity. Faded tapes-
tries of battles Forgotten decorate the walls, and several small tables,
surrounded by chairs, are scattered about the reom. This room is
rarely unoccupied during the day or ¢vening hours, At nmight, it is
usually occupied only by passing guard patrols.

This small chamber once served as the private chapel of the Grand
Tower's lord. It retains that original purpose, but also serves as a
War Room in which the abbey’s leaders meet in private to plot mil-
itary strategy. The walls are lined with shiclds and melce weapons,
many bearing the msignia of long-dead warriors Prominently
placed above on the south wall is the Shield of Bedarus (+1 moder-
ate fortification large seeel shicld), restored to a place of honor
within the abbey after laying forgotten for many years in the
shrine of Tempus in Sacrloon. Two honor guards are posted within
this chamber at all rimes.

ABBEY OF THE SWORD
FourTH FrLoor
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T14. BRIEFING ROOM

Once the day chamber of the lord and lady of the castle, this cham-
ber now serves as the Priest-General m much the same fashion
Gorym and his licutenants receive a constant flow of briefings in
this chamber, and guards are permanently Stationed in the corners’
of this room. The room itscll is hung with shiclds and weapons of
fallen high-ranking clerics of Tempus, A large round table sur
rounded by chairs ligs in the center of the room, covered with s
and various reports.

T15. PRIEST-GENFRAL’S QUARTFRS

Once the private living quarters of Belarus, these rooms now serve
the abbey's military commander and spiritual leader m much the
same fashion. The walls are decorated with tapestries depicting bat-
tles now forgotten. A plain bed lies along the north wall, and a desk
sits in the center ol the room.

T16. WaR LIBRARY

Once the private living quarters of the lady of the castle, this cham-
ber has been converted into a library, A great table lies at the center
of the room, covered with furled maps. The walls are lined with
books of military serategy and military history, one of the linest cal
lections to be Found within.the Dalelands. Characters using it as s
reference receive a +10 bonus on Knowledge (hustory ) checks relar
ing to warfare.

T17. NORTH RANGE ROOF

A narrow parapet runs along the northern edge of the North
Range roof. A duskwood door (which can be barred) ar the west
end leads down into the central staircase, while another duskwond
door (which can also be barred) at the east end leads into the
Chapel of the Valorous Fallen. A small stone stair leads up to the
roof of the Grand Tower, At least two guards are ‘stationed here
day and night.

The roof of the Grand Tower (not shown) is flat and ringed by
parapet walls. At least four guards are stationed here day and night.

T18. CHAPEL OF THE VALOROUS FALLEN

This quict chamber is reached by the East Stair and by a door lead-
ing, in from the North Range Roof. Inhabitants of the abbey come
here when theyswish to remember fallen comrades from battles past.
The room itself holds only a simple stone block ar the center of the
room on which the faithful drip a single drop of blood before pray-
ing: No weapons are permitted here excepr i times of battle or
when a patrol must pass through during 1ts tour of duty: A wooden
ladder on the south wall leads up to the reof of the East Tower,
where 2 more guards are vsoally stationed. This chamber 1s often
occupied by a single cleric or member of the Sword-Sworn at odd
hours of the day. .

Ul LAKE OF TEARS

This small subterranean lake serves as the abbey’s primary supply of
fresh water. Over FO feet deep in spots, the lake is fed by a deep
freshwater spring and 15 filled with cool sweet water. The abbey's
troops tell one another tales of treasure in its depths; but no real
hint of such a treasure has ever been discovered.

Creature (EL #) Unbeknownst to the inhabitants of the abbey,
an aballin dwells in the depths of the lake, emerging from tme to
time to prey on a solitary passersby. As troops from the abbey
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always travel m large groups, none have been attacked yet. Howev-
er, solitary users of the perdel nexus are rarely so lucky,

# Aballin: CR 4 Large ooze; HD 3d10-6; hp 22 Init +1; Spd AC
10 (touch 10, flat-foored 9 Atk 46 melee (1d48+7, slam};
Fuce/Reach § ft. by ¥ ft,/10 ft; SA Drown; 5Q Blindsight, immuni-
tics, ooze traits, passive state, vulnerability to warer-affecting spells;
AL N; S5V Fort +3; Ref +2, Will +0; Ste 21, Dex 13, Con 14, Int —,
Wis %, Cha 6.

Drown: The first victim hat h}' the aballin’s pseudopods ISt
mike an opposed grapple check with the aballin (the monster's
bonus on this check s 4117 If the aballin wins this cheek, it draws
the victim into its [uid body. The victim is at risk of drowning (see
Water Dangers in the DuncioN MasTir's Guide). Because the
ahallin 15 composed of acid, not watér, spells such as water breathing
offer nio help in surviving the effect of drowning in their fluids,

A trapped victim can attack the aballin or make additional grap-
ple checks to escape its grasp. The character cannot cast a spell with
1 verhal component or use any other item or ghility that requires
speech. IF other characters use edged weapons to attack the aballin
while it is holding a victim, those attacks have a 25% chance of hit-
ting the trapped character, and they have no effect on the aballin,
While holding a victim, the aballin continues to attack with its
pseudopods, dealing slam damage to other characters.

B‘iﬂiﬁgﬁl (Ex)} The creature mancovers and Nghts as well as a
siphted creature by using nonvisual senses. Invisibility and darkness
are rrelévant, though the creature still can't discern ethereal beings.
The ereatiire ustally does not need to make Spot or Listen checks ta
fotice creatures within range of its blindsight ability (60 feet)

Immaunities (Ex}: Aballins suffer no damage from cnergy atracks
mvalving fire, cold, or electricity. Slashing or piercing weapon
artacks have a 29% chance of striking a character trapped within

the aballin, but.they do no harm to the aballin itself. Only bludg-
eoning weapons can harm the creature.

Oocze Traits: [mmune to poison, sleep, paralysis, stunming, poly-
morphing, and mind-influencing effects; not subject to eritical hits
or flanking;, blind.

Passive State: In its passive state, an aballin cannot be harmed by
any atracks that would not affect a normal pool of water.

Vulnerability to Water-Affecting Spells (Ex): A transmute water
to dust spell forces an aballin to make a Fort save (standard DC for
the spell) or perish. A dower water spell forces an dballin to release
a trapped character if it Fails a Fortitude save.

U2, GREAT STAIR

The Great Stair winding down the Great Well ends here. This area
serves ay the base encampment for patrols into the surrcunding
tunnels. Two small boats rest on the shore of the Lake of Tears, pri-
marily for use when rescuing someone or something that has fallen
down the well shatt of the kitchen.

U3. KiTCHEN WELL SHAFT

The well shaft in the abbey's Kitchen opens over the Lake of Tears
at this location.

P1. MacGic PORTAL

This rwo-way persa/ 1éads to a cavern on the flanks of Mount Hel-
mibrar, north of the city of Waterdecp. A band of human adven-
turers calling themselves the Company of the Swift Scroll use it to
ferry messages, treaties, and small items of value halfway across

Faertin in a trice. After several bloody clashes with the faithful of
* Tempus, the two proups reached an accommodation. The Company

of the Swift Scroll limits its trips to twice monthly and donares one-
third of its earnings to the abbey;, mn exchange, the Iollowers of
Tempus do not permit any other group to use the parial,

P2. Macic PORTAL

This two-way portad léuds toa glade in the heart of the High Forest
near the Star Mounts. A beholder and a pair of illithids infrequent-
ly and irregularly employed it. The eye tyrant does not appear to be
working in concert with the mind flayers, yet the arrival of one
always seems to occur just 45 the other departs. Despite repeated
attempts to slay both the illithids and the beholder, the Faithiul of
Tempus have been forced to concede the field of battle and let them
pass into the depths of the Underdark,

P3. Magic PORTAL

This one-way persad leads from a dark alley in a cosmopalitan ity
known as Sigil on another plane. Details of its operation are
unknown, but thought to involve same sort of key.

P4, MAGIC PORTAL

This two-way porfal leads to a room with invisible walls and floor
that hangs some 70 feer above the back streets of Tricabor, Part of
the [loor i5s missing and the chamber has one window, making it easy
to exit by tumbling, The inhabitants of Iricabor, terrificd by such
arrivals, have taken to paymg wizards handsomely for swiftly hurl-
g firebafls.up at anybody suddenly arriving above their heads.
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Breaking i to the Abbey of the Sword 15 not an easy matter, for the
vigilance of its defenders 1s unceasing. Numerous patrols stalk the
surrounding woodlands, challenging all they meet, and the tunnels
beneath the abbey are well guarded at strategic junctures, even if the
total number of troops available are not sufficient to guard every
portal, The Devout have enmeshed the entire fortification in a
halfow spell shat provides aid to all who venerate Tempus. Given
the predilection of the drow for attacking after the sun’s light has
ebbed, nighttime defenses are eved stronger than those mounted
during the day. Althcugh visitors are‘welcomed at the abbey, and
allowed to stay for up to nine days at a time, they are watched con-
tinuensly and not allowed to ger near the abbey wells, armery, or
kitchens, nor accompany the abbey’s patrols,

If the abbey has a weakness, it is the desperate shortage of war-
riors As such, mfiltrators willing to join the ranks of the Sward-
Sworn stand a reasonable chance of penctrating the abbey’s defenses.
A particularly cunning approach might be to first join the Lord’s
Men of Battledale, who are frequent visitors to the abbey, well
regarded by the followers of Tempus, and yer are not subject to
nearly as much scrutiny before admittance.

Adupﬁng the Temple

8mall abbevs such as the Abbey of the Sword lie scatrered across
Faerun and are built by a variety of faiths. The followers of Tempus
typically build their Fortress-style abbeys in lightly defended regions
lackimg a powerful central authority where a church-sponsored army
mighr be the only succor for the local inhabitants. The North, the
western Heartlands, the Dalelands, the Moonsen region, the Vast,
Thesk, rural Chondath, and even the Shaar are all likely locations
for an abbey of Tempus worshipers. Simply replace the drow with
some other local threat, such as. orcs for an abbey based at the foot
of the Rauvin Mountains, and assume the abbey is simply the next
such fortress along the Trail of Tempus's Weepings (see the Trail of
Tears adventure hook below )

The Abbey of the Sword easily adapts to other Faiths as well, par-
ticularly those of martial aspect. All the comments about other
Incales above apply to abbeys of other faiths as well. Simply updarte
alignments, favored weapons, and dogma, and recast magic targeted
specifically at the drow at wheever is the greatest regional threat.
Then replace Tempus's Weeping with appropriate relics of the faith,

Azurh: Mthough abbeys dedicated to the Patron of Mages are
rare outside Halruaa, they are occasionally Founded in regions where
the Art is wielded without restraint, engulfing the land in frequent
magical bartles. Other times they are placed atop porsads from other
worlds to guard against magical interlopers. Dedicated to the High
One, the Abbey of the Wand becomes a place of battle magic, where
Sirebatis and dightming boits are regularly hurled, Replace the red
vear relics with Laeralls fears, and the ranks of the Sword-Sworn
with the lawfully aligned wizards and sorcerers of the Scroll-Sworn.
Some of their commanders should be arcane devotees.

Hawe: Servants of the Black Lord seek to extend the iron-fisted
rule of their deity, and abbeys dedicated to the Lord of Darkness
play a crucial role in expanding the tyranny of Bane. Dedicated to
Black Lord, the Abbey of the Rod becomes an even grimmer loeale,
as the abbey’s army is directed at enforcing the dictates of their
dark prelate. The state of perpetual war that enmeshes the abbey’s
troops is the valiant cause of outlawed freedom fighters seeking to
liberate their homeland. Replace Tempus's Weepings with ravenars,
and include several blackguards among the commanders of the
Sward-Sworn,

Tyr/Torm/Heim: Despite their differences in philosophy, abbeys
of these gods serve mich the same role as those founded by follow-
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ers of Tempus. The hunger for combat is less, but the Fervor of
righteousness fuels as many battles in times of need. Dedicated in
this fashion, the inhabirants of the Abbey of the Shield exert & much
Firmer hand in the affairs and governance of the local community.
For all three gods, the Sword-Sworn should be paladins, and the red
tears that are relics of the faith should be réplaced with blue quartz
{Tyr), fire agates (Helm), or garnets (Torm ).

getting the
players involved

The Abbey of the Sword can serve a variety af functions in o cam-
paign based in the Dalelands. As a bastion of strength in 2 region of
rapidly increasing danger, the abbey can initially serve as a place to
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heal and regroup while the characters explore the nearby Ghost
Holds or the surrounding forest. Later, the problems besetting the
abbey may draw the characters into the political and mercantile
intrigues of the region, set against the backdrop of ever-escalating
warlare in the depths. And finally, the abbey's proximity to a nexus
of hitherto unexplored porsals enables powerful characters to range
across much of Faerdn in search of adventure yet return time and
again to their familiar stomping grounds. -

A TRAITOR IN THE MIDST

The.departure of the Elven Court from Cormanthor has made
Rauthauvyr's Road more dangerous rather than less. Artacks by
opportunistic bandits, monsters, and drow have replaced clven
warchfulness, Sembian authorities believe they ean solve these prob-
lems by secretly establishing [riendly trading relations with the new
drow commuuitics in Carmanthor.

Countess Mirabeta Selkirk, cousin of the current Overmaster of
Scmbia, recently acquired a leading interest in the Six Coffers
Murket trading house, which makes extensive use of Raothaovyr's
Road. In hopes of furthering her personal fortunes, she has gone one
step Further than the Council of Sembia and placed a spy within the
ranks of the Abbey of the Sword. That spy has been reporting on
military preparations and troop movements within the abbey and
passing them on through a series of discrete intermediaries to the
drow of House Jaclre, who continue to use attacks on Battledale to
disguise their true intent (taking over the old elven myebals) In
exchange for this information, House Jaclre has been discretely
ensuring the safe passage of Six Coffers Market caravans along
Rauthayvyr's Road, ;

Word of this betrayal has reached Miklos Selkirk, son of the Sem-
bian Overmaster and frequent ambassador to the drow on behalf of
the Council of Sembia, Miklos finds himself in & delicate position, as
he does 1ot wish to annoy the drow or publicly expose the extent of
the Overmaster's dealings with the drow, yet he does not view the
full of Battledale (and thus the expansion of drow-held rerritory) as
heing in Sembia's long-term interest. Moreover, if Mirabeta's latest
treachery is ever publicly unveiled, her actions will undermine
Sembia's already shaky diplomatic and trade relations with its fellow
dales and bring disgrace on the entire Sclkirk family, As soch,
Miklos 15 in need of adventurers to discretely dispose of the spy
withour alerting the drow to his invelvement and without alerting
the followers of Tempos that there ever was o spy in their midst.

DEMON IN THE DEPTHS

Reverend Brother Derim Whiteshield of the Abbey of the Golden
Bheaf in Mistledale has sent a secrer missive.to the Acting Priest-
General of the Abbey of the Sword passing along unverified reports
of a four-armed, dog-headed demon stalking the tunnels of the
Underdark north of Battledale: As this demon matches the descrip-
tion of the one who killed and-ate his predecessor, Garym would like
nothing better than to destroy the Fiend so chac Fldan Ambrose can
be resurrecred if that is what his spirit truly seeks as the war remains
unwon, However, Eldan is concerned that such rumors might have
heen planted indirectly by the drow whe have been raiding Dat-
tledile to deaw out the abbey's forces on o wild goose chase. More-
over, he knows Jarath well enocugh to realize that the First Sword
will probahly charge into the depths accompanied by most of the
abbey's trdops as soon as he gets wind of this report, leaving those
troops and the abbey as a whole dangerously exposed. As such, Eldan
needs a small company of #dventurers to come 1o the abbey in the
guise of a would-be adjunct military unit. Eldan then plans to send
the band into the tunnels beneath the abliey to “prove themselves,”
while seeretly sending rhem out to hunt down the demon.

_..._+_
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TRAIL OF TEARS

Gorym receives a vision revealing that Eldan only retraced one sec-
tion of the Fochammer’s trail after Tempus appeared in the Realms
during the Time of Troubles. Apparently, the Lord of Battles actu-
ally manifested clsewhere in the Realms, and the Trail of Tempus's
Weepings continues through one of the persadr beneath the Abbey
of the Sword. Unwilling to further deplete the abhey's already
reduced ranks until he knows through which porfal the Fochammer
arpived, Gorym recruits the characters to explore bevond the porsals
known and unknown beneath the abbey in search of the next red
tear. This hook could lead to the cstablishment of a series of abbeys
dedicated to Tempus, each set along the Trail of Tears, One of those
abbeys might be founded by a character who venerates Tempus,

T?e packhouse
of saerloon

Those who ply the seas of f Semibia’s southern coast know the treach-
erous approach to Saerloon as Umberlee’s Guller, an unfargiving bay
filled with dozens of tiny islands and countless rocky outcroppings.
Some historigns claim that Saerloon (then called Chondathan)
became Sembia’s preeminent harbor only after a series of lighted
buoysand a great island lighthouse were established during the reign
of the merchant master Saer. These lights steered sea captains away
from hidden shallows and guided navigators traveling at night. In
times of war, the lights could be extinguished, allowing the bay’s nat-
ural dangers to enhance the city's defensive strategies. The granite
lighthouse, known a5 Hezemdell’s Beacon, illuminated the harbor
for more than a thousand years until a freak hurricane destroyed it
during the Time of Troubles. Wirh no lights to goide nocturnal voy-
agers, cash-pressed local merchants began referring to the Following
year as Shar's Reign. Even the most skilled diviners of Mystra's
Tower of Mysteries could not have guessed how accorate o state-
ment that was.

Lady Merelith of the Guard, merchane princess ‘of Saerloon,
established a new lighthouse in the Year of the Serpent (1359)
ensuring safe passage merchants and travelers traveling between the
City of Stulpted Devils and the Sea of Fallen Stars. Merelith
appainted Zembrath Klun, a distant cousin from Westgate, keeper
of the lighthouse. Few had heard of him before the announcement.
Klun and 2 team of architects soon set to work returning lights to
Saerloon’s bay.

Built “near the ruins of Hezemdell’s Beacon on the rocky
Mezeketh Isle, the new lighthouse more accurately functions as a
light station, as several outbuildings support the lighted tower. Typ-
ical to the architectural style of Sacrioon, the stone buildings feature
remarkable statuary, with leering gargoyles and grinning fiends ar
every arch and corner. One of the few city officials who visited the
island after the station’s construction commented on these stone
gobling in her report, noting that the curious, catspicuois carved
smirks of the gargovles suggested that the inanimate creatures held
some secretabout the place and its keeper. If that bureaucrat’s casual
observation had led to an investigation, the merchant lords of Saer-
loon might have put an end to what would become thy most impar-
tant edifice dedicated to the dark goddess Shar throughout Sembia
Now, more than a decade later, Zembrath Klun's lighthouse acts as
a congregation point for worshipers of the Lady of Loss and an
important foundation of an international transplanar initiative that
could grant Shar's clergy an edge in the spiritual warfzare raging
across Faeriin.

The evil activities of the Darkhouse, as it is jokingly known by
Klun and his compatriots, have managed to go unnoticed for more
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than tén years. This 15 thanks in large part to the fact thar Klun
and his family serve the city ably in their capacity as lightwardens,
commumicating with their municipal superiors in Saerloon through
an intermediary and keeping largely to themselves, A hired man
rends to the sheep thar seem o have free run of the sland, and on
the rare occasion that some emergency brings a boat to the beach
on the island's west coast, visitors are treated warmly with offers of
fresh food and warm beds in the keeper's station attached to the
l.:,ghﬂmuse. '

Only those who traffic in Sacrloon's darker industries of slave
trade, drug trafficking, and paid murder hear tales that Klun is
mare than he appears and Mezcketh' Isle holds a magical cscape
from the city for those who would swear allegiance to the Mistress
of the Night over the slain corpse of an innocent sacrifice. To such
villaing, the Darkhouse provides shelter, healing, and ultimarcly
escape through an unusual porfa/ leading to 2 nexus hidden in the
mystérious folds of the Plane of Shadow. This nexus, the Adumbral
Calyx, is the home of the shade Volumvax, an ageless being who tires
of maintaining his role as a shadow player in the political landscape
of Faeriin and has hence opened porsals to several cities throughout
the continent. From this planar base Volumvax schemes against his
enemies (just about everyone) and plots intrigues that benefic him-
self and Shar (in roughly that order).

But mistakes have been made. After a decade of flawless and
undetected service to the church of Shar, Zembrath Klun has
become carcless. In an attempt to please Veolumvax with new
recruits to the Sharran cause, Klun has allowed into his confidence
men he would have killed cutright five years ago, and upon their
return to Sacrloon, these men speak drunken tales of a realm of
indistince patterns beyond the lghthouse tower. Finally, Volum-
vax's own arrogance has fed Klun's, and together the two have
crossed enemies such as the Zhentarim and the Red Wizards of
Thay. While Volumvax, the selfproclaimed “Lord: Sciagraph,”
wishes to bea power player in Facrin, the Zhents and Thayans are
power players, and they didn't get that way by playing nice. The
status guo is at an end Either Volumvay will sucéeed in his bid for
dominance, ar he will fail. Perhaps the investigation of a band of
adventurers will make the erucial difference,

ceremonies

Zembrath Klun maintains the secrecy necessary to his position;
therefore, Mezeketh Isle sees few open celebrations to the Lady of
Loss. The mght of the Feast of the Moon, a Sharran hugh holy day
known as the Rising of the Dark, probably represents the most sig-
nificant threat to the secrecy of Klun's operation. On that night,
nearly three dozen of Shar's faithful make their way from Saerloon
to Mezeketh to engage in ceremoniés held 10 the Adumbral Calyx.

In carlier years, supplicants sailed their own small boats to the
island on this night, but after one such boat brought the criminal
Meridian Gan to the isle in 1364 DR, Klun changed his policy. Ear-
lier in che day, Gan artracted a band of hounty hunters in the pay of
Saerloon's Guard, who followed him to the island. The pursuers had
to be delayed by Klun's wife and children while the lightwarden
traveled to the Calyx, killed Gan, brought him back to the island,
and dumped him in the old cistern. Though he altered the body to
look like a suicide and helped the bounty hunters search the island
until the grisly discovery was made, the entire affair brought him
periously close to bemg discavered. Now, on the Risng of the Dark,
all supplicants are brought to the island by Klun’s boatman Rimrua
aboard the Chomduthan Bride.

Like all worshapers of Shar, Klun's family must perform one act
of wickedness cach tenday. Zembrath's frequent trips to the Adum-
bral Calyx give him plenty of chances to fill his quorn. Lately, his
wife and two children half-heartedly perform the required displays
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of evil ranging from abusc of onc of the lslind's many sheep to
gentle teasing of Flent, the station™s dim-witted (and completely
oblivieus) shepherd. Klun feels disappeinted that his family seems
less concerned with their faith than he does but refuses to subject his
wift and children to the horrors of Volumvax’s realm, With his fre-
quent trips to the city, Rimrus has no trotble indulging his most
perverse desires upon the least fortunate members of Saerloon’s
lower class. L

Any stranger showing up on the island’s beach asking when the
next unhely ritual to Shar will be practiced will be asked politely
to leave: Sserloon's underworld knows that all contact must first
be made with Rimrus. Those who do net arrive with his blessing
(and, on their fist visic, with a sentient sacrifice) are turned away
by Klun, who does a good job of bluffing his way out of compro:
mising situations,

Services

Aside from the crucial maintenance of the continual flame light-
house and regolar touring of the several dozen floating comtinual
flame buoys thar dot the approach to Saerloon, Zembrath Klun pro-
vides few services to the community and intepacts rarely with the
general public. Rimrus handles all contact with prospective suppli-
cants. The underbelly of Sacrloon society knows that Rimrus is 2
man with connections, and that he can be turned to for any number
of illicit services. ' .

Those who seek vengeance against an énemy ofren come to
Rimrus, whe spends most of his time at a dive called Feskum's i
Saerloon’s recking, tenement-filled Dockside Districr (between the
open Dolphin Marker, the eastern wall, and the city docks)
Vengeance seckers often ask the boatman to provide services from
general humilimtion to murder, and while he makes a big show of
being offended when faced with the latter request; an offer of more
than 2,000 gp (half paid in advance) usually suffices to catch his
interest. Rimirus pockets a quarter of this fee, giving the rest to
Klun. The lightwarden in turn takes 250 gp, bringing the rest of the
money to the Calyx where it & donated to Voluimvax’s coffers
Thereafter, Lord Sciagraph designates one of his many agents (usu-
ally from one of the other cities attached to his realm) as che sgent
of vengeance. Such assassins rarely sce any money for their servic-
es—heing assigned a contract Killing is a test of a supplicant’s faith
m Volumvax. Those who fail are in turn killed by another agent—
the shade lord seldom runs short of novitiates in need of testing,

remple credo of the -
parkhouse -

When the moon's light is stricken from the mght sky, Lord
Volumvax will stand teiumphant with the bload of Seline on
his hands. His is the foresight feeded to plunge Toril into the
Trernal Dark, when the bitterness and resentment of the world
will ifest in shadowed darkness to swallow the benevolent
and wedk. Seck the refuge of the Adumbmal Calyx and gather
there with your brothers and sisters to spread the unholy influ-
ence of Shar throughout Faerin. Tread quictly in the outside
world, always wearing vour “light face,” the false identity chat
engenders trust in the foolish. Stand ever ready to slash the
throat of even your most trusted ally if such is the order of
Lord Sciagraph, for Volumvax s darkness incarnate, snd
speaks with the voice of the Mistress of the Night,

- —
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Most desperate folk who come to Rimrus don't seek vengeance.
They're looking for escape—from the City Guard, from powerful
adventurers, from Harpers, or from any of the other half-dozen
seeret societids that infest the City of Sculpted Devils Over the years,
word has spread that Runrus knows 2 secret way out of the city, but
on this point he claims ignorance, offering to buy his desperate visi-
tor 4 drink to case their troubled mind. During the talk that Mollows,
the boatman probes his drinking partner for hints abour their reli-
gion, sometimed dropping phrases about loss and veéngeance straight
from the litany of Shar, Those few who respond with recognition and
accepeance of the ways of the Lady of Loss are raken into Rimrus’s
confidence. He tells them that he can provide an escape, but that
they must provide a living sacrifice. He never mentions Mezcketh
Isle m these transactions; instead nstructing his charges to méet him
at the following dusk aboard the Chondatban Bride.

On rare-occasion, Rimrus sneaks Zembrach Klun's teenage daogh-
ter, Sclice, to the city aboard the Bride. Selice allows the crude boat-
man to have his way with her in exchange for these trips, but the
arrangement (at least for her) is totally devoid of passion. Once in
the city, she abandons Rimrus for the company of g dark cadre of
frignds, most of whom are drawn from the ranks of the Night
Knives, a disreputable association of thieves and cutthroats. Waord has
spredd throughout this arganization that Selice has mastered the
manipulation of the Shadow Weave, and she occasionally invites a
young friend to the island for an afternoon of play. What no one else
on the island knows is that she spends mest of this time hidden away
in the harn's hayloft, teaching her friends how to pull the strings of
the Shadow Weave, She charges nothing for-such mstruction, offer-
ing it only to those she has befriended while on the town. If she were
to suspect that one of her friends was using her to get closer to her
father, she wouldn’t think twice about destraving the interloper.

Hierurchq

While Zembrath Klun pominally controls Mezeketh Isle, he and his
family follow the orders of Volumvax, who rarely leaves the Adum-
bral Calyx. On the island, Klun is master of all things. On the Plane
of Shadow, however, he is but one of many caretakers who ensure that
Shar's cult mamtding thewr secret means of traveling about Faerdn.
Klun appreciates the importance of his pesition, and manages the
affairs of the light station with aplomb and a greae deal of pride. His
family follows lis orders without question, for they have seen the
grisly aftermath of his arguments and respect his power and ruthless-
ness. He treats his wife and two children with an equal amount of
affection, which i to say he regards them as somewhat more yseful
than the tongueless, slow-witted shepherd, Flent. Though he openly
regards Rimrus as his inferior, Klun appreciates his dedication to Shar
and his willingness to get his hands dirty to protect the island’s secres.

¥ Zemhbrath Klan: Male human Rogd/Clr3/Nightcloak8 of Shar;
CR 17 Medium-size humanoid; HD 6d6+6 plus 11d8+11; hp 87,
Init 4%y Spd 30 fr; AC 20 (rouch 17, flat-footed 20% Atk +15/+10/+5
melee (1d6+4/18-20, 1 rapier; or +20/+15/+10 ranged (1d4+4 plus
1dé cold/»3 plus 2d10 cold, +2 requrming icy burst chakram)y, SA
Rebuke undead /day, sneak attack +3d6; SQ Darkness spells, disk of
night, evasion, eyes of Shar, mind of Shar, shadow talk, Shar’s caress,
traps; drwe dies, uncanny dodge (Dex bonus to AC, can’t be flanked];
AL NE; SV Fort +14, Ref +15, Will +16; S5tr 14, Dex 21, Con 12,
Int 14, Wis 13, Cha 14. h

Skitls and Feats: Bluff +14, Climh +11, Concentration +%, Diplo-
macy +13, Escape Artist <14, Forgery +11, Gather Information +11,
Hezl +8, Hude +14, Innuende +12, Intimidate +4, Knowledge
{arcana) +5, Knowledge (religion) =8, Move Silently +14, Perform
+f, Profession (light warder) +%, Read Lips +11, Search +11, Sense
Motive +8, Spellcraft +8, Spot +10; Blind-Fight, Exotic Weapon Pro-
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ficiency (chakram), Insidions Magic, Iron Will, Pernicious Magic,
Quick Draw, Shadow .Weave Magic, Spell Focus [Enchantment],
Weapon Focus (chakram

Darkness Spells: Zembrath can pray for and receive any Darkness
domain spell as if it were on his divine spell List. The spell uses a spell
slot of 2 level equal to its level on the Darkness domain list.

Disk of Night (Su): Any chakram that Zembrath uses is treated
as il it were & + 2 returming chakrans. If it remaing out of his posses-
sion for mare than 1 round, it reverts to its original ahilities. If the
chakram has additional abilities (such as fress), these remain in
force. If the weapon has an enhancement bonus betrer than +2, the
higher of the two bonuses is used.

Eyes of Shar (Ex): Zembrath's eyes are rotally black. He has
darkviston to @ range of 60 feet and can see throagh magical dark-
ness to a range of 10 feet in the same black-and-white sight that
darkvision provides.

Mind of Shar (Ex} Zembrath adds his Intelligence bonus to all
his saving throws (included in the above stats).

Shadow Talk (Su) As a free action, Zembrath can communicate
mystically through the shadows of the mind by whispering short
messapes to other worshipers of the Dark Goddess within 700 feet.
All Sharrans or undead creatures inservice to Shar hear the message
as g whisper in thewr minds. Ar observer can attempt @ Listen check
(DC 17 to hear Zembrath's actual whispers if within 15 feet of him,
with the difficulty class increasing by +% for every additional § feet
of distance,

Shar's Caress (Bu) Zembrath can surround a held chakram, whip,
or dagger with Shadow Weave magic, temporarily imbuing it with
the unholy property. This ability lasts for 1 round each time it is
used and can be invoked as a free action twice per tenday, Zembrath
must decide to use this ability before the attack is made. IT the atrack
inisses, that use of thc ability is wasted.

True Lies (8p) Zembrath can reach into a creature’s mind and
instantly modify his or her memories as though through o meedify
memory spell cast by a 17th-level bard. He can use this ability twice
per, tenday.

Clerie Spelis Prepared (6/7/5(5; hase DC.= 11 + spell level) 0—
cure minor Teonnds, defect magic, detect poison, inflict muiwor
awornds™ (L) read magic; 1st—bane™, command™”, doom®”, endure
edements, shicuring misl", proteciiin from good, samcimary; Ind—
Sltwdwersideafuess®t, enthrall®®, bold sou™, infiice moderate
wonnds, silence™; Ird—blacklight’,” Y, contagion™”, deeper davk-
weis™, inflict serions wounds, prayer.

*Domain spell. Deity; Shar, Domaing Darkness(Blind-Fight as a
banus feat), Evil (cast evil spells at +1 caster levell.

**Base save DC = 12 + spell level.

tCaster level 10th.

Possessions: 2 studded feather armor, +2 returning icy burst
chakram, +1 rapier, magor cloak of displacement, 4 chakrams

Zembrath Klun has served Shar since his childhood in the poorer
districts of Westgate. After gaining some training in one of that
city’s ubiquitous thieves guilds, he joined passage on the caravel
Falavals Pride. There, he fell in with an influential cleric of the
Lady of Loss who exploited the boy’s casual interest in Shar to instill
in him a degper and deeper sense of loyalty toward the goddess.

Now 44 years old with a wife and twe children, Klun TEpresents
the rewards of a life spent in service to Shar. He's immensely proud
of his position, and takes extra precautions toassure that his affairs
on Mezeketh Isle remain undiscovered. He became greatly annayed
recently upen discovermng that his son, Medar, had managed to
access the Adumbral Calyx in secret, and has since banned the entire
family from “fiddling with” the equipment in the lantern chamber,

A short, stocky man of a somewhat swarthy complexion, Klun far
from resembles his alleged cousin, Saerloon’s nominal leader Mere-
Iith {in fact the two are not related —Klun gained his lightwarden
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status through bribes and magical coercion). His demeanor most
resembles that of a nasty accountant—he of ten allows an obsession
with details to block his view of larger issues. Once prone to extreme-
ly violent cutbursts, he's improved his temper recently after a stern
warning from Laord Sciagraph.

Il faced with a threat to the security of his island, Klun prefers
ta rely upon his ourstanding bluffing skills and, as a last resort, the
frue lies nbility granted him by his stutus as a nightcloak of Shar.

P Thalis Klun: Female human Rog7/Shd3; CR 10; Medium-size
humanoid; HD 7d6+7 plus 3d6+3; lip 45; Init +7; Spd 30 f1; AC 18
(touch 13, flat-footed 18)% Atk +10/%F melee (1d6+3/18-20, +2
rapier ), SA Sneak attack +4d6; SQ Darkvision 60 ft., evasion, hide in
plain sight, shadow illusion, summon shadow, traps, uncanny dodge
(Dex bonus to AC, can't be flanked), AL CN; SV Fort +4, Ref <11,
Will +4, Str 12, Dex 16, Con 13, Int 15, Wis 12, Cha 14,

Skills and Fears: Balance +13, Bluff +17, Climb +11, Diplomacy
+17, Escape Artist +16, Gather Information +12, Hide +16, Innuen-
do +11, Intimidate +4, Listen +14, Move Silently +13, Perform +12,
Search +14, Combat Reflexes, Dodge, Expertise, Improved Initia-
tive, Mobility. I

Darkvision (S8u} Thalis can se¢ in the dark as though in normal
daylight. .

Hide in Plain Sight (Su): Thalis can nse the Hide skill even while
being observed, as long as she 18 within 10 feet of some sort of
shadow, She does not require an actual object to hide behind,

Shadow [llusion (Sp) Unce per day, Thalis can create visual illu-
sions from surrounding shadows as the arcane spell silont image.

Summonw Shadew (Sp} Thalis can summon a shadow companion
(see Muwster Manual for a shadow’s statistics). Its slignment is
chaotic neutral, and it eannot be turned, reboked, or commanded by
any third party. If the shadow is destroyed or Thalis dismisses it,
Thalis must make a Fort saving throw (DC 17) or lose 600 XP. Suc-
cess reduces the loss to 300 XFP. A destroyed or dismissed shadow
companion cannot be replaced for a year and a day. Thalis has not
actually had a shadow companion for several years

Possessions: + 2 stnddsd leather armor, + 2rapier, gloves of arrom
THATINE.

When Thalis Degaan met Zembrath Klun 22 :;'cars ago, he seemed.

adventurous, scandalous, and exciting—exactly the type of man she
had read about in those books her mother tried se desperately to hide
from her, She ahandoned her (riends in a Westgarte street gang dedi-
cated to Mask and married her dark, mysterious gentleman caller,

JAfter the birth of ther first chuld, Selice, Zembrath became vio-
lent. Had she not been his equal in physical combat, she would have
been a constant vietim of s frequent violent mood swings. More
than once she was forced to use her shadowdancer ability te summon
a shadaw to protect her from the unwanted advances of her husband.

Ever since the family established itself on Mezeketh Isle, Thalis's
life has been taken over by a supreme constant—boredom. She no
longer loves Zembrath, finds Selice petulant, and has of late grown
distant from her once-favored son, whom she no longer trusts. She's
having a passionless affair with the handyman, Flent, mestly
because she has nothing better to do, and because Zembrath hasn’t
touched her in ages and he forbids her from leaving the island. She's
thirty-six, desperate, and within a month of abandoning her family
and Mezeketh Island forever. Perhaps, she thinks to herself, she'll
return to Westgate and rejomn her childhood companions in service
to Mask. She thinks little of Shar or even religion in general, seeing
one deity as good as any other.

PSelice Klum: Female human Wiz§/Sha7; CR 12, Medium-size
humaneid; HD 12d4+12; hp 42; Init +7; Spd 30 ft; AC 15 (touch
11, flat-faoted 14} Atk +6 melee (1d411/19-20, dugger of tenom),

or +6 ranged touch (by spell); SQ Darkvision 60 fr, low-light vision,
shadow defense +2, shadow walk, shicld of shadows, spell power +3
AL NE; 8V Fort +4, Ref +4, Will +9; Str 10, Dex 13, Con 12, Int
19, Wis 11, Cha 16.

Skills and Feats: Alchemy +12, Bloff +13, Concentration +11,
Diplomacy +5, Dispuise +13, Hide +11, Intimidate +7, Knowledpe
farcana) +17, Knowledge (planes) +12, Knowledge (religion) +12,
Scry 417, Spelleraft +14; Combat Casting, Empower Spell, Extend’
Spell, Improved Initiative, Insidious Magic, Maximize Spell, Perni
cious Magic, Quicken Spell; Scribe Scroll, Shadow Weave Magic,
Silent Spell, Tenacious Magic.

Darkvision (8u): Sclice can sce in the dark as though permanent-
ly affected by a darkvision spell. =

Low-Light Vision: Sclice can see. twice as far as a human in
starhight, meonlight, torchlight, and similar low-light conditions

Shadow Defense: Add this value to Sclice’s saving throws against
spells fram the Enchantment, THusion, and Necromancy schools,
and spells with the darkness descriptor.

Sbadow Walk (8p) Selice can cast the shadow walk spell once
per day.

Shicld of Shadows (Su): Selice can create a mobile disk of purple-
black force as a standard action. The shield,of shadows has the
effects of a shield spell and provides three-quarters concealment
(30% miiss chance) againat actacks from the other side of the shield,
As with the shield spell, Selice can change the defensive direction of
the shield of shadows as a free action once per round on her turn
She can see and react through the shield, so 1t does not provade cover
or concealment to epponents. It lasts 7 rounds and need not be wsed
all at once:

Wizard Spells Prepared (A7/7{7/4(3(2; base DC = 14 + spell
level) O—derect poisom, ghost sound", réad imagic, resistance; 15t—
chill tonch®, devect undead, mage armor, Nystn?s nndetectable aura®,
sleep”; Wnd—binr, claws of darkness®, phow! towel", shadew mask’,
shadow spray”; 3vd—dispel magic, balt wndead®, bold person®, sug-
gestion”, vampiric toueh’; dth—enervation®, minor globe of invulwer-
ability, shadew comjuration”, soltd fog; Tth—preater shadow
confuration”, wightntare, shadow evocation”; 6th—greater shadew
evocation”, shades™.

Speﬂ.&no\&.: C—arcane mark, doze’ detect magic, detect poison, dis
rupt wndead®, ghost sound’, mage hand®*, mending®, openilise®,
prestidigitation, ray of frost, read magic, resistance; lst—cause fear”,
charm person®, chill touch®, detect wndead, mage armor, Nystuls
andetectable anra®, profection from govd, shield, sleep®, true strike,
wuseen servant; Ind—bluy, claws of davkuess®, darkwess®, detegt
thanglies, ghand fonel®, invisibility®, minor image®, misdirection”, pro-
tection from arvews, see invisibility, shadow mask®, shadow spray';
Srd—dispel magic, displacement”, balt undead®, boid perion’”, invish
bility sphere”, mondetection, phantem steed, protection from elements,
suggestion®, fongues, vampiric fouch®; Ath—ewervation®, Evardi
black tentacles, improved invisibility”, minor globe of invalnerability,
serying, shadmw conpuration’, solid fag; Tth—deminate pevion®, falw
vision”, greater shadow conjuration”, nightmare, seeming®, shadew
evocation”; 6th—ygrearer thadvw svocation”, mislead”, shades®, veil.

*Base save DC = 17 + spell level

**Effective caster level 11,

Possensions: Bracevs of armor +4 dagger of vensm.

Eighteen years old and every bir as caleularing and manipulative us
Zembrath Klun, Selice i very much her Father's daughter. A cold:
hearted, bored tecnager; she’s taken to idolizing her facher, whom
she views as powerful (despite the Fuct that he regards her with no
more interest than he regards one of Flent’s sheep)l She knows about
the porta/ to the Calyx in the lantern chamber, and has convinced:
Rimrus to explam its workings to her (she prides herself on the fact
that she can preery much get the easily manipulated boatman to do
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whatever she wants, whenever she wants it). Selice studied magic at
Saerloon’s Tower of Mysteries until expelled four years ago after a
shameful accident in which a partner was killed in a botched sum-
moning experiment.

PMedar Kinn (Gelugon Baatezu) hp 114; see Momiter Mawnal

Medar Klun was a bright; curions young.nine-year-old boy with a
mop of light brown hair and a ready smile. Savagely beaten by Zem-
brath as a young child, the cunning Medar learned to survive
through craftiness and guile, and looked set to emerge the better for
his unfortunate upbringing: Unfortunately, Medar Klun is dead,
Abour six menths ago, while exploring the lighthouse’s lantern
chamber, Medar accidentally triggered the portal to the Adum-
bral Calyx, where he came to the attention of Volumvax, Enraged
by the breach of security that allowed a child into his law, Lord
Sciagraph murdered the boy and sent a polymorphed gelugon
nimed Areeziel in his stead to act as a spy on Mezeketh Isle.
Should Klun allow anether serious threat to the sccurity of the
Calyx, Areeziel has been ordered to kill him and take his place (as
well as his form ). '

PRimrust Male human Rogll; CR 11; Medium-size humanoid;
HD 11d6; hp 38; Init +%; Spd 30 fe; AC 24 (touch 16, flat-footed
24) Atk +15/+10 melee (1d6+2/18-20, +1 rapier); or +14/+9
ranged (1d4+2/18-20, +1 throwing refurning dagger); SA Sneak
attack +6d6; B0 Evasion, improved evasion, traps, uncanny dodge
(Dex bonus to AC, can’t be Manked, +1 agninst traps);, AL NE; 8V
Fort 43, Ref +12, Will +5; Str 13, Dex 20, Con 11, Int 14, Wis 17,
Cha 12. '

Skills and Fears: Appraise +12, Balance +17, Bluff +1¥, Diploma-
cy +%, Disgmse +11, Escape Artist +11, Gather Information +15,
Hide +17, Innuendo +14, Intimidate +3, Jump 3, Listen +12, Move
Silently +17%, Open Lock +19, Pick Pocker +13, Sense Motive +12,
Spot +12, Tumble +17, Use Magic Device +11; Improved Initiative,
Point Blank Shot, Quick Draw, Weapon Finesse (rapier), Weapon
Focus (rapier)

Possesrions: +1 studded leather, +2 buckler, amelee s wateral
armar +1, ring of pratection <1, +1 rapier, +1 throwing and retirning
dagger, cloak of arachwida, gloves of Dexterity +2 rope of entangle-
mend, vest of escape, potion of alter self, potion of darkoision, potion af
baste,

The 29-year-old Rimrus was a sadistic young killer when he first
crossed paths with Zembrath Klun years ago in Westgate. He's mel-
lowed somewhat since then, channeling the bulk of his rage by qui-
etly and efficiently dismembering strectwalkers in the Dock
District—a erime that has ganed some attention among the mags-
trates of Sacrloon, who refer to the unknown killer as Jack Strum-
pet. Klun is completely oblivious of these activities, and the danger
they pose to his operation on Mezeketh.

Rimrus serves as Klun's eyves and ears in Saerloon, recruiting
agents for the Adumbral Calyx and keeping alert to any potential
trouble, Rimrus docsn’t particularly care about Shar, but he appreci-
ates the opportumty to get paid to do someone's dicty work, and
rests in the knowledge that, should he get into too much trouble, he
can always skip town to the Plane of Shadow. He 15 the only one
‘among Mezeketh's inhabitants allowed to enter the Calyx, and has
on a few occasions even met Volumvax: himself.

PFlent (N male human Coms3, Int &, I-_Tandlc Animal +67,

A slow, often confosed handyman, the tongueless Flene is responsi-
ble For caring for the island's sheep population, shearing the animals
and selling their wool, and generally doing whatever odd jobs require
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a strong back. He has an inkling that things are not as they should
be on Mezeketh, but has yet to realize the island is a stronghold of
evil. He fears the northern beach, and does what he can to ensure
that his animals go nowhere near it,

Flent’s mability to speak forces him to keep largely to himself
{which is precisely why Zembrach Klun hired him in che first place),
Several months age, Thalis Klun initiated an affair with him, a
sceret he carefully (if somewhar clumsily ) hides from his master. He
doesn't trust Selice, and s downright afraid of Medar, sensing some-
thing truly evil beneath the surface of the boy.

L] - -

InIriation
Thos¢ wishing to -access the Adumbral Calyx must first contact
Rimrus, who instructs them to bring a live captive to his ship. Once
they have arrived on the isle, prisoners and supplicants are taken to
the lighthouse and the main access point to the Plane of Shadow,
found in the tower’s lantern chamber, Upon a persan’s First visit to
the Calyx, he or she is expected to take their prisoner to the Black
Aljibar, a pool at the center of the shadow pocket. There, the peti-
tioner shits the prisoner’s threat, draining the blood into the dark
well. When the prisoner has expired, the body 15 tossed into the
Aljibar, where it is consumed by swirling shadowstuff,

Anyone unwilling to take the ceremony to its final conclusion is
sacrificed, as well.

Allies and enemies

The Darkhouse of Saerloon has little interacrion with erher temples
in the region, and has only passing reletions wich the other Sharran
institutions linked to the Adumbral Calyx. Zembrath Klun considers
Azenath Zeshalla, the runking Nightbringer m the Damaran city of
Heliogabalug, as his greatest enemy within the Adumbral Calyx,
(The Sharran cult there i connected to the Calyx, too, and both
Klun and Zeshalla maneuver desperately for the position of Volum-
vax’s “most favored™)

map key (mezeketh isle)

Situared abour two miles southwest of Saerloon’s harbar, the jagged
rock of Mezeketh Isle breaks the surface of Umberlee's Gullet near
the center of the channel, affording a good view of the entire harbor
approach, The largest of several similar rocky outcroppings in the
vicmity, Mezeketh stands out thanks to the knotty, green brush that
dominates most of the island. The southern and western shores jut
abruptly from the water, their cliffs reaching 30-40 feet high in
some places, The rough north shore features the ruins of an ancient
lighthouse” as well as remnants of smashed hulls and dehris,
reminders of the lethality of the region. A rocky beach on
Mezeketh’s east shore marks the only safe approach. A large white-
washed wood and stone structure stands near the island’s northwest
corner—~Zembrath Klun's home and lighthouse.

At its widest, the sland runs about 1,500 feet from north to
south, and 400 feet from east to west.

1. BrAcH

Depending upon the tides, Mezeketh's rocky eastern beacli ofTers
between 10-10 feet of shallow water before a deep dropoff. Rimrus's
Chendatban Bride features a flat bottom, making it easy to row the
boat to within a handful of feet from shore. The hoat scats up to
seven Mediwm-size humanoids

Tangled, uninviting bushes form a natural wall between the beach
and the inhabited section of the island, though & clear pathrnear the
center of the brush offers easy passage to the light station. Klun
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rarely posts guards here unless expecting visitors (such as on the
night of the Rising of the Dark ceremony )

2. BOATHOUSE

This simple hut scrves as & ¢rude cover for the Chondatban Dride.
When Rimrus takes the boat to the city, the structure is inhabired
by little more than a handful of harmless spiders,

3. GATE

An won gate ahout 4 feet tall blocks the path from the beach to the
island proper. West of the gate, the crude path becomes a well-man-
aged dirt road. The dense folinge rises about 3 feet high on either side
of the gate—those wishing to avoid the gate by climbing through
the bushes may do s, though anvene attempring this suffers a -10
circumstance penalty on Move Silently checks.

Opening the gate triggers an andible alarm in the master bed-
room of the keeper’s house {area 10). Though the noise cannot be
heard from outside the house, it is loud enough to wake a sleeper.
Tired of waking up in the middle of the night thanks to some wan-
dering sheep, Klun recently instructed Flent to build a special
latch near the rtop of the gate, making it impossible for animals to
open it. Rimrus frequently comes and goes from the beach at
night, but has taken to simply climbing over the gare so.as not to
annoy his parron.

4. NEw CISTERN

Before Klun convinced a wizard associate to employ powerful exea-
vating magic to dig him a well, the Family used this cistern to gather
rainwater for drinking and cooking, Ostensibly construcred to provide
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water to power the steam fog signal, the cistern sees little use for this
purpese. Flent still makes vse of the cistern, as his master wall not
allow him to use the family well to norture commaon animals The
cistern runs abour 25 fect deep, and usually remains about half full.

§. O1L HousE

After the confusion and catastrophe of the Time of Troubles, when'
magic became capricious and seemed to flaunt the rules that ordie
narily governed it, the rulers of Saerloon mandated that the light
station maintain a backup to its primary confimnal flame beacon,
The Light well w the lighthouse tower can be replaced with o pow-
erful il lantern, the fuel for which is kept in this small cuthuilding.
The door to this structure generally remains unlocked, as the build-
ing contains nothing more exciting than several shelves holding
abait ¢ighty F-gallon jugs of ail

6. PRIVY

This small structure scrves as the only. sanitary privy on Mezeketh,
Flent keeps it well cleaned, though the foul smell of the sheep pen
nearby certainly does a lot to mask any man-made odors here.

7. BARN

A large, thatch-roofed structure primarily used in the maintenance
of Mezeketh's sheep population, the birn contains feeding stalls, a
shearing station, and numérous tools for random repair tasks and
the like. The barn houses roughly 35 sheep, who spend most of their
days wandermng freely about the isle.

Flent sleeps here in a small room near the back of the barn, which
he has tried (somewhat unsuccessfully) o enliven with crude wall
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hangings fashioned from leftover wool. A broken loom dominates
his quarters, which he sometimes uses in his luseful encbunters with
Thalis Klun.

Selice occasionally uses the barn's hayloft as a studio in which to
practice and teach the manipulation of the Shadew Weave. Accord-
ingly, anyone making a Spot check (DC 10 in the hayloft discovers
discolored wood, burn marks in the floor, and g large green stain
aganst the south wall (the result of a Fuled attempt by one of
Selice's students to summon a minor fiend ).

8. ANcIENT MENHIR

An ancient, timeworn menhir stands within the thick brush near
the island's southern coast. Heavily worn down due to age, the
tricked 4foot-tall obelisk looks much like any of the countless
such structures found throughout Faertin, excepr that it bears a
curious inscription written in an ancient Jhaamdathan script. Klun
discovered the stone pillar while planning for the light station in
1379, but as he had little interest in historical artifacts and didn't
recopnize the angular, scratchy words, he paid it scpnt attention.
Should a PC cast comprebend fangrages upon the inscription
ar attempt to use Decipher Script (DC 30), chey discover the
following text:

I thoese dayys, we three songht power, presiige, and sternal persistence.
The planes bad epentd to wi, revealing their terrible secrers.

On the fields of fetid Rezamark, in the Lake of Boiling Mud, we
took a step away from mortality.

Barom, patron of anger, breathes no more,

His indestructible bears iv baried on this forlorn roci, mwbere if
st vest for elermily.

e shall keep watch over if forever,

PCs making successful Knowledge (religion] or bardic knowledge
thecks (DC 30) recognize the name Borem (Mof the Lake of Bailing
Mud™] as one of a host of mysterious ancient deities often referred
to a5 the “Lost Gods™ According to certain occult traditions, at least
onie of these seven gods was slain by Bane, Bhaal, and Myrkul, us the
tria quested for divinity.

Records differ on the exact location ef the Lake of Boiling Mud,
a geological feature purportedly tied to Berem’s cxistence. The fow
scholars who know of such things generally agree thar the lake no
longer exists, but most believe it was found somewhere in the pre-
Dale. Reckoning kingdom of Jhaamdath (which ecould pur it in
Sembia’s vicinity )

Digging 3F feer straight down from the menhir (through salid
rock]) revéals & small, perfectly spherical chamber, The warm,
damp enclosure measures about 3 feer in dizmeter, and contains
two impartant artifacts, the Fatbiman Dagrer and Borem’s Quag-
#ears. The iron dagger transfixes the heart, which beats with an
aching slowness.

This simple well provides drinking water for the island's human
inhabitants.

10. KEEPER’S HOUSE/LIGHTHOUSE

The most"imposing structure on Mezeketh Tsle serves as both the
mair light tower and as the comfortable home of Zembrath Klun
ind his family. Constructed of stone with wooden roofing, the house
features numerous gargoyles in the Saerloon style. The light tower
stands five stories tall, and the light within blazes from just before
dusk to just after dawn (though on occasion the light mysteriously
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winks out briefly, & cause of much grumbling amony the captains
wheo frequent the ¢ity’s harbor ) The rounded roof of the lighthouse
résembles a small religious pagoda ar pillared shrine.

Interior details can be found below.

11. FoG SIGNAL BUILDING

Darkness alone poses considerable difficulty to pilots seeking Saer-
loon’s harbor, but the winter months of ten bring an extremely thick
fog that makes a grave challenge out of even noticing the hght-
house’s powerful beacon, For centuries, fog-shrouded nights account-
ed for the ‘most confounding nautical losses. Seven years agn,
however, Zembrath Klun entertained a disillusioned but brilliant
young gnome From Lantan who had converted to Sharranism and
who came to the island via the Adumbral Calyx,

Together, the two designed an elaborate fog signal, an achieve-
ment that brings warmth to the heart of the small part of Zem-
brath Klun that considers himself’ an honest light station keeper.
The signal operates through gnome steam technology, using water
gathered from the new cistern. The resulting din can be heard up to
five miles:away. .

The signal, which resemblés a jumble of tubes and gears connect-
ed to a large horn, is situated on small stone rollers, and can be
pulled away from the wall on a successful Strength check (DC 181
The signal covers 2 man-sized trapdoor, which leads down a short
tunnel that opens upon & secret chamber 1F feer below the surface
of the island. The chimber holds a dozen small beds and footlockers,
and is used whenever culrists must remitin on the island for o pro-
longed period of time. .

12. OLD CISTERN

This cistern, situated near the ruins of Heremdell’s Beacon, would
hold little interest if not for the fact thar Zembrath Klun used it as
the dumping ground for the body 'of the criminal Meridian Gan sev-
eral years ago. Though bounty hunters removed Gin's corpse from
the spot shortly after its discovery, the crimmal’s spirit remgins
bound to the location, terrorizing any who approach the old cistern
or the ruins of Hezemdell's Beacon.

S

-
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Jathiman pagger
Fatbiman Dagger (minor artifact) This simple won blade,
erafted from the literal selfsacrifice of thirty-nine members
of the Netherese Cult of Jathiman, grants the wielder especial
.power over the fate of divine beings. Virulent haters of all
things di\-*inc,_th:.’]'irhj}nlites helieved that mortals could over-
throw the gods threugh brute force, weaving powerful arcane
magic into physical form through vielent self-destruction.
After the creation of the Farbiman ery lergal himself
saw to the destruction of the entire sect, trapping one hundred
forty-nine members within a great coliseum and slowly
imploding and then animating them as ghouls—forcing them
to watch the fates of their friends with a mixture of harror,
and obscene hunger. Alter the grim Feast, Jergal seized the
weapon, eventually allowing it to fall into the hands of Bane
long befare he became a dml:y
The Fathiman Dagger is a 4.5 unholi dagger that rompl:t:-
- ly ignores any divine honus to the Armor Class of a-being
attacked by it.
Caster Levels20th; Weight: 1 1b,
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Gun hus gathered a fair amount of treasure in his years on the
beach, ingluding a shiny bar of silver (300 gp) that he places at the

bottom of the 30-ft.-deep cistern to lure divers to the dark hottom.

Alternately, he uses his malevolence ability to cause an-investigator
to “nccidentally™ fall into the cistern. He then uses the pessessed
character as a puppet, urging others to dive to his rescue. Rescuers
become targets of Gan's refekinesis ability, which he may use as a free
action. Hc puaheu them farther underwatér, hoping to drown them
while continuing to play vietim with the possessed character.

The only way to truly destroy Meridian Gan is to show him proof
thar Zembrath Klun has been killed _

PMeridian Gan: Male human ghost Ferll; CR 13; Medium-size
undead (Incorporeal s HD 11d12; hp 71; Init +%; Spd fly 30 ft. (per-
fect), AC 24 (touch 14, flat-footed 23); Atk +17/+12/+7 melee
(1d1048/17-20, + 2 ghast fonch bastard sword ), SA Horrific appear-
ance, malevolence; S(1_Incorporeal, manifestation; reuvenation,
telekinesis, turn resistance +4, undead traits, AL NE; SV Fort +7,
Ref +4, Will +4; 8tr 17, Dex 13, Con -, Int 10, Wis 12, Cha 16.

Skells and Feats: Climb +12, Handle Animal +#17, Hide <4, Listen
¢9, Ride (horsc) +17, Search +8, Spor +%, Cleave, Dodge, Exotic
Weapen Proficiency (bastard sword), Great Cleave, Improved Criti-
cal (hastard sword), Improved Initiative, Mobility, Point Blank Shot,
Power Attack, Weapon Focus (bastard sword), Weapon Specializa-
tion (bastard sword ),

Horrific Appearance (80} Any living creature within ri{) Feet thar
views Meridian must succeed at a Fort save (DC 23) or immediate-
ly suffer 1d4 points of permanent Strength, 1d4 points of perma-
nent Dexterity, and 1d4 points of permanent Constitution drain, A
creature that successfully saves against this effect cannot be affect-
cil by Meridian's horrific appearance for one day.

Malevolence (Su) Once per round while ethereal, Meridian can
merge his bady with a creature on the Material Plane. Fhis ability is

similar to magic far as cast by an 11th-level sorcerer, except that it *

, R g
Borem’s guagheart

Borem’s Suagheart (major artifact): Borewss Suaghears s 4
wet, Mleshy mass of brown skin and muscle that oozes with ferid
mud and slimé at the slightest touch. It beats slowly once every
'30 seconds, The final remnant of the slain deity Borem of the
Like of ‘Emling‘%{uﬂ. the ﬂgagbmﬂ* grants a multitude of
powers to its wielder; as long as it remains pierced by the Yarhi-
man er or some other bladed weapon of at least minor
artifact status, ot

- The possesser of Barew's .angbmﬂ gains a +F divine honus
to Armor Class and saving throws, and can breathe freely as of
wearing a necklace q;’ndnpmrmr He or she can walk on the
surface of mud as a wearer of @ ring of water walking strides
upon water.

Should the dagger be removed from the Hear, the resulting
hole begins-to spew warm, stagnant muddy water as the gevser
function of a decanter of endless water. The only way to plug
the hole is to replace the weapon, which requires an alarming-
ly difficule Strength check (DC 30} Should the Hewrs be
ullowed to flow freely for thirty days, it effectively reforms
the Lake of Burning Mud-Legends state thar Borem himself-
will return to Toril if such should be allowed to occur, a mys-
terious development to which few s:hala:s lock forward with
any degree of euthusmsm. .

does not require o receptacle. If the attack succeeds, Meridinn's body
vanishes into the apponent’s body. The target can resist the'attick
with o successful Will save (DC 18} A creature that successfully
saves is immune to Meridian’s malevolence for one day.

Incorporeal: Meridian can be harmed only by other ulmrpm‘:n]
creatures, +1 or better magic weapons, spells, spell-like abilicies, or
supernatural abilities. He is immune to all nonmagical attick forms
and has a $0% chance to ignore any damage from a corporceal source’
(except for force effects, such as magic misside, and attacks made
with ghast towch weapons ). He can pass through solid objects (bot not
faree cffects) at will, wnd his attacks ignore natural armar, armor,
and shields (though deflection bonuses and farce effects work ner-
mally). Meridian also moves silently (cannot be heard with Listen
checks unless desired):

Manifestation (Su) When mnmiested, Mendian can strike with his
bastard sword to affect creatures on both the Material and the Fthe-
real Flanes. He can likewise be artacked by opponents on both planes

Rejuvenation (Su):- If destroved, Meridian can peturn to his old
haunts with a successful Tevel cheek (1d20+11) against DC 16,

* Telekinesis (Su): Meridian can use felekinesis once per round asa
free action, ns cast by a 12th-level sofcerer.

Turn Resistance (Ex): Meridian is less easily affected by clerics or
paladins, When resolving a turn, rebuke, command, or bolster
attempt, he receives a hanos of +4,

Undead Traits: Meridian is immune to poison, sleep, paralysis,
stunning, disease, death, effects, necromantic effects; mind-influenc-
ing effects, and any efTect requiring a Fort save unless it also works
on objects.-He is not subject to critical hits, subdual damage, ability
damage, abulity dramn, or energy drain. Negative energy heals him,
and he is not at risk of death from massive damage, but is destroyed
at O hit points or less. He has darkvision 60 fr. Meridian cannor be
raised, and resurrection works only if he is willing.

Passessions: + 2 full plate, + 2 ghost fonch bastard sward.

13. RUINED LIGHTHOUSE

Despite the rumors of treasure buried beneath the old lighthouse cir-
colating Sacrloon's taverns and inns, all that's left of the once
impesing Hezemdell's Beacon 15 & crumbling foundation about 3
feet tall at its highest point. Large piles of rubble here house a small
family of four dire rats.

® Dire Rats (4): 7 hp; see Monster Manmual,
Map Key
(parkhouse of saerloon)

1. HALLWAY

The main door opens to a fairly nondescript hallway. The southern
wall holds a fireplace, and doars open on either side of the hall into
the various rooms of the first [loor. Stairs along the west wall.lead
tip to the second foor,

2. CHAMBER OF THE LIGHTWARDENS

This room contains eight statues commemorating famous lightwar.
dens who warched over the old (now ruined) lighthouse on the
northern shore. Each holds a tallow-candle lantern. The tile floor
decorated with a mosaic pattern featuring a black circle with a
purple band around it (the symbal of Shar, thought it's very stylized:
and difficult to ste clearly unless one knows to look for it} Klun and
his compatriots in the cult of Shar us¢ this chamber for a varicty of
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dark ceremonies, usually basking the room in deeper darkuess before
domng so. A sigmificant amount of dried blood 18 caked between the
slim mosaic tiles, which can be discovered on a successful Search
check (DG 20}

3. STORAGE CLOSET

This tiny closet contains dozens of candles-for use in the lanterns of
the statues in area 2. General carelessness has allowed seven black
candles imprinted with the holy symbol of Shar to fall in with the
regular tallow candles here.

4. STORAGE ROOM

Thiz small room containg numerons disused tems, from trunks of
old clathes to gardenmg tools purchased by Thalis several years ago
iy an aborted attempt to pick up a new hobby, A false {loor in the
norchwest corner hides a cache of religions items used in Sharran
ceremonics—decanters, black robes, and ritualistic knives, A Scarch
cheek (DC 17) reveals the trigger to open the false {loor.

5. WASHROOM

This room is used by Thalis to clean clothes and take care of non-
cooking chores. The woman of the house occasionally enlists Selice
in these doties, a task that seems to become more and more difficule
s the strong-willed teenager gees ofder and feéss interested in domes-
tic affairs.
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6. DINmG RooM

This fairly ostentatiously decorated chamber Features 4 long table
with several chairs as well as cabinets along the walls for holding sil-
verware and plates.

7. KITCHEN

Because the family spends so much time on the secluded island, they
tend to store a great deal of food in this well-appointed kitchen. Both
Thalis and Selice enjoy cooking, and the family menu strongly
favors salted meats and dried vegetables. Flent does not dine with
the family, and Rimruos generally takes his meals in the city.

8. TowER ENTRYWAY

Spiral stams leading up fill the cramped ground floor of the man
lighthouse tower structure. The metal stairs give the appearance of
fragility, but are actually quite stahle.

9. HALLWAY

The plain upstairs hallway boasts a selection of tacky naval-theme
pantings Rimrus picked up on a trip to one of the city's art markets.
To speak plainly, Rimruos has terrible taste.

10. M ASTER BEDROOM

This large, comfortable room takes up most of the structurc’s
second floor. Since Klun rurely lenves Mezeketh isle, he's invested
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most of his cur of the cult's profits into improving his quarters.
Imported drapes from Calimshan cover the southern windows, and
the chamber's furniture bears the imprint of ¢lven master wood-
crafters. An impressive stone fireplace stands berween the windows
on the southern wall. Thalis prefers to keep the fire stoked whenev-
er she’s in the room, which is most of the time

The Kluns have slept in scparate beds since the birth of Medar
nine years ago.

A fully stoeked shelf teeming with well-read books along the west
wall attests to the intense boredom of Goodwife Klun, Amid dozens
of lewd romances and collections of sajacious woodcuts can be found
(Search check, DC 17 three works of ifiterest to worshipers of Shar:

Plight of Sister Night resembles the trashy fiction found else-
where on the shelf. Unlike in other fantasics, however, its protago-
nist, o priestéss of Shar called Black Bethican, kills with impunity
and routinely murders clerics of Seline after a quick, steamy seduc-
tion. Near the muddle of the book; someone has absent-mindedly
doodled o black mask, very muoch like the holy symbal ufthr: Master
of All Thieves, in a feminine seript.

Shar’s digjointed clergy incorporates several dark librams in its
litany, but one of the most infamous is the Shedowstruck Pastages,
a copy of which lies tucked in the bookease’s bottom shelf, The book
containg several quatrains of verse instructing the rudiments of
Sharran doctrine, and has been banned in most kingdams {including
Sembia ), It's worth 100 gp on the black market and a tenday in jail
for anyone caught possessing It.

The most damning book in the Klun collection is undoobtedly an
oversized tome called Rudimenits of the Shadow Heave, a collection
of instructional essays by the nefarions archmage Vonrallion Rose.
A successful Knowledge (Arcuna) check (DC 20 signifies that char-
acters have heard of the book, knewing it a5 a highly controversial
tome related to the Shidow Weave. Ownership of the book is enough
to get one blackballed from churches of Azuth and Mystra, and
banned from many muge organizations throughout Faertn.

An oversized tome bound in supple black leather with faux-gold
filigree, the book proudly bears its rtitle on an elaborate leather
cover. The libram’s interior, however, has been carefully cut away
from the cover, replaced with pages from a similarly sized romance
entitled Fegelda and the Seven Salacions Centapri. Selice Klun stole
the book several years ago, and has been using it to teach herself
shadow magic. She still has the book’s msldﬂ, and her parents know
nothing of the theft.

The bedroom's north wall boases an artractive bas-relief starue of
a mermaid sitting on a large rock, surrounded by ocean spray. If the
gare alarm (arca 3, ourside] is triggered, the mermaid animartes,
singing a pleasant but loud song, Both Kluns have trained them-
selves to awaken instantly the moment the mermaid begins to sing.

Though Thalis Klun can be found here every night, Zembrath
spends about 27% of his evenings in the Adumbral Calyx.

11 MEDAR'S RooM

Medar's small room 18 crowded by a comfortable bed, a small desk,
and a large mariner’s globe, which Zembrath discovered washed up
on the north beach and restored for his son seven years ago. The
room 15 oddly clean For thar of a 9-year-old boy—a number of toys
have been carefully placed in perfect rows upon the surface of the
desk. A Spotr check (DC 27) made by anyone observing the desk
reveals that the toys have been sorted in strict alphabetical order,
from left to right (belying the gelugon's intensely ordered lawful
mindset ). The arrangement begins with a small abacus, working up
through a variety of balls and bears, 2 wooden dog, a stuffed dragon,
and a toy lute. A window at the center of the hlc:pmg roof offers a
good view of the island’s east coast.

———

. Pracrsor Worsyarp
| ————

12. SELicE’s RooM

Selict’s room appears much like her younger brother's, though it a bit
messier and possesses @ decidedly more femimine ambince. Hidden in
a false bottom of the bottom drawer of the room’s desk is the afore-
mentioned Rudimentsaf the Shadow W eave. Among general advice on
how to tap the Shadow Weave and three chapters of rambling prose on
the plories of Shar are extensive formulne for the arcane spells efems’
of darkness, greater shadew conpuration, shades, thadew Confuration,
shadew evocation, shadote mask, and rhadew spray.

Selice knows about the secret door in her closet, but thus far only
uses it to sneak our of the house for her many trips to the city with
Rimrus, and hasn't dared sneak up to the lantgrn chamber, For feir
aof her father's wrath,

A window at the center of the e-lopmg roof affords o good view of
the sland's west coast.

13. CLoSET

The closets adjoining the children’s rooms contain clothes, disused
toys, and other items too precious to throw away but too seldom
used to keep anywhere but in a halF-forgotten bex. A secret door
(Search DC 10) on the cast wall of Selice's closet leads to the second
floor stairway of the lighthouse tower.

14. STAIRWAY .

Cramped and somewhat musty, the metal stairway leads five stories
up from the ground to the lantern chamber high above. A secrer
door on the west wall of the second loor adjoins Selice’s closet.

15. LANTERN CHAMBER

The tower stairs lead to an open-aired chamber topped with pillars
and a rounded dome, giving the appearance of an impressive pagoda.
The ubiquitbus gargoyles here sport wide, conspiratorial gring and
outstretched tongues, looking even more demonic than their com-
parrints ¢lsewhere on the'island. A large parabolic lamp walled with
multifaceted mirrors and set upon a rotating base fills the center of
the room. Large glass lenses, normally held in compartments set
into the floor, can be slid into the lamp, tightening or widening the
focus of the light as desired by the station’s lightwarden. A blazing
coin set with continual fTame serves as the current focus of the
lamp. Klun allows the fire to burn day and night, bot usually
removes the projection lenses during clear days.

The rotating lamp base itself holds a secret compartment (Search
DC 15 that houses a large lens made of jer black, glassy material, [F
this lens is placed within the lamp, light reflected through it
becomes magical darkwess, which utterly bloes out the entire lantern
chamber. The darkness serves as a trigger for 4 porfal built into the
magical lantern, and anyone standing in the room not touching the
lantern iself 1s immedmtely transported taa ground-level (but oth-
erwise identical) pagoda on the edges of the shadow pocket known as
the Adumbral Calyx.

Any attempt by a visible character who is not 4 member af the
Klun family to meddle with the lantern in any way results in the
animation of four 12-HD gargovles, wha detach themselves from
the tower proper and move to atrack.

@ Advanced Gargoyles (4): CR 12; Large magical beast (Earth
HD 12d10+72; hp 138; Init +1; Spd 47 ft, fly 75 ft. (average) AC
16 (touch 10, flat-footed 15} Atk +12 melee (1d4+4, 2 claws) and
+10 melee (1d6+2, bite) and +10 melee (1d6+2, gore); Face/Reach 1
fr. = § {e/10 fe; SQ_Damage reduction 15/+1, darkvision 60 fr,
freeze, low-light vision; AL CE; SV Fert +14, Ref +%, Will +4 Sir
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19, Dex 12, Con 22, Int 6, Wis 11, Cha 7.

Skills and Feats: Hide +7, Listen +8, Spot +8; Alertness, Flyby
Atrack, Mulriattack, Weapon Finesse (claw), Weapon Finesse [bite)),
Weapon Finesse (gare),

Darkvision: The creature can sce in the dark as though in normal
daylight.”

Frecze (Ex) A gargovle can hold mself so still it appears to be a
statue. An observer must succeed at a Spot check (DC 20) to notice
that the gargoyle is actually alive.

Low-Light Vision: The creature can see twice as far as 2 human
in starlight, moonlight, torchlight, and similar low-light conditions.

-

Breaking in

Mezekerh Isle's location and che hostility of the surrounding witers
offer the Darkhouse protection enviable by mest military orts.
Zemhbrath Klun knows this, and has become himself somewhat arro-
gant as a result. Unless his suspicions have been raised due to o prior
assault or muomblings in the city's underworld intercepred by
Rimrus, Klun posts no guards. If given reason to fepr, however, he
sumnmons twelve 9-HID shadows from the Calyx, positioning three at
cach compass point along the island’s coast.

Aduptintg the remple

The Darkhouse of Sacrloon works hest as a temple of Shar, the Plane
of Shidow appeils to more than just the worshipers of the Night
Mistress. Many deities of Toril could bencfit from a planar nexus

Volumwax {NE half-fiend human shade Clr 7/Sha8 Dis¥ of Shat)
a sliver of divinity (Divine Rank U) in exchange for faithful serv-

he soon tumbled.into a vortex of ‘insanity. To keep him from
doirig too much damage to her affairs on Toril, Shar cast him
into-a dark noek of the Flane of Shadow and promprtly put him
out of her mind.

Though tinged with msanity, Vulum-:ax still possessed the zeal
aind eraftiness that had made Mm such & valuable agent. He sulju-
gated the nearby residents of the Shadow Plane and forced them to
build him a great tower at the'center of 8 concave depression:on
one of the plane's many mountains, He dubbed the depression the
Adumbral Calyx, and opened hidden parrals to Bharrin enclaves in
the following locales {portad locations listed in parentheses )

Saerloon (the Darkhouse)
Heliogabalus (a gazcho in the extensive gardens of the Zeshalla
merchant house ) -

Skuld (an abandoned [tmplc of Geb, now dLsrroJ,cd_,l

Murann (& chamber in the basement of the abandoned thieves guild)
Hjak (a disused wing of a decadent bathhouse)

Calimport (the uppermost landing of the B]oodsplrc in the
Temple of Old Night)

Zazesspur (the hollow head of a copper statuc kiiown as the
Vigilant Colossus) :

Lathcheq (o gilded coach belonging to the effete Calishite mer-
chant prince Izziz bin-Hradah)

#

volumvax and the .Adumbrul-culy}{

‘ice. Unable to cope with the widened perspective of a divine being, -
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connected to cities throughout Faertn, and a canny Dungeon
Master ¢an retain the bulk of the support material related to the
témple while changing only the godly allegiance of Zembrath Klun
and his demented brood. Consider the Following possibilities;

Mask: A Darkhouse dedicated to the Lord of Shadows likely
would have a more mercantile bent—in this case, Volumvax
might be less interested in raising-an army of shadows than in
amassing a fortune that he could later nse to some diabolical end:
Rather than providing a blood sacrifice upon their first visit to
the Calyx, Maskan hopefuls might instead be required to tithe at
least 1,000 gp worth of stolen coins or goods. In this case, sub-
stitute the devil posing as Medar Klun with a doppelganger with
the requisite elass levels in rogue and perhaps shadowdancer,

Loviatar: The most debased worshipers of the Maiden of Fain
derive devinnt satisfaction from their pain-play—satisfaction that's
difficult to achieve in the light of day or even from the bulk of run-
down establishments in Sacrloon's decrepit Dock District. Those
seeking pleasure on the edge of pain know to contact Rimrus for an
excursion to Mezcketh, where no one asks questions, and the crack
of whips and snap of chains rings out from dusk to dawn. If the set-
ting focuses on Loviatar, Rimrus's violence toward streetwalkers
should change completely to friendly patronage, and the Floor of
Chamber of the Lightwardens should substitute dozens of blood-
citked cushions for the mosaics in the above area key, Volumvax's
plans alter from political domination to pushing the lLimits of
human suffering, with Zembrath Klun serving as a scour for both
willing and ounwillidg participunts in Lord Sciagraph’s perverted
CXPErLMEnts,

Volumvax’s tower stands at the center of the Calyx, and the

has served the Lady of Loss for millennia, eventually achieving ¥ eighe portals form a rough circle around ir at a distance of about

300 feet, describing the edge of the planar depression, The portals
look like small pagodss, very much like that topping Sacrloon’s
darkhouse. Beneath the tower, which itself is built somewhat Jike a
hollowed-out cylinder, is the Black Alibar, a seemingly bottomless
mit of roiling shadowstuff-into which the corpses of sacrificed
mnocents are dumped to create shadow souls for Volumyox's
army. A swirling column of darkness flows from the Aljibar
tﬁrnugh the tower and into the sky ahove, appa.rcntly fudmg
Volumvax's power,

Lord Sciagraph himsell appears as a tall, unpusmg human
with jet black skin, wearing stained ivory bracers decorated with
the symbol of Shar. He bears leathery wings, horns like a ram,
and 5 very, very handsome, As part of his msane delusions,
Volumvax fancies himself one of the shadevari, primordial crea-
tures of shadow whose EJ(HI:EI'IJE predated the creation of Shar
and Toril itself—and has the arrogance to fit such an audaeious
origin. He earries no weapon, preferring ro rely upen his wits and
magical abilities, not to mention an army of shadow creatures
and a cadre of hand-picked, deadly assistants. The latter group
wcludes his second, a scheming elven woman named Velissan-
drin (LE female sun elf Wiz?/Sha7) and the villainous Gobitran
“Tolly” Filimipous (NE female rock gnome RoglO/Asn7), a mur-
derer who keeps a collection of dricd cycballs and who cut out
her own tongue to eénsure her master she'll never betray him. In
addition to numerous evil NPCs of note, at least thirty-five
“ordinary™ cultists (WE human Clrf of Shar] and one hundred
commoners in service to the Mistress of the Night inhabic the
Calyx at any one time.

»
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getting the
players involved

The Darkhouse of Sacrloon offers 4 multitude of opportunitics for
Dungeon Masters running a Sembia campaign. Tts links to the
transplanar Adumbral Calyx provide connections to hotspots
throughout Faerdn. Most criminals in the City of Sculpted Devils
view the Dankhouse as a mieans of escape, but there's no reason
why it can't play an opposite role. Similar miscreants from other
cities attached to the Calyx no dooby, view Saerloon as a refuge, a
place to lay low From pursuers and 'set up shop in a new city,
making the Darkhouse an ideal means of introducing new villains
to the campaign.

Perhaps playeér characters wipe out an enclave of Shar carly in
their careers, only to uncover yet another new Sharran cult mere
tendays after the destruction of the first. Clues such asaccents from
distant lands might eventually lead players to determine that rein-
forcements come from some unknown portal long before they have
ever heard of Mezeketh Isle, or had any reason to distrust it.

If your campaign doesn't take place in Sembia, 1t% relatively easy
to adapt the Darkhousc’s background to any coastal city anywhere
in Faerin. The following adventure hooks provide tailor-made
methods of intreducing the Darkhouse into your campaign:

DARk TIDINGS

On approach to the city via the dangers of Umberlee’s Gullet, the
PCs catch a glimpse of the lighthouse tower suddenly going pitch
Mack For a wvery brief period. A member af the ship’s crew
informs them that such happens fairly regularly, and that the
lightwarden should watch himself, or the blood u’r entire crews
will be on his hands:

While probably not ¢nough to get the PCs to investigate the
island, it should plant a seed of suspicion in their minds that will
make luring them into a Darkhouse-related adventure all the easier
when the time comes.

HEZEMDELL’S FORTUNE

Tavern rumors throughout the City of Sculpred Devils tell that the
Time of Troubles ruined Hezemdell's Beacon because its magical
lantern, said to be superior to the modern version, placed an enor-
mous strain on the Weave. According to urban legend, the light had
to, be maintained by the most powerful of sorcerers, the last of
which (Vastican or Vhoruust, depending upon the teller) allegedly
buried a great treasure in the Beacon's basement.

There’s nothing to this tale besides wishful thinking, but it should
be enough to entice a greedy party to at the very lcas‘t start :ullung
qur.-stmns.

Yours TRULY, JACK STRUMPET

At their wits' end regarding the continued mutilation and murder
of. pleasure women in the Dock District, 2 group of streerwalkers
(perhaps familiar to less savory player characters) approaches the
party and asks them tonvestipate. The "unfortunates” can't offer
much in the way of payment beyond certain unspecified “services,”
but their desperate plight should arouse sympathy in altriistic
souls. Investigations lead to Rimrus, which eventually leads ro the
Darkhouse.

1

e —

Praces or WorsHIP
p—

THE CRUEL FATE OF

JeHAROD TOTH,WIZARD

Dungeon Masters wishing to involve the Adumbral Calyx in high-
level adventuring might choose a moré direér approach. In this cass,
PCs are contacted by Adoken Thule, a Red Wizard of Thay current-
ly selling wares in Saerloon's marketplace. Thule explains that Jehar-'
od, & powerful mage from the influential Toth family of Bezantur,
recently disappeared from Saerloon after attempting to infiltrace
the.Night Knives, # disreputable band of cutthroats and sereet thugs
Investigation of the Knives implicates Selice Klun, who apparently
seduced the wizard and brought him to her island home,

Toth currently resides in a cell in one of the highest levels of
Volumvax's tower, Unknown to Adoken Thule, agents of Lord Sqi-
agraph in Telflamm are currently attempting to ransom the wizard
to the enclave in that city. Thule, hoping for the prestige returning
the veteran Red Wizard will gain him in Bezantur, offers the PCs
10,000 gp to return Jehared Toth to him, alive

The wyvernstones
of Hullack

The twelve Wyvernstones of Hullack lie hidden within the western
reaches of the Hullack Forest, north of the eastern arm of the
Wyvernwater, in the northeastern reaches of the Forest Kingdom
of Cormyr. These ancient granite standing stones, nearly 12 feet'in
height above the ground and 6 feet in diameter, collectively farm a
circle some 60 feet in diameter. Table stones form massive arches
across the northernmost, westernmost, and easternmost pair of
standing stones, and a fourth cracked and shattered table stone Les
near the seuthernmost pair of menhirs. A small, spring-fed pool of
water some 30 feet in diameter lics at the heart of the Wyvern-
stones No algae or plants grow within this pool, leiving the stone
lined bottom clearly visible 4 feer below the surface. On the
inward-facing side of cach Wyvernstone, benearh a thick layer of
moss and lichen, he ancient druidic runes Girved into the stone No
moss or lichen adorns the outer face of any stone, leaving carved
depictions of ancient wyverns clearly visible to those who find the
circle of standing stones.

Although the Wyvernstones once served as the focus of the
Whyvern Circle, a group comprised predominantly of druids dedicas-
ed to Eldath, followers of the Green Goddess have not actively wor-
shiped among»the Wyvernstones for over two centuries. The
Wyvernstones now serve as the focus of 2 much mare vile band of
lycanthropes who venerate the Malar the Beastlord and count them-
selves among the People of the Black Blood. The Bloadmeon Cirele
was during established in 1363 DR during the Feast of .the Moon
celebration, and it has grown rapidly in strength. The twelve curcent
members of this Circle actively hunt those who would farm, log,
settle, or otherwise tame this primeval woodlands.

Although the Wyvernstones of Hullack are oft spoken of by
Cormyrians i fireside tales, few know of thewr exact location, and
fewer still dare seck out the ring of ancient menhirs. A few hunters
based in Thunderstone visit from time to time, but never without a
freshly slain stag to offer.up to Malar (and to appease any of hus fol-
lowers whe might be inconveniently hungry ) Services to the Beast
lord consist of hunting: intelligent prey through the forest as the
droning chant of the Bloodsong grows steadily in volume, Often-
times a captive is released into the surrounding forest, only to be
stalked by members of the Circle. Once the prey has been herded:
into the center of the ring, members of Bloodmoon Circle attack in
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4 savage i'mu.} until Eldath’s Pool runs red with hlond and the
victim has been entirely consumed.

_ The ruling triumyirate of the Bloodmoon Gircle includes Tal-
gaerth Volspaan, a natural werebear, Djalia Amaratharr, & half-elf
afflicted werewolf, and Grolshar Twintusk; a half-orc afflicted were-
bear. All' members of the Circle, in addition to adapting a level or
two of the divine champion prestige class, are lycanthropes of some
- form or another. Werewolves aml wercbears are the most common-
Wraneanatien® ey anlibagahontle e, ppesturt e nriveoos  cae
thropes (e.g. werepanthers] are not unknown. Most members of the
Circle are druids, rangers, or barbarians, although a sprinkling of
other classes ave represented s well. All are human or part-human,
“although humans predominate.

Unbeknownst to anyene alive today, the Wyvernstones are far
arger than they appear, for each is rooted some 60 feet into the
‘eirth A subterranean grotta opens around rhe base of the Wyvern-
stones, 1ts arching roof held 30 Feet aloft by the stones, which serve
# pillars. The Eifhold, as the cavern is known in legend, onee served
‘5 burial vaolt for the elves of House Amaratharr, and their
- pemins are interred in small crypts dug into the walls of the grotto.
The base of each stone is inscribed with tales of the fallen Tel'Ques-
sif written in the ancient Hamarfae script. The legendary Hullack,
ﬁ: human druid of Eldath whose name now graces the surrounding
forest, lies interred within these crypts as well, It is said that his
. ghost manifests to all who come in peace to the Elfhold, seeking
 only lore long lost.

ceremonies

The Bloodmoon Circle celebrates the Feast of the Stag far differ-
eitly than most packs of Malarites. Although still celebrated at
Highharvestide, on this day rhe Bloodmoon Circle parades
through the Hullack Forest bearing the heads of humanoid inter-
lopers they have slain during the previous tenday, in what
smounted to a frenzied orgy of killing. Many carnivorous and
omnivorous denizens of the Forest pick up the scent of fresh meat
and are drawn by this parade to the Circle’s ring of standing
#ones to feed on the corpses of those slain. The humanoids
hanted down by the Bloodmoon Circle are the main offering at
this two-day-long revel of gluttony. The Malarites employ spells
to keep the beasts from attacking each other during the Feast, but
Otherwise sumply revel in the savagery.

The High Hunts are célebrated four times each year, on the Feast
of the Moon, Midwinter, Greengrass, and Midsummer Festival days.
Ty member of the Bloodmoon Circle appears in beast form,
loeming @ ring approximately one mile in diameter around the

__‘

cham of the Blnodmoon

:-ﬂﬂ} the vise of the blosdstained wmoom! The time for bunting
f{m.uf wigh. The Beastlord teaches that the strong and bold shail
o mﬁ! wai a'ud, it i dotug, prrge the land of sickmess and

e
' Bﬂmtﬁ these ammr&wg&:, the way of the bease stifl reigns
unchecked, and those who bear axes and pic.-ighr dare dearh iff
Plly enier Malar’s demesme. -+ +

E&wﬁm mee in the shape of the St ax i sdih the sacri-
f iwial siag. Remain alert for interiopers who see ondy trees to be
JM and fieids to be plowed, for they are a burgeoning pidgm'
Miff tiats the matural cycle. Hunt, bowwdy and chant the Bizod-"

 for the forest shall Soon run et with blood.
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Circle's ring of. standing stones, Their quarry—always a sentient
humaneid, vsoally a human male—ig then set free at the center of
the Wyvernstones, armed and armored with all the nonmagic items
he or she desires that can reasonably be obtained, and then hunred
to death for the glory of Malar. If the prey survives until the sun
has cleared the horizon on the morning after the hunt begins, he or
she is considered deserving of joining the Bloodmoon Circle and
given his or her choice of 2 strain of lycanthropy, assuming one of
e e serpbrsurfuie et s e e (s wnlen ertsc iepn'
of lycanthropy are gutted and slain as unworthy cowards,) The

Circle does not grant freedom or any other boon to such survivors,

unlike Malarites elsewhere.

A -
Seérvices

The Bloodmoon Circle does not offer any divine services to visitors,
other than a quick death to those whose scent they catch. However,
from time to time a wizard acting on behalf of a wealthy merchant
or powerful noble contacts members of the Circle from afar (typi-
cally via a rending spell) and informs them of ongoing activities in
the Hullack Farest or along its periphery. Ustally such informa-
tion s given in hopes of anonymously dispatching a rival or under-
mining 4 rival mereantile concern, an undertaking that members
of the Circle are usually happy to indulge if coincident with their
own plans;

The Wyvernstones are also very powerful in their own right and
contain many secrets of the Eldathyn left untouched from the days
when the Wyvern Cirele ruled these woods. In particulary the
Wyvernstones are inscribed with runes correspondmg to spells devel-
aped by Hullack and his compatriots, but now lost. Even the runes
that have already been cast could be used to rediscover lost prayers to.
the Green Goddess (see below for suggestions). Moreover, several

* ancient Eldathyn druids (although not Hullack, whe died before he

could underga the ritual) merged their essences with these ancient
menhirs, They survive, untouched by the’passing of centuries, and
can be contacted by means of a srawe tedf spell or spell-like ability. IF
persuaded, these ancient druids might provide the key to a long-for-
gotten divine spell by means of a newly appearing rune or they may
release g lost relic of the Eldathyn faich ro a worthy bearer, Many
died battling beholders served by bugbears, gargoyles, and evil fey,
and still possess powerful magic items useable against such.

All spells cast withm the ring of Wyvernstones by a druid who
venerates cither Eldach or Malar take effect at +3 caster levels

H-if:I‘D.['ChllJ

The Bleodmoon Circle s organized along the lines of a pack, with a
strict pecking order determined by ritual combar that occurs within
the ring of standing stones after a challenge is formally ssued. At
present, the pack leader is Talgacrth Volspaan. His marte, Dialia
Amaratharr, holds the second position i the pack. Third in the pack
hierarchy is Grolshar Twintusk, who refrains from challenging
Djalia solely out of fear of how Talgaerth would réspond.

All members of the Circe are fiercely loyal to one another when
confronted by outsiders. However, within the pack there is a con-
stant battle for supremacy among the individual members,
Although all members support the general goal of kegping the Hul-
lack Forest wild and untamed, there is internal debate aver-the best
approach. Talgacrth favors keeping the pack limited to members of
the Circle, soas not to draw undue attention to their activities. Grol-
shar is the leading member of a minority faction that favors creat-
g as many infected lycanchropes in the region as possible, in hopes
that ther overwhelming numbers stems the tide of settlement
coming from western and southern Cormyr. .
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PTalgierth Volspaan: Male human werebear Drd12 of Malar;
CR 14, Medium-size shapechunger; HD 12d8+12; hp 72; Init +4;
Spd 30 fry AC 17 (touch 10, flatfooted 17); Atk +13/48 melee
(1d6+43, +1 weunding claw bracer SQ_Alternate farm, animal com-
panion (+ brown bears), lycanthropic empathy (bears), nature sense,
resist nature's lure, trackless step, venom immunity, eild shape
4/day, woodland stridey AL NE; S8V Fort +11, Ref +3, Will +13; Str
14, Dex 10, Con 12, Int 14, Wis 16, Cha 17.

Skidfs ands Feats: Animal Empathy +13, Concentration +17,
Diplomacy +8, Handle Animal 10, Heal +8 Intuit Dircction +8,
Knowledpe (Cormyr nature) +%, Knowledge (religion) +4, Listen
+10, Ride (horse) +2, Scarch «8, Spot +20, Swim +7, Wilderness Lore
+1%; Exotic Weapon Proficiency (claw bracer), Improved Control
Shape, Improved Initiative, Lycanthropic Spell, Weapon Focus
(claw), Weapon Focus (claw bracer),

Alternate Form (Su} Talgaerth can shift into the form of a
brown bear us though vsing the polymiorph tedf spell, though his gear
does niot chatge. Changing to or from beir form is a standard action.
Upon assuming cither form, he regains hut points asif he had rested
for a day. IF slain, he reverts o his humanoid form, although he
remuins dead. Separated body parts retain their animal forn.

Animal Companions: Talgaerth has four brown bears s animal
COIN PRGNS

Lycanthropic Empathy (Ex} Talgserth can communicate and
empathize with normal bears of all kinds and wich dire bears, This gives
him a +4 racial bonus on checks to influence the animals’ attitude
and allows the communieation of simple concepts and (if the animal
i friendly) commands, such s “friend,” “Foe,” “Flee,” and “atrack.”

Matore Sense: Talgaerth can identify plants and animals (their
specigs and special traits) with perfect sccuracy, He can also deter-
mine whether water is safe to drink.

Resist Natore's Lure: Talgaerth gains a +4 bonus on saving
throws against - the spell-like abilities of feys (such as dryads,
nymphs, and sprites ),

Trackless Step: Talgaerth leaves no trail in natural surroundings
and cannot be tracked.

Venom Immunity: Talgacrth is immune to all erganic posons,
mcluding monster poisons but not mineral poisons or poison gis,

#iid Shape (Sp) Talgaerth can change into a Tiny, Small,
Medium-size, Large, or dire animal and back again 4 times per day.
He thay adapt only one Form per use of the abilicy. Talgrerth
regains hit points with each use as if he had rested for a day.

Woodland Stride: Talgaerth may move through natural thorns,
briars, overgrown arcas, and similar terrain at his normal speed and
wirhout suffering damage or other impaiyment. However, thorns,
briars, and overgrown areas that are enchented or magically manip-
ulated to impede motion still affect him.

Druid Speils Prepared (6/6/5(7)3/3/2; hase DC = 13 + spell level}:
C—crvate wwaler, cure minoy wonnds, detect magic, know direction,
light, mending: Lst—animal friendship, cure light wounds, fuerie
Sire, invisibility o animals, magic fang, pass without frace; Ind—chill
metal, bold amimal, lesser restoration, resist elements, speak with ani-
maly; Ird—cure moderate wounds, greater magic fang, prolection
from elements, sware, water breatbing $th—ewre serious awonmd's,
dispe! magic, freedom of movement; Tth—awaken, cure critical
weotimds, supmon wature’s ally ¥ 6th—find the path, bealing circle.

Possesitons: +2 bide-armor, +1 wounding claw bracer, ring of
feather falling, séroll of suwmon gature’s ally F'1,

@ Talgaerth Volspaan (Bear Form) Male human werchenr
Drd12 of Malar; CR 14; Large shapechanger; HD 12d8+60; hp 108;
Init +%; Spd 30 fry AC 17 (touch 10, flat-footed 16} Atk +19 melee
(1d6+10, 2 claws), +16 melee (1d6+%, bitel; Face/Reach § ft. X §
Fe./10 ft; SA Improved graly SQ Alternate Form, animal companion
(4 brown hears), curse of lycanthropy, damage reduction 15/silver,
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scent, lycanthropic empathy (bears), nature sense, resist nature’s
lure, trackless step, venom immunity, wild shepe 4/day; woodland
stride; AL NE; 5V Fort +15, Ref +6, Will +13; Str 38, Dex 12, Con
20, Tnt 14, Wis 16, Cha 17.

Skills and Feats: Antmal Empathy +13, Concentration +19, Diple-
macy +8, Handle Animal +10, Heal +8, Hide -3, Intuit Direction +§,
Knowledge (Cormyr nature) +9, Knowledge (religion) +4, Listen +14,
Ride (horse) +3, Search +12, Spot +14, Swim +15, Wilderness Lore'
+17; Blind-Fight, Exotic Weapon Proficiency (claw bracer ), Improved
Centrol Shape, Improved Initiative, Multiattack, Lycanchropic Spell,
Power Artack, Weapon Focus (claw), Weapon Focus (élaw bracer)

Curse of Lycanthropy (Su): Any humanoid hit by Talgaerth's hite
attack when he is in bear form must succeed at 2 Fore save (DC 1)

‘ar contract lycanthropy. !

Scent (Ex): Talgacrth can detect approaching enemies, sniff out
hidden foes, and track by sense of smell.

Tulgaerth was born m High Dale to a pair of mated natural were
bears: When his parents were mistakenly slain by overzealous human
loggers, he was overcome by a grear rage and hleodlust, and scon
turned to worship Malar, abandening the teachings of his parents
that Failed to savé them. Firmly opposed to the taming of Corniyr’s
lust remaming wilderness areas, Talgrerth was instrumental in the
founding of the Bloodmoon Circle. He has little use for Malarites
elsewhere in Cormyr, feeling they have fatled in their duty to eppose
the relentless encroachment.upon the Cormyrean interior,

In combat, Talgaerth always prefers to fight in bear form, He
searches the forest searching for potential prey before directing the
ather members of the Circle where to attack. He then remains in the
background, chasing any target that seems m danger of escaping the
pack's attack.

Talgaerth is a skilled and cunning strategist, well versed in the
tactics of the Purple Dragons as well as small bands of adventurers
Although personally fearless, in some respects he 15 quite CRugious, is
he rarely initiates 2 battle that he thinks his pack cannot win.

@ Djalia Amaratharr: Female halfell werewolf” Sors/Drdf of
Malar; CR 12; Medium-size shapechanger; HD $d4 plus §d8; hp 44
Init +2; Spd 30 fr; AC 16 (touch 13, flat-footed 14); Atk +7 melee
(1d6+1, +2 sweeping quartersiaff s SO Alternate form, animal com:
panion (T wolves), halF-elf traits, lycanthropic empathy {wolves),
nature sense; resist nature's lure, trackless step, svild shape 1/day,
woodland stride; AL WE; 8V Forr +10, Ref +4, Will +14 Str 11, Dex
14, Con 11, Int 16, Wis 17, Cha 16

Skilis awd Fears: Animal Empatchy <11, Concentration +13, Con-
trol Shapeslfp Hide +15, Knowledge (arcane) +11, Knowledge
(Cormyr nature) +9, Listen+8, Move Silently +16, Search +8, Spell-
craft +11, Spor +8, Wilderness Lore +9, Great Fortitude, Luck of
Heroes, Lycanthropic Spell, Weapon Foctis (quarterstafl),

Alternate Form (Su): Djalia can shift meo the form of 4 wolf as
though using the palymerpd self spell, though her gear does not
change. Changing to or from wolf form is a standard action. Upon
assuming either form, she regams hit points as if she had rested for
a day. If slain, she reverts to her humanecid form, although she
remains dead. Separated body parts retam their animal form.

Animal Companions: Djulia has a pack of five wolves 25 animal
companions.

Half-E¥ Traits: Immune to magic slecp spells and effects; +1
racial bonus on saves againse enchanoment spells or effects; low
Light vision (can see twice as Far as o human m low-light conditions;
+1 racial bonus on Listen, Spot, and Search checks (already Figared
into the statistics given above) ;

Lycanthropic Empathy (Ex): Djalia can communicate and
empathize with normal wolves as well as dire wolves. This gives her
a +4 racial bonus on checks to influence the animals' attitude and

#
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allows the communication of simple concepts and (if the animal is
friendly’ comimands, such as “friend," “foe,” “flee,” and “attack”

. Nature Sense: Dijalia can identify plants and animals (their species
W;p:rial traits) with perfect accuracy, She can determine whether
‘water is safe to drink or dangerous.

Iomt Nature's Lure: Djalia gains a +4 bonus on saving throws
agninst the spell-like abilities of feys (such as dryads, nymphs, and
%pm&s'l

Trackless Step: Djalia leaves no trail in nal:ura] surroundings and
‘annot be tracked.

Wild Sbape (Sp): Djalia can change into & small or Medium-size
nimal amd back again oncé per day. She may adopt only one form
e wse af the ability. Djalia regaing hit points with each use as if she
“had rosted for o day.

Wadlmd Stride: Djalia may move through natural thorns,
briars, overgrown arcas, and similar terrain ar her normal speed and
ithut suffering damage or other impairment. However, thorns,
beiuss, and overgrown areas that are cnchanted or magically manip-
wlared ro impede motion still affect her,

Druid Speils Prepared (5/4(3/2; base DC = 13 + gpell level) 0—
trtate swater, detect magie, detect pmimr:.'ﬁ'ﬂm divection, prrify food
Vi drink; 1st—detect amimals or plants, endure vlements, magic
(X Ind—charm pevon or animal, delay poison, resist elements;
ed—greater magic fang, poison,

- Surcerer Spelic Known (6/7/5, base DC = 13 + spell level} 0—
\daze, detect magiv, defect poison, prestidigitation, read magic, resist-
\ance; lst—canre fear, expeditions refreat, mage armor, mugic
m.mir* Ind—bull’s strengeh, mivror image.

Possessions: Bracers of armor +2, +1 sweeping guarterstaff, claw
edcer, foorsof etvenking, broveh o shielding, eloak of fﬂwimﬁna', ring

of animal friendsbip. '

#Djalin Amaratharr (Wolf.or Hybrid form}: Djalia Amaratharr:
| Fennle halfelf werewolf Sors/Drds of Malar; CR 12, Medium-size

anger; HD $d4+10, $d8410; hp 64 Init +8; Spd 30 fr; AC 18
fouch 14, Mlat-footed 14); Atk (as hybrid) +8 meloe (14622, +1 suveep-
ng uarterstaff ) and +4 melee (1d6, bire) or+? melee {1d6+1, bire) or
(a8 wolf) +9 melec (1d641, bite) SA Trip; SQ_Alternate form,
compamion (F wolves), damage reduction 15/silver, half-cif
s [yeanthropic empathy (wolves), nature sense, resist nature’s lure,
It, trackless step, wild shape 1/day, woodland stride; AL NE; 8V
«12, Ref +8, Will +14; Ser 13, Dex 18, Con 17, Int 16, Wi 17,

Skitis and Feats: Animal Empathy +11, Concentration +17, Con-
trol Shape+15, Hide +17, Knowledge (arcama) +11, Knowledge
myr nature) +9, Listen +12, Move Silently +18, Scarch +12,
aft +11, Spot +12, Wilderness Lore +9 (+4 bonus when track-
by scent), Blind-Fight, Great Fortitude,. Improved Initiative,
of Heroes, Lycanthropic Spell, Weapon Finesse (hite),
Weapon Focus (quarterstaff),

. Tﬁp (Ex}: If Djalia hits with a bite attack, she can attempt to trip
et opponent as a free action without making a touch attack or pro-

Y ]

sweepmg specf%l abllm;l

lmrmc This uupou special ability grants a ++ bonus on
! Smngtﬁ checks the wielder makes 25 part of an attempt
10 trip an uppuﬂﬂnt With the weapan.

Caster Leveds. Sthy Prevequisites: Craft Magic Arms and
w buils ;ﬂmfb‘ Market Price: +1 bonus,
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voking an attack of epportunity. If her attempt fails, her opponent
cinnot react to trip her. '

“Scent (Ex} Djalia can detect approaching enemies, sniff out
hidden foes, and track by sense of smell

Although Dijalix &5 2 descendant of House Amaratharr, she is
unaware that her ancestors lie interred deep beneath her favored
hunting grounds. Djalia was born in Deepingdale to a pair of mar-
ried half-elven sorcerers. She ran away as a.child afrer her parents
were killed in an apparent wolf attack (actually led by o werewolf)
and soon thercafter discovered that she had become a werewolf
thanks to her own imjuries, Something drew Dyjalia westward to the
vicinity of the Wyvernstones, although she never recognized it as
the call of her ancestors who sought to free her of her curse. Djalia
first encountered Talgacrth in the Hullack Forest as he scarched for
the Wyvernstones, and she quickly found herself drawn to him. In
the years sice their first encounter, she has grown into a powerful
druid in her own right and an active participant in the founding of
the Bloodmoeon Circle

Djalia prefers to aveoid melee combat, choosing instead to have
her personal pack of worgs fight for her. She commenly casts mirror
image, takes wolf form, and then uses the Silent Spell and Still Spell
feats o cast anonymously within her pack, relying on the inability
of most opponents to tell one woll from anather,

In person, Dialia still retains much of her girlish innocenee, albeit
a girl with a strong afTinity for camines of all sorts. In hybrid or welf
form, however, her nature ‘changes, and there are few members of
the pack maore bloodthirsty than she: At Talgu'rth’;s direction, she is
not above using her looks to draw some lonely logger or farmer into
the woods for @ tryst, whercupon he is sec upon by a pack of raven-
ing lycanthropes.

D Grolshar Twintusk: Male half-orc. wercboar Rgr?;, CR 11,
Medium-size shapechanger; HD 2d1G+36; hp 98; Init +0; Spd 30 fr;
AC 17 (touch 10, flatfooted 17} Atk +14/+9 melee (1d6+6/17-20,
+1 Buman-Bane claw Bracer) and +14/+9 melee (1d6+3/17-20, +1
human-bane clase bracer), S0_Alternate form, animal companions
{4 bours ), darkvision 60 ft, favored enemy (humans <2, animals +1),
lycanthropic empathy (boarsh AL CN; 8V Fort +12, Ref +3, Will
+8; Str 20, Dex 11, Con 18, Int 10, Wis 16, Cha 12,

Skills and Fears: Animal Empathy +6, Control Shape+13, Hide
+9, Knowledge (Cormyr nature) +3, Listen +7, Move Silently +9,
Scarch +4, Spot +7, Wilderness Lore +13; Exotic Weapon Proficien-
ey (claw bracer), Improved Critical {claw bracer), Improved Two-
Weapon Fighting, Track, Weapon Focus (claw bracer

Alternate Form (Su): Grolshar can shift into the form of a boar
as though using the polymarph self spell, though his gear does not
change. Changing to or from boar form is 4 standard action. Upon
assuming either Form, he regains hit points as if he had rested for a
day. If slain, he reverts to his humanoid form, although he remains
dead. Separated body parts retain their animal form.,

Animal Companions: (irolshar has a herd of four hoars as animal
companions.

Favored Enemies: Grolshar has selected humans as his first
favored enémy and animals as his second He gains a +2 and a +1
bonus, respectively, on his Bluff, Listen, Scnse Morive, Spot, and
Wilderness Lore checks when using these skills againgt these types
of creature. He gets the same bonus on meles weapon damage rolls
against these creatures, and on ranged weapon damage rolls if the
target is within 30 feet.

Lycanthropic Empathy (Ex) Grolshar can communicate and
cmpathize with normal boars as well as dire boars This gives him a
+4 racial bonus on checks to influence the animals' attitude and
allows the communication of simple concepts and (if the nnimal is
friendly | commands, such as “friend,” “foe,” “flee," and “attack™
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Ranger Spells Prepared (2/1; base DC = 13 + spell levelk 1st—
pass watbont trace, resist elements; Ind—snare.

Possesstons: +2 studded leatbher armor, +1 baman-bane clazw
Eracers (2)

P Grolshar Twintusk (Boar Form): Male half-ore werchoar Rer9;
CR 11, Medium-size shapechanger; HD 9d10+63; hp 12F; Init +4;
Spd 30f¢; AC 18 (rouch 10, flat-footed 18); Atk +16 melee (1d8+10,
gore’, SQ_Alwrnate form, animal companions (4 boars), curse of
lycanthropy, damage reduction 15/silver, darkvision 60 ft, favored
enemy (humans +2, animals +1}, fegocity, lycanthropic empathy
(hoars); AL CN; SV Fort +17, Ref =3, Will +8; Str 24, Dex 11, Con
24, Int 10, Wis 16, Cha 12

Skills and Feats: Animal Empathy +6, Control Shape+13, Hide
+9, Knowledge (Cormyr nature) +, Listen +11, Move Silently +9,
Search +8, Spot +11, Wilderness Lore +13; Blind-Fight, Exotic
Wespon Proficiency (claw bracer), Improved Critical (claw bracer],
Improved Initiative, Improved Two-Weapon F:ghtmg. Track,
Weapon Focus (claw bracer)

Curse of Lycanthropy (Su) Any humanoid hit by Grolshar's gore
artack when he s in boar form must succeed at a Fort save (D€ 17)
ar contract lycanthropy.

PFerocity (Ex): Grolshar continues to fight without penalty even
while disabled or dying.

Rased among the orcs of the southern Stonelands, Grolshar was the
prodoct of a Forced union between an orc warrior and a4 capuive
seired From o carnvan on its way to Tiverton. Grolshar contracted
lycanthropy during a hunting expedition into the Hullack Forest
and chose to remain in the primeval woodland after sinking into a
frenzy of bloodlust and killing his fellow hunters,

Unlike most other members of the Circle, Grolshar is more com-
fortable attacking in humanoid form than beast form. He enjoys
wading into combat with his claw bracers, and slashing his foes ta
bits, particularly if they are human. Grolshar commonly leads the
rest of the pack in the hunt.

Grolshar truly revels in the hunt, debighting m the stalkng of
prey as much as the inevitable frenzy of bloodlnst that follows. The
half-ore views his curse as simply unlocking the bestial aspect inher-
ent in all creatures and relishes the idea of establishing a forest king-
dom in which the inner beast in every creature rules and all
humanoids howl at the full moon,

initration

Only lycanthropes who venerate Malar can be admitted to the Blood-

moen Circle. Prior to joining the Circle, an applicant must hunt with,

the Circle in heast form and participate in the stalking and killing of
at least three humanoids in che interval between any two full moons.
Once approved for consideration, the applicant must lead the ritual
of joining while standing amid the ring of wyvernstones at midnight
on the night of a full meon. The applicant must undergo a blood cath
(involving a sharing of blood of the applicant and at least three other
members of the Circle) to the Circle and to Malar, after which they
are admitred as a full member of the Circle.

Allies and enemies

The Bloodmoon Circle has few allies in its ¢fforts to keep the west-
ern Hullack Forest primeval, other than the monsters that dwell
within the woods and similarly hunt intruders in their territory. As
the taming of the Hullack Ferest is onc of the goals of the crown
af Cormyr, the Bloodmoon Circle is opposed by all who act on behall
of the menarchy. Maorcover, the Bloodmoon. Circle is also opposed
by these few elves who remmm beneath the houghs of the Hullack

Forest and disagree with the Circle’s methods, if pot their gouls
However, the Circle's most committed opponents are nnduibmﬂg.
the followers of Eldath active in the region and the human and hall
elven followers of Mielikki who dwell at the Falls of the Tumbling
Stars, (This hidden mountain valley lies where the Immerflow
springs out of the Thunder Pedaks and Talls down the mauntmmlu

to feed the river leading to the Wyvernwater.,)
.
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Twelve Wyvernstones, carved with runes and overgrown on ther
inward facing sides, form a circle some 60 feet in diameter. The sur-
rounding canopy of trees completely overhangs the hard packed dirt
at the center of the circle of standing stones. Much of the ground is
stained with the dark-taint of dried blood.

As noted previcusly, all the Wyvernstones are engraved with
magical runes corresponding to spells once used by the Eldathvn
members of the Wyvern Circle. Many of these runes correspond to
divine spells unknown today. (Suggestions include spells by the name
of watling wind, tewchiickie, flame shield, and maold rouch, all
thought to have been recorded in the fong lost Tome of the Wosern:
weater Cirele.) A few inscribed runes remain uncast, although deter-
mining which runes would take extensive investigation. In addition,
seven of the twelve standing stones contain the merged essences of
long-vanished Fldathyn druids, The essences within these menhirs
may be contacted by means of a stowe fedl spell.

The Ring of Wyvernstones is under the effects of an wwballey
spell cast by druid followers of Malar. Resist elements (fire) is the
spell tied to the waballone spell, affecting worshipers of Malar
within the spell's area.

Finally, the Ring of Wyvernstones includes three active twowiy
portals and one malfunctioning perfal, between the stones that now
or once were surmounted by table stones. The three active porfals
lead to centers of Eldathyn worship elsewhere in the Realms, and all
open underwater. The western pertal leads to Duskwood Dell in
Amp, cast of Eshpurta, where the waters of the River Rimril plunge
down the western cliffs of Fldath’s Mount in the Troll Mountains
via the Green Goddess Falls in a descent over 400 feet and then
through a series of pools and lesser falls (called the Steps) out mnto
the Snakewood. The northern portal leads to Elah'zad (House of the
Moon), un ancient Eldathyn haly site in the northwest portion of
the Scimitar Spires in Anauroch. The porta opens into the midst of
a lake set an assacred grove surrounded by over a hundred small
springs. A circular palatial temple formed of chalky, translucent
desert rock lies in the center of the lake. The eastern parfal opens
upderwater into o temple in the Shalarin city of Us'daan heneath
the waters of the Sea of Fallen Stars. The destination of the fourch,
now mallunctioning perdal has been lost, although it is believed to
have been far to the south on the edge of the Greatr Sea. The porrals
can only be activated by creatures of good alignment who bear the
holy symbel of Eldath and assume the form of a fish (usually with
wwiid shape, although other forms of magical transformartion suf*
fice before they pass through the portal.

2. PooL OF ELDATH

The Pool of Eldath is a spring-fed pool of crystalline water some 30
feet in dizmeter and 4 feet deep, with a stone-lined bottom. Noo
algae, plants, or animals of any sort live within the pool. Although'
frequently tainted red with blood by the gory services held to honoe
the Beastlord, the Pool of Eldath always reverts to its pure state
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when bathed in the hght of dawn. The Pool of Eldath also acts as a
two-way perdad to the Elfhold. Tt can only be triggered by those of
glven hlood who bear a white dove in one hand and 2 stone carved
with the symbeol of House Amaratharr in the other. Once triggered,
however, any ereature who touches the activated porsal in the same
auind 25 the creature who activated it can also use the porfal,

ﬂHF ELFHOLD

‘The Elftiold is a vast natural grotto over 100 feer in dimmeter
Cresembling a slightly squished sphere in shape. In the center of the
arern, ewelve granite pillars (the bases of the Wyvernstones, each
I Feet in dinmeter at the base) arranged in a 60-foot-diaméter ring
gitend from the floor up through the ceiling. Each pillar is inscribed
with ancient Seldruin writings in the script of the Hamirfae alpha-
bet detailing the exploits of those interred within the Elfhold. One
pillar (3A) speaks of the exploits of the legendary Hullack of the
Wyvern Circle, a human druid who was a true friend to the clves.
Garved into the walls of the grotto are ancient sealed crypts of
Howse Amaratharr, Each vault 15 sealed with large, 20-foot-square
‘apitone carved with a diorama of elven life during the days when
Gormyr was ruled by Iliphar Nelnueve, the Lord of Scepters,

At the center of the grotto, some 20 feet above the Pool of
Eldath, a single tiny diamond floats, its coal radiance iliummating
he entire grotto as if lit by the light of the stars. The gem is an
tlven greater kifra, also known as a felkiira or lore gews, a semisen-
tent depository of knowledge dating back to the days before the
mythal was raised over Myth Drannor. It.can only be used safely by
8 descendant of House Amaratharr with an Intelligence 15 or
higher, Others risk madness and insanity, although they mighe be
shle to extract some nugget of elven lore if they are |LILR'. enough
10 break contact with the kiira before being driven mad.
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4. TuE CRYPT OF HULLACK

The Crypt of Hullack lies along the western edge of the Elfhold
grotto, Its capstone is unique in that it depicts a human druid stand-
ing alongside elven warriors in battle with eye tyrants, dark Facries,
and hairy goblinoids. Anyone who touches Hullack's capstone or the
pillar that recounts his deeds causes the ghost of Hullack to mani-
fest. Likewise, anyone who attempts to despoil the tomb or remove
the felkifra without first explaining the need for downg also sum-
maons Hullack’s spirit, although in a fiar more angry state of mind.

PHullack: Male human ghost Drd18/Hiel of Eldath; CR 22
Medium-size undead; HD 20d172; hp 130; Init +2; Spd fly 30 ft. (per-
feetl, AC 17 (touch 17, flat-Foored 17 Atk +1F melee touch (1d4,
incarporeal touch) or <17 ranged touch (0, +1 wef), or +17/+12/+7
melee (14643, sraff of the wovdiands)y, SA Corrupting touch, maley-
olence; S0 A thousand faces, ammal companion, divine reach, incor-
porcal subtype, manifestation, nature sense, power of nature,
rejuvenation, resist natore’s lure, timeless body, trackless step, turn
resistance 4, undead traits, venom immunity, weld shape (6/day, ele-
mental 3/day, +1 additional use per day of either type), woodland
stride; AL N; 5V Fort +16, Ref +8, Will +20; Str 12, Dex 14, Con —,
Ing 16, Wis 23, Cha 1L

Skills and Feats Animal Empathy +25, Concentration +20,
Diplomacy +23, Handle Animal +14, Heal +30, Hide +1G, Intuit
Direction +14, Knowledge (history) +8, Knowledge (nature) 23,
Listen +14, Professlon (herbalist) +12, Ride (horse) +4, Sery +16,
Search +11, Spelleraft 420, Spor +14, Wilderness Lore +24; Create
Portal, Dodge, Exotic Weapon Proficiency. (net), Expertise, Great
Fortitude, Improved Disarm, Improved Trip, Quicken Spell.

Corrupting Touch (Su) If Hullack hits a living targer with his
incorporeal touch attack, he deals 1d4 points of damage.
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Malevolence (Bu} Once per round, Hullack can merge his body
with a creature on the Material Plane. This ability 15 similar to
magic far as cast by a 20th-level sorcerer; excepr thar it does not
require @ receptucle. If the attack succeeds, Hullack's body vanishes
into the opponent’s body. The target can resist the atrack with a suc-
cessful Will save (DC 20} A creature that successfully saves is
immune to Hullack's malevolence for one day,

A Thousand Faces (Su) Hullack can change his appearance at
will, as if using the spell after self

Animal Companion: None at this time.

Divine Reach: Hullack can use spells with a range of touch on tar-
gets up to 30 feer away, If a spell regiires a touch attack, he must
make a ranged touch attack instead: This ability allows him to nse
any touch spells i his manifesred form to affect material creaturcs.

Incarporeal Subtype: Can be harmed only by other incorporeal
creatures, +1 or better magic weapons, spells, spell-like abilities, or
supernatural abilities; immune to all nonmagical artack Forms, $0%
chance to ignere any damage from a corporeal source (except for
force effects, such as magic meissile, and atracks made ‘with ghost
fench Weaponsl; can pass through solid olpecrs (bot not force effects)
at will; ateacks ignore natural armor, armor, and-shields (though
deflection honuses and force effects work normally ), moves silently
(cannot be heard with Listen checks unless despred ).

Manifestation (Su): When he manifests, Hullack becomes visible but
remains incorporeal. He remains on the Ethereal Plane but can be
attacked by opponents on both the Material and Ethereal Planes.
When manifested, Hullack can strike creatures in the Material Plane
with his incorporeal touch attack, a ghost fouch weapon, or any weapon
with an enhancement bonus of at least +1. His spells affect erearures
on bath the Fthereal and the Material Planes normally, except that he
uses his divine reach ability with all spells that have a range of touch,
since these would not otherwise work an material targets

Nature Sense: Hullack can identifv plants and ammals (their
species and special traits) with perfect accuracy. He can also deter-
‘mine whether water is safe to drink.

Power of Nature: Hullack can temporarily transfer one or more of
his special druidic powers toa willing creature. The transfer lasts any-
where from 24 hours to a tenday (chosen at the time of transfer), and
while the transfer i5 i effect, Hullack canpot use the transterred
power. He can transfer any of his druidic special abilities except spell-
casting and animal companions, The wild shape ability can be partial-
ly of completely transferred For example, he may transfer the ability
te wild shape once per day to the recipient and retain the rest of his
uses For himself. The recipient can assume any Form that Hullack can.

Jf Hullack is destroyed, he returns to his old haunts in 2d4 days.

Resist Nature's Luorce: Hullack has a +4 bonus on saving throws
against the spell-like abilities of feys (such as dryads, nymphs, and
sprites).

Turn Resistance (Ex) The creature is less casily affected by cler-
ics or palading. When resolving a turn, rebuke, command, or bolster
attempt, the creature receives a bonus of +4, Thus attempts to turn
him Function as though he had 24 ID.

Undead Traits: Immune to poison, sleep, paralysis, stunning, dis-

B 3 ¥
Torc of animal speech

This beaten steel neckluce is unadorned by pcmdar:t or orna-
ment. Tts wearer can use a speak with amimals effect ar will
. Caster Lével: 6thy Prerequisites; Craft Wondrous Trem,
speak with animals, Market Price: 13,000 gp, Weight: 1 1b,
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ease, death, effects, necromantic effects, mind-influencing effocts
and any effect requiring a Fort save unless it also works on ahjecs
not subject to eritical hits, subdual damage, ability damage, ability
drain, or energy drain; cannot heal damage if there is no Intelligeae
scare, (though fast healing and regeneration work normally); nege
tive energy heals; not at risk of death from massive damage, it
destroyed at O hit points or less; darkvision 60 fit; cannot be raised;
resurrection works ondy iff Hullack is willing, i

Wild Shape (Sp) Hullack can change into a Tiny, Small, Mediim.
size, Large, Huge, or dire animal and beck again 6 times per day s
per. the palymarph self spell. In addition, he can use wild shape m
assume the form of a Small, Medium-size, or Large air, earth, firg,
or water elemental 3 times per day. Unlike the standard use of the
spell, he may adopt only one form per use of the ability. He regaims
hit points as if' he had reseed for a day. Hullack’s druwid's oeitment
allows hum one extra use per day of wild shape (his choice of typel

Drwid Spells Prepared (6/7/7/6/6/575/3/3/2; base DC = 16 + spell
level) O—create water, cure minor wonnds, detect poison, mending,
resistance, virtue; 1st—animal friendibip, calm animals, oure light
weounds, detect animals o plants, entaugle, gosdberrs, invisbility Iy
animalsy; Wd—animal messenger, animal france, charm persm o
anémal, delay potion, bold animal, lesser restorabion, speak with ani-
malsy; 3rd—cure moderate wounds, dominate animal, weafralize
peiton, profection from elements, remove disease, snave; 4th—eure
serious swounds, dispel magic, freedom of movement, rusting graj,
sleet storm, summion wadure's ally IV Sth—commiine with natirg,
cure eritical wolinds, death ward, summon wature’s ally F, Wsﬂ.'f i
thormy; Gth—greater dispelling, bealing civcle, stone ell, Tenimsn
waturé’s ally VI, transport via plants; Teh—greater serying beal,
swmmean mature’s ally L Bth—aommon mature’s ally P sune
durst, word of recall; th—amass beal, summen nature's ally X,

Possesrions: Diwid's vestment, +1 net, net, staflf of the swoodtands
(50 charges), ring of mind shiclding ring of ihecting stars; treaf
animal speech.

*Eldath osed ro be 4 true neutral deity before she became NG
Because his worship of her while alive predates her alijnment
change, Hullack does not=violate the rule that only clerics of true
neutral deities may be true neutral.

Before his death, Hullack was one of the most powerful druids in the
Inner Sea region. He led the Wyvern Circle in northeaseern Cormyr,
watching over the primeval forest that now bears his name. Hullack
was a true and firm friend of the elves, often speaking on thar
behalf in the face of the inexorable pressure generated by wave upon
wave of settlement.

In life, the great druid hewed closely to the teachings of the Green
Goddess, seeking peace wherever possible, and that philosophy hs
extended into the afterlife. Hullack does not permit the looting of
desecration of the Elfhald, but he also does not turn quickly to vie:
lence and ceascs immediately if he feels a diplomatic solution has
become possible. If informed of the activities of the Bloodmoan
Circle in the woods above his crypt, Hullack is saddened, bur sl
unwilling to resort to unnecessary violence. Instead, he prevall
upon the characters to cast break encbanfmaenl OF YEReOe cHrie oias
many lycanthropes as they can on the night of the next full moon,
in hopes of weaning them from the wership of Malar after theyare
cured. As a ghost, he has.the corrupting foach ability but refuses to
use it, prefersing o subdue opponents with spells, his net, or with
kindress.

Hullack has a geeat store of druidic knowledge coupled with &
deep understanding of elven culture, and he i happy to speak i
length an both subjects. He was once very familiar with goingson
and lore relared to northeastern Cormyr, but his information is new
more than two centuries out of date.

-
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Unlike the temples found m mare civilized regions, entering the
Wyvernstones of Hullack is as simple as walking between any two
stunding stones. However, this ancient ring of standing stones does
present challenges of its own. Most importantly, the exact location of
the Wyvernstones is unknown to anyone except members of the Circle,
ther allies, and a handful of hunters based i Thunderstone. Theose
hunters know it would be a death sentence to reveal the location of the
Wyvernstanes to anyone, so convincmg them to lead a party of adven-
turers to the ancicnt ring of standing stones is a task in and of itself.

The members of the Bloodmoon Ciele pose a significant chal-
lenge themselves. They are intimately familiar with the western
Hullack Forest and do not talerate interlopers in their midse, par-
ticularly ones seeking the focus of their Circle. Anyone attempting
to reach the Wyvernstones is likely to draw the atrention of the
Circle or its numerous allies in the Forest.

Assuming one actually reaches the Circle and has enough time to
do anything abour it, the second challenge presents itself. Employing
one of the pertals, contacting a member of the Wyvern Circle, or
entering the Elfhold requires a great deal of prior research. The exact
means of actvating each porfa/ has been lost for decades.

Ad(lp'i’in'g' the Temple

The Wyvernscones of Hullack can be easily adapted for use else-
where in the Realms. They need not lie within the Hullack Forest,
15 any ancient, primeval forest once roamed by elves and later by
human druids would suffice. Likely locations include the northeast-
ern reaches of the High Forest amid the ruins of Eaerlann, the edges
of Cormanthor near the Elven Court, or the northern edge of the
Chondalwood where the forest has grown back.

Abandoned: No circle holds sway-at the present time, but the lin-
gering magics of past circles dedieared ro Eldath, Malar, Silvanus, or
others remain, A nearby tribe of humanoids or pack of werewolves
have adopted the Wyvernstones as totems of their deitics,

Silvanus: This ring of standing stones is the focus of the Daugh-
ters of the Oak, a group composed exclusively of fey Female druids
of the Oakfather who believe themselves descended from dryads.
The Daughters of the Oak are extremely xenophobic, attucking
most outsiders on sight. These wishing to employ the powers of the
girele need to negotinte in the face of relentless provocative attacks.

Tutos: Followersof the Storm Lord have formied the Cirele of Thun-
der after a massive thundercloud hovered for nearly a month over the
ring of Wyvernstones, blasting the ancient menhirs with earthshatter-
ing bales of lightmng, The Talassans ride wyvern mounts high above the
forest floor, hunting game with hurled bolts of lightning,

en‘mg the
players involved

The Wyvernstones of Hullack can serve a variety of functions in &
Cormyr-based campaign, The greatest need for adventurers in the
Forest Kingdom lies along the periphery of the Hullack Forest, as.the
- monarchy seeks to expand its titular -authority over those who live
beneath the boughs. As such, characters based in the region should
hear rumors of the ever-ncreasmy danger of living within sight of the
forest. First commoners and later key NPCs should go missing, having
been abducred and then huntt.d by members of the Circle. Later the
i:hr.rw:tcrs might ciicountet one or more Eldathyn pilgrims seeking
 the lost Wyvernstones of Hullack in hopes of recovering a sacred rahr:
of the Gireen Goddess. And finally, the characters might hear rumars
of the. legendary Elfhold, where Hullack was laid to rest, and seek out
his erypt i hopes of learning the ancient lore of the Forest Kingdom.
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HUNTING SEASON

The Cormyrian authorities in Thunderstone have taken note of the
increasing number of disappearances in the region, Many of the
abductees are farmers and loggers who go missing in the tenday
before each major festival. The characters are hired to explore the
Hullack Forest and determine if any organized force or cult is
behind the disappearances.

SHATTERED PEACE

A large wing of kir-lunan girgoyles led by one or more eye tyrants
has been attacking farms along the northern edge of the Hullack
Forest. Secing similarities between these attacks und similar mon-
sters battled two centuries ago by the Wyvern Cirele, clders in the
Eldathyn church hope to recover lore on how ‘o deal with this
threat by contacring the ancient druids whose essences reside in the
Wyvernstones. The characters are hired by the church of Eldath to
locate the Wyvernstones and then safely escort several Eldathyn
pricsts to and from the site.

DESERT PORTAL

Alusair Obarskyr, the Stecl Regent of Cormyr, has ordered the War
Wizards to prepare for further warfare with the archwizards of
Shade, fearing they may one day attempt to seize the Forest King-
dom for themselves! In the process of preparing numerous contin-
gencies, including a sneak attack into the heart of the Empire of
Shade, the War Wizards have learned that there may exist a porta/
from the depths of the Hullack Forest to an easis near the Shoal of

Thirst: The characters are hired by agents of the monarchy to find

the poertal if it exists, secure it, and determine how to operate it.

SPAWN OF THE PURPLE DRAGON

Centuries ago, the Forest Kingdom of Cormyr was the grand hunt-
ing preserve of a dragon known as Thavglorimorgorus the Black
Doom and the other lesser dragons he permitted to live within his
territary. The first to successfully challenge the writ of the black
gredat wyrm were the elves of House Amaratharr, a noble house of
Cormanthor given hegemany over the wooaded land of Cormyr by
Tannivh Irithyl, Coronal (king) of Cormanthyr. In time, House
Amaratharr gave way to humans fuled by House Obarskyr, and
much of the draconic lore sccumulated by the elves was lost. Now,
centuries later, worrisome portents suggest that the great wyrms
may réturn in the Year of Rogue Dragons:

The characters are hired by agents of the monarchy to track
down the fegendary Eifhold and to see i any lore might be gleaned
from the crypt of the long-dead elves who ence ruled the Forest
Kingdom. Assuming the characters recover the fefkifra of House
Amaratharr, they are then disparched to find a descendant of the
elven house capable of tapping into its secrets. OF course, the fact
that the only known descendent of House Amaratharr happens to
be a werewolf with no interest i assisting the monarchy of Carmyr
might prove to be a complication.
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aturally, the followers of the varions deitits in
the FORGOTTEN REALMS setting are as varied as
the deities themselves. This chaprer presents
twenty new prestige classes, each one centered on a particular
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deity or a type of religion. At the end of the chapter is a new
template, secting lorth the abilities and characteristics of a
Chosen of Bane.

prestige classes

Arachne

The Demen Queen of Spiders is a cruel, capricious deity who delights
in pitting her worshipers against one another, Arachnes are priest
esses of Lolth who have risen to the pinnacle of drow socicty, wor-
shiping Lolth anly for the power she grant.

Clerics or cleric/fighters dare the mostly likely characters to adopt
the arachne prestige class, although other class combinations, par-

. : - The Test of Lolth

Lolth Is a fickle and cruel goddess, believing that the drow race is =
hest served by constantly struggling against each other. To this
end, she tests some of her more exceptional followers to determine
if they are worthy-of _her patronagé—and worthy of their lives. -
This test, knows as the Test of Lalth, s given to any Lolth-wor-

shiping drow upon reaching 6th level, although sometimes she
waits ugtil the subject 15 7th or even 8th level.

Part of the test is about loyalty. Usually Lolth plants thoughts
in the mind of a friend, family member, or ally of the subject;

leading him to believe he bas been chosen For a special Favor from

the Spider Queen. (IF the subject of the Test has no suitable friend,
Family member, or ally, Lolth chooses a cleric that has showved
msufficient zeal ) In veturn, he must destroy one of “Lolth's ene-
migs" (the drow actually being tested). Lolth instructs the dupe to

ambush the target, Slaying the eneniy of the Spider Queen. When
the target is attacked, she hears whispers from the Lolth rhat she

5 being tested and that the outcome of the battle determines

whethér she succeeds or fails: It is n test of loyalty whether or not

the subject is willing to kill an ally if the Spider Queen tells her to

dosc. .
The rest of the test 15 about power and resourcefulpess—
whether or not the subject is strong and clever enough to defeat a

———*—'-

powerful foe, For NPCs, the dupe in the test is always a creatore
with: the same CR as the subject of the test. For PCs (because they
are stronger than an NPC of the same level ), the dupe is always a
creature with n CR three higher than the test subjéct's character
level (50 a drow PC of 6th level would Face an Sth-level drow NFC,
since drow have an CR of “elugs level 1), The fight is usually dif-
ficult and the test subject often has to expend all her resources to
survive and vanquish her foe (who must be slain in order to satis-
fy Laolch],

If the subgect passes the test, she gains a +2 morale bonus on
attagks, saves, and checks for one month. She may claim.any itéms
she wants from her fallen encmy, I she s killed, Lolth sucks her
soul dry. If she fails to defent her opponent, refuses to fight, or Is
defeated but left alive, she is turned into a drider and usually
departs her home,in sharhe. Orher drow are used to these disap-
pearances and thosc that fail age rarely spoken of agam, If the
dupe of the test wins, Lolth may reward him {with the morale
hanus for passing the test), wipe his mind of the events, or tven
expose him for his attack on another drow (while drow society is
used to these interpersonal eonflicts, the rule is to not get cinght,
so someone discovered in this manner s usually executed for
incompetenee .
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ticularly thos¢ ncluding sorcercr, ranger, and wizard, are not
unknown. Arachnes are enly very rarcly nondrow.

Arachnes are commonly found in drow cities of the Underdark in
which priestdsses of Lolth reign sopreme, such as Menzoberranzan
o Ched Nasad. Many arachnes are matriarchs of drow noble houses
ot the ddughters of such matron mothers. Arachnes encountered
outside drow cities are often young and less powerful, seeking
to make a name for themselves in hopes of establishing or
seizing control of their own noble houses
sotne day.

Hit Die: d8.

REQUIREMENTS
To qualify to become an arachne, 2
character must Fulfill the following
Criter.

Race: Araneca, choldrith, deep
dragon, drow, half-drow, or half-
fiend dracgloth.

Gender: Female,

Alignment: Chaotic evil.

Bkille Handle Animal 3 ranks,
Knowledge (arcana) 4 ranks, Speak
Language (Abyssal), Spelleraft 4
ranks,

Feats: Great Fortitude, Srill
Spell, Survivor, plus either Exotic
Weapon Proficicncy (hand cross-
bow ) or Weapon Finesse (dagger .

Spells; Ability to cast 3rd-level
divine spells.

Domain: Spider.

Patron: Lolth.

Special: Must have passed the
Test of Lolth (given to above-
tverage followers of Lalth upon

reaching 6th level).

CLASS SKILLS
The class skills of an arachne (and the key ability for cach skill) are
Ralance (Dex), Bluff:(Cha), Climb (Str ), Concentration (Con ), Craft
{Int), Diplomacy (Cha)y Gathier Information (Cha), Handle Animal
{Cho), Heal (Wis), Intimidate (Cha), Knowledge (arcana) (Int),

=
H{liflll Spi-der

PHuiry Spider Familiar: CR ~; Fine vermin; HD 1, hp 1/2
master’s; Init +2; Speed 20 fr, chmb 10 fr; AC 20 (touch 20,
flac-footed 18) Atk +3 melec (1d2-F plus powson, bite)
‘Fuce/Reach 1/2 fr by 1/2 fr/0 fr; SA Pomon; 5Q Poson
immunity, improved evasion, sharc spells, conpathic link; AL
any; SV Forr 42, Ref +2, Will +0.

Skillg: Climb +6, Hide +25, Jump +4, Spot +15 {or master’s
skills), * y '

Paison (Ex}: Those hit by a hairy spider’s bite attuck muse
succeed at 2 Fort save (DQ 11) or be injected with poisen. The
mitial and secondary damage is 1 point of temporary Dexter-
ity damage. i

e ——
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Knowledge (religion) (Int), Scry (Int), Ride (Dex), Sense Motive
(Wis], and Spelleraft (Inc). See Chaprer 4 of the Player’s Handbook
for skill descriptions.

8kill Points at Each Level: 2 + Int modifier.

CrLAss FEATURES
The following are class features
of the arachne prestige class.

Weapon and Armor Profi
ciency: An arachne gains no
weapon or armer proficiencies,
Spells per- Day: At each
arachne level, the character
gains new spells per day as if she
had also gained a level in a
divine spelleasting class to

which she belonged befare
adding the prestige class, She
does not, however, gain any
other benefit a character of
that class would have gained
{such as an improved chance of
turning or rebuking undead). IF
the character had more than onc
divine spelleasting class before
becoming an arachne, the player
must decide to which class to add
each arachne level for the purpese
of determming spells per day.
The caster level. of
spell-like  abilities
equal to the arachne’s divine
%8N spellcaster level

Familiar (Su): All arachnes can obtain a hairy spider familiar. For
purposes of this ability, an arachne’s caster Jevel 15 considered to be
bicr highest divine caster level.

Spider Affinity (Ex} All arachnes are immune to the venom of
spiders and spiderlike creatures. Moreover, arachnes can communi-
cate with arachmids and spiderlike creatures of all kinds as long as
the creature has an Intelligence score of at least one, Normal spiders
never attack or harm arachnes unless magically contraled.

Spidereyes (Su): At 2nd level, an arachne can see through the eyes
of her familiar as long as it is within 400 Fect + 40 feet per divine
caster level. As long as the arachne and her familiar remain on the
same plane, she can see and hear as if’ she were standing where it i,
and during her turn she can switch her perception from its location
to her own of back again as a free action.

Hebspinner (8p) At 3rd level, an arachne can ignore web spells
and spider webbing as if affected by a freedom of movement spell,
She can walk along webs as if on solid ground (no Balance check
required ). The seek spell becomes part of her spell list as a 2nd level
cleric spell. .

Spider Mounr (Bp) At Trlrlevel, an arachne can call an unusual-
ly intelligent, strong, and loyal spider to server her as a steed. Such
mounts are always monstrous spiders, with medium-size (For 2 Small
arachne) or large (Tor a Medium-size arachne) being most cohmmon.
In all other respects, such spider mounts are identical to a paladin’s
mount, as discussed in Chapter 3 in the Player’s Handbook.

Should the arachne's spider mount die, she may call Tof another
one after a year and a day. The new mount has all the accumulated
abilities due a mount ol the prestige class level of the arachne,

Dominate Male Drow (Sp) At Tth level, an arachnercan cast
duminate person once per day, affecting only male drow.

/

i

Arachue
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4 Class Base Fort Ref will
'..’lTI { Level Attack Bonus  Save Bave Save Special Spells per Day
i st 40 +0 +0 +2 Familiar, spider affinity +1 level of divine spellcasting class
Ind 1 +0 +0 +3° Spidereyes +1 level of divine spellcasting class
3rd +2 +1 +1 +3 Hebspinner +1 level of divine spellcasting class
i 4th +3 +1 +1 4 v1 level of divine spellcasting class
b fth 043 +#1 +1 g Spider mount +1 level of divine spellcasting class
ith 4 +1 +2 +F +1 level of divine spelleasting class
Tth *+F +2 . 2 +5 Dominate male drow +1 level of divine spelleasting cliss
8th +6 +2 42 +6 +1 level of divine spellcasting class
Pth +f +3 -3 +6 Zin-carla +1 level of divine spellcasting class
10th +7 +3 +3 +7 Transcendence, yochlel form  +1 level of divine spellcasting class

Zin-Carla (Bu) At 9th level, an arachne can create a special form of

ﬂ undead ealled a zin-carla; see the sidebar on this page. A spirit-wraith
' cannot be made to cast spells without the arachne lesing control over
its mind entirely, but can fully use its combat abilities and any skills

‘ possessed in life, '
rl The arachne mameains a relepathic link to the spiric-wraith over any

distanice (as long as both remain on the same plane) that allows her to

L‘ communicate with it ind controlie. The arachne must make a success-
ful Concentration check opposed by the spirit-wraith’s Will saving

throw once per day and whenever the spirit-wraith enters combat in
order to continue to maintamn control Control i also severed if the
arachne and the zin-carla are an different planes or iff the arachne dies.
If contral is ever lost for any reason, the telepathic link between
arachie and spirit-wraith ends immediately and cannot be restored.
The zin-carla then becomes @ Free-willed undead, seeking only
vengeance agaimst its creator, and gains the supernatural ability to
know the direction and distance to the arachne thar ammated it If
it manages to slay the arachne; the zin-carla crumbles to dust, In the
i rare circumstance when the arachne dies without the zin-carla

killing her, the zin-carla becomes a free-willed undead,

{ Translated from Undercommaon, zin-carla means “spirit-wraich”
Uy Lolth only grants the zin-carla ritual for the completion of specific
. tasks, and these may never be purcly towork revenge or bring harm
l| i an,other drow. Falure in the task brings on the disfaver of Lolth,
The goul of a spiri-wraith is forcibly returned to ts bedy by the
wall of the arachne who summons it, and it resents ths act.
If the zin-carla's creator loses control of it for any reason, it

I/ . 2 zin-carla remplate

&

becomes & free-willed pndead, seeking only vengeance aganst its -

f creator. It gains the supernaturdl ability to know the direction and
distance to the being thar animarted it If it manages to shiy its cre-
ator, the zin-carla crumbles to dust.

L]

CREATING A ZIN-CARLA
The zin-carla template can be applied to the body of any for-
merly living creature with Intelligence 3 -or higher. The base
creature's type changes to “undear.”™ It uses all the hase cres-
ture’s statistics and special abilitics except as noted here;
Special Qualitiest A zin-carla rerains all the special qualities
of the base creature and those listed below, and also gains the
indead type. g
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The zin-carla ritual requires B hours and the intact corpse of the
creature to be animated. The arachne must expend 50 XP per Hit
Die of the creature to be animated.

Transcendence: At 10th level, an arichne becomes 2 ereature
blessed of Lolth, transcending her mortal body and becoming a
divine creature (2 native outsider). Her type changes to “outsider
{chaotic, evil,” which means she is forevermore treated as an out-
sider rather than o humanoid. For instance, charme person does not
affect her, but she can be affected by spells such as danishment.

Yochlol Form (8u) Once per day the arachne may take the form
of 2 yochlol, a Large black monstrous spider, or a cloud of noxions
gas (as a vochlol does), as if using & sbapechange spell. She may
change Form among these shapes or her own shape for a period of 1
miinute per caster level

Auspiciun

Some believe that the gods determine the success or failure of
events in Faerdn. More capricious philosophers tout the elusive

-

Damage Reduction (Su} A zin-carla’s undead body is tough,
giving the creature damage reduction 1041,

Turn Resistance (Ex} A zin-carla has <2 turn resistance.
Abilitiest As an undead creature, a zin-carla has no Constitution
score, .

Skills: Same as base creature.

Climate/Terrain: Am; land and underground.
‘Organization: Solitary .
‘Challenge Rating: Same as the base creature +1.

Treasure; Sam¢ as the bdsc creature.

Alignment: Always neutral.

Advancement: —

Although it acts a5 an extension of the arachnes will, 2 %in-
carla ‘is an independent monster. Unlike summoned monsters,
which are considered part of an gnemy’s CR (see Experience
Awards in Chapter 7: Rewards in the DUscEoN MASTERs Guide,
a zin-carla counts gs a separare creature and player characters that
defear one earn experience poings for that encounter. A zin-carly
has a CR equal to that of the original creature +1.
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force known as luck as the deciding factor of the multiverse, The
clergies of Tymora and Beshaba, however, prefer a synthesis of
these beliefs, claiming that their divine patrons guide the ministra-
tions of luckl Furrher, they profess rhar mortals can learn to hend
luck to their own benefit or to the detriment of

their enemics. Auspicians, who manipu-
late Juck as if it were the strings of a
worn mandolin, give credence to
their claims. Though the holy scrip-
tures of Beshaba and Tymora discuss
them cxtensively, few outside those
religions know atspicians exist

Most auspicians are followers of a
deity that recognizes the role of luck,
having at least some training in one
of those Faitha, Many hive talents
. @ rogues, bards, or sorcerers as
well, A few rare fighters are will-
mg to zdmie that luck often plays
b4 greater role than skill in
combat, and mast barbarians

| pride strength over luck:

Auspicians occasionally sign on
with adventuring bands if a
member of the party is said to he
- particularly  lucky. For the most
part, however, auspicians keep a low
profile, Auspicrans recognize that
they have a special kinship, cven if
they serve different deities, and they
rasely choose to confront each other
direcely. 1€ said that more than a
fow of Faerin's villains view being
able to kill an auspician 4s  sign of
divime favor, and even the most
fortunate avspician knows the
Value of making one's own luck
By avoiding danger altogether.

Hit Die: 8,

-~

REQUIREMENTS

To qualify to become an auspician, a character must fulfill all the
fﬂlluwing criterin

Alignment: Any chaotic.

Base Save Bonuses: Fort +7, Ref +2

Feats Dodge, Great Fortitude, Iron Will, Lightning Reflexes.
Domain: Luck.

Tanre 4—2: THE Auspician

Class Hase Fort Ref Wwill
Level Arttack Bonns - Save Bave Bave Special
1st +0 - +2 +Q +2
Ind +1 +3 +0 +3
3rd +2 3 +1 3
4th 3 +4 +1 4
Sth +3 4 +1 -
+4 ] +Z +5
T +F 4 +F
<6 <0 +1 +f
] v +3 +6
+7 T +3 *

Auwspician

Fate domain,
Lucky blow (+20])
Tyedes curse 1iday
Fickle Finger of fate
Lauck infusion
Lucky blow (+27)
Tyche's curse Lday
Mark of fortune
Permunent infusion
Lucky blow (+30)

7 Luck of the gods

18%
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Special: Must take & rare ingested poison called Tyche's blood

{repured to be laced with blond taken from the husk of the goddess
Tyche after she split into Tymora and Béshaba) This poison (Fort
save DC 22, 2d6 Con, 1d6 Con 4 1d6 Str) 15 administered by anoth-

er apspician, and the character cannot

attempt to . thwart its cffects with
magic (such as spells or items that
give saving throw bonuses, increase
Constitution, or delay or neutralize
poison)y, although she may use the
granted power of the Luck domain
to reroll one of her saving throws
If ‘she survives, she may advance in
the prestige class, Even if she dies
and i returned to life, she may
become an auspician, for bad Juck is
a kind of luck.

CLASS SKILLS

The auspician’s class skills (and the
key-ability for each skill) are Balance
(Dex), Bluff (Cha), Concentration
(Con, Disable Device (Int), Escape
Artise (Dex), Listen (Wis), Search

(Int), Sense Motive (Wis) Spell-
. craft (Int], Spot (Wis), Swim (Strl,
: and Tumble (Dex ). See Chapter 4
of the Player's Handbook for skill
descriptions,

-

Skill Points at Each Level: 2 +
Int modifier,

C1.ASs FEATURES
The Following are class Features of
the auspician prestige class.

Weapon and Armor Proficiency:
An auspician gains 6o weapon or
armor proficiencies.

Spells per Duy/Spells Known: At each auspician level, the charac-
ter gains new spells per day (and spells known, if applicable] as if she
had also ganed a level in a spelleasting class to which she belonged
before adding the prestige class level. She does nor, however, gam
any other benefit a character of that c¢lass would have gained
{improved chance of turning or destroying undead, metamagic or
itemn creation feats, and so on ). If the churacrer had more than one

Spells per Day
+1 level of existing class

+14evel of extsting class
+1 level of existing class
+1 level of existing class
+1 level of exmting class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of exmting class
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spellcasting class before becoming an auspicun, the player must
decide to, which class to add each auspician level for the purpose of
determming spells per day.

Every mormmng, an auspican prays to the force of luck, aimed at
no particolar deity (slthough they still pray to their patron as welll

Fate Domain (Su): Auspicians gain access to the Fare domain,
including the granted power. If the character already has the
domain, the effects do not stack.

Lucky Blow (Ex) Qnce per day as a free action, an auspician may
call upon her connection to the forces of luck to grant herself one
extraordinarily lucky attack roll. The decision must be made before
the die is rolled, The attack gains a +20' luck bonus, At Fth level, the
bonus increases to <15, At ¥th level, the auspician receives a +30
bonus on her daily lucky blow.

Tyehe's Curse (8p): Once per day, an auspician of 2nd level or
higher may bestow Tyebe's curse upon a single target within close
range (25 fr. + ¥ fr./2 levels). The targee receives a Will save (DC
10 + 1/2 class level + Wisdom bonus) to negate the effects.
Should he fail, he Finds that the strands of good luck flee from
him—he becomes clumsy, forgetful, and less effecrive than usual.
This has the cffect of a #esfew carse spell, except that the dura-
tion is 1 minore/class level. At 6th level, she may use this abili-
ty twice per day.

Fickle Finger of Fate (Ex) On reaching 3rd level, the auspician
gans the extraordinary ability to affect the luck of others, Once per
day, she may rercll one roll that another creature—friend or
enemy—has just made. That creature must take the reroll, even if it
is worse than the original roll.

Fickle finger of fire takes place outside the normal imriative
order, but the auspician cannot use it if she iscaught flat-footed. She
must be able to see the recipient to use this ahiliry.

Notez The auspician must decide whether to revoll before the
results of the roll in question are applicd; otherwise she must wait
for another opportunity. She is not automatically privy to the
tolls of others, especially enemies, but it is usually casy to tell
when a creature makes a saving throw or hits a target. The auspi-
cian player should notify the DM prior to a foe's roll, stating her
intention to use this ability immediately if the outcome appears
undesirable. .

Luock Infusion (Ex): By the time she reaches 4th level, an anspi-
cian’s understanding of the mtritacies of Fate becomes sostrong that
she Can twist luck and Fate to give her certain abilitics. Each morn-
ing while preparing spells, the auspician chooses one of the follow-
ing abilities, which lasts 24 hours, or until the auspiciin next
prepares spells,

+1 luck bonus on melee attack rolls

+1 luck bonus on ranged attack rolls

++ luck bonus on initiative

+2 luck bonus on Fortitude saves

+2 luck bonus on Reflex saves

+1 luck bonus on Will saves

+2 luck bonus on save DCs of auspician’s spells
+2 luck bonus to AC

+2 luck bonus on skill checks

Mark of Fartune (S8u): Once per day, an auspician of Tth level ar
higher can “lend” some of her luck to an ally by tracing a sigil upon
the back of the companion’s right hand or appendage. By doing so,
she gives her ally one of the-abilities of her luck infusion power. She
may not give her ally the same ability that she has chosen for the
day, nor may she give her ally the same ability as her permanent
infusion power (see below L

Immediately after tracing the mark, o mirror image of the sigil
appears on the auspician’s left hand or appendage, granting her a

————
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penalty that exactly mirrors the ally's bonos. For instance, if
Meleyn lent her companion & +4 luck bonus on imitiative; shewould
take a —4 penalty on nitiative. If one of the two marks of fortune
15 dispelled or suppressed (such as by an amtimagic field), the other
15 disrupted m the same way, No creature may benefit from more
than one mark of fortune at any one time.” ]

Permanent Infusion (Ex) Upon attaining 8th level, an auspicia
may select one of the luck infusion effects as a permanent extraor
dinary aspect of her character,

Luck of the Gods (Ex): At 10th level, the auspician gains the
nigh-godly power to automatically succeed at one saving throw per
day, regardless of the associated difficulty class, The automatic suc
cess must be declared hefore the given save i5 rolled, abviating the
need to roll any save at all.

Do.omguide

In a world filled with wise outsiders and magical divination,
there’s little question about what happens to a being's soul after
death. Perhaps surprisingly, this knowledge has done little to
assuage the fears of the people of Faerin, who remain frightendd
that some demen might carry off their spirits while in transit to
the Fugue Plane, Worse, many fear that their hodies will be
unearthed and animated by the kind of debased death-obsessed
spellcusters who seem common since the fall of Myrkul during
the Time of Troubles. . -

Those who worry about life afrer death turn to the doomguides
of Kelemver, an elite order of spellcasting warriors in service to the
Judge of the Damned, ta answer thewr fears with promises af 4 pain-
less transition and a fair judgment in the afterlife. When not
administering to the needs of those abour to die, doomguides halt
the spread of necromancy by cleansing Faerdn of the taint of unlife
through careful application of faith, spells, and bladecraft. As both
compassionate undertakers and vigorous foes of undead,
doomguides represent the inherent dualism that defines death in
the Realms. Doomguides come exclusively from the ranks of
Kelemvor's clergy. :

The church teems witheleries who adhere to one side of the death
equation over the other. On one side are those who prefer to usher
the sick and dying into the next world throngh peaccful application
of kind words and soothing spells. The contrasting philesophy 1
practiced by those who zealously thrust their maces into the ribeages
of animate skeletons and view bedside ministry as a necessary but
occasionally boring interlude between great battles against undead
adversaries. A doomguide must balance between these two extremes
Further, doomguides serve the church in a less obvious way, often
acting as couriers from one temple to another, Seldom attached to
a particular temple, doompuides are expected to travel the world,
spreading the word of Kelemvor and the lessons of a peaceful, beau-
tiful afterlife across all Faeron.

While all doomguides are clerics of Kelemvor to some extent,
some train as fighters to betrer destroy undead, some are wizards or
sorcerers trying to undermine necromancy from the arcane side of
the problem. Few rogues or monks become doomguides, and religion
and alignment prevent barbarians, bards, druids, paladins, or rangers
from becoming doomguides,

Doompuides often lead bands of adventurers to clear out
enclaves of undead or punish a particularly powerful or wvile
necromancer. Oceasionally, they officiate at important funerals
or provide life-restoring magic to those who have served the
church in the past and still have important work to conduct in
this world. Their requirement for travel makes encountering a
doomguide in the wilderness nearly as likely as cnm.untcring ane’
in more urban surroundmgs.

Hit Die: d6.
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Class Base Fort Ref " will

Level Attack Bonus  Save Save Save Special Spells per Day

1st +0 +2 +o +1 Kelemvor's boon, rite of +1 level of divine spellcasting class
the passing

2nd +1 +3 +0 +3 Converse with dead +1 level of divine spellcasting class

3rd +2 +3 +1 +3 Bonus feat +1 level of divine spellcasting class

4th +3 r+ 1 4 Bave banus +1 level of divine spellcasting class

Sth +3 4 1 -+ Bond of Fatal Touch +1 level of divine spellcasting class
(ghost touch)

&ith 4 T +2 +F Bonus fear +1 level of divine spelleasting class

Tth +5 ] 1 +F Bond of Fataf Touch +1 level of divine spellcasting class
(undead bane) 3

8th +6 +h +2 +6 Save bonus, ethereal purge +1 level of divine spellcasting class

9th +6 +6 +3 +6 Bond of Fatal Touch (disruption) +1 level of divine spelloasting class

10th 7 7 +3 7 Bonus feat, Kelemvor's grace +1 level of divine spellcasting class

gains new spells per day as if he had also ganed a level in @ divine

REQLHREME}‘TS spelleasting class to which he belonged before adding the prestige class
To qualify to become a doomguide, a character must Fulfill all the level He does not, however, gain any other benefit a character of that
following criterin elass would have gained (such as an improved chance of turning
Alignment: Lawful neutral. undead—however, sce the Kelemyor's Boon ability below L If the char-
Base Save Bonus: Will +4 acter had more than ane divine spellcasting ¢lass before becoming a
Bkills: Diplamacy ¥ ranks, Knowledge (the planes) T ranks. doomgumde, the player must decide to which cluss to add each
Feats: Extra Turning, Great Fortitude. doomguide level for’ the purpose of determining spells per day and
Spells: Ability to cast speak with dead as a divine spell, spells known,
Patron: Kelemvor. Kelemvor's Boon: By grace of the Lord of the Dead, doomguides

Special: The character must
have destroyed an undead of at
lease § HD, whether by using

weapons, spells, or positive

energy. He does not need to

have dene this alone.

 ndd their doomguide class levels to
their cleric levels for purposes
turning or destroying undead,
both for the initial turning check
and the turning damage roll
Rite’ of the Passing (Su} As a
standard action, 2 deomguide may
tauch 4 corpse to protect it from
those who would seek to animate it.
A dead ereature for whom the
ritual has been performed may not
be animated in any way except the
direct intervention of a deiry. A
doomguide may perform the rite of
the passimg upon one creature per
doomguide level per day. Corpses of
creatures with four or more Hit
Dice more than the doamguide are
ummurnie to the ritul
Converse with Dead (Ex)
Beginming at 2nd level, the
doomguide's study of the proccss
of death has granted hm the
guile and understanding to coax
additional informarion From
corpses when using the speak with
dead spell. Instead of the usual
one question per twe caster levels,
doomguides may ask one question
pér caster level.
Bonus Peat; At 3rd, 6th, and
1 - 10ch level, n doomguide may select
et A doomguide gains no weapan a bonus feat from the following list
o armor proficiencies. f ; Divine  Vengeance, KEmpower
Spells per Day: Ac  each Doomguide Turning, Extra Turnng, Heighen
‘dpomguide level, the characrer Turning, and Quicken Turning,

cient with the bastard sword

C1L.ASS SKILLS

The doomguide’s class skills (and

the key ability for cach skill) are
Concentration (Con ), Craft (Int),
Diplomacy (Cha), Heal [Wis),
Enowledge (arcana)  (Int)
Enowledge (religion) (Inc)
Rnowledge  (natwre) (Int),
Knowledge (the planes) (Tnt),
Profession (Wis ), Sery (Int), and
Spelleraft (TInt). See Chapter 4 of
the Player’s. Handbook for skill
descriptions. .

Skill Points at Each Level: 7
+ Int modifier.

CLASS FEATURES

The following are class Featurcs

of the dodmguide prestige class,
Weapon and Armor Proficien-
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Save Bonus (Ex}k At 4th level, doompuides get a +4 bonus on
saving throws against death effects and to saving throws to over-
come a negative level. Upon reaching 8th level, a doompguide always
makes his saving throw to overcome a negative level -

Bond of Fatal Teuch (S8u): The doomguide’s devotion to Kelemvor
and dedication to the teachings of the Lord of the Crystal Spire has
helped him to establish cerrain supernatural links to Faral Tanch,
Kelemvor's powerful bastard sword. These links manifest in the
form of a pal green nimbus around the weapon, representing the
ahility of the doomguide to increase the power of weapons he wields.

The ability lasts for 1 round each time it is used, and can be invoked
as & free action a number of times per ‘day equal to the doompguide’s
Charisma bonus (minimum one), A doomguide must decide to use the
ability before attacking, and if the artack misses that use is wasted.

At Tth level, the bond grants wiclded weapons the ghost tomch
property. At 7th level, weapons wiclded by the deomguide gain
both ghest fanck and the wedead bane propertics. At 9th level,
wiclded weapons gain the ghost fowch, wndead bane, and disrup-
tion propertics even if they are not bludgeoning weapons.
The weapon's normal abilities still apply.

Erbereal Purge (Sp} At 8th level, once per day the
doomgmde may surround himself with a sphere of
power with 2 radius of ¥ feet per class level thar forces
all ethereal creatures in the area to manifest on or
shift themselves to the Material Plane, as appro-
priate. For example, it forces ghosts to manifest,
and ethereal [ilchers or creatures using an etbe-
real gatnt spell are forced into the Material
Plane. Such creatures may attempt-a Will save
(DC 10 + 1/2 doompuide’s class level +
doomguide’s Wisdom bonus) to resisp this
effect. These who fail sufTer the above effects
and are prevented from returning to the
Ethereal Flane for 1 minute per class level.

Kelemvor's Grace (Bu) At 10th level, a
doomguide gamns complete immunity to
energy drain.and death éffects. Further-
more, allies within 10 feet of him gain a
++% bonus on saving throws against death
effects and to saving throws to over-
come & negative level,

preadmaster

Dreadmasters are the nltimare tyrants.
They seck to rule absolutely (next to, of course,
Bane himself), preferably through terror and domination. They
instill the fear of Bane in all, but especially in those who do not give
at least lip service to his supremacy as a deity.

Dreadmasters tend to sceumulate followers and build erganiza-
tions—like churches or societies, or political bodies such as king-
doms, nations, ar city-states—over which they can rule with an ron
fist. They want to know everything that is going on, overseemg
every detail with whae they see as ruthless precision and athers see
as-an obsessive need to control. They love to accumulate items that
enhance their persenal presence to better cow others, their physical
strength to better beat the weak into submuission, or their wisdom or
miental Faculties to better plot the doom of their encmies. Dread:
masters always have many enemies (whether real or imagined).

Clerics most often become dreadmasters, although wizards, sor-
cerers, monks with a passionate devotion to Banc or to dictatorship
sometimes choose this path as well, Rogues, Nghters, and rangers
hecome dreadmasters less Frequently, though they are often pare of
i dreadmaster’s retinue. .

Hit Die: df

Dreadmaitor

il
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REQUIREMENTS

To quabify to become dreadmaster, o character must fulfill all the
following criteria,

Alignment: Lawful evil.

Base Artack Bonus: ++ E

Skills: Intimidate § ranks, Sense Motive 4 ranks

Feats: Leadership, Skill Focus (Intirmidate’), Spell Focus (Enchant
ment]),

Spells: Ability to cast 3rd-level divine spells. Clerics who are dregd
masters must have access to cither the Hatred or Tyranny domum

Patron: Bane. -

Bpecial: A cohort of at least 6th level.

CL.ASS SKILLS

The dreadmaster’s class skills (and the
key ability for ecach skill) are: Bluff
(Cha ), Concentration (Con |, Craft (Tnt),
Diplomacy (Cha), Gather Information
(Cha’l, Intimidate (Cha), Knowledge

(arcana) (Int} Knowledge (geographyl

(Int), Knowledge (history ) (Int } Knowledge
(local) (Int}, Knowledge (nobility and roy-
alty] (Int ), Knowledge (religion) (Int), Pre-
fession (Wis), Ride (Dex), Sery (Int
exclusive skill), Sense Motive (Wis), Speak

Language, and Spelleraft (Int), See Chap-
ter 4 of the Player's Haudbook for skill
descriptions.

Skill Points at Each Level: 2 + Int modifier

CL.ASs FEATURES
The following are features of the dreadmas
ter prestige class, '

Weapon and Armor Proficiency: A

dreadmaster gains no weapon or armor pro-
Ficiencies

Spells per Day/Spells Known: At each

dreadmaster level, the character guns

new spells per day (and spells known, i
applicable | as if he had also gamned a level in

a spellcasting class to which he belonged before
+ adding the prestige class level He does not, how-
ever, gain any other benefit a character of that class would have
gained (improved chance of turning ordestroving undead, metamag-
ic ar item creation feats, and so on) IF the character had more than
one spellcasting eclass hefore becoming a dreadmaster, the player
must decide o which class to add each dreadmaster level for the pur-
pose of determining spells per day and spells known,

Dominating Aura (Su): A dreadmaster is immune to fear (magt
cal or otherwise) Enemies within 20 feet of & dreadmaster sulfer a
—4 morale penalty on saving throws against fear effects. The radius
of this gura nereases at 3rd, Fth, Teh, and Yth level.

Insidious Insight (Ex): A dreadmaster has a knack for ferreting
out what others are up to so that he can more effectively keep con:
trol. Beginning at 2nd level, dreadmasters receive a +2 circumstance
bonus on Sense Motive and Gather [nformation checks

Roderaft (Ex) Dreadmasters have an affinity for magic rods,
seeing them as an extension of the symbelism of the divine scepter
of rulership that is also seen in Bane's Favored weapon, the morn-
ingstar. Beginnimg at 4th level, when a dreadmaster makes 2 rod, the
DCs for saving throws against the powers of rods they craft are two
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TasLeE 4—5: THE DREADMASTER :
Base Fort Ref Wwill

Levels Artack Bonus  Save Save Save Special Spells per Day
1st +0 +2 +0 +2 Dominating aura 20 feet +1 level of existing class
Lnd +1 2 +0 +2 Insidrous insight +1 level of existing class
3rd +2 +3 +1 +3 Deominarting aura 30 feet +1 level of existing class
#th 3 +4 +1 o+ Roderaft #1 level of existing class
Sth +3 v +1 +4 Dominating aura 40 feet +1 level of existing class
tith ] +F +2 5 Enhanced leadership +2 +1 level of existing class
Tth +5 +¥ +2 +¥ Dominating aura 50 fect +1 level of existing class
Bth + +h v 6 Enhnneed leadershup 1%, v1 level of existing class

fanatical loyalty
9th ] +6 +3 + Dominating aura 60 feer,  +1 level of existing class

special cohort
10th +7 +1 +3 +7 Enhanced leadership +6, +1 level of existing class

higher than would be those made by a nondreadmaster crafter of
comparable level. They especially love to make rogds of rafership,
exemey deteciton, and lordly might.

Enhanced Leadership (Ex): Beginning at 6th level, the dread-
master receives a +2 bonus to his Leadership score. This mereases to
+& at Bth level and +6 at 10th level. (He still cannot attrict o cohort
of greater than his character level) At 6th through 10th level, a
dreadmaster does not suffer the -2 comulative Leadership penalty
for causing the death of a cohort for one cohort per’cach dread-
master level above Fth (up to a total of fiye cohorts at 10th level)
Dreadmasters of 10th level do not suffer the normal general -2
Leadership penaley for cruelty ;

Fanatical Loyalty (Su) Followers and cohorts of the dreadmaster
become fanatically loyal to the dreadmaster, with only Pane himself
mepirimg greater loyalty in them: They do not balk at life-threaten-
ing actions or actions that would normally lie cutside their moral
compunctions or normal behavior if the dreadmaster asks them to
perform such actions. Spells that the dreadmaster has cast upon his
tohorts that normally grant a saving throw or saving throw benus
if the subject is asked to take life-threatening actions or actions con-
trary to her nature do not do so when the subject is fanatically loyal
to the dreadmaster. The dreadmaster gains this ahility at Bth level.

Special Cobort: The dreadmaster artracts & special cohort (sec
Chapter 2 of the Duagran Masier’s Guide) in addition to any cohort
already gained. If a leader loses this special cohort, he can generally
replace it, accordingsto his current Leadership score, It takes time
(1d4 months) to recruit a replacement. At 10th level, the dread-
master attracts a second specinl cohore in addition to any cohare or
specizl cofiorts already gained. Because of the lawful nature of Bane,
special cohorts who are mutually inimical by type, alignment, or
mature are not drawn to the same dreadmaster. Use the “Example
Dreadmaster Special Cohorts” table to select special cohorts gained
through this ability,

Tanie +—4% Exampre DreapMmasTen SpeciaL CoHORTS

Creature Alignment Level Equivalent
Doppelganger Wentral &th
Helmed horror® Neutral 13th
Gouger (beholderkin}* Neutral evil 14th
Deathkiss (beholderkin)® Neutral evil 16th
Baneguard* Lawful evil fth
Bancdead® Lawful evil Hth
Hell hound Lawful evil fith
Imp Lawful evi Tth
Displacer beast Lawful evil Tth
flanelay" Lawful evil 10th

Found in Momster Compendinm: Monsters of Faerdin.
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second special cohort

mueomerliee[.:er

The Lady of Mysteries ir the Weave, the conduit that allows mortal
spelleasters to employ the raw force that is magic, and she encour-
ages all creatures to explore its mystenes, Dweomerkeepers dare
Mystra's shepherds, safeguarding the Weave against threats to its
integrity, They are also skilled practitioners of the Art, who seek to
explore magical theory and create new spells and magic items,

Most dweomerkeepers are cleric/wizards or cleric/sorcerers,
although other class combinations, particularly those mecluding spe-
cialist wizard, bard, and ranger, are not unknown.

Dweomerkeepers are found throughout Faertn. Some dwell 1n
lonely, isolared rowers, whelly consumed with their magical studics

Daweomserkecper
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TasLe 4—6: THE DWEOMERKEEPDER
Class | Base Fort Ref Wil
Level Attack Bonus  Save Bave Save Special Spells per Duay
1st +0 +0 +0 +2 Bonus feat, Weave focus +1 level of existing class
2nd +1 <0 +0 +3 Darkvision, Nystals niagic aura +1 level of éxisting class
3rd +1 +1 +1 - +3 +1 level of existitg class
+th +2 +1 +1 4 Mantle of spells +1 level of existing class *
Sth +2 +1 +1 +4 Bonus feat +1 level of existing class
fith o3 <1 +1 +F Mantle of spells +1 level of cxisting class
Tth +3 +2 +1 +5 +1 level of existing class
Bth +4 #2 Na =l - Mantle of spells +1 level of existing class
9th +4 +3 ' 43 +6 Honus feat +1 level of existing class
1Cth +5 +3 #3 +7 Cloak of mysterics +1 level of existing glass

Orthers dwell in huge cities, where all manner of magic 18 brought
together and shared (willingly or not .
Hit Die: d4.

REQUIREMENTS

To qualify to become a dweomerkeeper, a character must fulfill the
following criteria.

Race: Human,

Skills: Knowledge (arcana) 8 ranks; Spellcraft 8 ranks.

Feats: Any item creation feat, any metamagic feat, and Fxotic
Weapon Proficiency (shuriken), plus one of the following metamag-
ic Fears: Delay Spell, Persiseent Spell, or Twin Spell.

Spells: Ahility to cast 2nd level arcane and divine spells. Able to
cast dispel magic

Domain: Magic or Spell.

Patron; Mystra.

Bpecial: The character must have created ar least one*magic item,
whether or not of a permanent nature. The character cannot have
the Shadow Weave Magic feat.

CLASS SKILLS

The class skills of a dweomerkecper (and the key ability for cach
skill) are Alchemy (Int), Concentration (Con), Craft (Int), Diplo-
macy (Cha), Heal (Wis), Knowledge (any) (Int], Profession (Wis),
Sery (Int), and Spelleraft (Int), See Chaprer 4 of the Player’s Hand-
book Tor skill descriptions.

8kill Points at Each Level: 2 + Int modifier.

Crass FEATURES

The following are class features of the dweomerkeeper prestige class.

Weapon and Armor Proficiency: A dweomerkecper gains no
weapon or armor profiticncics.

Spells per Day/Spells Known: At cach dweomerkeeper level, the
character gains new spells per day (and spells known, if applica-
ble) as if he had also gained a level in a spellcasting class-to which
he belonged before adding the prestige class level. He does not,
hewever, gain any other benefit a character of thar class would
have gained {improved chance of turning or destroying undead,
metamagic or item creation feats, and so on ). If the character had
more than one spellcasting class before becoming a dweomer-
keeper, the player must decide ro which class to add each
dweomerkeeper level for the purposé of determiming spells per
day and spells known,

Bonus Feats: At the indieated levels, dweomerkeepers can take a
bonus feat, drawn from the following list: any item creation feat,
any metamagic feat, Combar Casting, Innare Spel, Greater Spell

Focus, Greater Spell Penetration, Improved Familiar, Magical Arti
san, Skill Focus (Knowledge [arcana]), Skill Focus (Spelleraft), Spell
Focus, Spell Mastery, Spell Penetration, or Weapon Focus (ray,
energy missile, or touch spell) The dweomerkeepér must meer all
prerequisites For the chosen feat.

Weave Focus: Upon adopring this prestige class, dweomerkeepers
are forever barred from ever taking the Shadow Weave Magic feat.
Even if the character-chooses to renounce the Lady of Mysteries in
Favor of her dark rival, Shar, he is so-artuned to the Weave that he
can never fully renounce its ties.

In addition, dweomerkeepers gains a + bonus on caster level
checks to cast their spells normally within 2 wild magic zone.

Darkvision (Ex}: At 2nd level, 2 dweomerkeeper gains darkvisian
(60 fe. range) if he doesn't already have it, 5o as to better perceive
the rreacheries of Shar and the lies embodied by the Shadow Weare

Nystul's Magic Aura (8p): At Ind level, a dweomerkeeper can
cast Nystal's magic awra (often referred to as Mystra's lingering
forch) once per day, -

Mantle of Spells (Su) At 4th level, & dweomerkeeper begins cre-
ating a personal mantle of arcane and/or divine spells. He chooses
one arcane or divine spell he can cast, and thereafter can convert
prepared spells of that spell’s tvpe (arcane or divine) of that spell's
level or higher into thatsspell just as a good cleric spontanecusly
casts prepared spells 25 enre spells This ability is similar o the Sig-
nature Spell feat except that the dweomerkeeper is not required to
have mastered the spell with Spell Mastery. Each time this ability is
gamed, the dweomerkeeper chooses another spell to become a part
of his mantle.

Cloak of Mysteries (Su} At 10th level, & dweomerkeeper hecomes
wrapped in & mantle of ever-flowing magic. All metamagic feats he
currently knews or learns in the future are casier to use, reducing
the level increase defined mn'the feat by —1 level. A metamagic feat's
spell slot modifier cannot be reduced below +1 spell level nnless its
level modifier 5 already +0. For example, quickened fireball only
uses a Oth-level'slot (+3 levels) instead of a Tth-level slot (+4 Levels),
but 2 silent fireball still uses a 4th-level slot (+#1 level) Heighten
Spell is unaffected.

elemental Archon

Ask a follower of Kossuth which is the dominant of the four ele-
ments, and she'll tell you that fire burns away all in its path. Akadi-
ans scoff at such pretension, stating that fire requires wind to spread
and air to burn at all. Devotees to Istishia dismiss both claims, point-
ing out that water extinguishes fire and when mixed with wind
becomes a powerful force of destruction. With quaking, rough laugh-
ter, priests of Grumbar boast that the earth can open at any
moment, swallowing all into an airless chasm from which none can:
escape. There is no solution to this age-old argument, nor has there
been since the dawn ef time. The conflict of clement against ele-

-
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believe they are manifestations of their chosen element—the ser-
vants of powerful, seemmgly uncaring elemental forces who want to
once and for all tip the balance in favor of their chosen element.
Upon attaming this class, each elemental archon chooses ene of
the Four elements (air, carth, fire, or watér), and henceforth dedicates
her life to proving that this element is the most important in the
mulitverse, and that all others are subservient to it fonce an element
is chosen, it cannot be changed ). Such clemental champions often are
considered insufferably arrogant, and there can be little argument
that their single-mindedness brooks few challenges. The meering of
two elemental archons vsually leads to bombastic displays of spell-
casting, elemental summeoning, and out-and-out destruction, with the
“winner” of the combart seeing her victory as a maoral win in an age-
less philosophical contest. When not combating each other, elemen-
tal archons aid churches dedicated to their element, such as
those of Akadi, Grumbar, Istishia, and Kossuth.
Flemental archons generally are not
g part of the hierarchies of these &8
churches, but nearly all such clergics =
view them as important prophets ¥
worthy of respect and admiration. y

Traveling archons preach to the * %tl;“- _r '.'t

1 ment has, however, engaged some individuals so deeply that they
&
)

people about the dominance of their .
chosen element, and are generally seen s \ iy
somewhat insane by the general popu- "
lage.
Muost elemental archons come from

the ranks of the cleric class, usually
‘worshiping ane of the elemental lords.
“Some druids with a skewed view of the
falance of nature become elemental i
archons, for most druids believe that -
existence itself 15 hased upon an equal
halance of all four elements, making ele-
mental archons outcasts within most
drmdic  circles.  Ocensionally, rangers |
lecome elemental archons, but this
~ more of terr 15 the result of an encounter
- with a powerful elemental or the sur-
sivil of some nedr-death ordeal relat-
ed o gne of the elements. Genasi,
- uthose blood thrums with the stuff of
the clements, frequently become ele-
mental archons, and are seen by their
fellows as the most blessed among an
already ieal congregation,
Elemental archons never associate
with grchons of a different element.
They are willing to work with their own

Ty - e

r ——————p—
d " CHaMPIONS OF FAITH

| ———p——

- L

TaBLE 4— 71 THe ELEMENTAL ARCHON
Class Base Fort Ref Wil
Level Attack Bonus  Save Saye Save Special Spells per Day
st “ 40 #1 +0 +1 Mephit underlings 1 level of existing class
2nd +1 +3 +0 +3 Power of arrogance +1 level of existing class
3rd - *2 +3 ¥ 3 Elemental resilience 10 —
4th +3 +4 +1 *4 FElemental affinity +1 level of existing class
Tth +3 +4 +1 -|--1- +1 level of existing class
fith + +F +2 +5 Elemental resilience 20 —
Tth +5 +5 +2 +F Elemental expertise +1 level of existing class
Bth +6 +6 +2 +f +1 level of existing class
dth +6 +6 43 +6 Elemental resilience 30 —
10th 7 +7 i3 #7 Elemental transcendence

+1 level of existing class

kind and these that do not profess supremacy of-another element,
but often an elemental archon is a loner, never fully understood by
others. Often they set up refuges mn places thrumming with the
power of their chosen element, such as an acrive volcano, an under-
water grotto, a rocky desert, or a windswept cliff.

Hit Die: 8. ' .

REQUIREMENTS

To qualify to hecome an elemental archon, 4 character must Fulfill
all the following criteria.

Alignment: Any feutral.

Skills: Knowledge (nature) 8 ranks, Speak Language (sce Speciall

Spells: Ability to cast pretection from elements as a divine spell,

Patron: Akadi, Grumbar, Istishi, or Kessuth.

Bpecial: Must speak the language associated
with her chosen element faiwr—
Auran, . carth—Terran, fire—

Ignan, water—Aquan),

Cr.ASS SKILLS

The elemental archon class skills (and
the key ability for each skill} are
Animal Empathy (Cha . Concentra-
tion (Con), Handle Animal {Cha),
Heal (Wis), Intuit Direction (Wis),
Knowledge (nature) (Int), Knowl-
edge (the planes) (Int) Scry (Int),
Spellerafr (Int), Swim (Str), and
Wilderness Lore (Wis)k See Chaprer 4
of the Player's Handbook for skill
Y, descriptions.

8kill Points at Each Levek 2 4+ Int
madifier,

Crass FEATURES

The following are class features of
the clemental archon prestige class
Weapon and Armor Proficiency: An clemen-
tal archon gains no weapon or armor proficien-
cies.

Spells per Day/8pells Known: At each indi-

WAt ol ared elemental archon level, the character
gams new spells per day (and spells known, if
applicable) as if he had alse ganed a level ina
spellcasting class to which he belonged before
adding the prestige class level. He doss not, how-
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ever, gan any other benefit a character of thac class would have
gained (igrproved chance of turning or deéstroving undead, metamag-
i¢ or item creation feats, and soon ) If the chiracter had more than
one spellcasting class before becoming an clemental -archon, the
player must decide to which class to add each elemental archon level
For the purpose of deternmnimg spells per day and spells knowa,

Power of Arrogance: So strong is the clemental archon’s belief in
the supremacy of her chosen element that her attacks do grearer
damage against the servants ol her encmies. At Ind level clemental
archon gets a +2 competence bonus on any attack rolls sgainst crea-
tures with a subtype opposite her chosen element (air—earth;
earth—air; firc—water; water—fire ) 'On a successful arrack, she
deals +2d6 points of damage due to her expertise in combating these
creatures.

Elemental Resilience (S8u) At 3rd leyel, an elemental archon
gains resistance 10 against a type of cnergy, based on her chosen
element, Archons dedicated to air gain resistance to electricity
attucks. Those dedicated to earth gain resistance to acid attacks, Fire
archons gain resistance to fire atracks, and water archons gain resist-
ance to cold, At 6th level, the resistance rises to 20, At 9th level, the
archon gains resistance 30 against her associted energy type.

Elemental Affinity (Ex): An elemental archon gains a +1 caster
ievel bonus toall spells with the designator of his chosen clement. If
she already has a caster level bonus from having the appropriate ele-
mental domain, these abilities stack.

Elemental Expertise (Ex) Elemcental archons of Teh level or
higher have achieved a sort of equilibrium with their element thar
gives them the edge in certain combat situations, Consult the list
helow to determine the specific effect based upon the character’s
chosen element.

Air Expertise: Air archons gain a +1 circumstance bonus on
attack and damage rolls aganst airborne creatures when the archon
herself is airborne. .

Earth Experitse: Earth archons gain 4 +1 circumstance bonus on
attack and damage rolls if both she and her foe touch the ground.

Fire Experrise: Fire archons gain a +1 circumstance bonuos on
attack and damage rolls if both she and her foe are within 20 feet
of an open flame (torch-sized or larger),

Water Experfise: Water archons gain a +1 circumstance bonus on
attack and damage rolls if both she and her opponent touch warer.

Elemental Transcendence: Through ultimute dedication to her
chosen element and long association with elementals and the Ele-
mental Planes, the elemental archon transcends her martal form
and becomes an clemental creature, Her type changes to elemental
(with the subtype according to her chosen element) as her body
endures a change to a form more closely associated with her chosen
clement. Though she retaing a humanoid outline that might resem-
ble her Former form (albeit filled with crackling lire, swirling water,
cloudy air, or rocky carth), she has no discernible anatomy.

The elemental archon gains the speed and movement modes,
attacks, special attacks, and special qualitics of a Medium-size ele-
mental of the appropriate type, as noted in the Monster Mannal,
except that she uses her own ability scores and the save DC against
her elemental ateack Form, if any (whirlwind, burn, ar vareex] s 20
+ her Constitution modifier. She may uvse equipment nermally,
although fire elemental archons can handle wooden or paper items
without igniting them. -

The archon is immune to poison, sleep, paralysss, and stunning.
Despite her humaneid Form, she has sénses that span 360 degrees;
she is not subject to critical hits or flanking The archon gains dark-
vision with a range of &0 feet (unless she alrcady had betrer darkvi-
sion, m which case her Former ahility 15 retained ). She is not a called
or summoned elemental, so the third function of a prefection from
et/ spell does not affect her. If slain, the archon cannot be raised or
resurrected, though a awish or miracle spell can restore her to life.

—
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MEPHIT UNDERLINGS

Upon or after reaching lst level, an elemental archon ean eall 2
triad of mephits to act as her servitors (see the Manster Mawual for
these crearures’ basic statistics). These toadying creatures may be
used a5 goardians, messengers, ar even hettlé companions (though 2
the archon becomes mare powerful, this becomes less of a good idea)
The mephits gain HD and special abilities based on the elemental’
archon'’s class level. Mephit underlings whe summon additional
mephits bring forth normal examples of the species (as opposed to
more mephit pnderhings)

The elemental archon may have up to three mephit underlings at
a time. Should one of these servants die, she may call For another
one after one day, The new meplhut underling has all the accumulae
ed abilities due a servant of the elemental archon® current level
What type of mephit an archon chooscs for her underlings is limit-
ad by the following table. Archons may choose any mixture of avail-
able mephit types, as determined by her chosen element.

Tapre +—8 Mepuir UnpepLing CHOICES

Chosen Element Available Mephit Types
Air Air, Dust, Ice

Earth ; Earth, Salt

Fire Fire, Magma, Steam

Water Oaoze, Water

TasLE 4—9 Mepuir UNDERLINGS
Elemental:  Bonus Natoral Str

Archon Level HD  Armor Adj.  Special

1-2 — - - Empathic link, improved
evasion, share saving
throws

3-f +2 +2 +1 Sycaphantic famwning

68 =] < +1 Improved empathic link

9-10 w6 4b +3 Slavish sacrifice

Elemental Archon Level: The number of levels the character has
in the elemental archon preseige class

Bonus HD: These are extra d8 Hit Dice, cach of which gains 2 Con-
stitution modificr, 23 normal. Extra Hir Dice improve the under-
ling’s base attack honus and base saving throw bonuses, as normal.

Natural Armor: This is a bonus to the underling’s natural armer
FRLng.

Ser Adj: Add this figure to the underling's Strength score.

Empathic Link (8u} The elemental archon has an empathic link
with her underlings out to a distance of one mile. The elemental
archon cannot sec throogh the underlings” eyes, but each underling
can communicate with the archon telepathically. Though mephits
undoubtedly view the material world through disturbed lenses, the
archon’s studies and experiences with her chosen element are so com-
plete thar misunderstandings are very rare.

Because af the empathic link between the underlings and the ele
mental archon, the archon has the same connection to a place or an
item that her underlings do. Y -

Improved Evasion (Ex); If the underling is subjected to an attack
that normally allows a Reflex saving throw for half damage, it takes
no damage on a successful saving throw and only half damage ona
failed saving throw.

Share Saving Throws: The underling uses its own base save or the
clemental archon's, whichever is higher.

Sycophantic Fawning (Bp} Underlings of experienced archons are
pleased to serve such paragons of perfection, and they're more than
happy to tell their master about how much they appreciate the privilege.
Once per day as u standard action, a mephit underling may extol the
virmes of its master, granting the archon 2 +1 morale bonus on attack
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rolls, weapon damage rolls, saves, and skill checks. Il more than one
mephit underling engages in sycophantic fawning in the same round,
these bonuses stack. The effect lasts For 1 cound per Hit Die of the high-
st Hit Die mephit engaging in the fawning, If but & single mephit under-
ling fawns, the effect lasts 1 round for each of thar mephir's Hit Dice.
Improved Empathic Link (Su) As the empathic link ability,
above, exeept that range is extended to 20 miles.

Slavish Sacrifice (Su) The mephit underling’s bond with its master
15 so great that it 15 willing to sacrifice itself for the archon's welfare.
Fach merning, it a ceremony that takes 15 munutes; the-archon and
her mephits strengthen their indelible link For the enrire day, the
damage from a single attack that does hit point damage that would
bring the archon below © hit points instead 18 transferred instantly to
the person of the archon's nearest mephit underling. Regurdless of
hiow much damage is transferred, the underling always dies from the
eransfer, exploding in a sickening pop of clemental goo, A mephit
underling must be within 100 feet of the archon for the transfer to
work. Mephit underlings understand the danger inherent to serving
powerful elemental archons, but view dying m this manner as
among the most honorable ways of ending one’s life. Should the
archon wish, she may forego the morning cerenvony, in which case
her mephits may not be sacrificed in this manner.

forest master

Cruardmns of the pristine wilderness and defend-
ers of the ancient trees, forest masters are the
living embodiments of sentient pature, They
walk the shadows under the woods and
destroy those who would lay waste to the
wild lands. Where druids hold all aspects of
nature dear—wind and weather, animal and
plant, meadows and mountains—the forest
masters consider the forests more ancient
thin the coming of ammals or humans the
moet sacred spats of the world,

Diruids most of ten become forest masters,
but it is not unheard of for rangers or clerics
of muture deities to feave their Kin-
ships behind and follow this pach.
A few multiclassed barbarians
become forest masters, although
they rarely have the dedication to
the plant -aspect of nature to
embrace this worldview.

Forest masters ofven work alene,
but are mare than capable of working
23 part of a group, Many times adventur-
ers have spoken with what they thought
was 2 young, small treant, when they were
actually speaking with a very powerful forest
master. There are no rivalries between
groups of forest masters, although indi- -
viduals may disagree on methods of
enacting the will of the Treefather.

Hit Diet d8.

F il ssrasion by W ayne Hagiand
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To qualiff to hecome a forest master, & charaerer must fulfill the
following criteria.

Skillg: Intuit Direction 4 ranks, Knowledge (naturc) 8 ranks,
Wilderness Lore 13 ranks,

Peats: Alertness, Endurance, Power Attack, Skill Focus (Wilder-
ness Lore)

Foreit Master
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Spells Ability to cast extangle, plans growth, and conerol plants.

Patron: Silvanus.

Special: The character must have made peaceful contact with a
treant. The character must alse be proficient with the maul, i

P,

CLASS SKILLS
The forest master's elass skills (and the key ability scores for cach) are
Concentrarion (Con ), Heal {Wis), Hide (Dex}, Intimidate (Cha ), Intut
Direction (Wis), Knowledge (geography) (Int), Knowledge (nature) -
(Int], Listen (Wis), Move Stlently (Dex, Spet (Wis), Swim (Str ), and I
Wilderness Lore (Wis)h See Chapter 4 of the Player’s Handbook for l
skill descriptions |

$kill Points at Each Level: 7 + Int modifier. |

& CLASs FEATURES

» The following ave class features of the forest
© master prestige class.
Weapon and Armor Proficiency; A Forest
master gains no weapon or armor proficiencies.
Spells per Day: At each indicated forest master level, the char-
acter ‘gans new spells per day as if he had also
gained a level in a divine spelleasting class to
L. which he belonged before adding the prestige
class level. He does not, however, gain any
other benefit a character of that class would
have gained (such as.an improved chance of
turning or rebuking undead ) If the character
had mere than one divine spelleasting class
before becoming a forest master, the player
must decide to which class to add cach forest
master level for the purpese of determining
spells per day.

Tree Brother (8p) The Forést mastcr may

assume free shape once per day,

Nature Sense (Ex): The forest master can iden-

tify plants and animals with perfect accuracy. He
can determine whether water 15 safe to drmk or dan-
ZErous.

Forest Dominion (Su) At 2nd level, the forest
master gains the ability fo rebuke or command plants as
an evil cleric can rebuke or commmand undead. p

His effective level for this ability 15 his class

level, and he may use it a number of times per

U day equal to 3 + his Charisma modificr. I he :
already has this ability because he 5 & cleric L
with the Plant domain, these levels stack with

his cleric levels and vice versa.

Great Mallet (Su): Beginning ar 2nd level, a

forest master begins to awaken magical abil-
ities within the wood and metal thar make
up his maol. Any maul used by a forest
master i3 treated as if ioowere @ +2 el

with cither the frast or shock property (the

forest master decides each round wherher the weapon's,extra damage

15 cold or electricity). IF the weapon has additional abilities (such a5
defending), these abilities still apply, and if the weapon has an
enhancement bonus better than +2 the higher of the two bonuses 15
used. The maul does not gain these abilities if it is not wielded by the
Farest miascer. .
At 6th-level, the forest master's maul acts as a +2 dey durst or +2
shocking burst weapon, with the forest master deciding each round
whar effect the weapon has,
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TABLE 4— 10 THE FOREST MASTER
Class | Base Port Ref will
Level Attack Bonus  Save Save Save Special Spells per Day
Lst +0 +2 +0 +2 Tree brother, nature sense +1 level of divine spellcasting class
Ind 1l +3 +0 +3 Forest dominien, Great mallet +1 level of divine spellcasting class
3rd +2 +3 +1 « 43 Natural armor +3 +1 level of divine spellcasting class
4th +3 14 +1 ¥ Oak strength = e
§th +3 +#* +1 +4 Spruce growth, natural armor +¥ +1 level of divine spellcasting class
Gth +ha +F +2 +F Great mallet (+2 burst) <1 level of divine spellcasting class
Tth ¥ +5 +2 +F Oakheart, natural armor +7 « 41 level of divine spelleasting class
fith +6 +6 ] +6 Deep roots, forest longevity —
Oth +6 +6 + +6 Great mallet (+3 mughty cleaving) +1 level of divine spelleasting class
10th +7 +7 +3 +7 Forest might +1 level of divipe spellcasting class

At th level, the forest master’s maul acts as a +3 mighty cleav-
ing weapon in addition to its other propertics (including its sy darst
or shecking burst ability ).

Natural Armor (Ex) At 3rd level, the forest master’s skin
changes into a tough, barklike hide, granting him natural armor +3.
This bonus increases to +F at $th level and +7 at Teh level

Oak Strength (Ex) Begimning at 4th level, the forest master
gains a +7 bonus to Strength and the ability to make slam attacks, A
Smiall creature’s slam attack deals 1d4 points of damage, one from
a Medmm-size ereature deals 1dé points of damage, and a Large
forest mastet's slam attack deals 1d8 points of damage. Slam attacks
are natural weapon attacks and do not provoke an attack of oppor-
tunity from the defender. A forest master can select Improved Crit-
ical (slam], Weapon Focus (slam ), and (if a fighter of 4th level or
higher) Weapon Specialization (slam ).

Upen gaining this ability, the Forest master’s hair takes on a
green, leafy appearance.

Spruce Growth (Su) At Fth level, once per day the forest master
can temporarily increase his size and strength as if using a righivans
might spell. If the forest master’s new size is Large, his reach
increases to 10 feet

Oakheart (Ex} Upon reaching 7th level, a Forest master’s body
becomes a thing of wood and leaf rather than meat and bone, His
type changes to plant. As such, he 15 immune to mind-affecting
effects, poison, sleep, paralysis, stunning; and polymorphing. He is
not ‘subject to critical hits or sneak attacks. However, the forest
master becomes vulnerable to fire, and sufTers double damiage from
fire attacks if he fails a Reflex saving throw, or half damage if he
succeeds.

Deep Roots (8u): Beginning at 8th level, once per day the forest
magster may sink roers into the pround in any natural surface
place that can support at least some vegetation. While rocted, the
forest master gains fast healing 7, but has an effective Dexterity
score of 1 and may not move from the spot in which he stands.
The forest master can withdraw his roots and end the healing as
a free action. .

Forest Longevity (Ex}: At Bth level, the forest master 18 magi-
cally sustained by his continuing transformation and gains incredi-
ble longeviry. He no lenger suffers ability score penalties for aging
and cannot be magically aged. Any penalties he may have already
suffered remain in place, Bonuses still accrue, When the character
reaches venerable ape, his maximum age is determined in the
normal manner but the final result is then multiplied by two,

Porest Might (Ex) At 10th level, the primordial forest infus
es the forest master with power. He gains a +2 bonus to Strength,
a +2 bonus to Constitution; and he takes only half damage from
piercing weapons. He gains fast healing 1 (which does not add to
the fast healing ¥ he gains when using his decp roots ability)
whenever standing on fertile soil, but cannot heal fire damage
with this ability. '

goldeye

The Merchant's Friend is the patron of trade, money, and wealth
Goldeyes are agents and promulgators of commercial intércourse,
secking to increase the wealth of their communities and realms by
promoting the exchange of coins in trade, Some spend their younger
years a5 adventurers, sceking to acquire sizable stakes on which to
build a fortune, Others view themselves as “liberators” of unused
coins, lying forgotten in dusty crypts or unused in miserly hoards
where they do nothing to build cver-increasing wealth. Conversely,
others act as defenders of hoards, making sure thar wealth (particu-
larly their own and the church's) stays in the proper hands

Most goldeyes have backgronnds as clerics -or cleric/rogues,
although other class combinations, particularly these including bard,
fighter, sorcerer, or wizard, are not unknown.

Galdeyes are rypically found in large cities, heading up merchant
consortiums, running trading costers, or working to remove polit-
cal, religious, and cultural impediments to trade. Many are extreme-
ly wealthy members of the merchant nobility, wielding power from
behind the scenes through careful spplication of their coins

Hit Die: d8,

REQUIREMENTS

To qualify to become a goldeye, a character must fulfill the fol-
lowing criteria.

Alignment: Neutral,

Skills: Appraise 4 ranks, Diplomacy 4 ranks, Innuendo 2 ranks,
Profiession (bookkeeper, innkeeper, scribe, or similar mercantile-
related profession) 4 ranks, Speak Language (Must know two
human languages, each spoken in a region different From your home
region [see the ForeorTEN RiArvs Campaign Setting])

Feats: Alertness, Exotic Weapon Proficiency (nunchaku), Skill
Focus [Diplomacy ),

Spells: Ability to cast-3rd-level divine spells.

Patron: Waukeen.

Special: The character must have acquired at least 5,000 gp worth
of coins, gems, jewelry, and/er business investments (borrowing does
not count toward this totall

Cr.ass SKIL.LS

The class skills of a goldeye (and the key ability for each skill) are
Appraise (Int), Bluff (Cha’y Concentration (Con’y Diplomacy (Cha),
Forgery (Int}, Gather Information (Cha), Innuendo (Wis), Intimi-
date (Cha ), Knowledge (geography ) (Int}, Knowledge (history ) (Int}
Knowledge (local) (Int), Knowledge (nobility and royalty) (Tnt),
Knowledge (religion), Listen (Wis), Open Lock (Dex), Profession:
(Wis), Read Lips'(Int), and Sense Motive (Wisl See Chapter 4 of the
Player's Handbook for skill descriptions.
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Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES

The following are class features ol the gold-
eye prestige class.

Weapon and Armor Proficiency:
A goldeye gans no weapon or
armaor proficiencies.

Spells per Day/Spells Known:
At each goldeye level, the char-
acter gains new spells per
day (and spells known, if
applicable) as if he had
also gained a level m a
spellcasting class o
which he belonged before
adding the prestige class
level. He does not, how-
ever, gain any other hen-
efit a character of that
would have gained
(mproved chance of turning or
destroying undead, metamagic or
item creation feats, and so on ), If the
character had more than one spellcast-
ing class before becoming'a goldeye, the
player must decide to which class to add each
goldeye level for the purpose of determining spells
per duy.

Bonus Language (Su): All' goldeyes can speak Abyssal,
a divine legacy of Waukeen's decade-long imprisonment
by the demon prince Graz'zt.

Trade Pidgin (Bu} Goldeyes don't ler language barriers ger in their
wity of doing business. By listening to an unfamiliar langoage for at
least 1 minute and making o successful Wisdom check (DC 17} o
goldeye can gain a basic (and temporary) understanding ol that lan-
guage. This familiarity with the language is enough to Commuhwats
simple concepts such'as “attack,” “danger,” “Friendship,” “safe,
“grop,” “trade,™ and numbers up to 26, which usually suffices to
allow the goldeye to bargain with the ereature (if appropriate).
Familiarity with the language lasts one day, The goldeye gets a <2
bomus to refamiliarize humself with a language he's learned in this
manner in the past month.

Bense Thonghts (Su): By engaging a creature in conversation, a
goldeye can become aware of its thoughts as if using a detect thoughts
spell The galdeye can use this ability for 1 minute per class level per
day. A use of this ability thar lasts less than 1 minute counts as 1
minute.

class

TasLe 4— 11! Toe GoLDEYE

Goldeye
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Heoard Defender (Ex)k At 3rd level, a
goldeye gains a +2 morale bonus on
atracks, saves, and checks when he is
defending a cache of his valuables (or
a building or business he owns)
worth at least 5,000 gp. This bonus
also applies if the property is
owned by the church of Wau-
keen. Items held or carried
by the goldeye or another
character do not count, the
cache must be an unattend-
ed object or objects
v Jack of All Trades
l (Ex): At 4th level, gold-
eyes get Jack of All
Trades as a bonus feat.
Secret Cache (Su) At
fth level, goldeyes can
create a single extradi
storage space
that only they cen access.
The cache moves with the
goldeye as if it were a belt
pouch. Adding to or removing jj
from the secret cache 15 a move- |
equivalent action. Like all extradi-
spuces, it be
accessed within an antimagic Field, and o
successiul targeted dispel magic against the gold-
eve's clerical caster level causes it to be unreachable for
1d4 raunds, If the goldeye is killed, the items within the
* cache appear on his person,

Dragon’s Eye (Ex): The goldeye gams a +4 bonus on all Appraise
checks at 6th level. Furthermore, by studying 4 magic item for a
full # hours and making a Spelleraft check (DC 20) he is able to
determine its single most basic function as if using an ideatify spell,
although there is no cost to using this ability,

Coinscry (Ex) At Tth level, a goldeye using the serying spell does-
n't need a divine focus for the spell, and can instead nse any polished
item made of precious metal, including plates, amulets, or even
coins. Because it 15 more difficult to see when using & very small scry-
ing device, using an amulet-sized item gives a - penalty on the Scry
check and using a comn-sized item gives a =10 penalty on the Scry
check.

Splendorous Attire (Su) At Bth level, poldeyes can magically robe
themsclves in fancy attire once per day. Attire created in this fash-
iof is equivalent to that created by a rod of splendar. Goldeyes can {
also create a palatial tent once per tenday. Such pavilions are also

L4

mensional

mensional cannot

Class Hage Fort Ref will

Level Artack Bonus  Save Save Save Special Spells per Day

st +0 +2 + 2 +0 Banus language, Trade pidgin #1evel of existing class

2nd +1 +3 +3 +0 Sense thoughts +1 level of existing class |
3rd +2 +3 +3 +1 Hoard defender +1 level of existing class & .
#th +3 4 4 1 Jack of all trades +1 level of existing class ’ :
Sth +3 = ot +1 Secret cache +1 level of existing class

fith +4 +F +F +2 Dragon’s eye 1 level of existing class

Tth +F oF +5 +2 Coinscry +1 level of existing class

8th + +6 +h 2 Splendarous attire +1 level of exsting class

9th +6 +0 +6 +3 Coinshack +1 level of existing class

10ch +7 +7 +7 #3 Hoard{ind ¢1 level of existing class
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identical to those created by & rod of splemdor. Neither power con-

veys the Charisma bonus of a rod of splendor, however.

Coinshock (Sp} At 9th level, a goldeye may cast a maximized beat
metal spell once per day. However, instead of dealing fire damage,

the spell deals electricity damage, The goldeye can use this ability

once per day and does not need to have the Maximize Spell feat to

use at.

Base Save Bonus: Ref 42,

Skills: Bloff 3 ranks, Diplomacy & ranks, Speak Language
(Sylvani

Feats: Dodge, Mobility, Spell Focus (Enchantment), Exotic
Weapon Froficiency (whip:

Spells: Ability to cast 3rd-level spells,
Patron: Sunc.

Hoardfind (Sp): By concentrat-
g, & poldeye can locare metals or
minerals within 30 feet as if using a
rod of metal and mineval detection!
She may activate this abilicy at will
as a full-round dction.

Heartwarder

Sune Firchair encourages beauty,
passion, and love wherever they
may be found. Heartwarders are aes-
thetes and hedonists who actively
seck out pleasure and beauty in all
things and who nurture the creation
of beauriful ebjecta

Maost heartwarders are clerics,
cleric/bards,  cleric/rogucs, or
cleric/sorcerers, although other ¢lass
combinations, particularly those
including enchanter; arg not
unknowr.

Heartwarders are typically found
in large cities in the company of the
cultoral elite. Most are active
patrons of the arts, and all play the
role of matchmaker for persons in
all levels of society. Many are
employed as artists, crafters, per-
formers, or mstructors. Those who
teach instruct in such varied subjects
a5 art, choral music, cosmetics, dance, .
deportment, etiquette, fashion, handiwork, instrumental music, and
manners. A few travel the world to promote beauty and love, and
adventure m the manner of Sunite clerics.

Hit Die; d4.

REQUIREMENTS

To qualify to become a heartwarder, a character must fulfill the fel-
lowing criteria,
Alignment: Chaotic good.

TABLE +=—12! THE HEARTWARDER

Heartwarder

CLASS SKILLS

The class skills of a heartwarder
fand the key ability for each skill
are Animal Empathy (Cha} Bloff
(Cha . Concentration (Con), Craft
{(Int} Diplomacy (Cha), Disguise
(Cha), Gather Information (Cha),
Heal (Wis), Innuendo (Wis, Knowl-
edge (religion) (Int}, Perform (Chal,
Profession {Wis), Sense Maotive
(Wis ), and Spelleraft (Tnt ), See Chap-
ter 4 of the Player’s Haudbook for
skill descriptions,

Skill Points at Each Level; 1 + Int
modifier,

CLaAsS FEATURES

The following are class features of
the heartwarder prestige class.

Weapon and Armor Proficiency:
A heartwarder gains no weapon of
armor proficiencies,

Spells per Day/Spells Koown: At
each heartwarder level, the character
gains new spells per day (and spells
known, if appheable) dif she had also
gained a level in a spellcasting class to

which she belonged before adding the
prestige class level. She does not, however, gain any other benefit a
character of that class wonld have gained (improved chance of turning
or destroying undead, metamagic or item creation feats, and so onl If
the character had more than one spellcasting class before becoming a
heartwarder, the player must decide to which class to add each heart
warder level for the purpose of determining spells per day and spells
known. '

Charisma Increase (Ex): As the heartwarder gains levels in this
prestige class, she becomes inereasingly more persuasive and attrac-
tive. At level 1 she gains a +1 inherent bonus to her Charisma score,

Class Base Fort Ref will

Level Attack Bonus  Save Save Save Special Spells per Day

lst +0 +2 +0 2 Charisma increase +1 level of existing class
Ind +1 +3 +0 -3 Heart of passion +1 level of existing class
ird +2 +3 +1 +3 Charisma increase +1 level of existing class
4ch 3 i +1 i Lips of rapture +1 level of existing class
Tth +3 4 +1 R Charisma increase +1 level of existing class
6th <4 +F +2 +§ Voice of & siren +1 level of existing class
7th +F +F +2 +F Charisma increase +1 level of existing class
8th 16 vl +2 + Tears of Evergold +1 level of existing class
9th + #f +3 + Charnsma merease +1 level of existing class
10th +7 +7 +3 +7 Fey Metamorphosis +1 level of existing class
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and every other hearewnrder level after that this bonus increases by
+1 toa maximum of +7 inherent bonus ar level 9.

Heart of Passion (Ex) At 2nd level, a heartwarder evinces such
passionate belief in whatever she does or says that she can sway the
thoughts of the most rigid critic. This ability rranslates into o +2
bonus an’ all Charismi-based skill checks.

Lips of Rapture (Sn) Ar 4th level, a heartwarder’s kiss confers a
state of bliss upon its recipient, conferring a +1 morale honus on
attacks, weapon damage, checks, and saves. Mareover, it temporari-
Iy suspends the effecrs of exhaustion, fatigue, and nausea. An enrap-
tured recipient receives 4 +2 saving throw bonus against
enchantment spells and éffects. This ability lasts T rounds, and
can be used a number of times per day equal to her Charisma
bonus. The one downside to a heartwarder’s kiss 15 that it
also has the effect of a daze spell upon the recipient (the
normal saving throw applics) as if’ cast by a sorcerer of
heartwarder’s caster level

Voice of a Siren (Su) At 6th level, a heart-
warder’s voice 1s 50 enticing that she weakens the
ability of opponents to resist her spells. She
paing the Spell Focus (Enchantment) and
Spell Penetration feats, but they only
apply to spells with a yerbal compo-
nent (and are not altered with the
Silent Spell feat),

Tears of Evergold (Su} At 8th level, as a full-
round action, & heartwarder can cry tears drawn from
TEvergold, a sacred pool that enhances beaury that
Sune shares with the elven goddess Hanali
Celanil. If these tears are collected, they are
equivilent to the effects of a posion of fote
and serve the Sumite faith as haly water, A
heartwiarder can wse this alality once per
tenday, and while it does not cost her any
gold to do se, calling upen the power of the pool«
requires her to spend 6 XF, just as if she
had made the potion with the Brew
Potion feat.

Fey Metamorphosis: At 10th level, a
heartwarder 15 so attuned to the forces
of natural beauty that she transcends
mortal defimitions of beauty. Her type
changes to “fey,” which means, among
other things, that.she is no longer
affected by spells that specifically
target humanoids, such a5 charm
PE}'IG‘H.

Horned Harbinger

At the end of the Time of Troubles, Myrkul,
the Lord of Bones, former god of the dead, was
destroyed off the coast of Waterdeep by Mid-
night, the mortal wizard who became the new Mystra, What little
remained of Myrkul’s sentience was trapped inside the shattered
remnants of an ancient Netherese artifact stored m nearby Black-
staff Tower. Over the course of the next decade, the last vestiges
of Myrkul's energy slowly restored the unholy artifact, imbuing it
with the Fallen dewty’s personality and memorics. Once the Cromws
of Horas' was completely reconstituted, Myrkul teleported 1o
many places across Faerin, briefly sectling on the brows of many
living and undead former servants just long enough to ereate
hordes of a undead in each location. The most recent known bearer
of the Crown of Horss, who bore it for at least a year, is believed
to have been Nhyris I’Hothek, a male pureblood yuan-ti who dis-

e

Hormed Harbinger

appeired Mrom his haunts in the subterranean port of Skullport in
1370 DR after being transformed into a lich by the Cromww of
Horns, More detail on the Crewa of Horas can be found in Magic
of Faerin.

The horned harbingers are agents of the fallen Lord of Bones
Some claim their creation heralds the- restoration of Myrkul's
marntle of godhood, while others view thér continoed existence as
the last remnants of Myrkul's dwindling power. Each harned har-
hinger has touched the Creten of Horns at some point since the Time
af Troubles, although not all creatures who have done so have
become members of this class.

Maost horned harbingers are clerics, wizards, or necromancers,
and many are undead. Almost all ence yenerated the Lord of
Bones but later turned ro deities such as Cyric, Jergal, Kelemvor,

or Velsharoon after the Time of Troubles and the death of
their deity. Upon adopting this prestige class, the faith of a
horned harbinger must revert to that of the Lord of
Bones, although it is unclear which god grants his divine
spells. Clerics turning to the worship of Myrkul maintain
the demain spells of their previous deity. Failure to ven-
erate Myrkul results in the loss of all abilities stemming
from this class, with the exception of Hit Die, base attack
bonus, and save bonuses,
Horned harbingers often live in large crypts or
necropolises and haunt old battlefields. They
_rarely, if ever, interact with living creatures
Si%  except to acquire more corpses: Such beings
are often found in the company of large
numbers of servitor undead. If: not already
undead, ‘most are actively pursuing lichdom.

Hit Die: d8.

REQUIREMENTS

To qualify to becomt @ horned harbinger, a
charactér must fulfill the fellowing crireria.
Alignment: Any evil,
Bkills: Knowledge (the planes) 8
ranks.
Patron; Myrkul
Special: The character must have
touched the Crows of Harms, a Netherese
artifact that now contains the remnants of
Myrkul’s sentience, at léast once smce the
Time of Troubles.

CrLASS SKILLS

The class skills of a horned harbinger (and the
key ability for each skill) are Concentration (Con),
Craft (Int), Heal (Wis), Intimidate (Cha}}, Knowl-
edge (arcana), Knowledge (religion) (Int), Profes-
sion (Wis), and Spellerafe (Int), Sce Chapter 4 of
the Player’s Handbook for skill descriptions,

8kill Points at Each Level: 2 + Int modifier.

Cr.ass FEATURES

The following are class features of the horned harbinger prestige
class.

Weapon and Armor Proficiency: A horned harbinger gains no
weapon of armor proficiencies.

Bone Horas (Ex): Horned harbingers grow six short curved horns
of bone from their skull, as if wearing a crown of bane, These horns
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TasLe 4—13; THe HORNED HARBINGER
Class Base Fort Ref will
Level Artack Bonus  Save Save Save Special
Lst +0 +2 +0 +2 Bone horns, rebuke undead, Death domain
ind +1 +3 +0 +3 Deathwiitch, animiate dead
Ird +1 +3 . +1 V3 Bonus feat =
4th +3 4 +1 +4 Bonus feat - '*
Tth +3 + 1 e Captain of undearh
6th ' =5 +2 +F Creafe undead
7th +f +f +2 +7 Bonus feat, ranged animation
fith +6 g7 +2 +6 Create greaier undead
9th +h +6' +3 +6 Bonus feat
10th +7 +7 +3 +7 General of undearh

are considered natural weapons for the creature, collectively dealing
1d6 paints of piercing damage, They do double damage when used a5
part of & charge.

Rebuke Undead (Su) The character can rebuke or command
undead as a cleric of @ level equal to his horned harbinger class level.
If the character could already rebuke undead, these levels stack with
that ability.

Death Domain: Upon adopting the horned harbinger class, the
character gains access to the Death domain, described in the Player’s
Hazndbook, as well as the granted power of that doman, Levels in
this prestige class stack with cleric levels for determining the effect
of the granted power. If the horned harbinger has no cleric levels,
anly horned harbinger levels are used for the granted power.

Deathwatch (Ex) At will, 2 horned harbinger ean view the world
a5 if he were using a deathwarch spell.

Bonus Feat: At the indicated levels, a horned harbinger may rake
i bonus feat. These feats are drawn from the following list: Divine
Vengeance, Empower Turning, Extra Turning, Heighten Turning,
Quicken Turning, Leadership (undead coharts only), Weapon Focus
{bone horns). .

Awimare Dead (Bp): Beginning at 2nd level, the character can
cast animate dead once per day as o spell-like ability. His caster level
for chis ability or casting amimate dead as a spell is his horned har-
hinger level plus his Charisma bonus (f any), which stacks with any
other class the character has which can cast amimare dead. For
example, a elr7/horned harbinger 2 with Charisma 13 casts animaite
dead a5 a 10th-level clerie, whether using this spell-like ability or
casting the spell as a cleric, This caster level is also determines the
maximum number of undead animated with anonase dead that the
harned harbinger can control (so a characrer with caster level 10 for
this power could mantain control over 20 HID worth of undead).
Beginning at 4th level he may use this ability twice per day.

Captain of Undeath (Ex): At $th level, a horned larbinger’s limit
for controlling undead animated wich spells increases to ¥ times his
caster-level instead of the normal 2 times his caster level. His limit
for undead controlled through the tse of his command undead abil-
ity increases from his effective cleric level to 2 times his effective
cleric level,

Create Undead (Sp) Beginning at 6th level, the character can cast
creafe undead once per day. His caster level for this ability is the
same a5 the caster level for his awimate dead ability. The horned
harbinger may cast ammmate dead instead of using his create undead
spell-like ability, similar to an evil cleric spontancously converting a
prepared spell toan infilics wennds spell.

Ranged Animation (Su): At Tth level, any usc of animare dead,
whether as a normal spell or a spell-like ability, has a range of
medium (100 ft. + 10 ft./level] instead of touch. In other wards, the
horned harbinger can use awimare dead nt a distance, without
having to touch the corpses. If cust as a spell, the material compo-
nents are still consumed but do not need to be placed on the corpses.

Create Greater Undrad (Sp) Beginning at 8th level, the charac.
ter can cast create greater undead once per day, with his caster lovel
the same as the caster level for his amimate dead ability, The
horned harbinger may cast amimate dead or create undéad instead
of nsing his ereste greater sandead spell-like ability, similar to an
evil cleric spontancously converting a prepared spell to an wflict
meorends spell. .

General of Undeath (Su): At 10th level, a horned harbinger’s
limit For controlling undead animared with spells increases to 10
times his caster level. His limit for undead controlled through the
use of his command undead ability increases § times his effective
cleric level

Nigﬁ‘rcloak

The Mistress of the Night 15 the twisted and perverse goddess of
hatred, jealousy, and evil and the creator of the Shadow Weave.
Nightcloaks are the apple of Shar's eye—devoted to her vision, pre-
serving her secrets; practicing her magic, as twisted and bitter us she
18. They are beings of iron will and determination, although that
determinanbn 15 perverse. They weave webs of intrigue, mental
domination, blackmail, and control through the Gse of illusion,
necromancy, and enchantment. Yet they are not afraid to smash
their toys if it suits Shar's purposes. They are cruel and intelligent,
and do net fear slipping away to return and grind their foes to dust
at later time. Honor 1s of no consequence to them, They do as they
please, as long as it furthers their—and Shar's—power.

Clerics most often become nighteloaks. Rangers are rare. Night-
cloaks often have levels of wizard, sorcerer; bard, or rogue in addi-
tion to the class that grants them divine spellcasting ability.

Nighteloakssdwell in communities large and small, often war-
shiping in secret. Many work to overthrow governments, organize
secret cabals, and créate False cults to further their ends

Hit Die: d8.

REQUIREMENTS

To qualify to become nightcloak, a character must fulfill all the fol-
lewing eritéria,

Alignment: Neutral evil.

Base Attack Bonus: +3.

Skills: Bluff ‘2 ranks; Hide 2 ranks, Move Silently 1 ranks, Per-
form 4 ranks.

Feats: Iron Will, Shadow Weave Magic, Spell Focus (Enchant-
ment, llusion, or Necromancy ), and Pernicious Magic or Tenacious
Magic.

Spells: Ability to cast 2nd-level divine spells. Cleries must have
access to the Darkness domain, .

Patron; Shar. -

198




CLASS SKILLS

The nightcloak's class skills (and the key ability for

each skill) are Concentration (Con), Craftr (Int), -
Blutf (Cha ), Diplomacy (Cha), Heal (Wis ), Intuit
Direction (Wis), Knowledge (arcana) (Int)
Knowledge (history) (Int), Knowledge (the
planes) (Int), Knowledge (religion) (Int), Profession
(Wis), Sery (Int, exclusive skill}, Senge Mative
(Wis), and Spellcraft (Int) See Chapter 4 of the
Player's Handbook for skill descriptions.

8kill Points at Each Level; 2 « Int madifier.

CLASS FEATURES

The following are features of the
nightcloak prestige class. s
Weapon and Armor Profi
ciency: A nightcloak gains no
weapon or armor proficien-
Cict.

Spells  per Day/Spells
Known: At euch nightcloak
level, the character gains new
spells per day (and spells
known, if applicable) as if she
had also gained a level in a spell-
casting class to which she belonged before
adding the prestige class [evel She does not,
however, gain any other bentfit a character of
that class would have gained (improved chance
of turning or destroying undead, metamagic or

item creation feats, and 5o on ). If the character had more than one
spellcasting class before becoming a nighteloak, the player must
decide to which class to add each nighreloak level for the purpose of
determining spells per day and spells known,

Darkness Spells; A nightcloak can prepare any Darkness domain
spell us if it were on her divine spell list. The spell uses a spell slot
of @ level equal to its level in the Darkness domain list. For instance,
a cleric/mightcloak could prepare darkdolt as a Tth-level clerie spell,
and a ranger/nightcloak could prepare Flackiight as a 3rd-level
ranger spell.

Eyes of Shar (Ex)} Nightcloaks have eyes that are totally black.
They have 60400t darkvision. They can also see through magical
dirkness to a range of 10 feet (in the same black-and-white sight
that darkyision provides), They cannot be blinded by magical
effgcrs.

Insidious Magic: At 3rd level, nightcloaks get the Insulious Magic

TARLE 4141 THe NIGHTCLOAK

Class Base Fort Ref Will
Level - Attack Bonus Save Save Save
lar 0 +2 +0 +2
Ind +1 +3 0 +3
ird +2 +3 1 +3
4th +3 4 sl +&
fth +3 4 +1 o
6th ° +4 +¥ 42 W5
7th o +5 +2 "
8th + +f +2 v
9th +6 +6 +3 Ty
10th +7 7 3 +T

...,ﬂ., \h',g_

Nightcloak
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Feat as a banus Feat, reflecting their ability to use the Shadow
Weave under Bhar's close guidance,

Shadow Talk (Bu) Nightcloaks are able to communicate
mystically through the shadows of the mind, Nightcloaks cin
whisper short messages to other worshipers of Shar within 00
th feet. All Shar worshipers within range hear the message as a
whisper in their mind. Observers can hear the wordsif they are
close enough to physically hear the nighrcloak’s

aceual whispers (2 DC 17 Listen check if the
listener is within 10 feet of the nightcleak, +1
DC per § feer beyond that) This is a language-
dependent free action, and it can be used to
communicate with undead worshipers of Shar
and undead creatures in the service of wor-
shipers of Shar.

Disk of Night (Su} Beginning
at Fth level, any chakram uvsed
by a nightcloak 1s treated asif
were & + 2 retirning chakram, If
it remains out of the hand of the mightcloak
for more than 1 round, a chakram révertsto
its original abilities. If the weapon has addition-
al abilities (such as fressl these abilities still
apply, and if the weapon has an enhancement
bonus betrer than +2, the higher of the two bonus-
¢s 15 used.

True Lies (8p): At 6th level, a nightcloak

can reach into a creature’s mind and modify 2

subject’s memorics as.the 4th-level bard spell

modtfy memory. A nighteloak can use this

ability a number of times per tenday equal to
her Charisma meodifier (mmumum one). The wmodify
memory works as if cast by a bard of the nightcloak’s char-
acter level.

Mind of Shar (Ex): Beginning at 7th level, Shar grants night-
cloaks the ability to use the power of their minds to protect them-
selves, They add their Intelligence bonos. (if any) to all saving
throws.

Shar's Caress (Su) Once she reaches 8th level, a mightcloak can
surround & held chakram, whip, or dagger with Shadow Weaye
magic, temporarily giving the weapon the wmbaly property. This
ability lasts for 1 round each time it 15 used, and can be invoked as
a free action a number of times per day équal to the nightcloak’s
Charisma bonus (minimom one). A nightclpak must decide to use
this ability befare the artack is made, and if the attack misses thar
wse 'of Shar's Caress 15 wasted.

Minion of Shar (8p) Upon reaching 9th level, once per tenday
4s & standard action a nighteloak can summon one shadow per class
level to do her bidding for a number of rounds equal to her class

Special Spells per Day
Darkness spells ¢1 Tevel of existing class
Eyes of Shar +1 level of existing class

Insidious magic
Shadow talk

Disk of nighr

True lics

Mind of Shar

Shar's caress

Minion of Shar

Foice of tmeffable evil

+1 level of existipg class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
#1 level of existing class
+1 level of existing class
+1 level of existing cluss

] -
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level. ‘Any shadows this summoned shadow creates by draming
Strength are under the control of the nightcloak, but vanish along
with the original when the duration expires. The mightcloak is able
to verbally communicate with the shadows as if she knew their
language. She can alsp use her shadow ralk ability to communicate
with them.

Foice of Inefffable Bvil (Bp) At 10th level, nightcloaks can com-
mand & creature as per the deminate monster spell 1fday as though

cast by a sorcarer of a level equal to the nightcloak's character level
The effect lasts one day. Unlike most spell-like abilities, vofee of

imeffable evil has a verbalcomponent.

ocular Aadept

Each beholder believes that it represents a state of true per-
fection. Among the desperate wastrkls of decadent eitics and
debased explorers of the subterranean Underdark can be
Found humanoids whe agree, and who have entered into
a surgical pact with the beholder race in an attempt to
achieve even a sliver of that perfection. These so-

called ocular adepts, outcasts of their own society,
have pledged their services to one or more eye tyrants
and pledged their religious devotions to the alien
entity known as the Great Mother, the deity
matron of all beholders. Though ocular adepts
often lead cells of degenerare cultists and fancy
themselves important in the schemes of their mas-
ters, most heholders view them as self-importznt pawns
at best, and mindless chattel at worst. During the cere-
mony in which the character beeomes an ocular adept,
i beholder surgeon cuts the central eve from an eye-
ball beholderkin (a tiny beholderlike monster
described in Monsters of Faerdsn) and places it into
a parnally disintegrated niche in the supplicant’s
forchead. A blasphemous incantation grants the

eye functionality, opening new vistas of sight 1o
the sypplicane. Thereafrer the character takes
on ¢ more detached, alien demeanor, as the
vestiges of the dying beholderkin’s per-
sonality taints s troubled mind.
Surviving the ritoal requires a
hardy body and spirit.

Clerics who have fallen
out of favor with their
dejty  are  the maost
common ocular adeprs
(disgraced clerics of Bane,
whose worshipers often use beholders as allies, are particularly
common }, though some fighters and barbarians have been known
to fall victim to the allure of the spheres of many eyes. Adapting
to the psychic imprints of the eyeball graft takes the type of
focosed concentration common among the spellcasting classes;
most wizards, bards, and sorcerers, however, usually are either too
weak, too chaotic, or too image conscious to live amid hostile mon-
sters with an alien eye grafted to their skulls.

Ocular adepts often are calculating, mad cult leaders who plot
agaimst surface nations-according to the whims of their eye tyrant
masters. They negotiate the purchase of slaves, defend access points
to beholder hives and lams, and accompany corréspondence and
trade from one beholder outpost to another. Using their charm
perion and charm monster abilitics, ocular adepts amass a group of
followers to aid them in their duties, Ocular adepts occasionally are
used a8 intermediaries between powerful behinlders and heads of stare
at such times when the personal appearance of a beholder would be
dangerous or undiplomatie, Rarely does a beholder create more than

Ocular Adeps

one ocular adept at a time, so these beings rarely see anather of their
kind. They share their masters' hatred of “imperfect” beholders and
their “rainted” servants, so ocular adepts of rival beholders never
wark together.

Hit Die: d6.

REQUIREMENTS

To qualify to become an ocular adept, a character must fulfill all
the following criteria.
Race: Any humaneid or monstrous humaneid.
Aligament: Lawful evil or neutral evil.
Base Save Bonus: Fort +4.
Skills: Concentration 8 ranks,
Feats: Endurance. :
. Special: The character must supplicate himself
before one or more beholders, pleading to be
accepted into ther community as an ocular adept.
The character must forswear all allegiances to his
previous deity and  swear devotion to the Great
Mother.

.
L]

CLASS SKILLS

The ocular adept’s class skills {and the key ahility For
each skill] ave Concentration (Con)), Diplomacy (Cha),

Disguise (Cha), Gather Information (Chal, Heal
{(Wis), Knowledge (religion) (Int), Scry (Int}, Spell-
eraft (Int), and Spot (Wis). Bet Chapter 4 of the
Player's Handbook for skill deseriptions,

Skill Points at Each Level: 2 + Int modifier.

CLAsS FEATURES
The following are class features of the ocular adepe
prestige class.
Weapon and Armor Proficiency: An ocular adepr
gains no weapon or armor proficiencies.

Spells per Day: An ocular adept gains spells as a
cleric of level 1-10, including one domain spell
ar each spell level available ro the ocplar
adept. The ocular adept chooses two of the
following domains: Evil, Hatred,
~ Law, Strength, and Tyranny.

' If the ocular adept was already a
cleric of another deity, swearing alle-
giance to the Great Mother s considered “gross violation” of the
code of conduct expected by the ocular adépt’s former deity, causing
the loss of all previous spellcasting abilitics. However, the implant-
ing of eve of an eyeball beholderkin into the skull of the ocular
adept fulfills the necessary conditions for changing deities as
deseribed in Chapter 3: Deities of the ForeerTey RELMS Cam-
paign Sesring, and the ocular adept is thereafrer a cleric of the Great
Mether. He keeps his old cleric spellcasting abilities and gains addi-
tional cleric spells as shown o Table 4-15: The Ocular Adept. This
means that a cleric/ocular adept has a greater number of low-level
spells, but never nchieves the higher-level spells that-a normal cleric
would reach. This reflects both the-ocular adept’s need to minister
to a large number of (generally weaker) followers and the Great
Mothet's disdain of any creaturc that is not a true heholder.

Because of his unique situation, a cleric/ocular adept has domain
spell slots for his original cleric levels and domsain spell slots far his
prestipe class levels. He i1s not required to use the same domain spell
of a particular level in ecach slor. For example, if Terok the
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TapLe 4—15: The OCuLAR Apepr

Class  Bage Fort Ref wilt
Level Attack Bonus Save Save  Save
1st +0 +2 +0 #2 Implanted eveball,

charm person ray
nd C+1 +3 +0 +3 Sleep ray
3rd +2 +3 #1 3 Tuflict moderate

: wennds ray

4th +3 +4 +1 4 Stowe ray
fth  +3 - +1 b Fear ray
Gth +4 +f +2 +J Charm mionifer ray
Fth  4f +F +2 7 Tedekinesis vay
Bth  +6 +6 +2 +6 Flesh 2o stone ray
9th +h +6 +3 +6 Disintograte ray
10th 7 +7 +3 +7 Finger of dearh ray

clericiocular adept has the Evil and Screngrh domains, he can pre-
pare a profection from good (the Llst-level Evil domain spell) in his
Ist-level cleric domain slot and ewdure elements, (the Ist-level
Strength domain spell) in his 1st-level otular adept domain slot, He
could just as easily prepare two of ¢ither of those spells in those
domain slats,

After the implanting ceremony, if the ocular adepr willfully
turns agamst the Great Mother, she may use the implanted eye in
the adept's forchead as & conduit for her power, disintegrating him
instantly. ’

Implanted Eyeball (Su} The central gye of an eycball behold-
erkin fills part of the ocular adepr’s forehead. Though the eyehall
beholderkin perishes as a result of the surgery, its dying eye
momentarily infects the host’s brain with alien torment in its
death throes, Thereafter, the oversized eye magically becomes a
part of the ocular adept's physiology. The beholderkin's moribund
taint arises occasionally in unintelligible psychic whispers (which
most ocular adepts belicve to be the encouragement of the Great
Mother ). As a resule of the surgery, the ocular adepr gains under-
standing of the beholder language and a +4 bonus on Spot checks,
The eye also has a number of ray powers, which develop as the
ocular adept advances in level. Once they have been attmned, each
ray may be used up to two times a day. Firing a ray from the
implanted eyeball is a standard action that does not proveoke
attacks of opportunity. The implanted eyeball closes and mwust rest
for the full round immediately following & round in which a ray
attack is used. .

Each eye effect resembles a spell case by a sorcerer of the
adept's class level but follows the rules for a ray. All rays have a
range of 100 feet and a save DC of 10+ 1/2 the adept’s class level
+ the adept’s Charisma modifier. Unless otherwise noted, each ray
works like the spell for which it is named (including what type of
saving throw resists it), except that it only affects the target of
the ray.

Charm Persem A lst-level ocular adept ean emit a charm person
ray. Ocular adepts use this ability to confuse their enemies, ordering
victims to’ restrain their friends or simply do nothing while the
hattle rages on, ‘
Steep: At 2nd level, an ocular adept can enuit a ray of seep.
laflict Moderate Wonnde: To punish powerful allies or wound
their enemics, ocular adepts of 3rd level or higher often employ
this ray, :

Stew; This ray is usable by ocular adepts of 4th level or higher,
Fear: A Fth-level or higher ocular adepr may employ this ray,
Charm Monster: At 6th level and higher, the ocalar adept can use
this ray. Outside of combat, an ocular adept uses this ability to entice
the drggs of society to jon his or her cult, or to influence a mer-
chant or politician when on a mission for his or her master.
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Cleric Spells Per Day.
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Telekinesis: At Tth level and higher, che ocular adepr can move
objects or creatures with this ray.

Flesh to Stere: An ocular adept of Bth level or higher can emir
this deadly ray. ; .

Disintegrate: A 9th-level or higher ocular adept can use this ray
to horrifying effect, P

Finger of Dearh: Ar 10th level, the Great Mother grants the
ocular adept the most deadly of those favors naturally possessed by
her true children,

silverstar

Silverstars are dedicated advocates of fresdom and tolerance, wan-
derers on the path of truth, and absolute foes of Shar. They seck to
build harmony améng lvcanthropes and nonshapechangers, and
they protect the weak and the oppressed. everywhere. They cannor
abide slavery, and they hate most undead, They rarely Settle in one
place for long, instead moving afong when seized by wanderlust or
enticed by a new cause or mission. Sometimes they receive visions
and are seen as somewhat “touched” with prophecy by their closeness
to the Moonmaiden. They deal with lunar energies and phenomena
and are, to a limited degree, able to wield the power of the moon,
bringing its fierce, pure white light to Toril to advance the goddesss
wishes.

Clerics most often become silverstars; rangers are a less commeon
choice. Seline demands an individialistic cutlook on life that is
incompatible with the lawful nature of paladins and monks, and her
passionately good and chaotic nature leaves little room for the bal-
ance ¢ druid requires,

Silverstars are of ten found in large coastal cities dependent on the
sea for trade and sustenance. Others prefer the outlying reaches of
civilized realms, where lycanthropes are most common. Wherever
they are found, silverstars actively oppose the activities and mis-
deeds of Shar's followers, whether smgly or mn groups,

Hir Die: dB.

REQUIREMENTS

To qualify to become silverstar, a character must fulfill all the fol-
lowing criteriz: \

Alignment: Chaotic good.

Base Attack Bonus: +4.

Skills: Intuit Direction 2 ranks, Sense Motive 2 ranks.

Peats: Blind-Fight, Dodge, Mobility, Spring Attack.

Spells: Ability to cast 2nd-level divine spells. Clerics who wish to
become silverstars must have access to the Moon domain.

Patron: Selone.
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C1.AS8 SKILLS

The silverstar’s class skills (and the key ability for each skill) are:
Concentration (Con), Craft (Int), Diplomacy (Cha), -Heal (Wis),
Intuir Direction (Wis), Knowledge (arcana) (Int), Knowledge (geog-
raphy) (Int), Knowledge (local) (Int), Knowledge (mature) (Int),
Knowledge (the planes) (Int], Knowledge (religion’} (Int), Profession
{(Wis), Scry (Int), Sense Motive (Wis), Spelleraft (Inc), and
Wilderness Lere (Wis ) See Chapter 4 of the

Player's Handbook for skill descriptions.

8kill Points at Each Level: 2 + Int
modifier.

C1.Ass FEATURES
The fellowing are features of the silvers
star prestige class,

Weapon and Armor Proficiency: Silver-
stirs gain no weapon or armor proficien-
cies. Seline's favored weapon is the g
heavy mace, which silverstars refer to
as the moon’s hand.

Spells per Day: At each silverstar level,
the character gains new spells per day as
if she had also gained a level m a divine
spelleasting cluss to which she belonged
before adding the prestige class level She
does not, however, gamn any other bene-

{it a character of that class would have
gaumned (such as an mmproved chance of
turning or rebuking undead). IF the char-
acter had more than one divine spellease-
mg class before becoming a silverstar,
the player muost decide to which class ro
add each silverstar level for the purpose
of determining spells per day and spells
known,

Moon Spells: ‘A silverstar can preparc
any Moon domain spell as if it were on her
divine spell list. The spell uses a spell slot of
a level equal to its level in the Moon domiin list. For instance, a

cleric/silverstar could prepare mosndlade as a 3rd-level cleric spell,

and a ranger/silverstar could prepare migombeam as 2 2nd-level
rapger spell.

Lunar Sight (Ex): Silverstars of 2nd level and above have low-
light vision

Tasry 4—16: T'HE SILVERSTAR

Stlverstar

Moon’s Hand (Su): Any heavy mace wielded by a 3rd-level silver-
star is treated as if it were a +1 pbock beavy mace. IT leaves the hand
of the silverstar It reverts to its original abilities. If the weapon has
additional abilitics (such as frase), these abilities still apply, and if the
weapon has an enhancement bonus better than +1 the higher of the
two bonuses is used, At 6th level, the weapoh 18 treated as n + 2 shork
heavy mace. x

Tears of Selime (Sp)r A 4th-level silverstar
can progect small balls of luminescent
lunar energy from her eves as a dawcing
dights spell (torches or will-o™wisps anly]
at will, as if .cast by a sorcerer of her
caster level. 1
Prophet's Sight (Su): Starting at Fth
level, once per day a silverstar is able to
see as if under the offect of a frue seein
spell cast by a ¢leric of her level. Ar 8ch
level, this ability can be used 2/day.
Seliinite Lycanthrope: Upon reaching
fth level, sitverstars who contract any
form of lycanthropy are treated as
natural lycanthropes. Their rype
changes to shapechanger, and they
may select the Improved Control
Shape feat (see the Monsier Manual) or
the Scent ability as a fear (see the M-
sty Mannal) at any point that they can
select a new fear. Silverstars do not
change alignment due to contractibg
Iycanthropy and are awarve of thewr
actions while in animal or hybrid form.
Moonshield (Su} At Tth level, a sil-
verstar learns how to better resist the
magic of the Shadow Weave. She gams a
+2 bonus on saves against enchantment,
llusion, and necromancy speils and
effects, and spells and effects with the
darkness descriptor. This bonus applies
whether or not the source s from the
Wenve or the Shadow Weave
Greater Moon's Hand (Su) Upen reach-
ing 9th level, a silverstar using her moon's hand ability treats her
weapon as if it were a +2 shocking burit weapon.
Moonfire (Sp) Upon reaching 10th level, a silverstar can cast
moonf e 1/day as n spell-like ability.

Class Base Fort Ref Will

Level Attack Bonus  Save Save Bave Special Spells per Day

1st +0 +3 0 2 Moon spells +1 level of divine spelicasting class
2nd +1 +3 +0 +3 Lunar sight +1 level of divine spellcasting class
3rd +1 +3 +1 +3 Moon’s hand +1 shock +1 level of divine spelleasting class
ith 43 4 +1 4 Tears of Seline +1 level of divine spellcasting class
fth +3 & +1 . Prophet’s sight 1/day +1 level of divine spelleasting class
Gich 4 +5 +2 +F Selinite lycanthrope, +1 level of divine spellcasting class

moon's hand +2 shock
Tth +F +§ 2 +5 Muoonshield +1 lével of divine spellcasting class
Bth + +6 +2 +6 Prophet’s sight 2/day +1 level of divine spellcasting Class
9th +6 £ 3 6 Greater moon’s hand +1 level of divine spellcasting class
10th +7 +7 3 +7 Moonfire +1 level of divine spellcasting cliss
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stormlord

Talos the Destroyer emhodies the uncanng and destructive forces of
nature that may strike at any time Stormlords are the chief agents of

the Destroyer’s wrach, inflicting destructive rampages wherever they
wander i arder to spread word of his
endless fury. Talos caves only that rhey
call up u storm or engage in 4 spectac-
ular act of violence every tenday or so.

Maost stormlords clerics,
druids, or cleric/sorcerers, although
other cliss combinations, particularly
those including fighter or even bar-
barian, are not unknown. Wizards
have their own means of destroying
things, and bards rarely can generate
enough force with their spells to be
considered warthy by the Destroyer.

Stormlords often live as hrigands,
indulging their personal desires for
wealth, food, luxury irems, and
wanton behavior as they crave
random, spectacular acrs of vialence.
They often pose as lunatics, in order
to spread the word of Talos; and oth-
erwise adopt disguises m order to
scout out rich prizes to strike at.

Hit Die: d8.

ire

REQUIREMENTS

To qualify ro become a stormlord, a
character must fulfill the following
criteria.

Base Bave Bonus: Fort +4.

Feats: Endurance, Great Forritude,
Weapon Focus (any spear or javelin )

Bpells: Ability to cast 3rd-level
divine spells,

Patron: Talos,

The class skills of a stormlord Gand the key ability for each skill ) are
Concentration (Con), Disguise (Chal, Gather Information (Chal,

TABRLE 4—17: THE STORMLORD

Class Base Fort Ref Will
Level Attack Bonus  Save Bave Bave
1st +0 +1 +0 +2
Ind 1 +3 +0 +3
3rd +2 +3 1 +3
4th +3 +3 +1 3
Tth +3 +4 +1 +4
6th -4 iy +2 +5
Tth +F +¥ +2 o7
fth 6 +6 +2 +G
Sch +6 v 3 +6
10th +7 +7 +3 7

Special

Electricity resistance 10

Shock weapon

Storm walk

Electricity resistance 15

Thundering weapon

Storm ride

Electricity resistance 20

/Shocking burst weapon

Elecrricity resistance 30
* Elemental conflagration

Intimidate (Cha), Knowledge (nature) (Int), Knowledge (_'rs:ligioli I}
{Int), Swim (Ser), and. Wilderness Lore (Wis) S¢e Chapter 4 of the
Player's Handbook for skill descriptions.

Skill Points ot Each Level: 2 + Int modifier.

CrAsSS FEATURES

The following are class features of
the stormlord prestige class,

Weapon and Armor Proficiency:
A stormlord gains no weapon or
armor proficiencies.

Spells per Day: At each storm- |
lord level, the character gaing new
spells per day as if he had also
gained a level in a divine spellcast-
ing ‘class to which he belonged
before adding the prestige class
level. He does not, however, gain
any other benefit a character of
that class would have gained
(improved chance of turming or
destroying  undead, additional
favored enemies, and so on). If the
character had more than one diving
spelleasting class before becoming a

stormlord, the player must decide to
which class to add eaeh stormlord
level for the purpose of determining
spells per day and spells known. .

Electricity Resistance (Ex} As the
stormlord. gains levels in this pres-
tige class, he becomes increasingly
resistant torelectrical encrgy, gaining
electricity resistance in the amount
given on the table

Shock Weapon (Su) At 2nd level, I
any spear or javelin used by a storm-
lord 15 treated as a shock weapon,

Special: The character must have Stormiord The wedapon loses this ability 1 round i
been hit by a bolt of lightning, whether a natural bolt or one after leaving the hand of the stormlord. ]' .
created by magic, and survived, Storm Walk (Ex} At 3rd level, & stormlord (and his mount, if

. any) can walk or ride through storms (natural or magical) at his reg- 4
. ular movement rate, completely unaffected by high winds (including i
CLASS SKILLS giost of wind ], pounding precipitation or waves, objects driven by the l

wind (which always seem to miss him}, gréat claps of thunder, natu-
ral balts of lightning, or any other natural symptom of Talos's fury.

Spells per Day

+1 level of divine spellcasting class
1 4evel of divine spelleasting class
+1 level of divine spellcasting class
+1 level of divine spellcastipg class
+1 level of divine spellcasting clags
+1 level of divine spellcasting class
+1 level of divine spellcasting class
+1 level of divine spellcasting class
+1 level of divine spellcasting class
+1 level of divine spellcasting class
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Thundering Weapon (Bu) At Fth level, any spear or javelin a
stormlord vses is treated as a thumdering weapon. The weapon
loses this ability 1 round afrer leaving the hand of the stormlord.
I'ts effects stack with the stormlord’s sheck weapon ability.

Srorm Ride (Sp). At 6th level, a stormlord gains the ability to
fly during any storm a5 if wsing the fy spell. Adverse wind con-
ditions do not affect him; for example, even hurricane-force
winds cannot knock him down or blow him away when flying.

Shocking Burst Weapon (Su) At Bth level, any spear or mvelin
used by a stormlord is treated as a shocking burst weapon. The weapon
loses this ability 1 round after leaving the hand of the stormiord. Its
effects stack with the stormlord's thuudering weapon ability.

Elemental Conflagration (8p). Upon reaching 10th level, a storm-
lord gams the ability to summon a
quartet of Huge elementals once

per tenday, These Four clementals
are stummoned as if using the
summon monster [X spell, except
that each elemental is of a differ-
ent type (air, earth, fire, water),

strifeleader

The Prince of Lies demands con-
trel by any means necessary.
Strifeleaders are the chief instru-
ments of the Dark Sun, ch:lrgud
with spreading the One True Way
of Cyric (as least the Prince of Lics
whispers it in  their minds)
through force and deception. They
spread strife and work murder
everywhere in order to make folk
fear and believe in Cyric.

Mest strifeleaders are clerics,
rogues, or bards Particularly
crafty fighters and barbarians
may become strifeleaders, but
characters of other classes rarely
pursue this path.

Strifeleaders are often found sup-
porting rulers with a taste for cruel-
ty and empire-building, They indulge
i intrigue m-every land so as to
spread strife everywhere withour
plunging realms into widespread war
and thus give worship to Tempus the
war deity. Most also spend thew time scheming against each other in an
endless struggle of cabal against cabal, with each strifeleader secking to
ineréase his persanal power,

Hit Die: dé.

REQUIREMENTS

Teo qualify to become u strifeleader, a character must fulfill the fol-
lowing criteria.

Skills: Disguise B ranks, BlufT 4 ranks, Intimidate 4 ranks, Speak
Language (Abyssal),

Feats: Iron Will, Spéll Focus (Illusion),
(longsword),

Spells: Ability to casr 3rd-level divine spells,

Patron: Cyric.

Special: The character must have single-handedly slain an illu-
sionist, a cleric of Cyric, or someone with the Spell Focus (Ilusion)
feat,

Weapon Focus

Strifeleader

CLASS SKILLS
The class skills of a strifeleader (and the key ability for each skill) are
Eluft (Cha), Concentration (Con), Diplomacy (Cha), Disguise (Cha,
Gather Informanon (Chaj, Hide (Dex), Innuendo (Wis) Intimidae
(Cha'l, Knewledge (religion) (Int), and Sense Motive (Wis) Sec Chapter
4 of the Player's Handbook for skill descriptions, g

Skill Points at Each Level; 7 + Int modificr.

CrLass FEATURES

The fellowing are class Fearures of the strifeleader prestige class,

Weapon and Armor Proficiency: A strifeleader gains no weapon
ar armor proficiencies.

Spells per Day/Spells Known: At
each imdicated strifcleader level, the
character gains new spells per day
(and spells knewn, i applicable) as if
he had also gained a level in a spell-
casting chiss to which he belonged
before adding the prestige class level
He does not, however, gain any other
benefit a charactér of that class would
have gained (improved chance of
turning or destroying undead, aodi
tional favored encmies, and do on). If
the character had more than one
spelleasting class before becoming a
strifeleader, the player must decide 10
which class to add cach strifelcader
level for the purpose of determming
spells per day and spells known,

Dominating Aura (Buk A strife-
leader is immune to fear (magical or
otherwise) Enemies within 20 feet
of a strifeleader suffir a -2 morale
penalty on saving throws against fear
effects, The radius of this aura
increases &t 4th and Tth levels

Poisan Use: Strifeleaders are skilled
in the use of poison and never risk
aceidentally poisoning themselves
when applying poison to a blade.

Skilled Prevarication (Ex} At 2nd
level, strifeleaders become skilled n
theart of telling lies. They get a +2 bonus
on Bloff and Intimidate cheécks. Morcover, strifeleaders gain a +4 honus
on saving throws against the spells discers Jier and zone of trufh

Bneak Attack: Starting at 3rd level, if a strifeleader can catch an
opponent when she i5 unable to defend hersell effectively from his
attack, he can serike a vital spot for extra damage. Basically, any rime
the strifeleader's target would be denied her Dexterity bonus to AC
(whether she actually has a Dexterity bonus er not), the strifeleader
‘s attack deals +1d6 points of damage. This extra damage increases hy
+1d6 points at 6th and 9th level Should the strifeleader score & enit-
ical hit with a sneak ateack, this extra damage is nor multiplied It
tukes precision and penctration to hit a vital spot, so ranged attacks
can only count as sneak artacks if the targer s 30 feet away or less

With a sap or an unarmed strike, the strifeleader 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 in o
sncak attack, not even with the usual —4 penalty, because he must
make optimal use of his weapon in-order o execute the sneak attack

A strifeleader can only sneak attack living creatures with dis-
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i cernible unatomies—undead, construces, oozes, plants, and incorpore-
3 &l creatures lack vital areas to attack. Additionally, any creature
;* immune to tritical hits is similarly immune to sneak artcks, Also,
& thestrifeleader must also be able to see the target well encugh to pick
< oot a viral spot and must be able to reach a vital spot. The strifeleader
& cannot sneak attack while striking at a creature with concealment or
by striking the limbs of a creature whose vitals are beyond reach

If a strifeleader gets a sneak attack bonus from another source
(such as roguc levels), the bonuses to damage stack.

Mlusions: Beginning at Tth level, the serifeleader adds the spells
Lhast sownd, fnvisibility, miner intage, mirror image, mayor image,
phantasmal killer, and silent image to his spell list. The spells
become clerical spells at the same levels they are on the
Sor/Wiz, list (so the strifeleader may prepare inrvisihil-
iy s 2 2nd-level cletic spell) >

Death Attack (Ex) Starting at 8th level, if the
strifeleader studies his victim for 3 rounds and then
mitkes 4 sneak attack with a melee weapon that
successfully deals damage, the sneak
attack has the additional effect of
possibly either paralyzing of killing
the target (strifeleader’s choicel,
While studying the victim, the strife-
leader can tindertike other actions as long s his atten-
tion stays focused on the target and the target does not
detect the strifeleader or recognize him 85 an enemy.
If the victim of such an attack fails her Fort saving
throw (DC 10 +the strifeleader’s class level + the strife-
leader’s Intelligence modifier ) against the kill effect; she dies
If the saving throw fails against the paralysis effect, the
victint's mund and body become enervated, rendermg her com-
pletely helpless and unable to act for 1d6 rounds plus 1 round
per level of the strifeleader. IF the victim’s saving throw sue
ceeds, the attack is just 4 normal sneak attack, Once the strife
leader has completed the 3 rounds of study, he must make the
death attack within the next 3 rounds If a death attack
artempeed and fails (the victim toakes her save ) or 1f the strife-
leader does not launch the attack within 3 rounds
of completing the study, 3 new rounds of study
are required before he can attempr another death attack.

Greater Death Attack (Ex) At 10th level, the DC for the strifc-
leader’s death attack (whether to kill or paralyze ) increases by +4.

sword pancer -

Eilistrace the Dark Maiden encourages drow to return to the surface
world and reestablish themsclves s rightful, nonevil inhabitants of the
Night Above. Although they need not be drow themselves, sword dancers
are gxpected to lead that migratien and work to promote harmeony
Between drow and surface-dwelling races. They nurture beauty, music,

Sword dancer
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TasLe +— 18! THE STRIFELEADER
Class Base Fort Refl Will
Level Artack Bonus  Save Save Bave Special Spells per Day
1st +0 +2 +0 +2 Dominating aura 20 fect, poison use  +1 level of existing class
nd +1 +3 +Q +3 Skilled prevarication +1 level of existing class
Ird +2 A3 +1 +3 Sneak attack +1d6 —
4th +3 +4 +1 ++ Dominating aura 30 feet +1 level of existing class
Tth 3 14 1 4 lusions 1 level of existing class
6th 4 +5 +2 <5 Sneak attack +2d6 -
Tth +F +5 +2 +¥ Dominating aura 40 feet +1 level of existing class
Bth +6 6 #1 0 Death attack +1 fevel of existing class
9th +6 6 +3 +6 Sneak attack +3d6 —
10th #7 +7 +3 +7 Greater death attack +1 level of existing class

the craft of making musical mstrements, and song whercver they
find it, assist hunters and hunting, and help others in acts of kindness
whenever they see ways to do so.

Most sword dancers are clerics, cleric/fighters, or cleric/bards.
Orther class combinations, particularly those including ranger, rogue,
and sorcerer, are somewhat less
common. Barbarians and wizards
rarely become sword dancers. Drow
and half-drow are by far the most
common races to adopt the sword
dancer class, but other races, partic-
¢ wlarly half-elves, humans, and sur-
0% fape elves, venerate the Dark

-l Maiden as well,

= Sword dancers wstally dwell tegether in

dwell. Most frequent woodland glades where they gather to
dance, sing, and engage in swerdplay under the light of the moon.
Hit Die: dE.

REQUIREMENTS

Te qualify to become a sword dancer, a character must
fulfill the following criteria.

Race: Elf or half-clf,

Gender: Female.

Base Attack Bonus: +7.

8killss Diplomacy ¥ ranks, Perform 7 ranks
Gneludes dance and smgmg), Speak Language
[Elven and Undercommon’l,

Feats: Dodge, Expertise, Skill Focus
(Perform), Weapon Focus (any sword ).
Spells: Abiliry to cast Tnd-level divine spelis.

Patron: Eilistrace.

Special: The character must have seen the
sun rise at least once and spent at least one con-
tiuous month living on the surface (without

entering the Underdark), dancing each
night under the light of the moon.

CLASS SKILLS ’
The class skills of a sword dapcer {and the key ability for each skill | are
Balance (Dex’l, Concentration (Con’l, Craft (Tnt), Diplomacy (Chall, Hide
(Dex), Knowledge (History) (Int), Knowledge (Local) (Int), Knowl-
edge (Nature) (Int), Knowledge (Religion) (Int), Listen (Wis), Move
Silently (Dex), Perform (Chal, Tumble (Dex), and Wilderness Lore
(Wis ). See Chapter 4 of the Player’s Handbook for skill descriptions.

¥

Skill Pamnts Per Level: 2 + Int modifier.

small groups i places where other elven races might
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Class Base Fort Ref Will
Level Attack Bonus  Save Save Save Special Spells per Day
1st +0 +Q +2 #0 Low-light vision, sword song +1 level of existing class
2nd +1 +0 +3 0 Moaonlighss +1 level of existing class
Ird +2 +1 3 o ) Sword dance +1 level of existirig class .
4th +3 +1 4 +1 Mability +1 level of existing class ~
ith +3 +1 +4 1 Maiden’s sword i1 level of exisring class
fith wid +2 ¥ +2 Lesser spellsong +1 level of existing class
Tth +F +1 7 F2 Spring Attack +1 level of existing class
Bth i +2 " 4§ +21 Spellsong +1 level of existing class
Jth 6 #3. " 46 +3 +1 level of existing class
10th +7 <3 +7 +3 Sword shicld +1 level of exsting ¢lass

CLASS FEATURES

The following are class features of the sword dancer prestige class.

Weapon and Armor Froficiency: A sword dancer gains no weapon
or armor proficiencies. A sword danecer that wears medium or heavy
armor or carrics or wears a shield cannot use any of her special abil-
ities, and a sword dancer wearing only light armor must succeed at
an arcane spell Falure roll in order to use any of her spell-like or
supernatural abilities granted by this prestige class (nor including
spellcasting )

Spells per Day/Spells Known: At each sword dancer level, the char-
acter gains new spells per day (and spells known, if applicable) as if she
had also gained a level in a spellcasting class to which she belonged
before adding the prestige class level. She does not, however, gain any
other benefit a chiracter of that class would have gained (such asan
improved chance of turning or rebuking undead). If the charscter had
more than one spellcasting class before becoming a sword dancer, the
player must decide to which class to add cach sword dancer level for
the purpose of determining spells pér day and spells known.

Low-Light Vision (Ex}) All sword dancers have low-light vision.

Sword Seng (Su) A sword dancer can attune herself to a partico-
lar sword (magical or not), 4 process that takes one tenday, During
this time she. must be wearing or holding the sword for ar least 8
hours each day, and f mterrupted she must start agam. She may
only be attuned in this fashion to ene sword at a time. Beginning the
process of attuning another sword negates the ability of the cur-
rently attuncd sword. Once attuned to this sword, whenever she
wiclds 1t the sword sings heroic songs, granting her @ +2 morale
bonus on attack and damiage rolls with the sword and a +3 morale
honus on mt‘ing throws against mind-affecting spells and effects
Tiys ability is a sonic, mind-affecting effect, and can be psed for a
maximum number of rounds per day equal to her ‘class level plus her
Charisma madifier. IF this ability is applied to a dawcing sword, the
dancing sword gains the attack and damage bonus, but the saving
throw bonus still applies to the sword dancer.

Moonlights (Su) Beginning at 2nd level, at will and as a frec
action a sword dancer can ereate small lights equal to those produced
by the duncimg lights spell. These lights are under the control of the
sword dancer but cannot move more than ¥ feet from her body. The
sword dancer can haye n existence 2 number of lights cqual to her
class level.

Sword Dance (8u): At 3rd level, a sward dancer can attune herselfl
to a particular sword (which may be the same sword as her singing
sword)) in the process described above. Once attuned to the sword, she
may use it as if it had the dancing property, She may use this abali-
ty & number of times per day equal to her class level,

Mobility: The sword dancer gains the Mebility feat at 4th level.

Maiden's Sword (Su}: At Fth level, a sword dancer gains the abil-
ity to craft magic swords s if she had the Craft Magic Arms and
Armor feat. This ability only works on her attuned swords, but the
magic abilities given to the sword persist even if she loses her attpne-

ment to the sword. She may add any properties (including enhance-
ment bonuses) to a sword as long as she meets the property’s other
prerequisites.

Lesser Spellsong (Su): At Gth level, a sword dancer gains the ahil-
ity to spontancously cast prepared cleric spells of 3rd level or lower
a5 any of her domain spells, just as a good cléric spontaneously casts
prepared cleric spells as cure wwonnds spells. Any spells she casts
this manner always have a verbal component in addition to their
normal components, For example, a sword dancer with access to the
Moon domain whe has prepared divine faver (a 1st-level spell) may
lose divine faver in order to castfaem- fire (a Lst-level spell From
the Moon domain ), -

Spring Attack: The sword d.lnu:r gains the Spring Attack feat at
Tth level.

Spelimng (Su): At 8th level, the sword dancer’s lesser spellsong
ability expands ro include spontancous casting of cleric spells of up
to 6th level as domain spells.

Sword Shield (Su): At 10th level, as a [rec action a sword dancer may
command her dancing sword to fight in a defensive manner, taking a
penaity of up to —F on the sword’s artacks in order to add the same
number (up to 47 to her Armor Class as an armor bonus The changes
to the sword’s attack rolls and her Armor Class last until her next
action. She can only use this ability on one dancing sword ar a time.

techsmith

Faerin resounds with the measured cadence of blacksmiths hammer-
mg out their newest creation, the clitter-clack of tinkers cobbling
together the contents of & bin of junk to create something truly useful,
and the fizzing pops of chemicals as alchemists labor to create some
heretofove unseen form of artificial Life. At the head of this orchestra
of technological progress can be found the techsmiths of Gond, men
and women devoted to the development of new inventions and the
progression of achicvement in the name of the Wonderbringer.
Though hased in the Lantanese city of Illul, rechsmichs can be
found througheut the continent as advisors to rulers, 2s merchants
selling fantastic wares; and as builders and operators of small golems
tasked with taking care of unsightly municipal duties such as carmg
for large sewer systems or interring the dead. Theirs isa pnmu'l];-'
cosmopolitan pursuit, making techsmiths far more common in eities
than in pasroral regions. Most travel widely, however, both to share
their own treations and to monitor the creations of folk from all
corners of the known world, Because of their skill in building con:
structs, techsmiths are experts at demolishing them as well, and are
sometimes called into service to destroy dangerous things of that
type before they cavse too much harm. Techsmiths tend roward
extreme eccentricity, often concerning themselves with the solu-
tion of some mathematical formula far more than personal inter-
action with their companions. Slow te make friends with those:
who do not shate their obsession with mechanics and explosives
{in that order), it often has been said that a rechsmith’s anly true

r
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confidante is the golemlike construct known as a gondsman, who

serves as the techsmith's servant, assistant, and lriend
The techsmiths draw their ranks almost exclusively from the
clergy of Gorid, since the High Holy Crafthouse of Inspiration, where

the secrets of the techsmiths are mmparted to would-be membérs of

the ordef, does not accept applications from {ollowers of other

deities. Clerics of other gods who bestow the Craft domain upon their
followers (such as certain members of the gnomish and dwarven pan-
theon) occasionally convert to Gond worship in order to gain the

secrets of the rechsmiths It 15 smd thar this troubles the Wonder-

bringer but little, as the end result pronuses interesting creations

from headstrong inventors.

Those techsmiths who do not adventure often attempt to profit

[rom their proprictary knowledge by creating smokepowwder
weapons and bombs and selling them to the highest hidder,
Unscrupulous techsmiths seek out conflict that they
might profit from both sides. Sueh individuals are
a good source of explosives, firearms, and
new myventions, and do lucrative business
selling their goods to members of the
adventuring class. In larger cities with a
strong Gondian presence, they may
Form a guild, but mest wark alone

Hit Die: dé.

REQUIREMENTS

To qualify to become a tech-
smith, o character must fulfill all
the following criteria.

Skills: Crafr (armorsmithing,
blacksmithing, metalworking,
or weaponsmithing) ? ranks.

Feats: Craft Wondrous Item,
8kill Focus (Craft [armorsmithing,
hlacksmithing, metalworking, or weapon-
smithmg ] )

Spells: Ability to cast meisor creatio

FPatron: Gond,

Special: Must visit the High
Holy Crafthouse of Inspiration in
the city of IHuol on the island of
Lantan.

CL.ASS SKILLS

The techsmith class skills (and the
key ability for each skill) are Alche-
my (Int), Appraise (Int), Concentration
{(Con ), Graft (Int), Disable Device (Int),
Enowledge (arcana) (Int), Knowledge (architecture and engineering)
(Int}, Knowledge (religion) (Int), Opeén Lock (Dex), Scry (Int), and
Spelleraft (Int). See Chapter 4 of the Player’s Handbook Tor gkill
deseriptions,

8kill Points at Fach Level 4 + Int modifier,

CLASS FEATURES
The following are ¢lass Features of the techsmith prestige class,
Weapon and Armor Proficiency: Techsmiths are proficient with
all simple weapons, and gain the feat Exotic Weapon Proficiency
(firearms} if they do not already have it '
Spells per Day/Spells Known: At each techsmith level, the char

acter gains new spells per day {(and spells known, if applicable) as if

Techimirh

he had also gained a level in a spelleasting class to which he belonged
before adding the prestige class level. He does not, however, gain any
other benefit a characteér of that ¢lass would have gained (improved
chanee of turning or destroying undead, metamagic or item creation
feats, and so on’L If the character had more than one spellcasting
class before becoming o techamath, the player must deécide o which
class to add each techsmuth level for the purpose of determuning
spells per day and spells known.

Gondsman (Ex): Upon becoming a techsmith, the character
may construct a gondsman—a loval mechamical warrior, assistant,
bodyguard, and Friend. This gondsman costs the techsmith noth- ?
ing, for it is assumed that in the time before becoming a techsmith
he has been researching and working on parts of the gondsman in
his spare time.

A gondsman is a construct, is made

of metal and wood (and is therefore vul-
nerable to ateacks such a3 warp wosd and
reciting grasp) The techsmith can create a ?
gondsman in one of two sizes: Small (Str 13, Dex
14, Con —, Int 4, Wis- 13, Cha 6) or Medium-size (Str
15, Dex 12, Con =, Int 4, Wis 13, Cha 6, or
A pondsman has a +¥ natural armor,
newutral alignment, d10s for Hir Dice,
and Hit Dice equal to the techsmith’s
class level + 3, It has a slam attack
that deals 1d8 peints of base damage.
A new pondsman has no equipment
but can use any equipment Appropri-
ate for its size.

As the techsmith gains a level,
the gondeman also increases in abili-
ty by gaining a Hit Die, Following the
rules for constructs in the Mowster
Manwal, the gondsmard gans the

normal improvements for a con-
stroct that adds a Hir Die: 1d10 bt
pounts, attack bonus as cleric, poor
base save bonus improvement. In
addition, each time the techsmith
gains a level, he may add an upgrade
to his gondsman, selecting From the
following options: ;
* ¥1 Strength
* +1 Dexterity 4
* +1 to base attack bonus
* +1 to one save |

* +1 to existng natural armor
bonus |l
A gondsman shares a special bond

with its creator, similar to the relation-
ship between a sorcerer and his familiar, The construct and creatar
share an empathic link to a distance of one mile. The techsmith :u
cannot sec through the gondsman's eyes, but they can communicate
telepathically, Even the most intelligent and personable gondsmen
tend to see the world through- somewhat detached, mechanical per-
spective, so misunderstandings are possible. This empathic link is a
supernatural ability. P

Because of the empathic link between the gondsman and the tech-
smith, the techsmith has the same connection toa place or item that
the gondsman does,

Should a gondsman be damaged, the techsmith can repair it using
artisan’s tools at 4 rate of 1 hit point per hour. Alternadively, the
mending spell can restore 1 hit point. Since constructs are creatures,
cure spells affect it normally. .

If & gondsman 1s redoced to © hit points, it is destrayed.

D (AN, o
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| Class Base Fort Ref Will
K Laevel Attack Bonus  Save Bave Save Special Spells per Day
i 1st +0 +2 +0 +2 Gondsman +1 level of existing class
i’ 2nd +1 +3 +0 +3 Technical knack +2 +1 level of existing class
3rd +1 +3 +1 #3 New domain “+1 level of existing class
) 4th +2 e +1 +& Construdt sense +1 level of existing class
ith ¢ #2 i +1 o Technical knack +4 +1 level of existing class
! &th +3 +7 +2 +F Golembane +1 level of existing class
I 7th +3 +F | +2 +¥ Improved critical +1 level of existing class
8th + v +21 +6 Technical knack +6 +1 level of existing class
9th -4 ] +3 +fi Explosive obsession +1 level of existing class
10th o5 +7 +3 +7 Golemsmire +1 level of existing class

Should a gondsman be destroyed, the techsmith may construct
ﬂ another: Constructing a replacement gondsman costs 00 gp per Hit
Die and takes 1 day for every 1,000 gp value of the gondsman (as if’
1 the techsmith were creating a magic itemi) For example, a 6th level
techsmith wishing to replace a 9 HD gondsmian would have to spend
4 4,500 gp and Tive days creating the gondsman,
[ Technical Knack (Ex} Techsmiths of a cercain skill level pick up
|L| ! @ technical knack, an innate familiarity with the workings of
. | mechanical gadgetry and science that allows them a +2 competence
I banus on all Alchemy, Appraise, Craft; Disable Device, Knowledge,
and Open Liock checks mvelving some sort of mechanical, techno-
logical, or explosive circumstance. This bonus mereases 1o +4 at Fth
level and +6 av 8th level.

New Domain: The techsmith may choose a new domain from
Gond's list of available domains (Craft, Earth, Fire, Knowledge, Metal,
and Planning). The techsmith receives the domain’s granted power and
may chonse the domain’s spells as domain spells. (The techsmith now
has three choices each level for domain spells instead of two.) A tech-
smith thar has no cleric levels gams no spells or spell slots from this
ablity, but gains the pranted power of the domain he chooses,

{ Construct Sense (Su): Techsmiths of 3rd level or higher can com-
mumgcate telepathically with any construct within 60 feer. They may

; m—

Techsmiths develop gondsmen to suit their needs and wants.

- . sample gondsmen

make 1 Spot check (DC 17) to recognize a construct for what it 18

Golembane (Ex): Because of his superior knowledpe of construets,
a techsmith can combat a golem (or any construct) with weapons or
anarmed attacks as if it had no damage reduction. After watching o
construct in action for 1 reund, he knows what spells it is particu-
larly vulnerable or immune to.

Improved Critical (Ex) Because of his stud} of metals and other
crafting materials, a techsmith knows how to best utilize any
weapon and find the weak spots of any armer. Any weapon he uses
threatens critical hits as if he had the Improved Critical feat.

Explosive Obsession (Ex): Due to their familiarity with the mori-
cacies of smokepowder, techsmiths of 9th level or higher may create
enhanced bombs. These powerful explosives operate exactly ‘as
described under Renaissance Grenadelike Weapons in Chapter 6 in
the Dungean Master's Gride, except that they deal 2d8 paints of
damage and have a blast radius of 15 feet, Crafting such a botab
casts $0 gp in raw materials and requires 2 hours.

Golemsmite (Ex) Upon reaching 10th level, a techsmith i5 4
lethal foe to any opposing constructs, If the techsmith makes a
critical hit with a melee weapon against a construct of any type,
it 15 immediately destroyed, as if the techsmith wer'c using & mace
of smiftng,

‘® Clang: Gondsman; CR —; Medium-size construct; HD 4d10;

The Fth level techamith’s gondsman, helow, emphasizes offense #  hp 27; Init +1; Spd 30 tt; AC 16 (touch 11, flac-footed 177 Atk

F with its + 3 Strength and +1 attack increases,

The 11 HD gondsman, below, shows a defensive approach with
natural armor incrgased by +4 and saving throws sach increased by +1.
iq All gondsmen share construcr trairs:

Congtruct Traits: Immune to mind-nfloencing effects
(charms, compulsions, phantasms, patterys; and morale effects),
anid to pojson, sleep, paralysis, stunning, disease, death effects,
necromantic effects, and any effect that requires a Fort save
unless it alss works on ‘objects; cannot heal damage (though
regeneration and fast healing &ill apply, if presenc), not subject
to critical hies, subdual damage, abilicy damage, ahility drain, or
energy dran; not at risk of death from massive damage, but
destroved when reduced to O hut points or less; cannot-be raised or
resurrected; darkvision 60 fe

A Istievel rechsmith’s 4 HD gondsman:

+7 melee (1d8+3, slam); SQ Construct traits; AL I, 8V Fort <1,
Ref 42, Will 42; Str 15, Dex 12,:Con —, Int 4, Wis 13, Cha 6.
A'5th level techsmith’s 8 HD gondsman:

2 Wrath's Hummer: Gondsfhan; CR —; Medium-size construct,
HD 8d10+; hp 44; Init +1; Spd 30 ft; AC 16 (touch 11, flac-footed
15% Atk +11/+6 melee (1d8+4, slam); Face/Redch T fr. % 5 Fo/f fry
50 _construct traits; AL X; 5V Fort +2, Ref +3, Wiil +3; Str 18,
Dex 1".‘.,Cnn— Int 4, Wis 13, Cha &

An Bth level techsmith's 11 HD gondsmuan:

#Fairshield: Gondsman; CR —; Small construce; HD 11410, hp
60; Init +2; Spd 20 ftz AC 23 (touch 13, flat-footed 20% Atk
+10/+F melee (1d¥+1, slam )y S0 Construct traits; AL N; 8V Forr
+4, Ref +6, Will +3; Str 13, Dex'14, Con —, Int 4, Wis 13, Cha 6.

Skitls and Fears: Hide +6. i .

- *—
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waveservant
Umberlee is widely feared by all who make their living from the sea,
ani those who trespass her domain had best pay tribute to aveid her
wrath. Waveservants serve the Bicch Queen as both rribute gather-
ers and enforcers

Mpst waveservants are clerigs, rangers, or cleric/rangers. Some-
times a wizard or sorcerer with a fondness-for water magic becomes
a waveservant, 4 few drond/wavescrvants are known, and some bar-
barian tribes venerate the Birch Queen and have barbarian (waveser-
vant members nearly as temperamental as the goddess herself.

Waveservants are psually loners. Some dwell on storm-swept islands
and coasts, while others spend their whole lives aboard ships. Many
make their living as puates, attacking merchant ships that do not make
sufficient offerings to their god
dess. They rarcly venture Far
from large bodies of water

Hit Die: (8,

REQUIREMENTS
To gualify to become a
Wwavescrvant, a character must
fulfill the Following criteria,

Base Attack Bonus; +7.

Skills: Intimidate 4 ranks,
Imtwt Direction 3  ranks,
Knm\'l.vdgn (nature) 4 ranks,
Speak Language (Agquan),
Bwim 4 ranks.

Feats: Endurance, Weapon
Focus (trident &

Bpells: Ability to cast 2nd.
level divine spells Cleérics who
wish re become waveservanes
must have access to the Ocean
domain

Patron: Umberlee.

Special: The character must
have made peacefnl contact
with & water clemental, an evil
creature  of type outsider
[water |, or an evil aguatic crea-
ture; the creature must have
had at least 6 Hit Dice and the
character must have commu-
micated with it using a lan-
guage oF magi.

CrL.ass SKILLs
The class skills-of @ waveservent (anid the key ability for each skill)
are Animal Empathy (Cha), Concentration (Int), Craft (Int), Heal
(Wis ), Intuit Direction (Wis), Jump (Ser ), Knowledge (nature ) (Inc),
Knowledge (religion) (Int), Profession (Wisl, Swim (Str), and
Wilderness Lore (Wis), See Chapter 4 of the Player’s Handbook for
skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

CrLAsS FEATURES
The i'ﬂll(w.'ing are class features of the waveservant prestige class,
Weapon and Armor Proficiency: A waveservant gains no weapon
or armor proficiencies.

Wagerervans

Spells per Day/Spells Known: At cach waveservant devel, the
character gains new spells per day (and spells known, if applicable)
ab if she had also gained a level in a spellcasting class to which she
belonged before adding the prestige class level, She does not, howey-
er, gain any other benefit a character of that class would have gained
{improved chance of turmng or destrovug undead, metamagic or
item creation feats, and so onl If the character had more than one
spelleasting class before becoming a waveservant, the player must
decide to which class to add each waveservant level for the purpose
af determining spells per day and spells known.

Ocean Spells: A waveservant can prepare any spell from the
Ocean domain as if it were on his diving spell list. The spell uses a
spell slot of a level equal to its level in the Ocean domain list. For
instance, a ranger/waveservant could prepare ewdure edements a5 a
Lst level ranger spell

Water Breathing (Ex} A
waveservant can breathe
water as easily as air, and gains
a swim speed of 30 feer. Like
all creatures: with a swim
speed, waveservants do not
need to make Swim checks to
move through the water at
their swim speed. They have a
+8 bonus on all Swim checks to
perform some special action
or avold a hazard. They can
always choose to take 10 on
Swim checks even if rushed or
threatenced, They can use the
ran action while swimming
provided they swim in a
straighe line.

Drowned Legion: Waveser-
vants with the ability to
rebuke undead gain a +% to
their turning damage roll
whenever they or the targeted
undead arc at half
immersed i water,

Freedom of Movement
(Ex)Y At 2nd level, waveser-
vants nor-
mally while underwater as if
they were under the effects of
a freedom of movement spell.
They may also cast spells

unthindered when underwater.
Restrictions not directly related to the water (such as a wed spell
cast into the water ) are not thwarted by this ability.

Aquatic Servants (Su): At 3rd level, a waveservant gains the abil-
ity to rebuke or command aquatic ereatures; This ability works just
like an evil cleric rebuking or commanding undead, but uses the
waveservant’s class level to determince the effect of the rebuke
attempt. The waveservant may use this ability a number of times
per day equal to 3 + her Charisma modifier.

Suhoagin Rage (Ex} Beginning at 3rd level, a wavesgrvant can call
upen the inhuman bloodlust of the sahuagin, entering a rage exactly
the same as that of a barbarian, She may do this once per day,

Deep Sight (Ex) At 4th level, a waveservant can see underwater
as if she had darkvision and low-light vision.

Nose of the Shark (Ex): At 4th level, the waveservant gains che
keen scent ahility of a shark whenever she is within the water, She
can detect créatures that are within the water within 180 fr. and can
detect bload in the water at ranges of up to one mile.

least

move and attack
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TABLE 4—21: THE WAVESERVANT

Class Base Fort Ref Wwill
Level Attack Bonus  Save Save Save Special 8pells per Day
1st +0 32 +0 +2 Ocean spells, +1 level of divine spellcasting class

. water breathing, drowned legion i
nd +1 =3 +0 +3 Freedom of movement +1 level of divine spellcasting class
3rd +2 +3 +1 +3 Aquatic servants, sahuagin rage +1 level of divine spellcasting class
ath o3 +4 +1 +4 Deep sight, nose of the shark +1 level of divine spelleasting class
Sth +3 +4 +1 ++ Jellyfish poison +1 level of divine spellcasting class
fith o +F " . 42 +F Tremorsense +1 level of divine spellcasting class
7th +¥ +F #2 5 +1 Jevel of divine spellcasting class
Bth +6 +6 +2 +6 Jellyfish rentacles +1 level of divine spelleasting class
9th +6 +6 3 +f Arms of the octopus +1 levelof divine spellcasting class
10th +7 +7 +3 #7 Jellyfish body +1 level of divine spellcasting class

Jellyfish Poison (Su} At $th level, the waveservant canses thousands
of tiny powsoned nearly mvisible barks to grow from her Face and
hands, With a touch attack, she may inject poson through these barbs
into the body of a targer creature. The poson (Fort DC 10 + 1/2 class
level = Wisdom bonus) deals 1d6 points of initizl and secondary
Strength damage. The waveservant can use the barbs to make mulniple
poisan attacks as long as they remain. The barbs may be invoked once
per day, remain on the waveservant’s skin for up to 1 minute per class
Tevel, and can be dismissed as a free action. The poison cannot he
removed {rom the character’s skin or the barbs and stored for later use.

Tremorsense (Ex)} At 6th level, a waveservant becomes so
attuned to the vibrations of water that she effectively has the
tremotsense ability in regard to ¢reatures within or touching the
body af water she 15 in, For example, if she were in an underground
lake, she would know the exacr location of an invisible rogue swim-
ming through the lake toward her, but would not havenny unusual
abulity to locate the invisible sorcerer flying above her. The range of
this ability 15 60 feet.

Jellyfish Tentacles (Su): At 8th level, when in water, the waveser-
vant gams the ability to transferm her arms into dozens of spindly
translucent tentacles, all bearing poisoned barbs. The tentacles have
a reach of 10 feer. The waveservant may attempt a touch artack
with the tentacles, with a successful touch attack meaning the target
is subject to the effects of jellyfish poison (see above ). If used cutside
of water, the tentacles hang to the ground, have a maximum reach
of ¥ feet, and can only affect creatures that step on them,

Arttacks with melee weapons against tentacles are made against

AC 10, deal only 1 point of damage to the waveservant, and sever a
single tentacle with each hit, but there are so many strands and they
regrow so quickly that these artacks are almost entirely mefTective,
Attacks with ranged weapons deal no damage. Area artacks affect
the tentacles (and the waveservant) normally.
While her arms are transformed inte tentacles, she may not cast
spells with anything other than verbal components, she cannot
manipulate objects, and any magic items worn on her hands or arms
are temporarily absorbed and cease Functioning while this ahility is
active, Transforming her arms back to normal is a free action, She
may use this ability for a number of rounds per day equal to her
class level plus her Charisma modifier.

Arms of the Octopus (Su): At 9th level, the waveservant gains the
ability to transform her arms into long suckered and barbed tenta-
cles with 10 foot reach. She may attack with these arms as if they
were natural weapons for her, and attacks in this manner do not draw
attacks of opportunity. A tentacle deals 1d4 points of damage plus
the waveservant’s Strength bonus. A successful attack with a tentacle
allows the waveservant to immediately attempt a grapple without
having to make a touch attack or provoking an attack of opportuni-
ty. A waveservant that has grappled an opponent cin choose to gon-

#

strict her opponent with a successful grapple arrack, auromatically
dealing 2d4 points plus Strength bonus of normal damage.
While her arms are transformed into tentacles, she may not cast
spells with anything other than verbal components, her effective
Dexterity for manipulating objects is 6, and agy magic items worn
on her hands or arms are temporarily absorbed and cease function-
ing while this ability is active. Transforming her arms back to
normal is a free action, She may use this ability for a number of
rounds per day equal to her.class level plus her Charisma modifier,
Jellyfish Body (Su): At 10th level, a waveservant's body undergoes
a radical transformation. Her bones and internal ergans soften and
diffuse, leaving only her skin to define her shape. While this does
not greatly affece her appearance (her features soften somewhat) or
any of her other abilities, it does leave her body with no parts that
are more vulnerable than any other. In short, she has no discernahle
anatomy, and is therefore no longer subject to critical hits or sneak
attacks. Her type changes to aberration (aquatic).

wearer of purple

Wearers of purple are members of the Cult of the Dragon who
embrace the creation and veneration of the Sacred Ones, the great
dracoliches of Faeran. Members follow the teachings of Sammaster
the Mad, who prophesied that dragon dragons shall rule the world
entire. Organized into autonomous cells, Dragon Cultists collective-
ly sérve as an intelligence-gathering and communications network
for the evil dragons of Faeran and the Cult’s draceliches. Wearers
of purple are typically leaders of such Dragon Culr cells. They are
responsible For eracking evil dragons to their lair, of fering tribute to
evil dragons, convincing evil dragons to become dracoliches, prepar-
ing the necessary ritual compenents for the rranstormation, and
serving dracoliches once created: Most wearers of purple serve one
dracolich, although members of powerful cells may serve up to a
half & dozen Sacred Ones.

Most wearers of purple are clerics, wizards, wizards specializing in
the are of necromancy, or sorcerers. Those clerics whe do join the
ranks of the Dragon Cult are typically followers of Bane, Cyric, Gar-
gauth, Shar, Talona, er Velsharoon Although fighters and rogues
make up the bulk of the Cult's lower ranks, few non-spellcasters
ascend to leadership positions with the Cult of the Dragon.

Wearers of purple are wsually high-ranking members of a
Dragon Cult cell who work closely with fellow Cultists. Most are
either involved in weoing ene or more dragons to undergo the
transformation to undeath or serving one of the Sacred Ones
directly. Most rémain in ¢lose proximity to the lair of the dragon
that they serve except when coordinating with other cells or seek-
ing out other wyrms,

Hit Die: dd,
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REQUIREMENTS

To qualify to become a wearer of purple, a character must fulfill the
following criteria,

Alignment; Any evil.

Base Save Bonus: Will +7.

Skills: Alchemy ¥ ranks, Diplomacy # ranks, Knowledge (arcana)
8 ranks, Knowledge (local) 3 ranks, Speak Language (Draconic)

Feats: Iron Will, Spell Focus (Necromancy )

Spells: Able to cast at least one necromantic spell,

Special: The character must have made peaceful contact with an
evil true dragon or

dracolich,

LASS
KILLS

The class skills of a
wearer of purple (and
the key ability for each
skill} are Appraise (Int),
Diplomacy (Cha), Gather
Information (Cha), Knowl-
edge (arcana) (Int), Ride (Dex), and Scry
(Int). See Chapter 4 of the Player’s Hand-
bowk For skill descriptions. -

Skill Points at Each Level: 2 + Int modifier,

C1.Ass FEATURES
The fellowing are class Featurs of the wearer of
purple prestige class.

Weapon and Armor Proficiency: A wearer of
purple gains no weapon or armor proficiencies.

Spells per Day/Spells Known: At each wearer of
purple level, the character gains new spells per day
(and spells known, if applicable) as if he had also gained
a level in o spellcasting class to which he belonged before ©
adding the prestige class level, He does not, however, gain any
other benefit a character of that class would have gained
{improved chance of turning or destroying undead, metamagic or
item creation feats, and so on . If the character had more than on¢
spelleasting class before becoming a wearer of purple, the player
must decide to which ¢lass to add each wearer of purple level For the
purpose of determining spells per day and spells known,

Energy Resistance (Ex): Upon adopting the wearer of purple
class, the characrer gains a resistance T to oné.type of energy (com-
monly acid, cold, electricity, or fire), as described in Chapter 3 of the
Dungeon Master’s Guide, Most characters choose a resistance to the

TasLE 4—22: THE WEARER OF DURPLE

Tth +3 +2 +3 +3
8th +4 2 +2 +6
9th, +4 +3 +3 +
10th +7 43 &3 +7

Gth +3 +2 +2 +F i Ttem creation feat
Frightful presence
Paralyzing touch
Paralyzing paze
Rebuke sacred ones
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type of energy embodied in the breath weapon of the dragon or dra-
colich that they attend or expect to attend. At 3rd and Fth level, the
energy resistance increases to 10 and 15, respectively,

New Domain: At st level, the wearer of purple gains a domain
from the following list: Death, Evil, Scalykind. The character gains
the granted power of the new domain. A wearer of purple's class
level stacks with his cleric level Tor determuining the effects of these
three domain’s granted powers. If the wearer of purple has no cleric
levels, he doesn’t gain the domain spells, but wses his levels in this
prestige class to determine the granted power's effects.

Dracoride (Ex): Beginning at 2nd level, when riding any kind of
dragon, a wea-
rer of purple

' uses his normal

Ride skill score,
even If he chose a

nondraconic sort of
mount when he first
selected the Ride skill.
. In other words, he suf-
' fers no penaltics for

riding a “different” or
“very different™ mount when
rididg dragons.

Item Creation Feat; Ar 4th and 6th
level, the wearer of purple gains a
bonus feat from the follow-
g list: Brew Potion, Craft
Wondrons Item; Forge Ring,
The wearer of purple must

chosen feat.

Prightful FPresence (Ex):
Begmnning atr Trh level, a wearer
of purple tan unsettle Foes with
:-‘"- his mere presence, much like the
Sacred Ones he serves. The ability
takes effect automatically whenever
the character attacks or charges. Crea-
tures within a radius of 30 feet are sub-
ject to the effect if they have fewer HD than the charaeter.

Creatures may resist with a soccessful Will save (DC 10+ 1/2 class
lewel + Charisma modifier | Those that save are immune to the char-
acter’s frightful presence for ane day. On a failure, creatures with 4
ar fewer HD become panicked for 4d6 rounds and those with § or
more HD become shiken for 4dé rounds Dragons are immune to
this effect. ]

Paralyzing Touch (Su) Beginning ar Sth level, a creature
touched by a wearer of purple must make a Fort save (DC 10+ 1/2
class level + Charisma modifier) or be paralyzed for 2d6 rounds. A

Class - Basc . PFort Ref will \

Level Arttack Bonus  Save Save Save Special «  Spells per Day

Ist +0 +0 +Q +1 Energy resistance ¥, new domain T 41 level af existing class
2nd ¥l +0 +0 +3 Dracoride +1 level of existing class
3rd +1 41 +1 +3 Energy resistance 10 +1 level of existing class ~
4h £ +2 2 +1 -+ Item creation feat +1 level of cxisting class
v U +2 1 +1 +1 +4 Energy resistance 15 +1 level of existing class

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing clase
+1 level of existing class

meet all prerequisites for the
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successful saving throw agamst this effect does not confer any
immunity against subsequent attacks. The wearer of purple may uss
this touch attack a number of times per day equal to 1 + his Charis-
ma bonus (Of any), and must make a melee touch attack against his
opponent to use this ability, Once invoked, the ability is treated as
a touch spell, with the character “holding the charge” for the abil-

ity until it s vsed or dispersed,
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ers become windwalkers, bur other classes rarely follow this path.
Windwalkers are usually loners and rarely stay in any one loca-
tian for any length of time. Many make their living exploring new
caravan routes for merchant consortiums, Others simply live off
the land, rraveling far and wide acress the globe in search of new
vistas. A Fair number of windwalkers are attive adventurers, albeit

with a penchant for exploring far-off ruins in mysterious locales.

Paralyzing Gaze (Bu} Begumining Hit Die: dB.
at Jth level, sthe wearer of purple
may cause his eyes to glow, giving
him the ability to paralyze victims REQQTREI\‘TEI\TS

within 40 feer who fail a Forr save
(DC 10+ 1/2 ¢lass level + Charisma
modifier). If the saving throw is
successful, the target creature 18 for-
ever mmmune to the gaze of that
particular wearéer of purple. If it
fails, the victim i paralyzed for 1dé6
rounds, The wearcr of purple may
use this gaze attack a number of
times per day equal to 1 + his
Charisma bonus (if any L

Rebuke Sacred Ones (Su): Begin-
ning at 10th level, a wearer of
purple may use his rebuke undead
ability to rebuke a dragon or dracol-
ich. The cleric makes a rebuke
attempt as normal, except that his
range is 120 Feer and only affects
the targeted dragon or dracolich. A
dracolich's turn resistance does not
apply agamst this ability,

-

windwalker

The Rider of Winds teaches his
adherents to.ride the wind and let
it take them wherever it blows, so0
as to see the wonder of the world.
Some followers of Shaundakul
take this admonition literally,
learning to shape the winds with
their hands and ride them to lands
as yet unseen, In their travels,
windwalkers spread the reachings

of Shaundakul far and wide, lending = helping hand to those in
need and hlazing trails for those who follow. Many come to Myth

Findwalker

skill descriptions.

Drannor to drive the ¢vil outsiders fram the site of Shaundakul’s

greatest remple.

To qualify to become a windwalker,
a character mpst fulfill the follow-
ing criteria

Race: Human, half<lf, or air
genasi.

Base Attack Bonnas: +F.

Skills; Hide § ranks, Intuit Direc-
tion § ranks, Move Silently ¥ ranks,
Wilderness Lore 3 ranks.

Feats: Lightning Reflexes, Track,
Weapon Focus, (greatsword ),

Spells: Ability to cast divine
spells. Clerics who wish to become
windwalkers must have access to
the Air or Travel domain.

Patron: Shaundakul,

Special: The character must have
visited at least three different
regions in her lifetime. The charac-
ter must have flawn at least once
for an hour or more, whether by
means of magic or an aerial mount,

CLASS SKILLS

The class skills of a windwalker (and
the key ability for each skill) are
Climb (5tr), Concentration (Iut),
Diplomacy (Cha), Heal (Wis), Hide
(Dex’l, Intuit Direction (Wis), Jump
(Str), Knowledge (mature) (Int}
Knowledge {religion) (Int), Move
Silently (Dex) Ride (Dex), Search
(Int), Spot (Wis), Swim (Str), and

Wilderness Lore (Wis). Sce Chapter 4 of the Player's Handbook for

8kill Points at Each Level: 4 + Int madifier.

Most windwalkers are clerics or rangers. Some bards and sorcer-

TABLE 4—231. Tt WINDWALKER

Anphngy yawpy £g moppwayimpyy

Class Base Fort Ref Wwill }

Level Attack Bonus  Save Save Save Special Spells per Day

1st +1 +0 +0 +2 Air and Travel spells, soft fall  +1 level of divine spellcasting class
2nd +2 +0 +0 +3 Celd resistance ¥ +1 level of divine spelleasting class
3rd +3 <1 <1 +3 Portalsense, air walk +1 level of divine spellcasting class
4th + +1 +1 +4 Cold resistance 10 +1 level of divine spellcasting class
fth 5 +1 +1 -4 Smite fiend 1/day +1 level of divine spellcasting class
6th +6 +2 +2 31 Cold resistance 17 +1 level of divine spellcasting class
7th +7 +2 +2 +§ Windsong +1 level of divine spellcasting class
8th +8 +2 +2 +6 Cold resistance 20 +1 level of divine spelleasting class
9th +9 +3 +3. +6 Smite fiend 2/day +1 level af divine spellcasting class
10th +10 +3 +3 -+7 Ride the winds +1 level of divine spellcasting class




CLAss FEATURES

The fellowing are ¢lass features of the windwalker prestige class,

Weapon ahd Armor Proficiency: A windwalker gains no weapon
or armor proficiencies.

Spells per Day: At each windwalker level, the character gains new
spells-per day as if she had also gained a level in a divine spellcast-
" ing class to which she belonged before adding the prestige class level.
She dees not, however, gain any other benefit a character of that
class would have gained (such as an umproved chance of turning or
rebuking undead) If the character had more than one divine spell-
casting class before becoming a windwalker, the player must decide
to which class to add each windwalker level for the purpose of deter-
mining spells per day and spells known,

Air and Travel Spells A windwalker can preparc any spell from
the Air or Travel domains as if it were on her divine spell list. The
spell uses a spell slot of a level equal to its level in the Air or Travel
domain list. For instance, a ranger/windwalker could prepare sdserr-
smg mist as a lst level ranger spell,

Soft Fall (Su): A windwalker always receives somg support from
the winds, as if under the protection of i feather fail spell,

Cold Resistance (Ex): As the windwalker gains levels in this pres-
tige class, she hecomes increasingly resistant to cold, gaining cold
resistance in the amount listed on the table,

Porralsense (Su): A 3rd-level windwalker can use the spell axadyze
portal at will,

Air Walk (8a): A windwalker may afr walk ar will. -

Smite Fiend (Su): Once per day, beginnmg at Fth level, a wind-
walker may attempt to smite a fiend (evil outsider) with one nermal
melee attack. $he adds her Charisma bonus to the attack roll and
deals 1 extra pomnt of damage per class level I she accidentally
smites @ creature that sn't an evil outsider, the smite has no effect
but is still used up for the day. If she has a smite ability from anoth-
er class, she may use her smire abilities separately or combine them
into a single attack, if appropriate. At 9th level, she can use this abil-
ity twice per day,

Windseng (Su} A Fth-level windwalker can churn the air in a 30
foot radius fram herself, ereating a droning, roaring noise that dis-
rupts concentration and drowns out normal noise, Creatures within
the area of churning air (except the windwalker herself) must make
Concentration checks (DC 10 « 172 windwalker’s class level + wind-
walker's Charisma bonus) to cast spells.or perform any activity that
requires concentration. Creatures within 60 feet of the windwalker
are effectively dealened, although this deafness ends as soon as they
leave the area or the windsong stops. The windsong also acts as a
aind wall spell throughout its entire area, and functions as a coun-
tersong (a8 the bard ability) for all creatures within the zone of
churning air (the windwalker makes a class level check instead of a
Perform check). Maintaining the windsong requires coneentration
and the windwalker can only use the ability a rotal number of
rounds per day equal to her class level

Ride the Winds (Su} At 10th level, a windwalker gains a fly speed
of 100 ft. (good). -

Templute:
chosen of Bane

The Chosen of Bane are tyrants in every sense of the word, con-
sumed with the quest for absolute power. Hand-picked by the deity
of tyranny and fear, the Chosen of Bane are both charismatic and
filled with hate, preferring to dominate and instill fear in weaker
beings rather than convince them through kindness. They seek only
to rule with absolute, unchallenged authority every living and
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undead creature across the world. The Chosen of Bane appesr no
different from other creatures of their type.

The current Chosen of Bane i Fzoul Chembryl, the Tyrant of the
Moonsea, High Lord of the Zhentarim, and Lord of Zhentil Keep.
Most previous Chosen of Bane were turned into liches by Bane, and
at least 37 of these creftures were created in previous centuries
Before the Time of Troubles, the deaths of enly 10 baneliches had
ever been decumented; however, the Tyrantfog sent by Xvim is
believed to have destroyed most of the rest. Whether these liches
desire Fzoul's status as the Chosen of Bane is unknown.

Crem‘ing Qa
chosen of Bane

“Chosent of Bane” is & template that can be added to any humanoid
creature (referred to herealter as the “character”). A Chosen of Bane
uses the character’s statistics and special abilities except as noted
here, A Chosen of Bane only has its power at the will of Bane; should
the Black Lord decide to remove Chosen- status from the character,
he reverts to his erigmal abilities. Normally there is only one Chosen
of Bane ata time.

Special Qualities: A Chosen of Bane retains all specil qualities of
the character and also gains the following.

Bowus Spells (Sp) Constant—endure elements (acid, cold, electric-

iy, fire, sonic), mind plank, negative encrgy proteciion. At will—coms-

mand, entbrall. §/8ay—bjpuotiom, remove [ear, or cawie fear.
3fday—charm monsier, suggestion, 1iday—dominate monster, geas.
Damage Reduction (Ex): 10/+1. :
Immunities (Fx A Chosen of Bane s immnune to aging effects

and does not age. Bonuses still acerue, and the Chosen still dies of old

age when his time 15 up,

Summeon Death Tyrant (8p) A Chosen of Bane can magically
summon a death ryrant beholder as a full-round action as if using
summson monster X, He may usc this ability a number of times per
day cqual to his Charisma modifier,

Undead Shadow (Su): A Chosen of Bane can let his shadow roam
free as an undead shadow under his control. The Chosen remains in
telepathic contact with the shadow as long as he and it are on the
same planc. Shadows that it creates leave to become free-willed shad-
ows, The shadow has the same hit points as the Chosen (minus any
bonus hit points from Constitution) and is turned as a creature of the
Chesen’s Hit Dice (plus the shadow's turn resistance +21 If the
shadow 1s destroyed, the Chosen may create anether after one tenday.

Saves: Samie as the character.

Abilities: Tncrease Trom the character as follows Wisdom +72,
Charisma +10,

Skills: Same as the character.

PFeats: Same as the character.

Climate/Terrain: Same a5 the character,

Organization: Same as the character,

Challenge Rating: Same as the character +4 The Chosen of Bane
approaches the power of some demigeds and are not to be trifled
with by most martals. Froul, for example, has survived the death of
two gods (Bane and Xvim) and abandoning a third (Cyric) He also
controls the Moonsea, a fear that has eluded every wayld-be ruler of
that region, and seized control of the Black Network from both
Semmeénon and Mansheon.

Alignment: Always lawful evil.

Treasure; Same as the character.

Advancement: Same as the character,




DEI:W FEATS

anp SALTETTT

his appendix to Faiths wnd Pantheons provides infor-

mation that users of the book will refer to frequent-

ly. Descriptions of eleven new feats are given below,
Fallowing the feats s a secrion on salient divine abilities that offers
briel” descriptions of sach ability. After the salient divine abilities 15 a
description of the Repose domain and two new spells, surefife and
wndeath Jo death, that are among the domam spells available to cast-
ers who select the Repose domain, Finally, a section on monster deities
gives essential information for deities of thar sort.

feat Descripﬁons

DiviNe MIGHT [DIVINE]

You can channel energy to inerease your damage in combat,
Prerequisites: Ahlht} to turn or rebuke umii:ud Cha 13, Ser 13,
Power Attack,
Benefit: Spend one of your turn/rebuke undead attempts to add your
Charisma modifier to your weapon damage for a number of rounds
equil to your Charisma meodifier. This is a supernatural ability,

DivINE VENGEANCE [DIVINE]

You channel energy to do additional energy damage in combat
against nndead,

Prerequisites: Ability to turn undead, Extra Turning,

Benefit: Spend one of vour turn undead attempts to add 2d6
points of sacred energy-damage to all your successful melee attacks
against undead pntil the end of your next action. This is a supernat-
ural ability.

EMPOWER TURNING [SPECIAL]

You can turn er rebuke more undead with a single turning attempt.
Prerequisites; Ability to turn or rebuke undead, Cha 13, FEaxtra
Turning. :

ABILITIES

Benefit: You can turn or rebuke more undéad than usual, but have
# harder time affecting undead with a larger nuymber of Hir Dice. Tf
you take a -2 penalty on your turning check, you can add 2d6 to
your turning damage roll,

ESCHEW MATERIALS [METAMAGIC]

You can cast spells wichout marerial components.

Prerequisite: Any other metamagic feat,

Benefit: A spell cast with Eschew Materials can be cast with na
material compenents Spells without material companents are not
affected. Spells with material components with a gp cost of more
than 1 gp are not affected. An eschewed spell uses up a spell slot of
the spell's normal level.

HEIGHTEN TURNING [SPECIAL]

You can affect more pewerful undead with your turning or rebuk-
ing attempts.

Prerequisites: Cha 13, Extra Turning,

Benefit: When you turn or rebuke undead, you may choose a
number no higher than your cleric level. Add that number to your
turning check, while subtracting it from your turning damage roll.

If you're not a cleric, you may choose a number no higher thadn
your effective cleric level (for instance, @ paladin could choose a
number up to two less than his paladin level). 1If a presrige class
increases your effective turning level, use your effective turning level

Jack oF ALL TRADES [GENERAL]

You've picked up a smarrering of even the most obscure skills.
Prerequisites: Character level 8th.
Benefits: You can use any skill unerained, even those that nor-
mally require traming to use.

LYCANTHROPIC SPELL [GENERAL]

You cast spells while in your lycanthrepic animal form.

Prerequisites; Ly canthrope, Impreved Control Shape Feat or Con-
trol Shape 8 ranks.

Benefit: You complete the verbal and somatic components of
spells while in your lycanthropic animal form. For example, while
in the form of a wolf, you could substiture barks and gestures with
your paws for the nermal verbal and somatic components of a spell.
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You can use any material components or focuses thar you can hold
with an appendage of your current form. This feat doés not permit
the use of magic items while in & form that could not ordinarily
use them, and you do not gain the ability to speak in your lycan-
thropic form,

QuIickEN TURNING [SPECIAL |

You can turn or rebuke undead with a monent's thought.

Prerequisites: Ability to turn or rebuke undead, Cha 13, Exrra
Turning,

Benefits: You can turn or rebuke undead as a free action, but with
a —4 penalty on both your tirning check and your turning damage
roll. You may still only make one turning attempt per round,

You may usc this feat only when you actually actempt to turn or
rebuke undead, You may not use it when yon power a divine feat.

REACH SPELL [METAMAGIC]

You can cast touch spells without touching the spell recipient.

Benefit: You may cast a spell that normally has a range of
“ronch” at any distance up to 30 feer. The spell effecrively becomes
a ray, 5o vou must succeed at a ranged touch attack to bestow the
spell upon the recipient. A reach spell uses up a spell slot two levels
higher than the spell’s actual level.

SACRED SPELL [METAMAGIC]

Your damaging spells are imbued with divine power,

Benefit: Half of the damage dealt by & sacred spell results direct-
ly from divine power and is therefore not subject to bcli_ng reduced
by pratection from e¢lements or sumlar magic. The other half of the
damage dealt by the spell is as.normal. A sacred spell uses up a spell
slot two levels igher than the spell’s actual level. Only divine spells
can be cast as sacred spells.

SUPERIOR EXPERTISE [GENERAL ]

You have mastered the art of defense in combat.

Prerequisites: Int 13, Expertise, base attack bonus +6.

Benefit: When you use the Expertise Feat to improve your Armor
Class, the number you subtract from your attack and add to your AC
can be any number chat does not exceed your hase artack bonus. This
feat gliminates the +7 maximum for the Expertise feat.

Effect
Nﬂ'ﬂ'!lli spc]ls % . 3
Spells affected by metamagic feats

Making a magical or supernatural effect permanent

-

Temparary nonmagical objects
+ Permanent nonmigical ohjects

Tefnporary ntagic items or creatures
Landscape reshaping
3

e ——— e I P e e
alter reality rest requirements
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salient pivine abilities

Salient divine abilities are special powers possessed by deities.

The benefits of these powers are briefly described below. Every-
thing you need to know to run a deity with these abilitics is here,
except derived values such as save DCs, ranges, number of creatures
affected, and the like. If you are interested in how to build and run
your own deities, see Deities and Demigods for further derails about
salient divine abilities.

Alter Form (Ex)} Assume the form of any corpereal creature
with up to two additional limbs as a move-equivalent action. Retain
normal base attack bonus, Armor Class, and saves while gaining
normal physical movement, sensory, and breathing capabilitics of
the new form.

Alter Reality: Bring one thought into being as though through a
wish spell. Duplicate the effects of Pth-level and lower spells (no
marerial or XP component required), the Create Object ability, or
the Divine Creation ability, except that no permanent magic items
ar creatures may be created. Reshape o landscape into any desired
terrain at the rate of 1 round of cffort per 10-foot cube affected.
Rest is required after use of the ability as shown in the sidebar helow.

Alter Bize (SBu} As a free action, assume any size from Fine to Colos-
sal or change the size of up to 100 pounds of elyects, Femiliars, per-
sonal mounts, or personal intelligent weapons. Strength, Armor Class,
and attack bonus for creatures change according to the Size Increases
table (see the Introduction of the Mongter Manual), but Strength docs
not drop below 1. Base darmage for weapons increases or decréases
according to the following scale: 1, 1d2, 1d3; 1d4, 1d6, 1d8, 2d6, 244,
46, +d8, Bda, BdB, 16d6, 32d4. (Locate the base damage rating for the
normlsized weapon and count forward or backward the number af
size categories increased or decreased ro find che new.va.lucr,'l

Annihilating Strike: Forces a creature, attended object, or mag:t-

item struck with any of your natural or manufactured weapons to
make a Fort save ar be reduced to 10 hit points. (A derry with a
divine: rank equal to or greater than yours is not subject to this
effect.) Wholly or puartially obliterates unateended, nonmagical
objects (up to the listed maximum volume) if’ they are subject to
physical areacks

Arcane Mastery: Prepare any wizard spell on the wizard spell list
that you are capable of casting without using a spellbook, or invent
tew sorcerer/wizard spells without researching them.

Area Divine Shield: Place a transparent shield (as per the Divine
Shield ability) anywhere within hine of sight. If desired, make the
barrier mobile with respect to an unattended object or willing crea-
ture, one-way (allowing protected creatures to attack through it

andfor shaped “skintight” around a willing creature to prevent

touch attacks.

Rest Required

None

1 round per spell level increase

The highest of: 10 minutes per level of the effect time number of
subjects affecred, 10 minutes per total Hir Dice of ereatures
affected, ar 10 minutes per 10-foot cube afTected

None y

Double the rest that Create Ohject would require with no
reduction for planar location

Nane

One day per 10-foot cube ™

»
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Automatic Metamagic; Automatically apply a selected metamag-
ic Fear tg all spells of the selecred class, or to spell-like abilities.
Affected spells do not use up a higher-level spell slot.

Avatar: Create up to the listed aumber of less-powerful versions
of yourself. Bense and know everything your avatar senses -and
knows and vice versa. Use any avatar as a remote location for sens-
ing and communication (it has no remote sensing or remote com-
munication powers of its ownl Choese from your own salient
abilities for sach avatar, subject to its divine rank restrictions. It
takes one year to create an avatar, and it must be done in your own
realm unless you have the Divine Creation salicnt ability. The
avatar statistics listed for the deities ih this book represent typical
choices of salient divine abilitics.

Banestrike: Gain it +4 enhancement bonus and deal an extra +4d6
points of damage against a designated Foe with any natural or man-
ufactured weapon, either melee or ranged. These benefits stack with
any other properties the weapon has. Banestrike does not apply to
spells, spell-like abilities, supernatural abilities, or divine abilitics.

Battlesense: Retain Dexterity bonus to Armor class, even if
caught [lat-footed or attacked by an invisible opponent; also negate
sueak ateacks, surprise, and flanking, These benefits do not apply
against attackers of higher divine rank.

Call Creatures: Call creatures of a specificd type or kind through
an effect similar to the calling property of the gate spell, except that
the connection opens onto the Material Plane. Called creatures serve
to the best of their ability. The listed number of creatures is the
maximum that can serve at any one time.

Clearsight: See illusions, transmured ereatures and objeets, and dis-
guised creatures or objects for what they really are. This ability
works like the true seeing spell except that it does not reveal crea-
ture’s abgnments and it does foil mundane disguises.

Commaznd Plants: Make plants grow in the specified radius once
a day as though with the plent grosesh spell, except that-only a deity
of higher divine rank can counter the effect. This ability works cven
in a place where no plants grow (such as the middle of a desert),
though in this case the plants wither and die after one day. Also,
charm a number of plant creatures equal to your divine rank, ani-
mate plants, or make them entangle foes, This ability works like the
command plantsspell, except that the maximum duration is one day
for any of these oprions. '

Control Creatures: Command creatures of a specified type or kind
within vour ling of sight. Distance (even transplanar) is no Jonger a
factar once control is established, though Divine Shield or a warding
spell ¢ast by a deiry of higher rank block the effect. Control Creatures
warks like a domirate monster spell, éxcept that it is not a mind-affect-
ing ability. The subject receives 2 Will save to resist and is allowed 2
new save if commanded to do something against his or her nature.
Onee the maximum number of controlled creatures is reached, one or
more must be relensed before control over another can be atrempted.

Craft Artifact: Craft magic arms and armor, staffs, wands, won-
drous items, rings, and scrolls that exceed the normal limits for such
items (as stated in the DUNGEON MASTERs Guide )

Create Object: Create one or more simple, noimagical objects of
the speaified size and weight as a fullround action. Deuble the
volume and weight Limits if using this ability on a divinely morphic
plane or within your ewn godly rezlm, or triple the imits if both
parameters apply. Objects created can have no moying parts morg
complex than a deor hinge and must be composed of a single marte-
rial mo more valuahle than iron (1 sp per pound), Once created, the
objects are permanent and nonmagical. The appropriate Craft skill
allows Craft check during creation to make the stem masterwork.

Create Greater Object: As Create Object, except that chis ability
can be used to create any kind of nonmagical object and rest may be
required afterward, For every 100 gp (or fraction of 100 gp) above
& base 100 gp value, 10 minutes of rest 1s required. Double the base
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value (200 gp) on & divinely morphic plane or within your own
godly realm, or triple it (300 gp) if both parameters apply.

Divine Air Mastery: Gain a competence bonus on artack, damage,
and ' Armor Class equal to your divine rank if both you and your foe
arg airborne. Fly with perfect maneuverability. While airborne, auto-
matically sense the location of any corporeal creature within the
listed range from the disturbanve in the air thar the creanire causes.

Divine Archery: Fire or throw a ranged weapon at any target’
within line of sight and within range of your personal senses. No range
merement applies to the attack, and no attacks of opportunity are
meurred for firing a bow whén threatened. Also, fire an arrow at your
full base areack bonus ar each opponent within the listed range as a
Full-round action if you have the Weapon Focug feat with the type of
bow used. When throwing or shooting 4 ranged weapon, ignore any
cover bonus to the target’s AC or any muss chance for concealment.

Divine Bard: Increase the range of your bardic music abilities as
Isted and double their effects (save bonuses; bonus HD, number of
allies affected, and so forth) Use these abilities even against creatures
normally immune to mind-affecting effects (though such a creature
guins a +10 bonus on its Will save) Use any bardic music inspiration
ability as a standard action, with the effect occurring immediately
afterwiird. When inspiring competence in multiple allies, choose dif-
ferent skills to affect for different allies if desired. I 2 bardic music
inspiration ability normally has a duration after the bard stops singing,
that paortion of the duration is ten times as long as normal. When any
effect that is subject to coungersong occurs within your hearing, you
can attempt 4 countersong as if you had prepared an action to do sa.

Divine Bartle Mastery: Make an unlimited number of atracks of
opportunity in 1 round, though you can still make only one agamst
a single person for a single opportunity in a round. Alternatively,
make one melee attack at your full base attack bonus aguinst each
opponent within reach as a full-ronnd action. This action incurs no
attacks of epportunity,

Divine Blast; Firc an energy ray of up to the specified length as &
ranged touch artack. Targets the ray strikes take divine damage as
listed, though the ray can seem to be any type of encrgy desived (a
burst of flame, a stroke of lightning, @ blast of wirld, or the like),
There 5 no save, and Energy Resistance does not apply: The ray
destroys -a wwall of force, prismatic wali, or prismatic sphere (all
layers in a prismatic effect are destroyed) and continues on to tar-
gets beyond, Divine shield stops the ray.

Divine Blessing: GGrant mortals a +6 enhancement bonus to a
selected ability score for one day.

Divine Celerity: Use basze for up to the listed number of rounds
(not necessarily consecutive) cach day as a free action.

Divine Creation: Create mortal creatures or magic items up to the
listed weight or volume limit as a full-round action. Double the
volume and weight limits if using this ability on a diwinely morphic
plane or within vour own godly réealm, or triple the limits if both
parameters apply. This-ability works just like the Create Greater
Obgect ability, except that it can be used to create any kind of crea-
ture that does not have a divine rank. The maximum number of
class levels for a creature so created is the number of class levels vou
have or your divine rank, whichever is lower. The rest required is 10
minutes times the creature’s Hir Dice (including those for class
levels) times the creature’s Challenge Rating for every creature, You
can also ereate any kind of magic item except an artifact, exactly as
with the Create Greater rem abiliry.

Divine Dodge: Apply the listed miss chance to any physical
atreack, individually targeted spell directed at you, or area effect that
includes you. Any normally allowed saving throws apply to attacks
that overcome the miss chance. i

Divine Droid: Use wild shape to take the form of beasts or mag-
ical beasts in addirion to those of animals. Gain all the exvraordinary
and supernatural abilities of the creature whaose form you adopt.

#
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Divine Earth Mastery: Gain a competence bonus en attack,
damage, and Armor Class equal to your divine rank if both you and
your foe are touching the ground. Glide through stone, dirt, or other
form of earth (except metal), leaving no tunnel or hole and creat-
ing no ripples or other signs of your presence. Use tremorsense to
sense the location of anything within the listed range that is in con-
tact with the ground. Control all things made of the carth (includ-
ing stone and mertl), or alter the form of any amount of earth as a
free action. This ability can duplicate the effects of the sfome sbape,
WIOTE Earth, Fusting grasp, tranmute vock to weud, trausmute mud fo
rock, or deintegraie spells, with any earth, stone, or metal object as
# target. Transmute one object made of one sort of carth, stone, or
metal per round into a different sort—such as changing 2 silver coin
to gold—provided you can see the object.

Divine Past Healing: Gain the listed fast healing. Reattach lost
limbs or body parts instantly by pressing thém against the stump,

Divine Fire Mastery: Gain a competence bonus on attack,
damage, and Armor Class equal to your divine rank if both you and
your foe are touching fire or using weapons with the faming ot
Flaming burst special abilicies, Gain immunity to thg effects of fire
and heat, Sensc the location of anything within the listed range
from the disturbance in the ambient temperature thar the creature
causes. Control all nonmagical fire and duplicate the effect of any
gpell with the fire deseriptor as a standard action.

Divine Glibness: As a [ull-round action, verbally convince others
to take some course of action according to the listed parametira

Divine Inspiration; Create the designated emotion in the listed
number of creatures within your line of sight. The effects depend on
the emotion induced, as follows,

Conrage: The enchanted creatures become immune to fear effects
and receive a +2 morale bonbs on attack rolls, weapon &nI!‘I']E,E rolls,
skill checks, and Will saves,

Dread: The enchanted creatures become must make successful
Wisdom checks to attack or fight; otherwise they flee in panic for 1d4
rounds IF the check succeeds, the creature does not have to check again
for 10 minutes. The enchanted creatures also suffer a —2 morale penal-
ty on-attack rolls, weapon damage rolls, skill checks, and Will saves.

Frensy: Frenzied creatures spend themselves in drinking, feast-
ing, and dancing unless they are attacked or otherwise perceive a
threat to their safery. Frenzied creaturss receive a +4 morale bonus
to Strength and Dexterity scores, a —4 penalty to Wisdom, and a -2
penalty to AC, Subjects can attempr Will saves to resist the effect.
This s & mind-affecting compulsion,

Hape The enchanted creatures gain a +4 morale bonus on
saving throws, attack rells, ablity checks, skill checks, and Weapon
damage rolls.

Rage: The enchanted creatures receive & +% morale bonus to
Strength and Constitution scores, a +2 morale bonus on Will saves,
and a -2 penalty to AC. They are compelled to Fight heedless of
danger. Subjects can attempt Will saves to resist. This s a mind-
affeeting compulsion.

Love and Desire: A love effect causes the target to fall in love
with the specified creature, seeking every opportunity to be near
that creature and making.every effort 1o win the crenture's affec-
tion. A desire effect is similar, but the target secks any opportunity
to become physically intimate with the specified ercature. Subjeets
can -attempt Will saves (DC 10 + deity’s Charisma modifier + deity’s
divine rank) to resist the effect. This is a mind-affecting compulsion.
~ Divine Monk: Treat your unarmed strike as a magic slashing
weapon with an enhancement bonus of +5 and the keen, lawful, and
verpal qualities, II' desired, make a particular attack bludgeoning
instead of slashing without the feen and vorpal qualitics, Your
unarmed artack does a base 212 points of damage. Also, use the
Deflect Arrows feat to deflect any number of ranged attacks
(including ranged touch spells) in a single round, as if they were
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arrows. For spells, add the spell’s level to the DO to deflect the
attack. Reflect any attacks so deflected back upon the attacker, using
your base ranged artack bonus,

Divine Paladin: Your aura of courage grants a +8 morale bonus on
saving throws against Fear effects and extends to all allies within
100 feet. Smite evil three times per day and increase your damage
for those attacks as listed.

Divine Radiance: Shed light from your body in an emanation,
This light counters and dispels all darkness effects funless created by
a deity of higher rank) and deals 248 points of damage per round
{no-save) to undead creatures. Alternatively, generate up the three
rays of scorching light as a full artack action. Each ray deals 1d6
points of damage Eyer 2 diviite ranks, or 1d12 pcunts. af damage per
1 diviie ranks agamst undead.

Divine Rage: This ability replaces the barbarian rage ability. It
can be activated only after you suffer damage from a weapon and
lasts for up to 1 hour, though you can end it at will. Gain a +F rage
bonus on attacks, weapan damage, Will saves, and Fort saves, and to
Serengeh and Constitution checks, and inerease your spell resistance
and energy resistances by 410 Take one extra partial action each
round. While raging, you suffer a —F rage penalty to Armor Class
and cannot perform acts that require patience and concentration,
such as moving silently, casting spells, or using salient abilities.

Divine Ranger: Treat any weapon you wield against a favored
enemy asa bane weapon of that creature type. Follow tracks at your

normal speed, treat all normal térram as very soft ground For pur-

poses of tracking, wil ignork DC modifiers for time or weather, Use
the Wilderness Lore skill to track creatures across water (DG 60),
underwater (DG 80) or through the air (DG 120

Divine Recall: Remember every event of the listed type that has
ever oocurred. :

Divine Rogue: When struck by an attack from an opponent you
have designated as a dodge target, make a Ref save (DC = 10 +
damage dealt) to negate all damage from the attack. When passing
within ¥ feet of a trap, make a Search check to notice it as if you
were actively looking for it Assess the exict value of any treasure
you can see. Immediately determine what any creature is carrying
and where each carried item i

Divine Shield: As a frec action, create g shicld that lusts 10 min-
utes and stops the Listed amount of damage from any source, includ-
ing a Divine Blast. Once the shield has stopped that much damage,
it collapses. If desired, adjust the shield to let chrough damiage that
you would ignore anyway. The effects of multiple divine shields do
not stack:

Divine Skill Focus: Improve your bonus on checks using the
selected skill. Also, if the task is related to your portfolio, add your
rank to the maximum DC for a free action.

Divine Sneak Attack: Your sneak attacks deal an ndd.htmmtl +3d6
points of damage, and all your attacks of opportunity are considered
sneak attacks, Also, you can flank or catch flat-footed (and thus
sneak attack) any opponent whose divine rank does not exceed yours.
Anytime you deal damage with a sneak attack, that target suffers
damage equal to your sneak attack bonus damage on your next turn
as well. You eannot deal sneak attack damage to apponents that are
immune tocritical hits. .

Divine Spell Focus: Increases the save DC for spells of the select:
ed school.

¥
Divine + Gain additional spell slots above Jthlevel as

indicated. Use these extra slots for spells prepared or cast with one
or more metamagic feats, or for lower-level spells, Casting spells
when threatened no longer provokes attacks of opportuniry, and the
benefit of the Spell Focus feat applies to any spell you cast.

Divine Splendor: Any martal who approaches within the listed
range of you while you are in your natural form dies immediately,
with no saving throw.
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Divine Starm: Sutrround yourself with o vortex of holy or unholy
force that extends from you in an emanation with the listed radius.
Attacks with thrown weapons and projectiles fail if they are made by
creatures insule the area, or are targeted ot creatures within the area,
or if their paths take them throngh the area. Alsa, the force jostles
creatures whose alignment on the ethical (lawful-chaotic) axis is
directly opposite to yours and damages creatures whose alignment on
the morgl _good evilhaxis is direcely opposite yours. (If vour align-
ment is neutral on either of those axes, the corresponding effect does
not occur.) Affected creatures in the area must make Fort saves for
each effect, Failure for the josthng cffect indicates that the creature
is picked up and thrown out, regardless &f size, and suffers 1d6 points
of damage for each 10 feet traveled."Such creatures can artempt to
reenter the arca but must attempt new saves, Success means the orea-
tures is not affected by the vortex for one day. Failure against the
dumage effect means the creature suffers 1 point of holy damage per
divine rank you have. A successful save negates the damage, but the
creasture must save again the next round if it is still within the area,

Divine Water Mastery: Gain a competence bonus on attack,
damage, and Armor Class equal to your divine rank if both you and
your foe are touching the same body of water. Also, create a tidal
wave that affecrs a number of miles of coasthine equal to your divine
rank at will as a full-round action. On land, the wave forees crea-
tures caughr in it to make a Fort save (DC 15) or he swept away and
take 1d6 points of subdual e per round (or 1d3 pomnts on a sue-
cessful Swim cheek against DC 20) if Large or smaller, be knocked
dewn (if Huge), or be checked (if Gargantuan or Colossal), (See the
Weather Hazards section in Chapter 3 of the Duncron MASTER's
Guide.) The wave destrovs wooden buildings and 2% of stone build-
mgs, At sea, the tidal wave capsizes ships and:crushes them' to splin-
ters. In addition, sense the location of creature within the lisred
range that is in contact with the same body of water you are.

Divine Weapon Focus: Gain a bonus of +4 to attacks with the
selected wetpon.

Divine Weapon Mastery: Gain the benefits of the Weapon Focus,
Weapen Specialization, and Improved Critical feats when wielding
any simple or martial weapon.

Divine Weapon Specialization: Increase the damage you deal wath the
selected weapon by your divine rank. If the selected weapon 152 ranged
weapon, the extra damage applies against any target you can see.

Energy Burst: Create an emanation of the specified energy type
in the listed radius. Anything in the arca takes the listed amount of
the appropriate ¢nergy damage. A successful saving throw (Reflex
for acid, cold, electricity, or fire, or Fort for sonic encrgy) reduces
damage by half.

Energy Storm: Surround yoursell with a vorfex of the specilied
enesgy that extends From vou in an emanation with the listed radius.
Attacks with thrown weapons and projectiles fnl if they are made by
creatures inside the area, or are targeted at creatures within the area,
or if their paths take them through the area. Energy storms deal the
listed amount of damage of the appropriate encrgy types per round.

Extra Domain: Choose one additional domain. You can grant
spells and powers from that domain and use thost spells and powers
personally.

Extra Energy Immunity: Gain immunity to acid, cold, electrici-
ty, fire, or sonic energy. This ability is effective even if the attacker
is a deity of higher rank.

Free Move: Move up to your speed once a round as & free action.

Frightful Presence: Whenever you atrack or perform an intimidat-
ing gesture, foes within a 30-foot burst must make Will saves or become
shaken (if within the burst but not vour immediate target) or panicked
(if your immediate target s Both effects last 3d6 rounds. Foes who make
successful saving throws are unaffected by this ability for one day.

Gift of Life (8p): Restores a dead creature to life, no matter how
long it has been dead or what the condition of the body. You can

restore o creature to life against its will, but enly with the permis-
sion of whatever deity rules the underworld or the divine'realm
where the mortal's soul resides. You can also resurrect an clemental
or outsider or 2 creature whose soul is trapped, provided it 15 not held
bya deity of higher rank than you You cannot restore 1ife to a crea-
ture that has been slain by the Hand of Death or by Life and Death
ability of a deity of higher rank This ability otherwise fv;:-rks just
like the frue resurrection spell '

Grow Creature: This ability works just like the awimal growith
spell, except that it can affect up to the listed number of creatures
of the specified type, ull of which must be within your line of sight
when first affected. The effect lasts one day.

Hand of Death: Snuff out the life of any mortal within your sen-
sory range by pointing at it. There must be an unbroken line of
effect between you and the rarger. This ability works just like the
destruction spell, except that there 15 no material component. If the
target ‘makes a successful Fort saving throw, it still takes 1046
pomnts of damage. A mortal killed by this artack cannor be raised or
resurrected, except by a deity of equal or higher rank using the Gift
of Life, Life and Death, or Mass Life and Death salient ability.

Increased Energy Resistance: Gain extra resistance to the selected
type of energy.

Increased Damage Reduction: [ncresse hmh aspects of your
damage reduction,

Increased Spell Resistance: Incrense your spell resistance.

Indomitable Strength: Gain a divine bonus of +25 to your roll
whenever you are required to make an opposed roll inveolving
Strength Gncluding grapple chécks) This stacks with the nornal
divine rank bonus.

Instant Counterspell: Counterspell any spell cast within your line
of sight as a free action if you have access to the spell and make the
required Spelleraft check. This counts against your normal number
of free actions each round. :

Irresistible Blows: Resolve uny melee artack with the selected
weapon as a melee touch attack (ignoring the target’s armor and
natural armior bonuses ). IF the weapon hits, the creature struck must
make a Fort save or be stunned for 1d10 rounds. An attack with the
selected weapon against anobject ignores the object’s hardness:

Icresistible Performance: Create any of the following effects
when engages in any type of performance as a full-round action. It
affects up to the listed number of creatures within a burst with the
listed radivs, centered on you. Once a creature saves successfully
against any performance effect thar allows a save, it cannor be
affected again for one day.

Creatures that fail a Will save are so engaged by the performanee
thitt they are unable to take actions, They suffer a —4 penalty o
Armor Class, cannot succeed in Ref saves (except an a rall of 207,
and cannot use shuelds, These effects Jast for as long as the per-
formance and for up to 1 round per divine rank thereafter.
Affected creatures are bissfully calm, becoming immune to fear
and compulsion cffects and rage, and any such effects already-oper-
ating on them are countered and dispelled ;except for those created
by deities of higher rank than you The effects last as long as the
performance and for up to 1 round per divine rank thereafter.
Creatures that fail a Will save fall asleep for 1 hour per divine
rank-ar until awakened. This works exactly like the s/eep spell
except that any living creature can be affected. You can end
this effect at will.

Creatures that fail a Fort save are so deeply moved that they
sumply die. Only living creatures with Hit Dice equal to or less
than your divine rank arc affecred. ;

Know Death: Discern the exact moment and circumstances of
any mortal creature’s death just by looking at it.

Know Secrets: Tearn a creature’s entire history (including any
embarrassing or vital secrets it might know) just by looking at it. This
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ahility is similar to the Jegewd Jore spell, except that it delivers instant
results and the subject is allowed a Will save to aveid the éffect,

Lay Curse: This ability works just like the festow curse spell
except that mortals get no save. Deities of your divine rank or
below are allowed Will saves to resist. The curse can he removed
only by a deity of your divine rank or higher. You can affect up to
the listed daily maximum of ereatures at once, but all targets muost
be within your line of sight.

Lay Quest: This ability works just like the geasiguess spell except
that it works only on mortals and 1t can be removed only by a
deity of your divine rank or higher. All targets must be within
your. line of sight when first affected.

Life and Death; Snuff out the life of any one mortal, or restore
any dead mortal to life. The sulyect must be in 2 location you can
sense, cither directly or remotely, A subgect that cannot be seen
must be unambiguously identified in some fashion, This ahility
works across planar boundaries and penetrates any barrier except a
Divine Shield. The death aspect of this ability works just like the
destruction spelly.except that there 1 no matenial component or
saving throw. The subject cannat be raised or resurrgcted after-
ward, except by o deity of equal or higher rank using the Gift of
Life or Life and Death salient ability. The life aspect works just
like the frue reswrrection spell, except thar there 15 no marerial
component and the time the subject has been dead is irrelevant,
This ability cannet restore a crearure to life against its will, bue it
can resurrect an elemental, outsider, or creature whose soul 15
trapped, provided it is not held by a deity of higher divine rank.
This ability cannat restore life to creature that has been slain by
the Hand of Death, Life and Death, or Mass Life and Death abili-
ty of a deity with a higher divine rank. :

After using cither version of this ability, you must rest for 1
minute per Hit Die of the ereature affected, unless you have the
Death or Repose doman,

Mass Divine Blase: As Divine Blast, except that you can specify
up to the listed number of targets and the type and dimensions of
the arca. Each use of this ability counts as a use of Divine Blast.

Mass Life and Death: As Life and Death, excepr that you can
affect any number of mortals,

Master Crafter: Create a masterwork jtem usmg the t:m:: and cost
required for the base item. Such an item has twice the normal hit
paints, and its break DC is increased by +10. Creation of a nonepic
ma.gic' item requires one day per 7,000 gp m the item’s base price
(mintmum one day )

Mind of the Beast: Froduce either of two dnsnnct effects,

Awaken: As the azwaken spell, éxcept that the effect lasts o max-
imurm of one day, and the awakened creature obeys vour commands
to the best of its ability, All targets must be within your line of sight
when first affected

Stuméber: Transmute any creature that fails a Forr save into a
plant or animal of the same size or up to two size categories smaller.
Subjects turned into plants become objects; those turned into animals
have the same abilities and statistics a5 the sclecred kind of animal.

Possess Mortal: Possess any mortal who fails a Will save in any
location you can sense. If the mortal 15 willing, only Divine Shield
or Alter Reality (used by a deity of higher divine rank) can block or
end possession. If the mortal is unwilling, spells that prevent pos-
session block this ability and thess that end possession drive you oot
The possessed mortal effectively becomes your avatar for the pur-
poses of scming and communicating. The mortal gains your type, +1
hit paint ‘per divine rank you have, and an Armor Class bonus of
half your divine rank. Its Intelligence, Wisdom, and Charisma scores
rise to § points below yours, unless they are already higher than ':hat
The possessed mortal can use both its own skills and yours, using the
higher skill rank when a skill is shared. Ability bonuses to saves and
skills reflect the new ahility scores.

Power of Luck: Grant good or bad fortune to up to-the listed
number of creatures at a time. All must be within vour line of sight
when [irst affected. Subjects receive the listed luck bonus ar penalty
on attack rolls, saves, and checks for one day. In addition, any ¢rea-
rure that atracks you automatically suffers the luck penalty, and this
does not count against your daily uses,

Power of Natore: Perform any of the following within the listed
radius, at will, as.a full-round action; Greate or quell winds to pro-
duce anything from still air to tornado force winds; set the temper-
ature anywhere from —50°F to 120°F; shake the earth, as the
carthgwake spell; or Create ramn, sleet, hail, snow, or thunderstornis.
These effects last For the listed duration unless you end them carli-
er (a free action}

Power of Truth: As the discers fier spell, exceprrhar it works con-
tinuously and applics to any creaturé you can perceive other than a
deity of higher rank. Also, force the listed number of creatures ro
make & Will save or be truthful for one day, (Al must be within the
deity’s line of sight when first affected.) Subjects who save become
immune o this ability for one day.

Rejuvenation: Return 1d10 days after suffering an attack that
should destroy you from any creature other than a deity of higher
rank. or in the listed number of days (minimum one) if the attack
OCClrs in your awn réalm,

Boe Magic: As defect magie, except that this ability covers the
whole area you can see, and you immediately know the number of
auras present, their locations, and their strengths. Mike a Spelleraft
check to identify thé school of each aura.

Shapechange (Ex} As Shift Form, except as follows, Assume the
form of any animal, beast, dragon, fey, giant, humanowl, magical
beast, monstrous humanoid, or plant, as long #s the form as bath
living and corporeal. Gan a +20 bonus on Disguise checks.

Shift Form (Ex): Assume the form of the listed creature. Remain
in the assumed Form indefinmitely, but resume your own form if slain.
Gain the physical and patural abilities of the new form while retain-
ing your own mind. Gain the new form’s Strength, Dexterity, and
Constitution scores, natural means of locomotion and attack, and
extraordinary (but nor spéll-like or supernatural] abilities. A body
with extra limbs does not allow more attacks (or more advantageous
two-weapon attacks) than normal. Speed i that of the assumed form
or your normal speed, whichever is lngher. Any part of the body or
piece of equipment that is separated from the whole reverts to its
original form unless the assumed form can produce a substance or
shed part of its body. Equipment transforms to match the new form
or melds into it and becomes nonfunctional if 1t is 4 form that does
not usc equipment. Retain your own Intelligence, Wisdom, and
Charismn scares, level and class, hit points (despite any change in
Censtitution score], alignment, base attack bonus, base saves, out-
sider type, extraordinary abilities, spells, and spell-like abilities, bur
not your supernatural shilities. Cast any spells for which you have
components (including a humanlike voice for verbal compenents,
humanlike hands for somatic components, and nonmelded material
components . Likewise, use divine powers not prohibited by the lim-
itations of your form. Change physical qualities such as hair color,
hair texture, skin color, and gender as desired. Create disguises, gam-
ing a +17 bonus on Disguise checks.

Speak with Creature (S8u} As'a permanent speak sith antmais o
speak with plants spell, or a tongnes spell that allows convcrsatum
only with the specified type of creature.

Spontaneous Wizard Spells: As a cleric’s ability to cast cure spells
spontaneously, except that this ability applics to wizard spells You
must have sufficient Intelligence and wizard levels to cast the
desired spell.

Stride: Double your movement on the local or overland scales (see
the Player’s Handbpok) Impart the same benefit to the listed
number of living creatures at once. All must be within your line of
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sight when First affected. Also, your height does not limit the dis-
tance yoy can jump.

Sunder and Disjoin: With a touch, destroy any weapon or item used
against you in combat if it Fails a save. Treat a successful touch as a
combination of a disieregrate spell and 2 Mordeskainen's dignsction
spell, both targeted exclusively at the touched item. An iterm remaing
vulnerable to this ability for up to one day after being used against you.

Supreme Initiative (Ex) Always go first in the initiative order,
regardless of your own mitiative result or that of any other combat-
ant. [f two or more deitics with this ability are in the same battle,
they act in order of their divine rank. In the case of equal divine
ranks, make an initiative check for each deity, and the one with the
higher result goes first. After all deities with Supreme Imitianive have
acted, other combatants act m regular initative order. If desired; you
can delay or ready an action, and doing so changes your initiative as
noted in Chapter 8 of the Player's Handbook. You can also refocus,
resuming your position at the beginning of the initiative order.

True Knowledge: Always succeed at bardic knowledge or lore
checks, na matter how obscure the knowledge, Speaks and under-
stand all languages, Use Jogend lore and analyze dweaner as free
actions at will. Thesg actions count against your maximum number
of free actions per round.

True Shapechange (Ex) As Shift Form, except that you can take
any form, object or creature, living or unliving, corporal or incor-
poreal, and gam the supernatural abahities of the assumed forin. Gan
a +20 bonus on Disguise checks.

Undead Mastery: Auromatically command or destroy up to the listed
number of undead creatures at a time as a free action, as often as desired.
This counts against the normal limir of frée actions per round.

Undead Qualities: Gain immunity o poison, sleep, paralysis, stun-
ning, disease, death effects, necromantic effects, and any effect
requiring # Fort save, unless it affects objects. Ignore mind-influ-
encing effects (charms, compulsions, phantasms, patterns, and
moraie effects) You are not subject to critical hits, subdual damage,
ability damage, ability drain, or energy drain,

Wave of Chaos: Create a confusion effect (as cast by a sorcerer of
level 10 + your divine rank) that extends from you in a spread with
the listed radins: Creatures within the spread are allowed Will saves
to resist the effect. )

Wound Enemy: Any physical weapen (natural or manufactured)
that you use deals its normal damage, plus an éxtra +1d6 pomts of
damage per round thercafter from blood loss. Multiple wounds
result in cumulitive blood loss (two wounds for +2d6 points ‘of
damage per round, and so on)l The bleeding can be stopped enly by
a successful Heal check (DC 17 + vour rank) or the application of
any eure spell or other healing spell,

REPOSE DOMAIN

The Repose domain 5 very similar to the Death domain in the
Player’s Hanedbaok, but is granted by good-aligned deities whose cler-
165 are barred from casting Evil spells The deiries Jergal, Kelemvor,
Osiris, and Urogalan in the FORGITTEN REALMS Campaign Seiting
should have the Repose domain instead of the Death domain.
Deities: Jergal, Kelemvor, Osiris, Urogalan

Granted Power: You may use a death touch once per day. 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 146 per your cleric level. If the
total at least equals the creature's current hit points, it dies.

Repose Domain Spells

1 Deathwatch Seces how wounded subjects within 30 fr. are.
2 Gentle Repose. Preserves one corpse. -

3 Speak with Dead. Corpse answers one question/two levels.
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4 Death Ward. Grants immunity to death spells and effects,

5 Slay Living Touch attack kills subject.

6 Undeath to Death. Destroys 1d4 HD/level of undead. (sce below)
7 Destruction. Kills subject and destroys remains. .

8 Buorelife. Protects you from one kind of certain death. (see below)
9 Wail of the Banshee. Kills ane creature/1ével.

SURELIFE
Abjuration
Level: Repose 8
Components: V, 5, M
Casting Time: 1 round
Range: Personal
Target: You
Duration: 1 minute/2 levels

This spell allows you-to protect yourself agamst some condition—
such as being immersed in boiling oil or being buricd under an ava-
lanche—that would ordinarily cause certain death. You can only
protect yourself against a natural occurrénce or condition, not
against & spell or the action of a creature (such as the breach of a
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 effective only against that condition. Should you be subjected ta
that condition during the duration-of the spell, you feel no discom-
fort 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 duration, the condition has full normal effects on you if you
are 5tl) subjected to it

Material Component: An ointment of peach syrup and cinnabar,

UNDEATH TO DEATH

Necromancy :

Level: Cir 6, Repose 6, Sor/Wiz 6

Compogeats; V, 5, M, DF

Casting Time: 1 action

Range: Mediom (100 ft. + 10 fu/level)

Area: Several undead creatures within a $0-fr-radius burse
Duration: Instantaneous

Saving Throw: Will negates

Spell Resistance: Yes

Undeath to death snuffs out the life forces of undead creatures,
killing them instantly.

The spell slays 1d4 HD worth of undead creatures per easter level
(maximum 20d4). Creatures with the fewest HD are affected first;
among creatures with equal HD, those who are closest to the point
of origin of the borst are affected first.

Material Component: The powder of a crushed diamond worth at
least 00 gp. ¢

Monster perties

Other sourcebooks such as Defenders of the Faith list deities for
some of the creatures in the Mensier Manual, The Monster Deities
table, below, presents information on most of these deities,

Not all deities from other sources-exist in the FORGoTTEN REALMS
setting. For example, Panzuriel, a deity worshiped by krakens; sahua-
gin, and other evil aquaric creatures, has no influence on Toril, and
Umberlee grants spells in his name (and most of these creatures actu-
ally worship her directly rather than through this alias) Any deiy:
not listed on the Monster Derties table or in Chapter ¥ of the For-
GETTEN REALMS Campaign Setting does not exist on Toril




[ —————
: g APPENDIX
e p—
- L
Monsres Derries ‘
Name (Status)*  Alignment Favored Weapon  Domains Symbol - Portfolio Worshiped By
Annam (G) N Halfspear Knowledge, Mugic, = Two hands with Giants, creation, Giants
: Plant, Rune, Sun wrists together und  learning, plulosophy,
Fingers pointing down fertility
Baphomet (L) CE Club ; Animal, Chaos, Evil,  Stylized maze Minotaurs, vengeance Minotaurs
Hatred, Retribution
* Blibdoolpoolp (I) CE Pincer staft Destruction, Evil, TLobster head and Kuo-toas, evil Kuo-toas
Water black pearl undersea creatures
Diirinka (I) CE Bite Chacs, Destruction, Spiral of gray, black, Magic, knowledge, Derro
Dwarf, Evil, and white croelty
: Suffering, Trickery
Great Mother (G) CE Greataxe Chaos, Death, Evil, Fgg with an eye Magie, fertility, Beholders
Hatred, Strength tyranny
Grolantor (1) CE Javelin Chaes, Death, Earth,  Spiked club Hunting, combat, Hill giants
Evil, Hatred hill giants .
1 Hiztea (G NG Spear Animal, Good, Flanmung spear Nature, agriculture,  (flants |
Family, Moon, Plant, Sun hunting, childbirch ol
Hial (L) CN Spear Chaes, Scalykind, A single flame Humor, tricks, Dragons
. Trickery Messages
| Hruggek (T) CE Morningstar Chaos, Evil, Morningstar Vielence, combar, Bughears
Trickery, War ambushes
Tallanis (L) NG Battleaxe Good, Healing,  Garland of flowers  Love, forgiveness, Giants
Strength, Sun beauty, mercy
Ilsensing (G) LE Tentacle Evil, Law, Knowledge, Glowing brain with  Mental dominion, Mind flayers ‘
1 (umarmed strike) Magic, Mentalism, two tentacles magic )
Slime, Tyranny 4 ] '
Kurtulmak (T} LY Warhammer Earth, Evil, Hatred, Grome skull Kobalds, hatred Kobalds |
Law, Scalykmnd, War - . |
Laogzed (D) CE Greatclub Chacs, Death, COozing toad-lizard  Hunger, destruction  Troglodyres |
: Destruetion, Slime . |
! Maglubiyet (G) NE Warhammer Destruction, E\"i!, Bloody axe Goblins, hobgoblins,  Goblinoids
\ Planning, Trickery ] leadership, war
3 Memnar (T) NE Morningstar Death, Evil, Thin black obelisk  Pride, mental prowess, Giants P
Knowledge, Mentalism, control .
Rune, Trickery !
Null (G) LN Trnarmed strike Death, Fate, A circle divided Fate, death, judgment Dragons
Knowledge, Law, diaganally mto white . (
Scalykind and black hemispheres ' i
Oreus (L) CE Mace: ~ Chaos, Death, Evil, Skull-topped wand Undead Cultists, death
Undeath worshipers
Pazracl (L) CE Unarmed strike Air, Animal, Pair of demenic Evil flying creatures  Cultists, evil
‘ Chaos, Evil feathery wings 3 flying creatures
Sekolah (L) LE Greataxe Evil, Law, Ocean, White shark Sahuagin, hunting, Sahuagin
" Strength, Tyranny, War tyranny, plunder
Skorasus N Warhammer Cavern, Earth, Stalactite * Stone glants, buried  Stone giants
Stonebones (1) Healing, Knowledge, things
- Protection ;
] Stronmaus (G] CG Mace Chaos, Good, Forked lightning bolr Sun, sky, weather, joy, Cloud giants,
| ' Protection, Storm, descending froma cloud guints storm giants
- War cloud obscuring the sun
Surtr (L) LE - Javelin Ewvil, Fire, Flaming sword Fire giants, fire, Fire giants £y
. Trickery, War destruction
Task (G) * {r . Rite Chaos, Evil, Pile of five coins Greed, selfishness Dragons
Planning, Scalykind .
Thrym (L) CE Greataxe Destruction, Evil, White double-bladed  Cold, ice, magic, Frost giants
Magic, War preataxe frost giants '
Vaprak (D) CE Greatclub Chaos, Destruction, Taloned claw Violence, destruction, Ogres, trolls
- # 5 Evil, War frenzy, greed

“Starus abbreviations: G = greater deity; [ = intermediate deityy L = lesser deity; D = demigod.
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Name (Power)
Akadi (GY
Auril (L)
Azuth (L)
Bane (G)

Beshaba (T)
Chauntea (G)
Cyric ((G)
Deterr (L)
Fldarh (L)

strike)

Finder Wyvernspur (1))

Garagos (D)

Gargauth (D)
Gond (11"
Grumbar (G

Gwacran Windstrom (D)

Helm (T)
Hoar (D)
(javelin)
Tlmater (1)
Istishia (G)
Jergal (D)
Kelemvor (G)
Kassuth (G}*
Lathander (G)
Liliira (L
Loviatar (L)
Lurue (D)
Malar (L)
Mask {L)
Mielikki (1)
Milil (1)
Mystra (G
Nabanion (1)
Oghma (G)*
Red Knight (D)
Savras (D)
Seline (1}

Shar (G)

Sharess (D)
Shaundakal (L}
Shiallia (1))

Siamorphe (D)
Silvanus (G
Sune (G}
Talona (L)
Talos (G7)

Tempus (G)
Tmmat (L)
Torm (L)
Tymora (1)
Tvr (G)
Ubtao (G)

Ulutiv (slumbermg) (D)

Umberlee (T)
Uthgar (D)’
Valkur (D)
Velsharoon (D)
Waukeen (L)

Tre FAERUNIAN PANTHEON

Align.
N
NE

LN
LE

NE

. NG

NG

e — = —= B

_+__

APPENDIX
__+_—._

Domains

Air, usion, Travel, Trickery

Air, Evil, Storm, Water

Mlusion, Magic, Knowledge, Law, Spell
Destruction, Evil, Hatred, Law, Tyranmy

Chaos, Evil, Fate, Luck, Trickery

Animal, Earth, Good, Plant, Protection, Renewal
Chans, D:strur.:riun, Evil, Musion, Trickery
Giood, Knowledge, Protection, Rune

. ijjy, Gond, Plant, Protection, W:mr.'r

Chnos, Charm, Rencwal Secalykind
Chaos, Destruction, Strength, War

Charm, Exil, Law, Trickery

Craft, Earth, Fire, hnoﬂtﬂgﬁ, Metal, Pl:unm.ng
Cavern, Earth, Metal, Time

Animal, Good, Knowledge, Plant, Travel

Law, Planning, Protection, Strength

Fate, Law, Retribution, Travel

Good, Healing, Law, Strength, Suffering
Destruction, Ocean, Storm, Travel, Water
Death, Fate, Law, Rune, Suffering

Death, Fate, Law, Protection, Travel
Destruction, Fire, Renewal, Suffering
Good, Nobility, Protection, Renewal, Strength, Sun
Cliaog, Charm, Family, Good, Travel

Evil, Law, Retribution, Strength, Suffering
Animal, Chaos, Good, Healing

Ammal, Chaos, Evil, Moon, Strength
Darkness, Evil, Luck, Trickery

Animal, Good, Plant, Travel

Charm, Geod, Knowledge, Nobility

NG (LX) Good, Illusion, Knowledge, Magif, Rung, Spell

LG
N
LN
LN
G

NE

G
N
NG

LN
N

N
Lx

CE

CN
CG

NE
N

Animal, Good, Law, Nobility

Charm, Knowledge, Luck, Travel, Trickery
Law, Nability, Planning, War

Fate, Knowledge, Law, Magic, Spell
Chaes, Good, Moon, Protection, Travel

Cavern, Darkness, Evil, Knowledge

Chaos, Charm, Good, Travel, Trickery
Air, Chaos, Pareal, Protection, Trade, Travel
Anmmal, Good, Flant, Renewal

Knowledge, Law, Nobility, Planning
Animal, Plant, Protection, Renewal, Water
Chaos, Charm, Goold, Protection

Chaos, Destruction, Evil, Suffering

Chags, Destruction, Evil, Fire, Storm

Chaos, Procection, Strength, War

Evil, Law, Scalykind, Tyranny

Good, Healing, Law, Protection, Strength
Chaos, Good, Luck, Protection, Travel
Good, Knowledge, Law, Retribution, War
Planning, Plant, Protection, Scalykind
Animal, Law, Ocean, Protection, Strength

Chaos, Destruction, Evil, Occan, Storm, Water
Animal, Chaos, Reeribution, Strengeh, War
Air, Chaos, Good, Ocean, Protection

Deach, Evil, Magic, Undeath.

Knowledgy, Protection, Trade, Travel

*See the deity’s description for special rules regarding selection of this deity as a patron.
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Favored Weapon .

A whirlwind (heavy flail) '

“Teemaiden’s Caress” [ice axe] (battleaxe)

“The Old Btaff™” (quarrerseaff) :

The black hand of Bane [a black gauntlet]
(mm'nmgsm.rj

“TII Fortune™ [barbed scourge] (scourge)

A shock of grain (scythe)

“Razor’s Edge” (longsword)

A whirling glyph (dagger)

Ner (net or ner thar does damage as unarmed

“Sword of Songs” (bastard sword) -
“The Tentacus” [a pinwheel of five hlack,

snaky arms each-ending in a sword (longsword |
"Corruptor” (dagger or threwing dagger)
“Craftmaster” (warhammer)
A stony fist (warhdmmer
“Flameheart” (greatsword)
“Ever Watchful” (bastard sword)
“Retribution’s Sting” [javelin of lightning]

_ An open hand {unarmed strike)

A wave (warhammer)

A whire glove (scythe)

“Fatal Touch” (bastard sword)
Tendril of flame (spiked chain)
“Dawnspeaker” (light or heavy mace)
“Sparkle” (shuriken)
"Painbringer” (scourge)

A unicorn horn (shortspear)

A beast's claw (claw bracer)
“Stealthwhisper” (longsword |
“The Hornblade" (scimitar)
“Sharptonguc” (rapicr)

Scyen whirling stars (shuriken)

A lion's head (heavy pick)

“Mortal Strike” (longsword)

“Checkmate” (longsword)

The eye of Savras (dagger)

“The Wand of Four Moons” (heavy mace)

“The Disk of Night™ (chakram)

A great cat's paw (claw bracer)
“Sward of Shadows” (greztsword)
“Forest’s Priend” (quarterstaft)

“Noble Might" [scepter] (light mace)
*“The Grear Mallet of Silvanus” {mull

A sitken sash (whip)

A scabrous hand (unarmed strike)

A lightning balt (longspear, shortspedr,
ar halfspear]

“Battle Prowess" (hattleaxe)

A dragon head (heavy pick)

“Duty’s Bond™ (greatsword |

A spinning coin (shuriken]

“Tusticir" (longsword)

Tyranncsaur head (heavy pick)

“Harpoon of the Cold Sea” (longspear
or shortspear)

“Drowning Death” [trident] or jellvfish (trident)

Appropriate beast totem spirit (battleaxe)

“The Captain's Cutlass” (cutlass)

. “Bkull Staff of the Necromancer” (quarterstafT)

Cloud of coins (munchaku)
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Name ‘g * Portfolio
Akadi hite cloud on blue background Elemental air, movement, spced flying creatures
-Auril i White snowllake on gray dimmond with white border Cold, winter
Azuth Human left hand pointing upward outlined in blue fire Wizards, mages, spellcasters in general
Bane Green rays squeezed forth from a black gauntleted st Hatred, tyranny, fear
Heshaba Black antlers on a red Field Random muschief, misfortune, bad luck, accudents
+ Chauntea Blooming rose on a sunburst wreath of golden grain Apriculture, farmers, gardeners, summer
Cyric White jawless skull on black or purple sunburst Murder, lies, intrigue, strife, deception, illusion
Deneir Lit candle above purple eye with triangular pupil Glyphs, images, literature, scribes, cartography
Eldath Waterfall plunging inte a still pool Quiet places, springs, pools, peace, waterfalls
Einder Wyvernspur White harp on gray circle ) Cycle of Life, transformation of art, saurials
Garidgos A counterclockwise pmwheel of five snaky arms War, skill-at-arms, destruction, plunder
. clutching swords )
Gargauth Broken animal horn Betrayal, cruelty, political corruption, powerbro-
kers '
Giond* 4 A toothed metal, bone, or wood cog with four spokes . Artifice, craft, construction, smithwork
Grumbar Mountains on purple Elemental edrth, solidity, changelessness, oaths
Gwaeron Windstrom Whirte star and brown pawprint on dark red *87 Tracking, rangers of the North
Helm Staring eye with blue pupil on upright left war gauntlet Guardians, pretectors, protection
Hoar Black-gloved hand helding a coin with a two-Faced head Revenge, retribution, poetic justice
Hmater Paiy of white. hands bound at the wrist with a red cord Endurance, suffering, martyrdom, perseverance
Istishia Cresting ‘wave Elemental water, purification, wetness
Jergal Jawless skull and writing quill on scroll Fatalism, proper burial, guardian of tombs
Kelemvor Upright skeletal arm holding the golden scales of justice Death, the dead
Kossuth® - A twining red flame Elemental fire, purification through fire
Lathander Sunrise made of rose, red, and yellow gems Spring, dawn, birth, yvouth, vitality, athletics
Lhira A triangle of three six-pointed stars (orange, yellow, red) Joy, happiness, dance, festivals, freedom, liberty
Loviatar Nine-tailed barbed scourge - Pain, hurt, agony, torment, suffering, torture
Lurue Silver-horned unicorn head before a crescent moon Talking beasts, intelligent nonhumanoid crearures
Malar Bestial claw with brown fur and curving bloody talons Hunters, stalking, bloodlust, evil lycanthropes
Mask ‘ Black velvet mask tinged with red Thieves, thievery, shadows
Mielikki Golden-horned, blue-cyed univorn's head facing left Forests, forest creatures, rangers, drvads, aurumn
Milil Fivestringed harp made of silver leaves Poctry, song, cloquence :
Mystra® Circle of seven blue-white stars with red mist Magic, spells, the Wcawz
tlowing from the center .
Nobanion Male lion’s head on a green shield Royalty, lions and feline beasts, gnof.l beasts
Oghma® Blank screll l\nowledgc, invention, inspiration, bards
Red Knight Red knight chess piece with stars for eyes Strategy, planning, ractics
Savras Crystal ball containing many kinds of ¢yes Pivination, Fate, truth
Seline Pair of female cyes surrounded by seven silver stars Moon, stars, navigation, prophecy, questers, good
and neutval lycanthropes
Shar Black disk with deep purple border Dark, night, loss, forgetfulness, unrevealed secrets,
; caverns, dungeons, the Underdark
Sharess Feminine lips Hedonism, sensual fulfillment, festhalls, cats }
Shaundakul A wind-walking bear:lu:d man n traveler’s cape and hoots Travel, exploration, caravans, portals 2
Shiallia : Galden acorn Woodland glades, woodland fertility, the High
Forest, Neverwinter Wood
Siamorphe Silver chalice witha guld:n sun on the &lde : Nobles, rightful rule of nohility, human royalty
Silvanus Green living oak leaf Wild nature, druids
Sune Face of a red-haired, ivory-skinned beautiful woman - * Beauty, love, passion
Talona Three amber teardrops on a purple triangle Disease, poison ,
Talos An explosive lightning strike - Srorms, destruction, rebellion, conflagracions, ]
carthquakes, vortices i
'Il' Tempus A ﬂnming silver sword on a blood-red shield War, battle, warriors
I Tiamat . Five-héaded dragon Evil dragons, evil reptiles, greed, Chessenta
Torm = | Right-hand gauntlet held upright with palm forward Duty, lovalty, obedience, paladins
Tymora Silver coin with Tymora’s Face surrounded by shamrocks . Good fortune, skill, vicrory, adventurers
Tyr Balanced scales resting on a warhammer Justice -
| Ubtan Maze Creation, jungles; Chult, the Chultang, dinosaurs
' Ulutin (slumbering) Necklace of blue and white ice crystals Glaciers, polar environments, arctic dwellers
II - 4
5 Umberles. Blue-green wive curling left and right Oceans, currents, waves; sea winds
r Uthgar* * That of the individual beast torem spiric - The Uthgardr barbarian tribes, physical strength
' Valkur Cloud with three lightning bolts on a-shield Suilors, ships, favorable winds; naval combat
Velsharoon A crowned laughing lich skull on 2 black hexagen © NWeeromancy, necromancers, evil liches, andeath
Waukeen Gold coin with Waukeen's profile facing left Trade, money, wealth ,

*See the deity’s description for special rules regarding selection of this deity as a patron,




Whether cleric or commoner, wmar& ar warrior, neéarly everyone in Faerin pays
homage to at least one patron deity. Some of those divine powers inspire respect,
while others elicit fear. Good or evil, all of them coexist within these pages.
Complete information for key gods, along with the powers and abilities granted to

their most dedicated followers, and descriptions of supporting deities combine to
provide this look at all the gods of the FORGOTTEN REALMS" Campaign Setting,

®Over 115 gods . #20 specialty PI‘l'ﬁt prestige classes #Maps of four temples

To use this accessory, a Dungeon Master also needs the FORGOTTEN REALMS
Campaign Setting, the Player's Handbook, the DUNGEON M ASTER's Guide, and the
Mouster Manual. ;
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